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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.

| Ambush ¢
When you make a Dex. (Stealth) check or roll Initiative,
you can expend one Superiority Die and add the die to
the roll, unless you have the Incapacitated condition.

| Maneuver: Ambush: Special

| Lunging Attack ¢
As a Bonus action, you can expend one Superiority
Die and take the Dash action. If you move at least 5 ft.
in a straight line before hitting with a melee attack as
part of the Attack action this turn, you can add the
Superiority Die to the attack’s damage roll.

| Maneuver: Lunging Attack: 1 Action
| Maneuver: Lunging Dash: 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
* 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

=== WARFORGED SPECIES TRAITS ===

* Creature Type * EFotA 38
You're a Construct.

* Size « EFotA 38
Your Size is Medium or Small, chosen when you select
this species.

* Speed « EFotA 38
Your Speed is 30 ft.

* Construct Resilience « EFotA 38
You have Resistance to Poison damage. You also

WEIGHT CARRIED
92 Ib.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Splint 1 60 Ib.
Handaxe 1 21b.
Handaxe 1 2 1b.
Handaxe 1 2 1b.
Handaxe 1 21b.
Greatsword 1 6 Ib.
Maul 1 10 Ib.
War Pick 1 21b.

EQUIPMENT




e — —
Fighter 5
CLASS & LEVEL PLAYER NAME
Hatchet 2.0

Warforged Guard

CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS

P — —
7 N

have Advantage on saving throws to avoid or end the
Poisoned condition.

* Integrated Protection « EFotA 38

You gain a +1 bonus to your AC. In addition, armor
you have donned can't be removed against your will
while you're alive.

* Sentry's Rest « EFotA 38

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a Long Rest in 6 hrs if you spend
those hours in an inactive, motionless state. During
this time, you appear inert but remain conscious.

* Specialized Design « EFotA 38
You gain one skill proficiency and one tool proficiency
of your choice.

* Tireless « EFotA 38
You don't gain Exhaustion levels from dehydration,
malnutrition, or suffocation.

* Languages * EFotA

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===
* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or

Heavy armor.

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature
that is concentrating, it has Disadvantage on the

saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You
can't use this again until after a Short or Long Rest.

| Guarded Mind: 1 / Short Rest  Special

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

| Greatsword (Graze) «
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| 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.

| 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.

| Graze (Greatsword): 1 Action

| Vex (Handaxe): 1 Action

ADDITIONAL FEATURES & TRAITS

| Topple (Maul): 1 Action
* 4: Weapon Mastery « PHB-2024 91

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

| Sap (War Pick): 1 Action
* Guard Ability Score Improvements « PHB-2024 181

| Increase two scores (+2 / +1) ¢

ADDITIONAL EQUIPMENT
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