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=== FIGHTER FEATURES === | Battle Master turn.

* 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+10 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / 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 5d10 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 5 / 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 7 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.

| Distracting Strike ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The next attack roll against the
target by another attacker has Advantage if it's made
before the start of your next turn.

| Maneuver: Distracting Strike: 1 Action

| 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

| Maneuver: Evasive Footwork: 1 Bonus Action

| Goading Attack ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The target must succeed on a
Wis. saving throw or have Disadvantage on attack rolls
against targets other than you until the end of your
next turn.

| Maneuver: Goading Attack (Str.): 1 Action
| Maneuver: Goading Attack (Dex.): 1 Action

| Menacing Attack ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The target must succeed on a
Wis. saving throw, or have the Frightened condition
until the end of your next turn.

| Maneuver: Menacing Attack (Str.): 1 Action
| Maneuver: Menacing Attack (Dex.): 1 Action
| Parry ¢
When another creature damages you with a melee
attack, you can take a Reaction to expend one
Superiority die to reduce the damage by the number
rolled plus your Str. or Dex. modifier (your choice.)
| Maneuver: Parry (Dex.): 1 Reaction
| Maneuver: Parry (Str.): 1 Reaction
| Precision Attack ¢

When you miss with an attack roll, you can expend
one Superiority Die and add the die to the attack roll.

FEATURES & TRAITS
\
Potion of Heroism 1 - Torch 10 10 Ib.
Spellwrought Tattoo, 3rd level 1 -- Waterskin 1 51b.
Musket, +1 1 10 Ib. Caltrops 20 2 |b.
Ring of X-ray Vision 1 - Arrows 20 11b.
Ring of the Adventurers League 1 - Crowbar 1 51b.
Studded Leather 1 13 Ib. Costume 1 4 1b.
Mace 1 4 1b. Fine Clothes 1 6 Ib.
Scimitar 1 31b. Forgery Kit 1 51b.
Backpack 1 5 lb. Elixir of Health 1 --
WEIGHT CARRIED Quiver 1 1lb. Firearm Bullets, +1 1 -
106 Ib. Longbow 1 2 lb. Firearm Bullets 10 2 b.
ENCUMBERED ail 2 21b.
120 Ib. Rations 10 20 Ib. Ring of X-ray Vision 1 -
PUSH/DRAG/LIFT Rope 1 51b. Ring of the Adventurers League 1 -
240 |b. Tinderbox 1 1lb.
EQUIPMENT ))
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| Maneuver: Precision Attack: 1 Action
| Rally «
As a Bonus action, you can expend one Superiority
Die to bolster an ally within 30 ft. of you that can hear

or see you with Temporary HP equal to the Superiority
Die + 5.

| Maneuver: Rally: 1 Bonus Action

* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « PHB-2024 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement « PHB-2024 92
* Know Your Enemy  PHB-2024 94
As a Bonus Action, you can discern the Immunities,
Resistances, and Vulnerabilities of a creature you can
see within 30 ft. of you.
You can use this once per Long Rest, and can restore
a use of it by expending one Superiority Die (no action
required).

| 1/ Long Rest ¢ 1 Bonus Action
* 8: Ability Score Improvement « PHB-2024 92

* Tactical Master « PHB-2024 92

When you attack with a weapon whose mastery
property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.
| Tactical Master: Push: 1 Action
| Tactical Master: Sap: 1 Action
| Tactical Master: Slow: 1 Action
| 1 Action
* Indomitable « PHB-2024 92
If you fail a saving throw, you can reroll it with a +10
bonus. You must use the new roll.
You can use this feature 1 time(s) per Long Rest.
| 1/ Long Rest « Special
*10: Weapon Mastery « PHB-2024 91
* Improved Combat Superiority « PHB-2024 94
Your Superiority Die becomes a d10.

=== DRAGONBORN SPECIES TRAITS ===

* Creature Type « PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187
Your size is Medium.

* Speed « PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187

You gain a breath weapon and damage resistance
with your chosen dragon type.

ADDITIONAL FEATURES & TRAITS

| Red Dragon ¢
You have a Red Dragon ancestor.

* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 4
times per Long Rest.

| Breath Weapon (Fire) ¢
When you take the Attack action on your turn, you can
replace one attack with a breath weapon that is a 15-ft.
Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 15
Dex. saving throw taking 2d10 Fire damage on a failed
save or half as much damage on a success.

| 4/Long Rest « 1 Action

* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined
by your Draconic Ancestry trait.

| Draconic Resistance (Fire) ¢
You have resistance to Fire Damage.

* Darkvision « PHB-2024 187
You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187

Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the
wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

| 1/ Long Rest « 1 Bonus Action
* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from

ADDITIONAL EQUIPMENT
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the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Gunner « TCoE 80

Ignore the loading property of firearms. Being within 5
ft. of a hostile creature doesn't impose disadvantage
on your ranged attack rolls.

| No Action

* Piercer « PHB-2024 206
Ability Score Increase. Increase your Str. or Dex. by 1.

Puncture. Once per turn, when you hit a creature with
an attack that deals Piercing damage, you can reroll
one of the attack's damage dice, and you must use the
new roll.

Enhanced Critical. When you score a Critical Hit that
deals Piercing damage to a creature, you can roll one
additional damage die when determining the extra
Piercing damage the target takes.

* Sharpshooter « PHB-2024 207

* Charlatan Ability Score Improvements « PHB-2024
179

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 91

| Musket (Slow) «

Slow. If you hit a creature with a Musket 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.

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

| 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.

| Slow (Musket): 1 Action

| Nick (Scimitar): 1 Action

| Vex (Pistol): 1 Action
*4: Weapon Mastery « PHB-2024 91

| Mace (Sap) ¢
Sap. If you hit a creature with a Mace, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Sap (Mace): 1 Action
*10: Weapon Mastery « PHB-2024 91

| Handaxe (Vex) ¢
Vex. If you hit a creature with a Handaxe and deal
damage to it, you have Advantage on your next attack

roll against that creature before the end of your next
turn.

ADDITIONAL FEATURES & TRAITS

| Vex (Handaxe): 1 Action
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL EQUIPMENT
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