DUNGEONS &; DRAGONS®

Julius Van Enra
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Constitution
Intelligence
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Acrobatics
Animal Handling
Arcana
Athletics
Deception
History

Insight
Intimidation
Investigation
Medicine
Nature
Perception
Performance
Persuasion
Religion
Sleight of Hand
Stealth

Survival
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Fighter 6 Soldier JOSH
CLASS & LEVEL BACKGROUND PLAYER NAME
Human Chaotic Good
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Longsword +7 1D10+4

ATTACKS & SPELLCASTING
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PASSIVE WISDOM (PERCEPTION)
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Platemail

OTHER PROFICIENCIES & LANGUAGES

GREAT WEAPON FIGHTING:
on 1/2 on damage roll, re roll
Second Wind:

1D10+6

Action Surge (one use)
Champion Archetype:

criton 19 or 20

Lucky feat:

re roll 3 dice per short rest
Extra Attack
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