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Roll with confidence using our premium polyhedral dice sets, designed for Dungeons & Dragons (D&D), Pathfinder, and more. With stunning designs and durable materials, these dice sets bring style and precision to every rollfrom d20 attack rolls to d100 percentile checks. We offer a wide range of high-quality gemstone dice, liquid core dice, and
resin dice sets, perfect for any dnd dice collection. Whether you're exploring dungeons, battling foes, or crafting epic stories, our D&D dice sets are built for all your tabletop adventures. Each set of dice includes a d4, d6, d8, d10, d12, d20, and percentile diepackaged in a durable DnD dice box to keep your gear safe. Looking for cool DnD dice,
awesome DnD dice, or that perfect Dungeons and Dragons dice set? Youll find it herealong with options for collectors, new players, and seasoned adventurers alike. Perfect for D&D: Tailored to the mechanics of Dungeons & Dragons and other RPGs. Versatile Compatibility: Use them in games like Pathfinder, Starfinder, Vampire the Masquerade,
Magic the Gathering, and Call of Cthulhu. High-Quality Materials: Choose from gemstone dice, metal dice, liquid core dice, and resin dice options. Great Gift Idea: Perfect for DnD players, Dungeon Masters, and dice collectors. Welcome to our post on how to roll stats in D&D 5E! Whether youre a beginner or an expert, creating your traits are a vital
part of the 5e experience. Your traits will help shape the path that youll take and how you will fair out in the realm. Without Charisma, youll have trouble interacting with everyone in the multiverse. And, without Intelligence, spellcasters wont be able to cast spells to help their party move forward. Finally, without Strength, it would be hard to shoot
your arrows or swing your swords. So, its vital for every player to work out how to get those stats and make your character ready to journey the multiverse.To roll out these stats, people have a lot of options to choose from like using an excel stats generator, use a standard array of attributes, or a point buy system to ensure fair and equal scores. But
what if your GM says rolling will be the standard? Will you be doomed? We hope not. If you are, read below our guide toHow to Roll Stats for 5E. There are several ways how to roll stats in D&D 5E. Most traits of character creation like race, class, skills, and the like are prioritized before ability scores. You have to pick those first, based on what you
want to play, or your partys composition.If your GM doesnt have any prior rules or remarks, you can now start rolling your dice. In the 5E, the modern school of using a 4d6 is used. To do this, roll a 4d6, then ignore the lowest roll, and sum the remaining. For example, if youroll a 1 5 3 6, you ignore the 1, and the remaining leaves you a total of 15.
You do this process 6 times, then collect it all together, and finally, assign the values however you like. If your GM is used to or a fan of the old edition, your GM may ask your or your party to roll in a different way. If youre not familiar with other roll options, here are some of the different types, how will it be helpful, and what you will do: 2d6+6:This
roll maintains a minimum of 8 from the Standard Array, and in turn, ensures that everyone is a little stronger. To do this, roll 2 six-sided dice with 6 being added to the result. 3d6:We suggest not to use it as much. If any of these dice roll low, your stats can suffer. This only works if youre supposed to be a civilian or non-key character or creature. To
do this, roll the 3 six-sideddice, add the numbers together, and write them down for one of your ability scores.Then, repeat the process for other abilities. These are just some of the types out of the many options to roll some dice. Every now and then, your GM might also not allow you to pool your dice. In lieu of it, theyll ask to roll and apply the rolls in
order. Once you are asked this, use the 1st roll to Strength, 2nd Dexterity, 3rd Constitution, or other roll options. It also helps to try to ask your GM to think of using the Pool system instead. If the GM doesnt want to, consider changing your class soon. Additional Resources: Clip at YouTuve explaning how to roll stats in DND 5E Do you need help
determining your characters ability scores in D&D 5e?0One of the first steps to creating a character in D&D 5e is determining their ability scores and modifiers.Your DM is waiting and the players are itching to roll some dice. But how do you even get started?There are many ways to go about this, but this list will cover five of the most popular methods
for making your decision: using a standard array, the point buy method, and three ways to roll for your scores.Theres no shortage of creative ways to determine characters ability scores.However, in my experience, your group will likely pick one and stick with it. From time to time, it can be fun to experiment with new methods, but most groups tend
to find something thats comfortable for their unique playstyle.Whatever you decide, I strongly recommend picking one method that everyone in the group will use. Having multiple players all use different methods can lead to headaches.So think of this as a top 5 roundup of the most popular ways to determine characters ability scores.The Standard
Array method of determining ability scores is a balanced option that trades the potential of rolling high for the safety of not potentially rolling low.The standard array values are 15, 14, 13, 12, 10, and 8.The players choice of ability scores will be largely based on the skills that they want their character to excel at.For example, someone making a
Rogue character would likely assign their 15 to Dexterity (the Rogues most important skill) while putting their 8 in Strength (making it their dump stat since its less important to their role in the party.)This has become my preferred method of determining ability scores in 5e. Its quick and simple which also makes it a great option for new players.After
all, this is about the point that I usually see new players with that deer in the headlights look, so its usually a good idea to cut down on as much confusion as possible when someone is just getting into the game.If you would prefer some extra freedom when determining your characters ability scores, you might look at the Point Buy method.With this
method, players get 27 points that they can assign to abilities as they see fit.Note that the cost of increasing an ability isnt a 1-for-1 cost. Additionally, the lowest that an ability score can be (before any modifiers) is 8 and the highest that it can be is 15.You can check out the table below to see how many points are required for each ability
score.ScoreCost8091102113124135147159You arent necessarily locked in to 27 points though.Depending on what the DM has planned and what type of game youre all looking to have, you can make some changes to this method. For example, the DM may give players more or less points or change the highest/lowest score thresholds for each
ability.Related: The D&D Ability Scores Explained What Each MeansDrop one of the 3s and we have a 14 to assign to an ability score!Ok, so Standard Array and Point Buy are good and all, but maybe you prefer something a little more daringNo risk = no reward, right?The classic method of rolling for your ability scores is to roll 4d6 (dropping the
lowest number) six times. Write down each of these results and assign them to your abilities as you see fit.You might choose to mix this approach up a little bit in one of the following ways:Rerolls 1s then drop the lowest dicelf a player isnt happy with their set of 6 scores, allow them to reroll the set. (You might set a limit on the number of times they
can do this. Otherwise, youll be there all night until each player gets all 18s!)For a harder or more chaotic experience, have players assign results to ability scores in the order that theyre rolled. With this method, rolling [12, 17, 9, 15, 10, 13] would translate to a character with 12 Strength, 17 Dexterity, 9 Constitution, and so on down the list of ability
scores.l wouldnt recommend this method if players have specific characters to play in mind.If Mike wants to play a Druid but rolls the above set, hes not likely to have a good time as a Druid whose main ability score is only 10.However, if Mike doesnt know what kind of character to play or is just feeling chaotic, this could have some interesting
results. His character would be quick and intelligent, but a lower Constitution and Wisdom would make them particularly danger-prone!What stat will get the 11?0One of the most popular variants of rolling for scores is to roll 3d6 instead of 4.Generally speaking, this works exactly as the previous method but with less dice.No longer do you get the
saving grace of dropping the lowest die for each roll. If you roll three 2s, youre going to have to pick an ability to give your 6 to.As before, its up to you if your group is going to reroll 1s with this method. Though I can only imagine what a character with 3 Charisma would be like to play, its certainly interestingIf you especially hate your players want a
challenge, you can once again have players assign ability scores in the order that theyre rolled.I rolled a 20, 17, 16, 9, 4, and 2. Honestly, better than I expected!Do you just want to leave your fate entirely in the hands of the Dice Gods?Then grab your most trusted D20, brave adventurer.You have six rolls.Go.You could end up with a character who has
a score of 1 in every single ability. Though I suppose you could also end up with a character who has a 20 in every ability as wellWhatever happens, just remember: you asked for this.So are you assigning the scores in order or are you backing out now?*evil laughter*I hope you found this article to be helpful. Now that you know the different ways of
determining your characters ability scores, which one will you use? Do you use a method that I didnt cover here?Comment below with the method(s) that work best for you and dont forget to sign up below for the Tabletop Joab newsletter so you never miss a thing!Happy rolling! Roll your stats by rolling 4 x 6-sided dice, dropping the lowest number,
and adding the remaining total. Do this for each stat (there are 6).Alternatively, calculate your stats using the Point Buy or Standard Array, which dont require rolling and limit variation in character stats.Institute house rules if you want to roll stats and ensure youll get decent scores. House rules include rerolling 1s or group rolling and sharing stats
with other players.1Stats reflect your characters mental and physical prowess. In D&D, stats is the casual term for ability scores, which are basically measures of your characters innate capabilities and training. Is your character as wise as an owl? Strong as an ox? Ability scores determine their strengths and weaknesses, affecting ability check and
saving throw rolls youll make as you play.[1] There are 6 stats (ability scores) in total:Strength (STR). This determines a character's physical power.Wisdom (WIS). This determines a character's perception and insight.Dexterity (DEX). This determines a character's agility.Intelligence (INT). This determines a character's memory and mental
acuity.Constitution (CON). This determines a character's health and endurance.Charisma (CHA). This determines a character's force of personality. 2Each class in D&D typically has a primary stat and 2 secondary stats. Every character youll make for D&D will have a classwhich is the equivalent of their profession or skillset. For example, wizard,
fighter, and rogue are all D&D classes. Depending on your chosen class, your character will rely on a few different stats for their abilities, making rolling stats an important task![2]For example, wizards are primarily spellcasters, and their spells are intellect-based. That means the higher their Intelligence score is, the more effective theyll
be.Similarly, a martial class like a fighter relies more heavily on strength or dexterity. Intelligence isnt a high priority for them, but theyll need a high STR or DEX stat to make the most of their abilities.Keep in mind that every race option (elves, dwarves, and so on) comes with a couple of ability score bonuses. This can buff up ability scores you didn't
roll well on or make great ability scores exceptional. Advertisement 3A characters stats also determines their stat modifiers. Every ability score (stat) comes with a modifier based on the scores total, and that modifier is what players use when they roll ability checks and saving throws. The higher your characters ability score is, the higher their stat
modifier will be. This is a good thing because high modifiers give you a greater chance of succeeding on rolls!A 10 is considered average for stats, so the modifier is 0. Stats lower than 10 have lower modifiers (-1, -2, and so on), while stats higher than 11 have higher modifiers. You can refer to the D&D rulebook for a modifier table.Say you roll a 12
for one of your characters stats and assign it to their Charisma. The modifier for a 12 is +1, which means youll add a +1 to every Charisma-based check and saving throw you make. Advertisement 1Roll 4 x 6-sided dice, remove the lowest, and add the other numbers. Calculating an ability score for your character is easy; grab 4 x 6-sided dice (4d6)
and roll them. Then, find the lowest number you rolled and set it asideyou dont need to include it in the final score. Add up the total of the other dice, and you have your ability score![3]For example, say you roll 4d6 and get a 2, 3, 5, and 6. Discard the 2 since its the lowest number, and add 3, 5, and 6 for a total of 14.Most character stats fall
somewhere between an 8 (considered fairly low) and 18 (the highest you can roll).This is usually referred to as the Manual/Rolled method for calculating ability scores. Its also the most widely used because its old-school; it's the original stat-rolling method from when D&D first began.2Continue rolling 4d6 die until you have 6 stats calculated. Now
that you have your characters first stat, repeat the first step another 5 timesroll 4d6, remove the lowest number, add up the die, and make a note of the total. Once you have 6 stats prepared, youre ready to assign them all to your characters ability scores.[4]For example, after rolling the 14 above, you might continue rolling dice in groups of 4d6 and
end up with the 6-stat array: 9, 10, 13, 14, 15, and 17.You can assign stats however you want, but its a good idea to hold off on assigning any until youve rolled all 6. That way, you can look at all your options and figure out where each number would best suit your character.3Assign each calculated stat to one of your characters ability scores. Think
carefully about how you want your character to function before you match your rolled stats with your characters 6 main ability scores. Most people tend to do this according to the ability scores that will be most valuable to their character, based on their class and abilitiesbut, ultimately, the choice is up to you.[5]For example, say youre playing a
sorcerer. Sorcerers rely on Charisma-based spellcasting in combat, making Charisma their primary stat. Assigning the 17 to your characters CHA score would make the most sense!From there, assign the other stats based on how important you think theyll be. For example, a sorcerer will probably make a lot of Concentration saves, which relies on
Constitution, so assigning the 15 to their CON score is a solid choice.Some enjoy assigning stats based on roleplaying potential rather than effectiveness in battle. For example, sorcerers dont really need strength, but you could play a ridiculously strong bodybuilder sorcerer anyway. Advertisement 1Standard Array The Standard Array is the most
structured and simple way to assign ability scores for your character. Essentially, this method gives you 6 pre-determined stats: 8, 10, 12, 13, 14, and 15. From there, all you have to do is decide where to assign each stat that youve been given.[6]This is a useful method for beginners or anyone who prefers using a set of average stats to taking a risk
and rolling them.Its also useful if youre making a character in a hurryespecially for a quick one-shot game or creating a relatively short campaign.2Point Buy The Point Buy system basically gives you 27 points to work with and build your own stats rather than rolling them. Your character will start, by default, with an 8 for every ability score. Then,
you can add those 27 points to the base scores, spending a maximum of 9 points on a single score. This ensures that every character you make is fairly balanced.[7]To increase any stat below 13, it only takes 1 point. However, scores of 14-15 take 2 points to increase. You can find a complete table in the D&D 5e rulebook.For example, if you begin
with an intelligence score of 8 and want to increase it to 15, itll consume a total of 9 points (5 points for every increase through 13 and 4 points for increasing the score from 13 to 15).Some players like this method because it allows them to customize their stats without having to roll dice. Advertisement 1Pros Plenty of D&D players feel that rolling for
stats is just part of the fun of making a brand-new character! Its old-school, and theres a sense of excitement because its all about the luck of the draw. You also have the chance to roll a higher stat than you can get using the other methods (up to an 18), and it can be really good team bonding to roll your stats together before the game.[8]There are
entertaining roleplaying opportunities even when you roll low stats! After all, playing D&D tends to be more enjoyable when you focus on having fun rather than the results of every roll.For example, consider the humor in playing a low-intelligence fighter who cant tie their own shoes or a low-constitution wizard who needs to be carried every time the
party does something strenuous!2Cons The main downside to rolling your stats is, of course, the potential to get some really low ability scores. Theres even a possibility, slim though it may be, that youll roll a 3 (if you roll all 1s)and thats a pretty dismal ability score! Players who dont like leaving their characters abilities up to chance might not enjoy
rolling their stats as much.[9]Rolling can also be risky because it might feel slightly unfair if your stats are much lower overall than another person's.If youre worried about rolling too low on your stats, talk to your DM (Dungeon Master). There are plenty of homebrew rules out there you can use to level the playing fieldor you could just use one of the
other methods listed here. Advertisement 1Roll stats as a group and distribute the scores equitably. Group rolling is more than just a team-building experience; it can actually help every player feel a little more comfortable with their characters stat rolls. Get together with all the players in your group and roll your 6 stats as usual. Then, record every
stat in a group pool and assign them together, deciding who gets which number and how to split them evenly.[10]With group rolling, you can exchange a low stat you rolled with a high stat that another player rolled if you feel like you have too many low stats.2Reroll any 1s as you calculate stats. Some DMs may allow you to simply reroll 1s that you
get as you roll your 4d6 die for each stat. Talk to your DM about doing this first (or, if youre the DM, let your players all know that this is an option for them). A good DM will be willing to address your concerns somehow, and this is a good way to prevent super-low rolls.[11]If you or your DM dont want to reroll every 1 that might come your way, you
could institute a house rule allowing a certain number of rerolls. That way, you must be a little judicious about rerolling dice.3Roll 7 sets of numbers and drop the lowest. Another way to avoid an unusually low score is to roll your stats as usual, then roll a 7th stat as well. After that, you can drop the lowest stat you rolled, thereby ensuring that even if
you have a couple of mediocre scores, your character wont have too many low numbers on their character sheet.[12]Alternatively, you could roll all 6 of your stats and then replace the lowest one with a 16. This guarantees youll have at least one higher stat in your array and not as many low stats.4Allow larger stats using the Point Buy method. Some
players like the idea of Point Buy but feel like they cant get a high stat using that method (since the highest you can get from Point Buy, barring racial bonuses, is a 15). In that case, talk to the DM about instituting house rules to allow players to give their characters a higher stat (16, 17, or 18, for example) using Point Buy.[13]This rule is easy enough
to follow; simply allow players to spend 3 points each to increase a stat to 16 or 17, 4 points for 18, and so on. Advertisement Ask a Question Advertisement Co-authored by: Dungeons & Dragons Experts This article was co-authored by Legends of Avantris and by wikiHow staff writer, Glenn Carreau. Legends of Avantris is a group of Dungeons &
Dragons Experts and content creators of their successful eponymous YouTube channel. Composed of seven best friends whose passion is playing D&D, Legends of Avantris has built a multifaceted business, streaming on Twitch, running their YouTube channel, selling their successful merch line, producing their podcast, and launching their first
Kickstarter campaign: The Crooked Moon, a folk horror supplement for 5th edition. This article has been viewed 180,851 times. Co-authors: 3 Updated: April 10, 2025 Views:180,851 Categories: Dungeons and Dragons PrintSend fan mail to authors Thanks to all authors for creating a page that has been read 180,851 times. In the realm of Dungeons
& Dragons, character creation is an exciting step that lays the foundation for your epic adventures. One crucial aspect of shaping your hero or heroine is determining their ability scores: Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma. These attributes influence everything from your character's combat prowess to their problem-
solving skills.Character creation in D&D 5e offers a variety of methods for generating attribute scores, from point buy systems to arrays of predetermined scores. Rolling for stats, however, adds an element of randomness and excitement to the process. In this guide, we'll explore the intricacies of rolling for stats in D&D 5e, helping you create unique
and dynamic characters.What does rolling for stats mean?Rolling for stats is a method in Dungeons & Dragons (D&D) 5th Edition where you use dice to generate your character's ability scores. It's the rules as written approach for character creation, adding an element of randomness and excitement to the process.However, it's worth noting that
there are alternative methods for generating stats in D&D 5e, such as points-based systems where you have a set number of points to distribute among your attributes, or pre-determined stat arrays where you allocate scores that are already provided.How do you roll ability stats?Rolling ability stats in D&D 5e is straightforward. You roll 4 six-sided
dice (4d6) and then discard the lowest roll. This process is repeated until you have six numbers, which you then allocate to your six abilities: Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma.For example: you roll 4d6 and get the numbers 1, 3, 4, and 4. You drop the 1 because it's the lowest. Then you add together the remaining
three dice, which are 3, 4, and 4, resulting in a total of 11. This process is repeated until you have an array of six numbers.On average, using this method, you can expect each ability to fall between 11 and 13. This variety can lead to characters with diverse strengths and weaknesses, which adds depth to the role-playing experience and offers unique
challenges and opportunities during gameplay. The randomness of rolling can result in characters who excel in unexpected areas, adding a layer of unpredictability and fun to your D&D adventures.What is the best stat generation method in D&D?According to a poll on r/DnD, roughly 60% of players adhere to this method, while 25% use a slight
variation where they reroll 1s. This modification increases the average stats a bit, making it a bit more generous.The best stat generation method in D&D ultimately depends on your preferences as a Dungeon Master and the desired power level at your gaming table. The rules as written method in D&D 5e is to roll 4d6 and drop the lowest.Advantages
of rolling for statsThis method follows the traditional rules of the game, adhering closely to the rules as written in Dungeons & Dragons 5e.Rolling for stats introduces randomness, which can lead to a wide variety of characters and keeps the game unpredictable.Rolling dice for your stats can be exciting, as you might end up with unexpected and
exceptional abilities, making your character unique.Characters with flaws and quirks from low or high stats can lead to interesting roleplaying opportunities.Disadvantages of rolling for statsCharacters might end up with very low stats in their abilities, unintentionally hampering their effectiveness and enjoyment of the game.Rolling for stats can lead
to significant power imbalances among player characters. This can create frustration within the group if some players roll much better than others.Consistently poor rolls can lead to frustration and a lack of engagement, as players struggle to create characters that are enjoyable to play due to their low stats.Some homebrew variants of rolling stats,
such as rolling 1d20 for each of your abilities, can create significantly strong or weak characters, which can affect enjoyment of the game.When can you re-roll stats in D&D?In D&D, according to the rules as written, you can't re-roll your stats. The standard method is to roll 4d6 dice and discard the lowest result, repeating this process several times
to generate your ability scores. If you roll exceptionally low, some Dungeon Masters may permit re-rolling your stats as a homebrew rule.It's essential to remember that re-rolling is not a given; it's a decision to be made by the Dungeon Master. If you feel the need to re-roll your character's stats, make sure you get their permission first. What
alternatives are there to rolling stats?Some of the most popular alternative ways to generate ability scores in D&D 5e are standard array, heroic array, and point buy.Standard arrayWith standard array, you start with a set of predetermined stats: 8, 10, 12, 13, 14, and 15. You then distribute these scores as you see fit among your character's
abilities.For example, if you're playing a rogue, you might allocate your highest score (the 15) to Dexterity and place the lowest score (the 8) in Strength.The advantage of using the standard array is that it provides a balanced set of scores for your character, ensuring they're not overly powerful in one area and deficient in others. It also means that
everyones characters are balanced relative to each other, and no one should feel overshadowed.The downside is that it's a straightforward and fair method, which can be boring to those looking to roll big and play with heroic characters.Heroic arrayHeroic array is a homebrew rule that builds upon the concept of the standard array, offering a beefier
set of predetermined stats for your character. In this arrangement, your ability scores are 17, 16, 15, 14, 12, and 10, each number increased by 2 compared to the standard array.The primary advantage of the heroic array is that it allows players to create characters that excel in specific areas. With a 17 and a 16 in your key abilities, you can have a
character who is exceptionally proficient in their chosen skills. However, this increased power can also be a drawback. Some players might find that characters generated with the heroic array are too strong, potentially unbalancing the game. It's essential for Dungeon Masters to carefully consider the overall balance of the party and adjust challenges
accordingly when allowing the heroic array. This homebrew rule can be a fun way to create powerful and exceptional characters but should be used with care to maintain the balance of the game.Point buyPoint buy is another method of generating character ability scores in D&D 5e. With point buy, you have 27 points to allocate among your abilities,
starting with 8 in every stat. This can be a little bit confusing, so we recommend trying out a point buy calculator to see how it works.The primary advantage of point buy is that it allows players to create precisely the character they envision. It provides a level of control and predictability that rolling or other methods might not offer.To illustrate how
point buy works, let's take an example. If you want to increase your character's Intelligence score from 8 to 15, it'll cost a total of 9 points. This breakdown consists of 5 points for every increase through 13 and 4 points for increasing the score from 13 to 15.This system allows for the fine-tuning of your character's abilities according to your role-
playing concept. However, the disadvantage is that it can sometimes feel less random and spontaneous than rolling for stats. Some players enjoy the unpredictability of rolling for stats and the unique characters it can create.Roll your stats in styleRoll your stats in style with our dice for D&D. Whether you prefer the classic feel of polyhedral dice or
the weighty satisfaction of metal Dungeons and Dragons dice, we've got you covered. Your next adventure begins with the roll of the dice, so why not make it a stylish one? Welcome to this guide on rolling stats for D&D 5e! Whether youre a veteran player looking to shake things up or a newcomer trying to figure out where to start, this guide covers
you. Ill explain everything youd want to know before you start rolling and how to roll for your characters Ability Scores. If you only need a refresher on how to roll your stats, skip to the Lets Roll section. For anyone else, lets go over the basics. Dice makes the D&D world go round. To roll, you need dice. While most of you already know about dice, this
is for the few who may need the information before diving in. There are 6 main dice used in D&D. These are the d4, d6, d8, d10, d12, and d20. There is also the d100, or percentile dice, which use two d10s. D is short for die, the singular word for dice, and the number is the number of sides on the die. So, a d12 is a twelve-sided die. Having physical
dice or using an online dice roller will help you as you go through this article. Creating a new character can be a fun and exciting experience but also overwhelming for new players. Looking at your empty Character Sheet may make you feel uncertain, but follow along so we can fill it out together! A good first step for creating a new character is
choosing a class. The class determines your characters abilities, skills, and role in the party. There are 12 classes in the Players Handbook, each with a unique set of features and abilities. Look at the classes and their abilities before you decide which class to play, or you can let fate decide! Pick from this list by rolling your d12:
Classd12Barbarian1Bard2Cleric3Druid4FightersMonk6Paladin7Ranger8Rogue9Sorcererl 0Warlock11Wizard12 Tashas Cauldron of Everything officially added a 13th class, the Artificer. If you are using D&D Beyond, you may also notice the Blood Hunter class. Blood Hunter is an example of an unofficial class made by Matt Mercer. Players make all
kinds of unique classes and subclasses you could use! Game material made by players is called Homebrew and is not considered official. If you like a Homebrew class, talk to your DM to see if its okay for you to play it. After selecting a class, you can choose a race for your character. Your race determines your characters physical traits and abilities.
There are 9 core races to choose from in the Players Handbook. Unlike Classes, Wizards of the Coast has added more playable races in extended material. Mordenkainen Presents: Monsters of the Multiverse added a whopping 33 playable races! I cant list or talk about all the races because thats something you should explore yourself. Want to leave it
up to chance? Here is another list that you can roll a d20 to determine your race: Raced20Half-Orc1Centaur2Half-Elf3Leonin4Kalashtar5AarakorcrabHuman7Goliath8 Dragonborn9Tieflingl 0Dwarfl 1Tortle12Plasmoid13Satyr14Halfling15E1lf16Verdan17Changeling18Gnome19Aasimar20 Ability scores are the core of your characters inherent physical
and mental skills. Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma are the six abilities. Each one is represented by a number between 1 and 20. They influence your skill checks, saving throws, and combat rolls. What abilities are useful depends on your class. Here is a quick breakdown of the abilities and what classes they are
important to. Strength represents a characters physical power, athleticism, and ability to exert force. If you choose a Fighter, Barbarian, or Paladin, they rely on physical attacks. A high Strength score lets you deal more damage, carry heavier gear, and perform physical tasks like jumping or climbing. Dexterity represents a characters agility and
finesse. It is important for characters who rely on ranged combat, such as Rogues, Rangers, and Bards. A high Dexterity score will allow you to avoid attacks, sneak around, and perform acrobatic maneuvers. Dexterity is often used to calculate your armor class too! Constitution is important for all characters as it affects your hit points. It also helps
you resist things like poison, disease, and exhaustion. A high Constitution score will allow you to last longer in combat, survive harsh environments, and drink excessive amounts of ale. Of all classes, Barbarians care most about Constitution. Intelligence represents a characters technical knowledge, such as in history or the arcane. Wizards, Artificers,
and Knowledge Domain Clerics rely on Intelligence for their magical attacks. A high Intelligence score will allow you to cast more spells, learn things quickly, and solve puzzles. Wisdom could be considered a characters common sense or intuition. It is crucial for Clerics, Druids, and Rangers because they rely on perception and connecting with nature
and gods. A high Wisdom score will allow you to sense danger, detect hidden doors, and make sound judgments. Charisma, or as the kids call it Rizz, is about how well a character talks, looks, or acts. Sorcerers, Paladins, Warlocks, and Bards use Charisma when casting their spells. A high Charisma score will also allow you to influence others,
convince them to do things, and perform feats of showmanship. DM Tip: If you are feeling ambitious, you can Homebrew your own custom Abilities. Integrity could measure how well your character is in a given domain. Resilience could be the Constitution of the mind. Now that you have picked the Race and Class of your character, it is time to roll
your stats! Rolling your base stats is consistent across all characters, but you should distribute the stats based on your class. The rules for rolling stats go like this: Roll your d6 4 times, and write down each number Remove the lowest of the 4 results Add the 3 remaining results together Repeat 5 more times so you have 6 numbers, one for each
Ability Score Assign each number to an ability score Add any class, racial, or feat bonuses to the scores For some, this may be all you are looking for, but if you still feel lost, lets go through each step together. I just created my new Human Fighter character, Viktorin Di. Now I will roll to see what his Ability Scores will be. Take my d6 androll 1 1 55
Now lets take out one of the 1s since it was the lowest roll. That leaves us with 1 + 5 + 5 = 11. Lets do it 5 more times to get all 6 Scores. 256 5 Remove 25+ 6 +5=1664 33 Remove 36 +4+3=135512Remove 1 5+5+2=122242Remove22+2+4=81513Removel5+ 3+ 1 =9 Now, my Ability Scores poolis 11, 16, 13, 12, 8,
and 9. Strength, Constitution, and Dexterity are my most important abilities as a fighter. Wisdom, Intelligence, and Charisma arent as useful to a Fighter. Ill be assigning my base Scrores like this: AbilityScoreStrength16 (+3 Modifier)Dexterityl2 (+1 Modifier)Constitution13 (+1 Modifier)Intelligence8 (-1 Modifier)Wisdom9 (-1 Modifier)Charismall
(+0 Modifier) Remember to check if you have any racial bonuses for your Ability Scores. Since I am playing a Standard Human, I can add 1 to each of my Ability Scores. Meaning my Scores at level 1 would be: AbilityScoreStrength17 (+3 Modifier)Dexterityl3 (4+1 Modifier)Constitution14 (+2 Modifier)Intelligence9 (-1 Modifier)Wisdom10 (+0
Modifier)Charismal2 (+2 Modifier) If you are starting at a level higher than 1, you must go through and add things based on your class. You can increase your Ability Scores at 4th, 8th, 12th, 16th, and 19th level. Once you have completed your base stats, you can add other aspects such as skill, tool, or language proficiencies. You gain these
proficiencies from your Race, Class, and Background. D&D sourcebooks often have tables similar to the ones earlier in this article. It can be for randomizing character traits, worldbuilding, or NPCs. When you find these tables you can use them to add extra flavor to your campaign. While I have encouraged a lot of dice rolling and randomization, you
can always opt to choose whatever Class, Race, or added flavor you want. If you dont want to randomize your stats, there is another way to determine them! Rolling stats can lead to characters with very high or very low scores. Point buy avoids the risk of some players having weaker characters due to unlucky rolls. Many DMs may prefer point buy for
this reason. Unlike with rolling, the max a stat can be before adding your racial bonuses is 15. All stats start at a minimum of 8, and it costs you points to increase that number. You have 27 points to spend. Here is a chart for how many points each score is worth: ScorePoints8091102113124135147159 Here is an example of how my Human fighters
stats might have looked using the point buy method: AbilityAbility ScorePoint CostStrength159Dexterity159Constitution147Intelligence80Wisdom91Charisma91Total Points =27 This is before I add one to every Ability Score for being a Standard Human. Since many of the stats are on an odd number, when I add one, the modifier will go up! Choosing
a Class and race and rolling for Ability Scores are important steps in creating your unique D&D character. Remember to consider what abilities are important to your chosen class, and dont be afraid to let fate make some of those choices for you! Did you like the article? Send this to your friends who you want to start playing D&D, and comment below
if you found this guide helpful. On the go? Listen to the audio version of the article here:Ready to start a brand-new D&D adventure? Fantastic! Or perhaps youre re-rolling after some unfortunate mishapsless fantastic. Either way, its okay if you dont know how to roll a new character! Therere plenty of options with three primary choices (two of which
are alluded to in the Players Handbook (PHB, pg 12-13)). Lets take a look:There are 3 main ways: 1) Rolled/Manualuse 4d6, dropping the lowest dice. Some roll each stat in order; others assign at will. 2) Point Buychoose your stats using a budget of 27 points (more on this later). 3) Standard Arrayuse 15, 14, 13, 12, 10, and 8 to slow into your stats of
choice.For a more in-depth guide, read on!Before we jump into the how of stat rolling, lets keep in mind the why:Allocation of your stats matters. Each class usually has one primary attribute that is most beneficial (such as Intelligence for a wizard) and two-ish secondary stats that are helpful (usually these depend on what role your character plays).
The rest are nice-to-haves, but often treated as dump statsthe lowest scores go to them because theyre not necessary (like Strength for wizards).Each stat is given a modifier, which is set by this table (PHB pg 13):Ability ScoreAbility Modifier152344536728911011+01213+11415+21617+31819+42021+52223+62425+72627+82829+930+10Note
that stats roll over on even numbers, which is important when youre factoring in your racial bonuses or other boosts based on class or magic items. If you know youll get a +1 to something and have an odd number, you can round it up to the next level modifier.For example, you rolled a 15 and you have a +1 from a racial bonus instead of it being a
+2, the extra 1 (making it 16) will give you a +3 instead.These boosts are added to skills related to the ability, such as Athletics being affected by Strength. If you have a -1 in Strength, then all rolls with Athletics will have a -1 (assuming you arent proficient).Rolling for random stats is definitely the most fun! Theres nothing as exhilarating as letting
your dice bounce on the table, hoping that the odds are in your favor. Maybe youll end up with a God-King, or maybe youll end up with nothing but dump stats. Both can be funor at least entertaining.To roll for each stat, roll four 6-sided dice (or 4d6 for short). Afterward, add the 3 highest dice to get your stat!For example, lets say my rolls are as
follows: 5, 4, 3, 1.The highest three dice are 5, 4, and 3, meaning my stat total is 12! You just have to repeat this process another five times to get your six stats!First, rolling random stats is a gamble. The best-case scenario has you winning 18 in all stats. At worst, its a miserable loss with 3 in all stats.Dont worry, though; theres only a 0.077% chance
of rolling four 1s or 6s, and the odds of doing that for every stat is stupidly low.With these large variations, it might be hard for the Dungeon Master (DM) to adjust to the players ability scores. In short, youre probably gonna die hilariously.If youre looking for something more casual and silly without a care for balance, rolling manually is the best way
to go!In Point Buy, you get to choose your stats with a budget of 27 points. Using these, you can purchase stats referring to the costs in the table below.Ability ScoreCost80 points91 points102 points113 points124 points135 points147 points159 pointsAs an example, I decide to spend 18 points to get two 15s. With 9 points left, I decided to get two 10s
and a 13. With no points left, my sixth and final ability score has to be 8.My stats would look as follows:15, 15, 13, 10, 10, 8.0Overall, Point Buy is an excellent way to roll for stats. It gives players more freedom and flexibility in customizing their characters ability scores. Furthermore, it prevents extremes in scores, allowing it easier to balance
encounters for both players and DMs!If you struggle to calculate with Point Buy, not to worrytheres an online calculator to make the job easy! As well, D&D Beyond also has this option built-in when making a character.Your stats are automatically 15, 14, 13, 12, 10, and 8. All you have to do is select which score goes into which abilityeasy
peasy.Though it is the least customizable, the Standard Array has several benefits.First, the Standard Array provides consistency. If all players use the Standard Array, it ensures they start at the same level. Furthermore, the Standard Array is the fastest way; the scores are already set! All you have to do is assign them!Personally, the Standard Array
has always been my favorite, as both a DM and a player.As a DM, it has ensured balanced, fun gameplay for my players and me. It also makes it easier for me to design encounters.It may be the most boring way, but for me, its been the best!As popularized by the amazing Youtuber himself, this one is pretty simple: roll 4d6 and drop the lowest stat.
According to Matt, if all of your ability modifiers added together equals less than +2, then you redo the whole thing.This has two slight variations; either you roll the Ability Scores in order, or you roll them all and choose where to slot them. The first is more fun if you all like to randomly come up with players, but the second is better if you already
have a preexisting idea.Of course, you dont have to follow the RAW! Rules are just guidelines, and youre free to tweak them as you see fit! Just make sure everyone agrees, specifically the DM.Here are a couple of homebrew alternatives:Similar to rolling solo, throw a total of 6 scores per player with each score determined by dropping the lowest of
4d6 and adding the top three.Rather than use these scores for yourself, however, you instead put them into a group pool. Talk with the other players to distribute the stats equally amongst yourselves!Group rolling is a way to limit variation in each players stats. That way, if one player rolls high and another rolls poorly, they can exchange scores,
allowing better balance.If you decide to roll for stats but would like to keep stats relatively high, you can make players reroll any 1s that crop up. This makes random stat generation a lot less debilitating.If you like the control of Point Buy but want even more flexibility, there are homebrew rules for that. Why start with a measly 15 when you can begin
a campaign with 19!DMs and players alike have generated many ways to roll for stats. If youd like to know all, heres a community compiled list breaking down the approaches!There are many ways to roll for stats, each with its pros and cons:Rolling/Manual: tossing 4d6 and adding the highest 3. This sometimes is done stat-by-stat or can be used to
generate a pool of numbers you can put where you like.Point Buy: given a certain number of points to spend on boosting stats of your choosing.Standard Array: given a set of numbers, you can slot into any attribute you like. These standard numbers ate: 15, 14, 13, 12, 10, and 8.Both Point Buy and the Standard Array allow balanced gameplay,
whereas rolling manually is more casual. Of course, if you find these RAW methods boring theres plenty of homebrew guides! Just make sure you consult with your DM! To roll for stats in 5e, roll 4d6 six times, record the sum of the highest 3 rolls each time (so that you have six numbers), and then assign each of these numbers to an ability score
(Strength, Dexterity, Constitution, Intelligence, Wisdom, Charisma) (Players Handbook, pg. 13).For example, lets say I rolled 4d6 six times and got these results:Roll ResultsSum Of 3 Highest5, 4, 3, 1126, 6, 4, 2166, 3, 3, 1124, 3, 2, 293, 3, 2, 185, 5, 4, 214Next, I would decide how to assign those numbers to my six ability scores. Keep in mind that
your choice of race also grants a floating +2 and +1 bonus to the ability scores of your choice (Tashas Cauldron of Everything, pg. 7).If I was building a Barbarian, Id put 16 as my Strength score and 14 as my Constitution, dumping the 9 and 8 in Intelligence and Charisma, abilities that Im unlikely to use often.If I was building a Warlock, Id put 16 as
my Charisma score and 14 as my Dexterity score (for armor), dumping the 9 and 8 in Strength and Intelligence.Alternatives to Rolling for StatsThere are a few alternatives to rolling for stats in DnD 5e:Standard Array. The Standard Array is a set of six pre-assigned numbers (15, 14, 13, 12, 10, 8) that you can use as your ability scores without rolling
any dice. If you dont like the idea of random dice rolls, this is the option suggested in the rules (Players Handbook, pg. 13).Point Buy. Point Buy is a method where ability scores of 8-15 each have a different Point Cost. An 8 costs 0 points, and a 15 costs 9 points. You have 27 points to spend. So your character could start with three 15 ability scores
and three 8s, for example.This is also good for people who wont like randomness and want even more customization and control in character creation than the Standard Array offers.Re-roll 1s. Good for people who like randomnessas long as its not too harsh Roll 3d6 seven times, and drop the lowest sum. Similar to the roll 4d6 drop lowest method but
should result in slightly worse starting scores.Roll 3d6 six times and drop nothing. This is the ultra-gritty version of character creation, leaving your fate totally in the hands of the gods.Paty-wide ability scores. Instead of each player individually rolling their stats, the entire party rolls and comes up with a pool of six numbers. Then, each player can
assign those scores to whichever ability they choose. This method is good for ensuring that all players start on an even playing field. The official Players Handbook in Dungeons & Dragons 5e offers two suggested ways of discovering your characters six attributes. You can either assign points from a balanced array of numbers or roll 4d6 and drop the
lowest dice.The method is to create PCs who are likely to be a bit more notable than the average farmer.Theres a surprising number of alternative ways to create your attributes. Heres just a few that Geek Native have heard about. Can you add any more? Share the details in the comments below.Roll 3d6 and assign the totals to your attributes in any
order you want.Roll 3d6 and assign the totals to your attributes in the order they come in.Roll 4d6, drop the lowest in each roll and assign the totals to your attributes in the order they come in.Roll 4d6, drop the lowest die in each roll and do it 8 times. Assign the best 6 totals to your attributes.Roll 4d6, drop the lowest die and re-roll any total that is
below 8. Assign the new totals to your attributes.Roll 4d6, drop the lowest die and swap any total below 8 with an 8. Assign the new totals to your attributes.Roll 4d6, drop the lowest die but reroll the entire collection if no total is above 15. Assign as required.Roll 4d6, drop the lowest die and reroll the lowest total until the cumulative total value is
over 70 (or 75, etc).Roll 4d6, reroll 1s and drop the lowest die. Assign as required.Roll 4d6, drop the lowest dice, reroll 1s but assign the totals in order (optionally switch two stats as a final touch).Roll 4d6s, drop the lowest and assign as required however only one stat can be 16 or higher.Roll 2d6+6 and assign as required.The variations go on but
have you tried anything substantially different? Did it work?DMs should think carefully about this phase. Character stats can set the tone for the whole campaign. If you are generous with the rerolls and minimum levels then you will tend to end up with more heroic characters. If you are strict then players might not initially be able to create the
characters they had in mind. This in itself may not be a bad thing but some players may feel challenged.Image credit: Michael E Herndone, shared under Creative Commons. Rolling stats in D&D 5e lets us tabletop gamers indulge in our favorite thing: dice rolling! In this article, we look at how to roll stats for character creation, the pros and cons of
rolling for stats, and offer some homebrew options. Take a break from playing with your favorite dice for a minute and scroll on! The traditional way to get a characters ability scores in Dungeons and Dragons 5e is by rolling for stats: generating the six ability scores randomly by rolling dice. Hi! This post may contain affiliate links to online stores. If
you use a link and buy something, I may get a commission at no extra cost to you. See myaffiliate disclosure. After youve generated six ability scores, you assign each one to an attribute: Strength, Dexterity, Constitution, Intelligence, Wisdom and Charisma. Rolling up a stat pool is simple and fun! Who doesnt like rolling dice? Follow these steps to roll
stats for your character. Roll 4 x 6 sided dice Remove the lowest dice result Add up the remaining numbers to get an ability score Write down this ability score on note paper Repeat these steps until you have 6 ability scores Assign a score to each attribute on your character sheet. Rolling for stats is sometimes called the 4d6 drop method because you
roll 4 d6 and drop the lowest die result from the stat score calculation. By way of an example, heres how it works in practice. I roll 4d6 which land on: 3, 4, 2, 5. I remove the 2 because its the lowest roll. Then add up the 3+4+5 to give me 12 in total. I write down 12 on my note paper. After repeating this 5 more times, I end up with 6 ability scores:
12,7,17,13, 10, 14. I assign my scores on my character sheet, one for each attribute. Because Im creating a Wizard, I decided to assign my scores like this: Strength: 10 Dexterity: 12 Constitution: 14 Intelligence: 17 Wisdom: 13 Charisma: 7 These scores give me a pretty powerful spellcaster with a +3 Intelligence ability modifier, but with all the
Charisma of a poke in the eye. Watch me roll a set of stats following the 4d6 drop method in this quick YouTube video I made. If rolling dice to get scores isnt your thing, then you can always use a digital stat roller like those in the section below instead. Looking to roll up your stats on a computer like a true technopagan? These sites make the rolling
process quick, easy, and randomized. Taters! D&D 5e Ability Score Roller does all the rolling and math for you: 4d6 minus the lowest, all 6 totals at once! Great for folks who prioritize speed, but not so much if youre looking to savor the suspense. It even tells you how much your scores would cost in points were you to use the Point Buy system for
your stats instead. Random.org has a super simple, visually appealing dice roller that allows you to roll one total at a time. It also claims to use a more truly random number generation method than most. Youll need to do all the math yourself though, so dont be afraid to use fingers and toes. Hands down, the best reason to roll your stats the old school
way is so you can get that sweet, sweet dice rolling satisfaction. But thats not the only upside by a long shot! For example, if youre lucky you can end up with a crazy set of ability scores. And even if you roll some stinkers theres still a chance for roleplaying fun! Did your Fighter hit the jackpot in physical traits, but abysmal in the mental? Use it as a
narrative characteristic and play as the Powerful, but Incompetent who could rule the world if only he could figure out how to buckle his sword belt. The randomization also has the added benefit of dampening the urge for players to overly optimize their PC and win the game. After all, nothing is fun when youre overly concerned with the results. D&D
should be about having a brilliant time with friends! Rolling your stats has all the following benefits: 18s are possible, even before racial bonuses Discourages min-maxing Encourages resourcefulness and creative play Team building experience! OG street cred More dice rolling (yaaaay!) There are downsides to placing your ability scores into the
hands of fate. Sad as it is to say, even your luxurious metal dice from Etsy can let you down. It is possible to really wiff it on your rolls, though a bit improbable. Furthermore, DMs may want to consider getting the group together for the rolling extravaganza. Honesty only knows so many bounds and the prospect of a 5 in your stat pool can tempt even
the most honest player to make up some numbers. Getting together to roll stats with your buds is fun. Feeling pressured to get the right numbers, rolls, and stats isnt. If you decide to roll your stats, consider these cons: 3s are possible Could get low stats across the board May encourage stat fudging Computer generators mean less dice rolling
(boooo!) Cursed dice? Feud with Lady Luck? No problem. There are nearly endless homebrewedrolling stats modifications to choose from to make sure a character doesnt get stuck with unworkable stats. Here are some personal favorites for ideas on how to make rolling stats excitingly random and reasonably forgiving: Allow a certain number of
rerolls Allow up to 3 full stat pool mulligans Roll 7 sets of numbers and drop the worst After rolling all 6 totals, replace the lowest number with a 16 Reroll 1s But if you like the randomness of rolling for stats and enjoy the unbalanced, ramshackle group of adventurers it can create, then have players roll 3d6 six times instead. No lowest dice removals
here, and no rerolls. I get my best ideas from hearing other peoples homebrew rules. Threads like this on D&D Beyond are an amazing source of inspiration. Not sure your group will agree on rolling for stats? No worries, Wizards of the Coast give you two other options in 5th edition D&D: standard array and point buy. Standard array lets you pick
from a set pool of ability scores. Find out all about it in How to Use the Standard Array in 5e. For the truly customization minded, the point buy system lets you decide exactly which numbers you want for each ability. Figure out How to Use Point Buy in 5e here. To see a side by side comparison, check out the Standard Array vs Point Buy vs Rolling 5e
post.
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