Ard Standard v2

%ﬁ\; DUNGEONS & DRAGONS®
P

ARACTER NAME

ALIGNMENT

PLAYER NAME

EXPERIENC

— SAVING THROW
—— ATHLETICS

:

FEATURES & OTHER ABILITIES

CURRENCY TYPE

STRENGTH
N—=
O __ SAVING THROW
O-O __ ACROBATICS N INITIATIVE ) M. HITDICE )
OO __ SLEIGHT OF HAND 7 N (7 iccesses )
OO __ STEALTH
FAILLIRES
DEXTERITY
o —
. SPEED ) HIT POINTS YW oeat )
wo —__ SAVING THROW
5 PER ACTION
RAMGE
T o
CONSTITUTION FOHIT FUPE
QO __ SAVING THROW
OO __ ARCANA
OO __ HISTORY
OO __ INVESTIGATION
- OO ___ NATURE
N2/ OO — reLGON
QO __ SAVING THROW
OO _ ANIMAL HANDLING
OO __ INSIGHT
OO __ MEDICINE
OO __ PERCEPTION
\'&/ OO __ suRrvivaL
QO __ SAVING THROW
O-O _ DECEPTION
OO __ INTIMIDATION
OO __ PERFORMANCE
OO __ PERSUASION AMMUNITION COUNT
CHARISMA
( y PROFICIENCY BONUS )
( y PASSIVE WISDOM [PERCEPTION) ) EQUIPMENT
CIES
KEY ITEMS COUNT

FIGHTING STYLE

LVL 3 Abillit
LWL 7 AL

LVL 10 Abllity
LWL 15 ablil
LVL 18 Abllin

BATTLEM
SUPERIORITY DICE &

ASTER SPECIFIC

Maneuvers

STING

H KNIGHT SPECIFIC

FIGHTER




