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On your turn, you can take one additional action on top of
HIT DICE DEATH SAVES your regular action and a possible bonus action. You must finish a
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< 7 You can attack twice, instead of once, whenever you take the
Attack action on your turn.
INTELLIGENCE 0 __ SAVING THROWS The number of attacks increases to three when you reach 11th
Q) ___ ARCANA ACTION SURGE EXTRA ATTACK INDOMITABLE level in this class and to four when you reach 20th level.
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O You can reroll a saving throw that you fail. If you do so, you
( Y/ must use the new roll, and you can’t use this feature again until
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b RANGE CASTING TII You can use this feature twice between long rests starting at 13th
<b ___ INTIMIDATION level and three times between long rests starting at 17th level.
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