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Urodak Skullcleaver
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Orc of Exandria

Barbarian 5 [Path of the Totem Warrior]
CLASS & LEVEL

PLAYER NAME

Sailor (Revelry Pirate)

RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 16 55 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
5d12 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Navigator's Tools, Vehicles (Water)
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Orc
/ N\
40 ft. (Walking)
A SPEED )

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Aggressive

Rage ¢ 3/ Long Rest

(10 rounds).

=== BONUS ACTIONS ===

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Move up to your speed toward an enemy of your
choice that you can see or hear. You must end this
move closer to the enemy than you started.

As a bonus action enter a rage for up to 1 minute

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.

74

SENSES

SKILLS \ ACTIONS
[ 7 N
13 PASSIVE WISDOM (PERCEPTION) Greataxe, +1 +8 1d12+5 Slashing Martial, Heavy, Two-Handed
Javelin +7 1d6+4 Piercing Simple, Thrown, Range (30/120)
10 PASSIVE WISDOM (INSIGHT)
Maul, +1 +8 2d6+5 Bludgeoning Martial, Heavy, Two-Handed
9 PASSIVE INTELLIGENCE (INVESTIGATION) Pike, +1 +8 1d10+5 Piercing Martial, Heavy, Reach, Two-Handed
Darkvision 60 ft. Unarmed Strike +7 5 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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Urodak Skullcleaver

Barbarian 5 [Path of the Totem Warrior]

CLASS & LEVEL PLAYER NAME

Orc of Exandria Sailor (Revelry Pirate)

EQUIPMENT

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 <
=== BARBARIAN FEATURES ===
* Spirit Seeker « PHB
* Hit Points « PHB 47 You can cast beast sense and speak with animals as
rituals.
* Proficiencies « PHB 47
* Totem Spirit « PHB
* Rage * PHB 48 You have adopted a totem spirit.
As a bonus action enter a rage for up to 1 minute (10
rounds). | Bear « PHB
While raging, you have resistance to all damage
You gain advantage on STR checks and saving throws  except psychic damage.
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage. * Ability Score Improvement « PHB 49
You can't cast or concentrate on spells while raging.
* Extra Attack « PHB 49
Your rage ends early if you are knocked unconscious You can attack twice, instead of once, whenever you
or if your turn ends and you haven't attacked a hostile take the Attack action on your turn.
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action. * Fast Movement « PHB 49
Your speed increases by 10 ft. while you aren't
| 3/Long Rest « 1 Bonus Action wearing heavy armor.
* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX === ORC OF EXANDRIA RACIAL TRAITS ===
modifier + CON modifier + any shield bonus.
* Darkvision « EGtW
* Reckless Attack « PHB 48 You can see in darkness (shades of gray) up to 60 ft.
When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on * Aggressive « EGtW
melee weapon attack rolls using STR during this turn, Move up to your speed toward an enemy of your
but attack rolls against you have advantage until your choice that you can see or hear. You must end this
next turn. move closer to the enemy than you started.
* Danger Sense * PHB 48 | 1 Bonus Action
You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened, * Powerful Build « EGtW
or incapacitated. You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
* Primal Path « PHB 48 or lift.
| Path of the Totem Warrior
FEATURES & TRAITS
Javelin 4 8 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Greataxe, +1 1 7 Ib. Tinderbox 1 11b.
Maul, +1 1 10 Ib. Waterskin 1 51b.
Pike, +1 1 18 Ib. Sack 2 1lb.
Boots of Elvenkind 1 - Small Knife 1 --
Cloak of Protection 1 - Whetstone 1 11b.
Backpack 1 51b. Navigator's Tools 1 2 |b.
Bedroll 1 7 Ib.
Blanket 1 31b.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED
110.12 b Mess Kit 1 1lb.
ENCUMBERED Pouch 1 11b.
540 Ib. Rations (1 day) 10 20 Ib. Cloak of Protection 1 -
PUSH/DRAG/LIFT Flask or Tankard 1 11lb.
1080 Ib. Torch 5 51b.




CHARACTER APPEARANCE
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Male 21 Medium 6' 4" 283
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral The Luxon Gray Yellow Salt-n-Pepper
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

To me, a tavern brawl is a nice
way to get to know a new city.
I never pass up a friendly wager.

PERSONALITY TRAITS
L~ —~

[ "]
People. I'm committed to my crewmates, not
to ideals. (Neutral)

IDEALS
L~ 1
[ "]
I'm loyal to my captain first,
everything else second.
BONDS
L~ 1
[N "]

Once someone questions my
courage, | never back down no
matter how dangerous the situation.

\\ FLAWS //

Urodak Skullcleaver's life was as tempestuous as
the Menagerie Coast's churning seas. Born to a
minor orc clan in Exandria, his early years were
marked by the harsh rituals and brutal training
typical of his people. Yet, Urodak's heart longed
for something beyond the mountains and forests
of his homeland. His dreams were filled with salt
air, creaking timbers, and the endless horizon.

At a young age, Urodak found his calling when he
joined the crew of the Maelstrom’s Fury, a
fearsome pirate ship belonging to the Revelry. The
ship was as notorious as it was powerful, known
for its daring raids and lightning-fast escapes. It
was a floating fortress of rebellion, a sanctuary for
those who sought freedom from the constraints of
society. The Fury became Urodak's new clan, and
the crew, his family.

As an orc of Exandria, Urodak was a rarity among
the seafarers, his imposing stature and fearsome
visage making him an intimidating presence. His
natural strength and agility, honed through years
of combat training, made him an asset in boarding
actions and skirmishes. He quickly rose through
the ranks, earning respect and fear in equal
measure.

Urodak's role on the ship was multifaceted. He
was a navigator, able to chart courses through
treacherous waters with ease, thanks to his
proficiency with navigator's tools and his innate
connection to the natural world. He also served as
the ship's enforcer, dealing with any dissent or
discipline issues among the crew. His approach
was always direct, sometimes brutal, but effective.

Life on the Maelstrom’s Fury was an unending
cycle of plunder and revelry. The ship struck
merchant vessels, coastal towns, and even rival
pirate ships. Urodak reveled in the chaos of battle,
finding a kind of peace in the heart of the storm.
He was fiercely loyal to his captain, a cunning and
charismatic human known as Captain Idris Hale,

CHARACTER BACKSTORY

and respected by the first mate, a cunning elf named
Sariel Whisperwind.

However, Urodak's chaotic neutral alignment meant
he was often at odds with the more structured
hierarchy of the ship. His faith in the Luxon — the
belief in the possibility of endless rebirth and change
— further set him apart, as he viewed each raid and
adventure as a chance to reinvent himself.

Despite his fearsome reputation, Urodak was not
without his softer side. In every port, he sought out
taverns not just for the ale and brawls, but for the
stories. He would wager with locals, trading tales of
the sea for secrets of the land. His bond with his
crew was unbreakable, but Urodak never forgot the
thrill of discovering something new.

His life took a turn when the Maelstrom’s Fury
embarked on a particularly risky venture. A storm,
fiercer than any Urodak had ever seen, caught the
ship off guard. Amidst the howling wind and towering
waves, Urodak fought to navigate the ship to safety.
But fate was cruel. A monstrous leviathan, drawn by
the chaos, attacked. The battle was harrowing, and
though the crew fended off the beast, the
Maelstrom’s Fury was critically damaged.

In the aftermath, Captain Hale decided to disband
the crew. The ship, their home and symbol of
freedom, was no more. Urodak was torn. His loyalty
to his captain clashed with his desire to continue the
only life he'd ever loved. He left the crew on
amicable terms, though his heart ached for the sea.

Urodak wandered the ports of the Menagerie Coast,
a lone orc among humans, elves, and other races.
His reputation preceded him, and he often found
himself in tavern brawls or being challenged by those
seeking to prove themselves against the legendary
Skullcleaver. His flaw, an inability to back down from
a challenge, often landed him in trouble, but
Urodak's strength and skill usually saw him through.

One day, word reached Urodak of a new opportunity.
A crew was being formed, one that sought not just
treasure, but knowledge and adventure. It was a
chance for a fresh start, a new chapter. Urodak, with
his longing for the horizon rekindled, knew it was
time to set sail once more.

As he prepared to join this new venture, Urodak
reflected on his life. The sea had been his teacher,
the Maelstrom’s Fury his crucible. He had found
strength in his orc heritage, freedom in piracy, and
wisdom in the ever-changing tides. Now, he was
ready to face whatever new adventures awaited him,
a testament to the resilience and adaptability of the
Path of the Totem Warrior, with the spirit of the sea
forever in his heart.
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=== 1st LEVEL ===
Speak with Animals Spirit Seeker -- 10m  Self V,S 10 minutes PHB 277 D: 10m, V/S
===2nd LEVEL ===
Beast Sense <C> Spirit Seeker - 10m  Touch S Concentration, upto Lhour  PHB 217 D: 1h, S
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