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=== FIGHTER FEATURES ===
* 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+5 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/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

| Battle Master

* 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

| 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

| Riposte *
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
* 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

=== HARENGON SPECIES TRAITS ===

* Languages ¢ MotM 12

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Size « MotM 13
You are Medium or Small. You choose the size when
you select this race.

FEATURES & TRAITS
Shield 1 6 Ib.
Breastplate 1 20 Ib.
Flail 1 21b.
Maul 1 10 Ib.
Pike 1 18 Ib.
Crossbow, Heavy 1 18 Ib.
Crossbow Bolts 20 1.51b.
Traveler's Clothes 1 4 1b.
Carpenter's Tools 1 6 Ib.
Cook's Utensils 1 8 Ib.

WEIGHT CARRIED
93.5 Ib.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.

EQUIPMENT




* Hare-Trigger « MotM 13
You can add your proficiency bonus (3) to your
initiative rolls.

* Leporine Senses * MotM 13
You have proficiency in the Perception skill.

* Lucky Footwork « MotM 13

When you fail a DEX saving throw, you can use your
reaction to roll a d4 and add it to the save, potentially
turning the failure into a success. You can't use this
reaction if you're prone or your speed is 0.

| 1 Reaction

* Rabbit Hop « MotM 13

As a bonus action, you can jump 15 ft. without
provoking opportunity attacks. You can only use this
trait if your speed is greater than 0. You can use it 3
times and regain all expended uses when you finish a
long rest.

| 3/Long Rest « 1 Bonus Action

=== FEATS ===

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Great Weapon Master « PHB-2024 204
Ability Score Increase. Your Str. is increased by 1.

Heavy Weapon Mastery. When you hit a creature with
a weapon that has the Heavy property as part of the
Attack action on your turn, you can cause the weapon
to deal an extra 3 damage to the target.

Hew. Immediately after you score a Critical Hit with a

Melee weapon or reduce a creature to 0 HP with one,
you can make one attack with the same weapon as a
Bonus Action.

| Hew: 1 Bonus Action

| Heavy Weapon Mastery: 1 Action
* Farmer Ability Score Improvements « PHB-2024 180

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

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

| Maul (Topple) «
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 3 + the ability
modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| Pike (Push) «
Push. If you hit a creature with Pike, you can push the
creature up to 10 ft. straight away from you if it's Large
or smaller.

| Topple (Maul): 1 Action

| Sap (Flail): 1 Action

| Push (Pike): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Heavy Crossbow (Push) ¢

Push. If you hit a creature with Heavy Crossbow, you
can push the creature up to 10 ft. straight away from

ADDITIONAL FEATURES & TRAITS
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you if it's Large or smaller.
| Push (Heavy Crossbow): 1 Action

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 10. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

ADDITIONAL EQUIPMENT
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