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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 7 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.
| 1/ Short Rest » Special
* Martial Archetype ¢« PHB 72

| Gunslinger

* Firearm Proficiency « CR
You gain proficiency with firearms.

* Gunsmith « CR

You gain proficiency with Tinker's Tools and can use
them to craft ammunition at half cost, repair firearms,
and create new ones.

* Adept Marksman « CR
You learn trick shots that enhance a firearm attack in
some way. You gain 1 grit points that you regain after

a short rest. You also regain 1 when you roll a 20 on
firearm attacks or you deal a killing blow to a
significant threat (DM's discretion). Your saving throws
for trick shots have a DC of 15.

| 1/ Short Rest ? Special
* Trick Shots ? CR

| Bullying Shot ? CR
You can expend 1 grit point while making an
Intimidation check to gain advantage on the roll.

| Special

| Disarming Shot ? CR
When you make a firearm attack against a creature,
you can expend 1 grit point. On a hit, the creature
takes damage and must succeed on a STR saving
throw (DC 15) or drop 1 held object of your choice and
have that object be pushed 10 ft. away from you.

| Special
| Forceful Shot ? CR
When you make a firearm attack against a creature,
you can expend 1 grit point. On a hit, the creature
takes damage and must succeed on a STR saving
throw (15) or be pushed 15 ft. away from you.
| Special
* Ability Score Improvement ? PHB 72
* Extra Attack ? PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special

* Quickdraw ? CR

You add your proficiency bonus (+4) to your initiative.
You can also stow a firearm, then draw another firearm
as a single object interaction on your turn.

=== BARBARIAN FEATURES ===
* Hit Points ? PHB 47
* Proficiencies ? PHB 47

* Rage ? PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven’ t attacked a
hostile creature since your last turn or taken damage
since then. You can also end your rage as a bonus
action.

| 2/ Long Rest ? 1 Bonus Action

* Unarmored Defense ? PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack ? PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense ? PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incanacitated.

WEIGHT CARRIED
14 Ib.

ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS
Chainsaw/Armblade (Battleaxe) 1 4 1b.
Prosthetic Limb 1 --
Musket 1 10 Ib.
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=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Lucky « PHB 167

You have 3 luck points per long rest. Whenever you
make an attack roll, an ability check, or a saving throw
(or when an attack roll is made against you), you can
spend one to roll an additional d20 and you choose
which die to use. You can choose to spend luck points
after you roll the die, but before the outcome is
determined.

| 3/ Long Rest * No Action
* Inspiring Leader « PHB 167
You can spend 10 minutes inspiring your companions.
Choose up to 6 allies (including yourself) that can see
or hear and can understand you within 30 ft. Each
creature gains 10 temp HP once per short rest.

| 10 Minutes

*Tough « PHB 170

Your HP maximum increases by 18.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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