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© _+2  Strength \ 7,
(_\' ARMOR Max HP Current HP Temp HP
STRENGTH \ O _+2_ Dexterity
+5 Constitution +2 12 3 7 S
+0_ Intelligence
+1  Wisdom INITIATIVE A \ HIT POINTS
+0  Charisma
1 1 d10 1
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DEXTERITY raiLures O=O=0
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N 7 j === ARMOR ===
— y \ — Heavy Armor, Light Armor, Medium Armor,
CONSTITUTION ® +4 Acrobatics DEX \ N Shields
‘ ® _*3  Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +0 Arcana INT ~ Martial Weapons, Simple Weapons
® +2  Athletics STR = —r === TOOLS ===
O _+0  Deception CHA ABILITY SAVE DC | Carpenter's Tools, Woodcarver's Tools
——— [0 H ~ ~
+ istory INT J— ——
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O _*1 Insight wis 7 N Common, Common Sign Language,
30 ft. (Walkin Dwarvish
10 O +0 Intimidation CHA ( 9)
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O _+1_ Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+3  Perception WIS , \
QO _+0  Performance CHA === ACTIONS ===
12 _ Standard Actions === BONUS ACTIONS ===
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Maneuver: Evasive Footwork
O +0 Religion INT Hide, Ready, Search, UFiIize, Opportunity AFtaclf, ~As aBonus A_ction, you can expend one Sl_Jperiority
Grapple, Shove, Improvise, Two-Weapon Fighting, Die to take the Disengage action, rolling the die and
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence adding the result to your AC until the start of your next
turn.
® _*4 Stealth DEX Supetriority Dice * 4 / Short Rest
U CHARISMA O +1 Survival wis You learn maneuvers that are fueled by special Second Wind « 2 / Long Rest
dice called Superiority Dice. Many maneuvers You can draw upon a limited well of physical and
10 O enhance an attack in some way. You can use only one  mental stamina and regain 1d10+3 HP.
- maneuver per attack.
O You can use this 2 times per Long Rest, and can
o You have 4d8 Superiority Dice, which are expended regain one expended use when you finish a Short
[ when used. You regain any expended Superiority Die Rest.
when vou finish a Short or Lona Rest.
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=== FIGHTER FEATURES === | Battle Master
| Riposte

* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

* Combat Superiority « PHB-2024 93

You learn maneuvers that are fueled by special dice
called Superiority Dice. Many maneuvers enhance an
attack in some way. You can use only one maneuver
per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB-2024 94

You gain proficiency with one type of Artisan’s Tools of
your choice, and in one skill of your choice from the
skills available to Fighters at level 1.

* Maneuver Options « PHB-2024 94

You know 3 maneuvers of your choice - many of which
enhance an attack in some way. You can only use one
maneuver per attack.

If a maneuver requires a saving throw, the DC equals
8 + Strength/Dexterity modifier (your choice) +
Proficiency Bonus.

| Evasive Footwork ¢
As a Bonus Action, you can expend one Superiority
Die to take the Disengage action, rolling the die and
adding the result to your AC until the start of your next
turn.

| Maneuver: Evasive Footwork: 1 Bonus Action
| Precision Attack ¢
When you miss with an attack roll, you can expend

one Superiority Die and add the die to the attack roll.

| Maneuver: Precision Attack: 1 Action

When a creature misses you with a melee attack roll,
you can take a Reaction to expend one Superiority die
to make a melee attack roll with a weapon or Unarmed
Strike against that creature. If you hit, add the
Superiority die to the attack’s damage.

| Maneuver: Riposte: 1 Reaction

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed * PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

=== FEATS ===

* Two-Weapon Fighting « PHB-2024 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren't already adding it to the damage.

FEATURES & TRAITS

Studded Leather 1 13 Ib.
Scimitar 1 31b.
Shortsword 1 21b.
Longbow 1 2 1b.
Backpack 1 5 lb.
Quiver 1 1lb.
Arrows 20 11b.
Oil 2 2 lb.

Rations 10 20 Ib.
WEIGHT CARRIED Rope 1 51b.
77 |b. Tinderbox 1 11b.

ENCUMBERED Torch 10 10 Ib.
150 Ib. Waterskin 1 5 lb.
PUSH/DRAG/LIFT Caltrops 20 21b.
300 Ib. Crowbar 1 5 Ib.

EQUIPMENT
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* Lucky « PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest « Special

* Farmer Ability Score Improvements « PHB-2024 180
| Increase two scores (+2/ +1) ¢

* Weapon Mastery « PHB-2024 91

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Scimitar (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Nick (Scimitar): 1 Action
| Slow (Longbow): 1 Action
| Vex (Shortsword): 1 Action
* Tough « PHB-2024 202
When you take this feat, your HP maximum increases

by 6. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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