
Determining Your Vital 
Statistics 
 
 In order to determine your character’s 
height, you can either simply choose how tall (or 
short) you want your character to be (within the pre-
set parameters) or you can roll randomly: 
 
Random Height & Weight, Medium Creatures: 

Race Base Height Height Modifier 

Human, male 4´ 10˝ (58”) +5d4 (5’3” – 6’6”) 

Human, female 4´ 4˝ (52”) +5d4 (4’9” – 6’0”) 

Dwarf, male 3´ 9˝ (45”) +2d6 (3’11” – 4’9”) 

Dwarf, female 3´ 7˝ (43”) +2d6 (3’9” – 4’7”) 

Elf, male 4´ 10˝ (58”) +2d12 (5’0”– 6’10”) 

Elf, female 4´ 8˝ (56”) +2d12 (4’10” – 6’8”) 

Gnome, male 3´ 0˝ (36”) +2d4 (3’2” – 3’8”) 

Gnome, female 2´ 10˝ (34”) +2d4 (3’0” – 3’6”) 

Half-elf, male 4´ 4˝ (52”) +7d4 (4’11” – 6’8”) 

Half-elf, female 4´ 4˝ (52”) +6d4 (4’10” – 6’4”) 

Half-orc, male 4´ 10˝ (58”) +2d12 (5’0” – 6’10”) 

Half-orc, female 4´ 7˝ (55”) +2d12 (4’9” – 6’7”) 

Halfling, male 2´ 8˝ (32”) +2d4 (2’10” – 3’4”) 

Halfling, female 2´ 6˝ (30”) +2d4 (2’8” – 3’2”) 

 
 
Random Height & Weight, Large Creatures: 

Race Base Height Height Modifier 

Half-Ogre, male 5´ 10˝ (70”) +4d6 (6’2” – 7’10”) 

Half-Ogre, female 5´ 6˝ (66”) +4d6 (5’10” – 7’6”) 
 

 Once you have determined the height of 
your character, you must decide on the sort of build 
that you’d like your character to have: 
 
           Pounds Per Inch of Height: 
Description:      (Female / Male)  
 
Skinny / Small Frame     1.70 F / 1.86 M 
Lean / Wiry / Athletic   2.11 F / 2.58 M 
Medium  (Most Humans)  2.35 F / 2.86 M 
Heavy     2.74 F / 3.43 M 
Super Heavy   3.44 F / 3.93 M 
 
Sex / Race:     Avg. Ht:    Avg. Wt. By Description*:  
Male Human 70” (5’10”) 130 Lbs. (Skinny)  
Male Human 70” (5’10”) 180 Lbs. (Athletic)  
Male Human 70” (5’10”) 200 Lbs. (Medium) 

Male Human 70” (5’10”) 240 Lbs. (Heavy)  
Male Human 70” (5’10”) 275 Lbs. (Super)  
Female Human 64” (5’4”)  108 Lbs. (Skinny)  
Female Human 64” (5’4”)  135 Lbs. (Athletic)  
Female Human 64” (5’4”)  150 Lbs. (Medium) 
Female Human 64” (5’4”)  175 Lbs. (Heavy)  
Female Human 64” (5’4”)  220 Lbs. (Super)  

 

 Please note that these numbers have been 
calculated to produce realistic results, and in some 
cases have been based on real-world comparisons to 
various athletes and/or public figures. For small-
framed Demihumans, such as Elves, Halflings, and 
Gnomes, the build type should always be either 
Skinny or Athletic, to reflect their delicate features 
and slight builds. On the other hand, most large-
framed Demihumans and Humanoids, such as 
Dwarves, Half-Orcs, and Half-Ogres, should use the 
Medium Build as their minimum, to reflect their 
overall hardiness, girth, and strength of limb. 
Humans and Half-Elves are more widely varied, and 
can be of any build. 
 
For example: 
 
Sex / Race:     Avg. Ht:    Avg. Wt. By Description*:  
Male Elf  5’11” (71”)  132 Lbs. (Skinny)  
Male Elf  5’11” (71”)  183 Lbs. (Athletic)  
Female Elf  5’9” (69”)  117 Lbs. (Skinny)  
Female Elf  5’9” (69”)  145 Lbs. (Athletic)  
Male Dwarf 4’4” (52”)  148 Lbs. (Medium) 
Male Dwarf 4’4” (52”)  178 Lbs. (Heavy)  
Male Dwarf 4’4” (52”)  204 Lbs. (Super)  
Female Dwarf 4’2” (50”)  117 Lbs. (Medium) 
Female Dwarf 4’2” (50”)  137 Lbs. (Heavy)  
Female Dwarf 4’2” (50”)  172 Lbs. (Super)  
Male Half-Ogre 7’0” (84”)  288 Lbs. (Heavy)  
Male Half-Ogre 7’0” (84”)  330 Lbs. (Super)  
Female Half-Ogre  6’8” (80”)  219 Lbs. (Heavy)  
Female Half-Ogre  6’8” (80”)  275 Lbs. (Super)  

 
Highlighted entries are the most typical / most 
commonly encountered builds. 
 
* = Round down. 

 

Creating a Viable Character 
 
 There are many methodologies for character 
creation, the oldest and most venerated being the “old 
school” method of 3d6 for each ability, assigned in 
order. At OTTER Entertainment, we’re all about 
having that “old school” feel to our game, but the 
truth is, 3d6 in order was designed for a simpler game 
system, in a simpler time, and doesn’t actually 
produce viable 3.x system characters. 
 
 Therefore, we have created the “OTTER 
Method,” that will give the player what he wants; a 
viable, well-rounded character, suitable for 
adventuring and extended development. Adventurers 
are of hardy stock, usually a cut above the teeming 
masses. That’s not to say that adventurers can’t be 
average people who decided to take a few risks, but it 
does mean that the ones who prove to be the most 
successful at such a perilous occupation usually have 



some small advantage that they are able to exploit; a 
keen mind, a quick wit, or a mountain of muscle. 
 
 So let’s get started; I think you’ll like the 
OTTER Method. It gives you characters that are a cut 
above, without all of the guilt. And it starts by 
making a simple decision: each player has to decide 
which three (3) of his or her ability scores will be in 
the Heroic Range, and which three ability scores will 
be in the Normal Range. For instance, if you’re playing 
a Fighter, you’d probably want your STR, DEX, and 
CON to be in the Heroic Range, and your INT, WIS, 
and CHA to be in the Normal Range. 
 
 Before we proceed further, let’s look at what 
the 3.x system considers Average; a result between 8 
and 9 on an ability score is considered Below Average, 
while a result between 12 and 13 is considered Above 
Average. (Hence, the -1 modifier for a score of 8 or 9, 
and the +1 modifier for a score of 12 or 13.) 
 
 Thus, Average abilities (with no modifiers) 
fall in the 10 to 11 range. Subsequently, the Normal 
Range for an ability score using the OTTER Method 
will fall between 8 and 13. That’s because in the 
OTTER system, Normal Range variations of abilities 
from person to person include not only the average 
range of scores, but also scores which are either above 
or below average. The Heroic Range for an ability score 
using the OTTER Method will produce results of 14 or 
higher. And here’s how we’re going to do it: 
 
 For your three Normal Range ability scores, 
roll 1d6+7; this will give you a result between 8 and 
13, making that ability score fall into the Normal Range 
(i.e., somewhere between below average and above 
average.) Knowing that these abilities aren’t going to 
be stellar will take some of the worry out of the 
character creation process, because you know 
beforehand that none of your Normal Range ability 
scores will be in what many players call the 
“undesirable” range (7 and below.) 
 
Optional Rule (GA’s discretion): If you’re playing in 
an exceptionally tough campaign, that requires the 
PCs to be exceptionally resilient, players can opt (if 
the GA agrees) to roll 1d4+9 for their Normal scores 
(giving them a range of 10-13 for their Normal scores, 
rather than the standard range of 8-13.) 
 
 The next step is the fun part; the player rolls 
percentile die (1d100) for each of his Heroic Range 
ability scores, and consults the chart below: 
 
 
 
 

Die Roll:   Ability Score:  
01-39  39%  14   Most Likely  
40-59  20%  15   Most Likely  
60-76  17%  16   Less Likely  
77-88  12%  17   Less Likely  
89-97  09%  18   Uncommon  
98-99  02%  19   Rare   
100  01%  20   Very Rare  
 
 Yes, you’re reading this correctly; in the 
OTTER system, you’ve got a slim (3%) chance of 
having a VERY high score (19 or 20) in a given ability! 
This is the reward for knowing ahead of time the 
number of Normal Range abilities that your character 
is going to have. This also allows you to create a 
viable character more quickly, by eliminating all the 
fuss of worrying about re-rolling results of 1, ensuring 
that the character has a net modifier from all abilities 
of at least +3, etc. 
 
So, here is how it all lines out, in the realm of 
mathematical statistics; the two charts appearing 
below show, in order, the worst two possible arrays 
for an OTTER PC, the best possible array for an 
OTTER PC, and (for comparison sake) a few useful, 
named arrays which fall somewhere in-between: 
 
Worst PC (8-13 Norm) Worst PC (10-13 Norm) Best PC Possible  

14  14  20   
14  14  20   
14  14  20   
8  10  13   
8  10  13   

8  10  13   

  
Average NPC Elite NPC  Default / Average PC  

13  14  15   
12  13  14   
11  13  14   
10  12  11   
09  11  10   
08  10  09   

 
Please note that the odds of getting either the worst 
set or the best set are extremely unlikely. Most players 
will end up with an array of scores that falls 
somewhere in the middle. In keeping with the OTTER 
design philosophy, you will notice that the Worst PC 
array for the 1d6+7 method has a net bonus of +3, 
which is 3 points ahead of the Average NPC on the 
street, whose net bonus is a flat +0; If the 1d4+9 
method is used, then the Worst PC array is 6 points 
ahead of the Average NPC on the street; likewise, the 
Elite NPC (whose scores are simply assigned, rather 
than rolled, because of their importance to the 
storyline) has a net bonus of +5, which is exactly 
equal to the Default / Average PC, who also gets a net 
bonus of +5. Lastly, if the 1d4+9 method is in use, the 
Worst PC array is one point ahead of the Elite NPC. 
 

Please Note: The OTTER Method is for base scores; 
after determining the base ability scores, please 
remember to add in your racial modifiers (if any.) 
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