Barbarian 3 (Berserker)

Urghat Saklum

CLASS & LEVEL

CHARACTER NAME

INSPIRATION

+3

+2

PROFICIENCY BONUS

+2

30'

INITIATIVE

SPEED

PLAYER NAME

EXPERIENCE POINTS

I enjoy being strong and like
breaking things.
PERSONALITY TRAITS

●

DEXTERITY

+2

●

14

+5

Strength

+2

Dexterity

+4

Constitution

-1

Intelligence

+0

Wisdom

+0

Charisma

CONSTITUTION

15
INTELLIGENCE

●

-1
8
●

WISDOM

+0
●

10

Hit Point Maximum 32

Might. In life as in sports, the
stronger force wins.
CURRENT HIT POINTS

SAVING THROWS

+2

CHARISMA

+0
●

TEMPORARY HIT POINTS

+2

Acrobatics (Dex)

+0

Animal Handling (Wis)

-1

Arcana (Int)

+5

Athletics (Str)

+0

Deception (Cha)

-1

History (Int)

+0

Insight (Wis)

+2

Intimidation (Cha)

Total 3d12

HIT DICE

-1

Investigation (Int)

+0

Medicine (Wis)

-1

Nature (Int)

+2

Perception (Wis)

+0

Performance (Cha)

+0

Persuasion (Cha)

-1

Religion (Int)

+2

Sleight of Hand (Dex)

+2

Stealth (Dex)

+2

Survival (Wis)

NAME

CP

Languages: Common, Orc
Proficiencies: light armor, medium
armor, shields, simple weapons,
martial weapons, crashball,
vehicles (land)

SP

EP

GP

PP

IDEALS

Those who fight beside me are
those worth dying for.
BONDS

I have little respect for anyone who
is not a proven warrior.

DEATH SAVES

FLAWS

ATK BONUS DAMAGE/TYPE

Greataxe

+5

1d12+3 slashing

Handaxe (20/60)

+5

1d6+3 slashing

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES
FAILURES

SKILLS

12

Chaotic Neutral
ALIGNMENT

ARMOR
CLASS

17

10

Half-Orc
RACE

16

STRENGTH

Soldier (Sport)
BACKGROUND

Greataxe, handaxes (2),
common clothes (w/KSU
logo), duffel bag with the
following: team jersey, pads
(breastplate), two sets of
rations, 5 pieces of chalk,
50' hempen rope, large
waterskin (filled with
water), team playbook,
crashball (inflated leather
ball 12" in diameter)

Rage (bonus action, 3 uses) - Your rage lasts
for 1 minute. It 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 on your turn as a bonus
action. While active, you gain the following
benefits:
- You have advantage on STR checks and STR
saving throws.
- When you make a melee weapon attack
using STR, you gain a +2 bonus to the
damage roll.
- You have resistance to bludgeoning,
piercing, and slashing damage.
- You can make a single melee weapon attack
as a bonus action
Reckless Attacks - When you make your first
attack on your turn, you can decide to attack
recklessly. Doing so gives you advantage on
melee weapon attack rolls using Strength
during this turn, but attack rolls against you
have advantage until your next turn.
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.
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FEATURES & TRAITS

20
AGE

CHARACTER NAME

6'6"

328 lbs

HEIGHT

WEIGHT

black

grayish green

black

EYES

SKIN

HAIR

KSU Crashball Team - rank of
"Starter", plays on the defensive line

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Recruited to be a part of the KSU
Crashball Team. Left small tribe in
the wilderness to come to the big
city.
Not entirely comfortable with the
rigidity of campus life, would
prefer to be out adventuring in the
wilds.
Big fan of your sport and it
defines who you are on campus.
Your friends are your teammates,
your mentors are your coaches.

Darkvision - You can see in dim light within 60 feet of you as if it were bright light, and in
darkness as if it were dim light. You can't discern color in darkness, only shades of gray.
Relentless Endurance - When you are reduced to 0 hit points but not killed outright, you can
drop to 1 hit point instead. You can't use this feature again until you finish a long rest.
Unarmored Defense - While you are not wearing any armor, your armor class equals 10 + your
Dexterity modifier + your Constitution modifier. You can use a shield and still gain this benefit.
Danger Sense - You have advantage on DEX saving throws against effects that you can see,
such as traps and spells. To gain this benefit, you can't be blinded, deafened, or incapacitated.
Military (Team) Rank - You can invoke your rank to exert influence over other teammates and
requisition simple equipment for temporary use. You can also usually gain access to areas
where your team/rank is recognized.
ADDITIONAL FEATURES & TRAITS

Here because of family
expectations of being the first
from the tribe to graduate from an
adventuring college.

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

