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PASSIVE INSIGHT
Halberd +7 1d10+4 Slashing Martial, Heavy, Reach, Two-Handed, Cleave
10 PASSIVE INVESTIGATION . . A ;
War Pick +7 1d8+4 Piercing Martial, Sap, Versatile
Unarmed Strike +7 5 Bludgeoning
Enhanced Unarmed Strike +7 1d4+4 Bludgeoning
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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

| Champion

* Improved Critical « PHB-2024 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| Special

* Remarkable Athlete « PHB-2024 96
You have Advantage on Initiative and Strength
(Athletic) checks.

Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.

* 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 15 ft. without
provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action

=== 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.

AN
* 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 ===

* Great Weapon Fighting « PHB-2024 209

When you roll damage for an attack you make with a
Melee weapon that you are holding with two hands,
you can treat any 1 or 2 on a damage die as a 3. The
weapon must have the Two-Handed or Versatile
property.

* 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

* Tavern Brawler « PHB-2024 202

FEATURES & TRAITS
Halberd 1 6 Ib.
Crossbow, Heavy 1 18 Ib.
Crossbow Bolt Case 1 11b.
Bolts 20 1.51b.
Dagger 1 11lb.
War Pick 1 2 1b.
Backpack 1 5 lb.
Rope 1 5 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Waterskin 1 51b.
109 Ib. Rations 1 2 1b.
ENCUMBERED Chain Mail 1 55 Ib.
270 Ib. Potion of Healing 1 0.5 Ib.
Dice 1 -

PUSH/DRAG/LIFT

540 Ib.

EQUIPMENT
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Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4+4
Bludgeoning damage instead of the normal damage of
an Unarmed Strike.

Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 ft. away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action
| Push: Special
* Weapon Mastery « PHB-2024 91

| Halberd (Cleave) «
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Halberd’s damage, but
without your ability modifier (unless the modifier is
negative).

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

| 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.

| Cleave (Halberd): 1 Action

| Push (Heavy Crossbow): 1 Action

| Sap (War Pick): 1 Action
*4: Weapon Mastery « PHB-2024 91

| Dagger (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.

| Nick (Dagger): 1 Action
* Savage Attacker « PHB-2024 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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