Attributes

Strength

1:         
-3 dmg




(strength also allows you to wear more armor)

2-3:      
-2 dmg




(i.e. unless you have a str or 5 you cannot
)

4:         
-1 dmg




(wear chainmail



)               

5-6:          Nil


7:        
+1 dmg

8-9:     
+2 dmg




(if you have twice the str


)

10:      
+3 dmg




(requirement you can wear the armor with no)

11-13: 
+4 dmg, critical hit 19, triple dmg on 20 
(penalty, i.e. str 10 can wear chain with no -
)

14-16: 
+5 dmg, critical hit 18-19

17-19: 
+6 dmg, critical hit 17-19

20:      
+7 dmg, critical hit 16-19

Agility

1:        
-3 to hit, +3 initiative

2-3:     
-2 to hit, +2 initiative

4:        
-1 to hit, +1 initiative

5-6:         Nil

7:        
+1 to hit, -1initiative

8-9:    
+2 to hit, -2 initiative

10:      
+3 to hit, -3 initiative

11-13: 
+4 to hit, -4 initiative, +1 attack per turn

14-16: 
+5 to hit, -​​5 initiative, +2 attacks per turn

17-19: 
+6 to hit, -6 initiative, +3 attacks per turn

20:       
+7 to hit, -7 initiative, +4 attacks per turn

Physique

1:       
d6 -3 hp

2-3:    
d6 –2 hp

4:      
d6 –1 hp

5-6:   
d8 hp

7:      
d8 +1 hp

8-9:
d8 +2 hp

10:
d8 +3 hp

11-13:
d10 +4 hp, -1 dmg

14-16:
d12 +5 hp, -2 dmg

17-19:
2d8+6 hp, -3 dmg

20:
2d10 +7 hp, -4 dmg

Intelligence

1:        
no languages, -3 magic dmg

2-3:     
limited speech, -2 magic dmg

4:         
native language, -1 magic dmg

5-6:      
native, common

7:        
+1 language, +1 magic dmg

8-9:     
+2 languages, +2 magic dmg

10:      
+3 languages, +3 magic dmg

11-13: 
+4 languages, +4 magic dmg, +1 spell per turn

14-16: 
+5 languages, +5 magic dmg, +2 spells per turn

17-19: 
+6 languages, +6 magic dmg, +3 spells per turn

20:      
+7 languages, +7 magic dmg, +4 spells per turn

Charisma

1:  
-3 reaction adj

2-3: 
-2 reaction adj

4: 
-1 reaction adj

5-6: 
Nil

7: 
+1 reaction adj

8-9: 
+2 reaction adj

10: 
+3 reaction adj

11-13: 
+4 reaction adj, creatures with intelligence less than 4 may not instigate hostile actions

14-16: 
+5 reaction adj, creatures with intelligence less than 6 may not instigate hostile actions

17-19: 
+6 reaction adj, creatures with intelligence less than 9 may not instigate hostile actions

20: 
+7 reaction adj, creatures with intelligence less than 11 may not instigate hostile actions

Perception

1:
-3 Per checks

2-3:
-2 Per checks

4:
-1 Per checks

5-6:
Nil

7:
+1 Per checks, +1hit/dmg while aiming

8-9:
+2 Per checks, +2hit/dmg while aiming

10:
+3 Per checks, +3hit/dmg while aiming

11-13:
+4 Per checks, +4hit/dmg while aiming, crit on 19 w/range, immune to cantrips/minor illusion

14-16:
+5 Per checks, +5hit/dmg while aiming, crit on 18 w/range, immune to illusions

17-19:
+6 Per checks, +6hit/dmg while aiming, crit on 17 w/range, immune to greater illusions

20:
+7 Per checks, +7hit/dmg while aiming, crit on 16 w/range, true sight

Spirit

1:
-3 to targets saving throw

2-3:
-2 to targets saving throw

4:
-1 to targets saving throw

5-6:
Nil

7:
+1 to targets saving throw

8-9:
+2 to targets saving throw

10:
+3 to targets saving throw

11-13:
+4 to targets saving throw, +1 free point of spirit on all spells

14-16:
+5 to targets saving throw, +2 free points of spirit on all spells

17-19:
+6 to targets saving throw, +3 free points of spirit on all spells

20:
+7 to targets saving throw, +4 free points of spirit on all spells

