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SECOND WIND

On your turn, you can use a bonus action to regain hit points
equal to 1d10 + your fighter level. Once you use this feature, you
must finish a short or long rest before you can use it again.
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ACTION SURGE

On your turn, you can take one additional action on top of
your regular action and a possible bonus action. You must finish a
short or long rest before you can use this feature again.

At 17th level, you can use it twice before a rest, but only once on
the same turn.
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EXTRA ATTACK

You can attack twice, instead of once, whenever you take the
Attack action on your turn.
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