Barbarian - Berserker, L3
CLASS & LEVEL

Thorkk Bloodbone
CHARACTER NAME

Outlander - Hunter/Gatherer

BACKGROUND

Half Orc

Chaotic Neutral

RACE

ALIGNMENT

Sion
PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

13

+3

+2

ARMOR
CLASS

PROFICIENCY BONUS

+1

30

INITIATIVE

SPEED

I place no stock in wealthy or
well-mannered folk. Money and
manners won't save you from a hungry
owlbear.
PERSONALITY TRAITS

15+1
●

DEXTERITY

+1

●

13

+5

Strength

+1

Dexterity

+4

Constitution

-1

Intelligence

+1

Wisdom

0

Charisma

CONSTITUTION

Hit Point Maximum 29

I must earn glory in battle, for
myself and for my clan.
CURRENT HIT POINTS

My family, clan or tribe is the most important
thing in my life, even when they are far from
me.

SAVING THROWS

TEMPORARY HIT POINTS

+2
14+1

INTELLIGENCE

●

-1

+1

Acrobatics (Dex)

+1

Animal Handling (Wis)

-1

Arcana (Int)

+5

Athletics (Str)

0

Deception (Cha)

-1

History (Int)
Insight (Wis)

+2

Intimidation (Cha)

WISDOM

-1

Investigation (Int)

+1

+1

Medicine (Wis)

●

+1

Nature (Int)

●

+3

Perception (Wis)

0

Performance (Cha)

0

Persuasion (Cha)

-1

Religion (Int)

+1

Sleight of Hand (Dex)

+1

Stealth (Dex)

+4

Survival (Wis)

●

12
CHARISMA

0
10

●

Total 3

1d12
NAME

Handaxe 20/60

+5

1d6 slashing +3*

Javelin 30/120

+3

1d6 piercing +1

* If dual wielding handaxes,
don't add ability modifier to
off-hand. If thrown, +1 is added
instead.
Number of Rages = 3
Rage Damage Bonus = +2
Exhaustion Level = ____
ATTACKS & SPELLCASTING

SP

Languages: Common, Orc,
Dwarvish

EP

Weapons: simple and martial
weapons

GP

Armor: light and medium armor,
shields

OTHER PROFICIENCIES & LANGUAGES

PP

10

Violence is my answer to
almost any challenge.
FLAWS

ATK BONUS DAMAGE/TYPE

1d12 slashing +3

CP

BONDS

DEATH SAVES

+5

PASSIVE WISDOM (PERCEPTION)

Tools: Horn

FAILURES

Greataxe

SKILLS

13

SUCCESSES

HIT DICE

+1

8

IDEALS

Horn, a staff, a hunting
trap, a trophy from an
animal you killed, a set
of traveler's clothes, a
leaf shaped clasp, a
greataxe, 2 hand axes,
4 javelins, backpack, a
bedroll, a mess kit, a
tinderbox, 10 torches,
10 days of rations, a
waterskin, 50ft of
hempen rope.

Savage Attacks: When you score a critical
hit with a melee weapon attack, you can
roll one of the weapon's damage dice one
additional time and add it to the extra
damage of the critical hit.
Rage: You can enter Rage for 1 min as a
bonus action. Rage ends early if you are
knocked unconcious or if your turn ends
haven't attacked a hostile creature or
taken damage. While raging you have
Advantage on STR checks and saving
throws. Also when you make a melee STR
weapon attack, you gain a bonus to the
damage roll that increases as you level.
You have resistance to bludgeoning,
piercing and slashing damage.
Frenzy: When you Rage, you can Frenzy.
For the duration of your Rage you can
make a single melee weapon attack as a
bonus action on each of your turns after
this one. When your Rage ends, you
suffer one level of Exhaustion.
Reckless Attack: You can attack
recklessly and give up all defense
concerns to gain Advantage on melee
STR weapon attack rolls but attack rolls
again you also gain Advantage.
Danger Sense: You have advantage on
DEX saving throws against effects that
you can see, such as traps and spells - as
long are you aren't blinded, deafened or
incapacitated.

EQUIPMENT
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FEATURES & TRAITS

Thorkk Bloodbone
CHARACTER NAME

19

6'2"

AGE

HEIGHT

215lb
WEIGHT

Dark brown

Green

Dark

EYES

SKIN

HAIR

Goals
• Restore and preserve the natural order.
• Destroy all that is unnatural.
• Keep the elemental forces of the world in check.
• Keep civilization and the wilderness from
destroying each other.

NAME

Emerald Enclave - Rank 1 Springwarden

Beliefs
• The natural order must be respected and
preserved.
• Forces that upset the natural order must be
destroyed.
• Civilization and the wilderness must learn to
coexist peacefully.
Members of the Emerald Enclave are spread far
and wide, and usually operate in isolation. They
learn to depend on themselves more than others.
Survival in a harsh world also demands great
fortitude and mastery of certain fighting and survival
skills.

SYMBOL

My Diety: I try to resist Gruumsh, Orc God of Storm
and War. Symbol is an unblinking eye.
CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

I am an only child and grew up on the edge
of Druarwood in Silver Marches in the north
- in a small, secluded cabin. My family was
poor and I was often left on my own whilst
my parents were out raiding and foraging.
Others saw me a different or strange, so I
had few companions. As we lived on the
edge of civilisation, my father taught me
ways of hunting and how to survive in the
wilderness.
Deep down I know that my mother does not
believe that I am strong enough to survive a
life of adventure. So I aspire to be a Bounty
Hunter and bring glory to my clan and to
prove her wrong (personal goal).
I set off from the clan encampment many
months ago and for a while I traveled with a
dwarf named Calem Hammerstone. I
consider him my only true friend.

Wanderer: You have an excellent memory for maps and geography and you can
always recall the general layout of the terrain, settlements and other features around
you. In addition, you can find food and fresh water for yourself and up to five other
people each day, provided that the land offers berries, small game, water and so
forth.
Darkvision: You can see 60ft in dim light as though it were bright light and in
darkness as though it were dim.
Relentless Endurance: When you are reduced to 0 hit points but not killed outright,
you can drop to 1 hit point instead. You cannot use this feature again until you finish
a long rest.
Hunting Trap: You use your action to set a trap the forms a saw-toothed stell ring
that snaps shut when the pressure plate is activated. A creature must succeed on a
DC 13 DEX saving throw or take 1d4 of damage. Until it breaks free its movement is
limited to 3ft. The creature (or another) can use its action to make a DC13 STR
check to break free.
ADDITIONAL FEATURES & TRAITS

Magical things bring trouble. Calem always
told me never to sleep with a magic object
within ten feet of you.
I hear the whispers of Gruumsh in my
dreams, calling me to unleash the rage that
simmers within. I try and fight the hold he
has over me but sometimes my strong
emotions get the better of me.
My most prized possessions are my
Greataxe, inscribed in Orcish runes
(Doomshadow), and a necklace that my
father made me from the claws of a cave
bear I slew singlehandedly as a child.
CHARACTER BACKSTORY

TREASURE
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SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

3

ED

PR

6

SLOTS EXPENDED

1
EPAR

SPELL SAVE DC

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

