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Shields

— —
Fighter 1 Bobbypim
CLASS & LEVEL PLAYER NAME
Orc Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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/ \
ARMOR Max HP Current HP Temp HP |
*2 19 15 -
INITIATIVE CLASS \ HIT POINTS /
// / / \
1d10 successes O=O=0O
raiLures O=O=0
\ DEFENSES \ HIT DICE \ DEATH SAVES J
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HEROIC INSPIRATION
j === ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Dice Set

=== LANGUAGES ===
Common, Draconic, Orc

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Adrenaline Rush « 2 / Short Rest

As a Bonus Action, you can take the Dash action.

When you do, you gain 2 Temporary HP.

You can use this trait 2 times, and you regain all uses

after a Short or Long Rest.

Second Wind « 2 / Lona Rest

ACTIONS

You can draw upon a limited well of physical and
mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

=== SPECIAL ===
Relentless Endurance * 1 / Long Rest

Once per Long Rest, when you're reduced to 0 HP
but not killed outright, you can drop to 1 HP instead.

74

11 PASSIVE PERCEPTION
11 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION

Darkvision 120 ft.

SENSES

Longbow +4
Longsword +5
Spear +5
Unarmed Strike +5

WEAPON ATTACKS & CANTRIPS y

1d8+2 Piercing
1d8+3 Slashing
1d6+3 Piercing

4 Bludgeoning

\\

Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)

Martial, Versatile, Sap

Simple, Thrown, Versatile, Sap, Range (20/60)
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91
* Fighting Style « free-rules 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action

* Weapon Mastery e free-rules 91

=== ORC SPECIES TRAITS ===

* Creature Type ¢ PHB-2024 195
You're a Humanoid.

* Size « PHB-2024 195
Your Size is Medium.

* Speed « PHB-2024 195
Your Speed is 30 ft.

* Adrenaline Rush « PHB-2024 195
As a Bonus Action, you can take the Dash action.
When you do, you gain 2 Temporary HP.

You can use this trait 2 times, and you regain all uses
after a Short or Long Rest.

| 2/ Short Rest « 1 Bonus Action

* Darkvision « PHB-2024 195
You have Darkvision with a range of 120 ft.

* Relentless Endurance « PHB-2024 195
Once per Long Rest, when you're reduced to 0 HP but
not killed outright, you can drop to 1 HP instead.

| 1/Long Rest ¢ Special

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Defense « free-rules 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Weapon Mastery « PHB-2024 91

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Spear (Sap) *
Sap. If you hit a creature with a Spear, that creature
has Disadvantage on its next attack roll before the

start of your next turn.

| Sap (Spear): 1 Action

| Sap (Longsword): 1 Action

| Slow (Longbow): 1 Action
* Savage Attacker « free-rules 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2/ +1) ¢

FEATURES & TRAITS
Shield 1 6 Ib. Crowbar 1 51b.

Chain Mail 1 55 Ib.
Longsword 1 3lb.

Javelin 8 16 Ib.
Spear 1 31lb.
Flail 1 2 1b.
Longbow 1 2 lb.
Backpack 1 5 lb.
Oil 2 21b.

WEIGHT CARRIED Rations 10 20 Ib.
142 Ib. Rope 1 5 Ib.
ENCUMBERED Tinderbox 1 11b.

240 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
480 Ib. Caltrops 20 2 lb.

EQUIPMENT
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Male 33 Medium 7 foot 320
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Evil The Path of the Green Yellow Bald
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=== Allies === /Battle-Hardened Discipline: Gork respects
Kazra Ironjaw - Half-Orc Mercenary Captain: strength and courage in Other,s’ even those
Kazra is a tough, scarred half-orc who runs a he once considered weak. H_e S d!SC|pI|ned
mercenary group that sometimes hires out to the in combat and values honor in a fight.
same patrons as Gork. Despite their initial
mistrust, the two developed a mutual respect after PERSONALITY TRAITS
a particularly brutal campaign against a band of 200 S
marauding trolls. Kazra admires Gork’s strength [ ~]
and discipline, while Gork sees Kazra as a worthy Teapect an amyweakoeas s e e, | e LY T0 M T pOEr EAmS
vyarrjor whp‘ doesn't let he‘r softer half diminish her Revenge and Rederption: Gorkfct  dee responsibity o avenge h all o s fomer warboss
_flgbhtmg spmt' -I:[hey OCCTsmna”y team up when the Honorable Combat: While Gork is fierce and brutal, he has a sense of honor in battle. He does not
job requires extra muscle.
IDEALS
Vorlak the Shaman - Former Redfang Shaman: S ke
Vorlak was the spiritual guide of the Redfang Clan S ——
and gifted Gork the mechanical canary, hinting s death )
that it would help him “see the way” when times o antonrasse, SR e e o e
grew dark. Though they are now separated, g e docu iy s v pipose. e bekouts & ymbolabe ealoncs S o & reriner o s
Vorlak’s teachings still influence Gork, reminding
him of his orcish roots and giving him perspective BONDS
during difficult choices. Gork regards Vorlak’s D ™
wisdom with reverence, and he believes that one \‘5" ke him ik o anger ]
day, Vorlak’s words may point him back to his - ot and
destiny in Drakthar. o— o . st sy o
CHARACTER APPEARANCE )/ B\ ALLIES & ORGANIZATIONS J N\ FLAWS V.
) { )\ {
\ \
Gork was born into the harsh, unforgiving land of The Path of the Unbroken:
Drakthar, an expansive orcish empire where the
strongest clans rise to power through fierce In orcish culture, following the Path of the Unbroken
combat and brutal cunning. Drakthar is a signifies a commitment to resilience, honor in
sun-scorched realm, with arid farmlands and combat, and the relentless pursuit of strength.
sparse resources. Despite these hardships, the Adherents believe that to walk this path is to embody
orcs of Drakthar thrive through sheer resilience Thrujak’s indomitable spirit, valuing perseverance
and the unyielding spirit of their kind. Gork was through adversity and triumphing over any
raised within the Redfang Clan, known for their chains—literal or metaphorical—that would seek to
ferocity and unbreakable code of honor in battle. restrain them. Those who follow the Path of the
Unbroken are taught to face all challenges head-on,
From an early age, Gork proved to be stronger showing no weakness and striving to become
and more intelligent than most of his kin—a rarity unyielding warriors in the eyes of Thrujak.
among orcs. His quick wit and tactical mind caught
the attention of Warboss Korgash the Bloodthirsty, Gork’s faith is practical and direct, with no elaborate
the revered and ruthless leader of the Redfang rituals or worship. Before battle, he honors Thrujak
Clan. Gork quickly ascended the ranks, becoming by gripping his weapon tightly and silently reciting,
one of Korgash's trusted commanders. In “By Thrujak’s unbroken will, I will stand.” In his mind,
countless battles, Gork led Redfang warriors living in a way that reflects Thrujak's resilience is
against rival clans and external enemies, his name more meaningful than any temple offering. To Gork,
becoming a legend whispered with fear and every victory, every scar, and every hard-fought
respect. survival is a testament to Thrujak’s strength within
him.
But fate turned against him when a rival warlord,
Grimshak of the Ironhide Clan, rose to power.
Grimshak’s clan crushed the Redfang in a brutal
siege, and Korgash was slain. With his clan
destroyed, Gork faced a choice: bend the knee to Note:
Grimshak or carve his own path. Unwilling to serve Gork tog greve missionen med sig uden de andre
the one who destroyed his clan, Gork left Drakthar vidste det (borg quest)
and became a wandering warrior, seeking allies
and new challenges in the lands beyond.
Now at the age of 33—a considerable age for an
orc warrior— Gork feels the wear and tear of a
lifetime of battles. His once-sharp skills have
dulled slightly from years spent as a nomad,
fighting less frequently and without the rigorous
training regimen of the Redfang Clan. His body,
though still powerful, feels the stiffness and aches
of age, and he knows that his reflexes aren’t quite
as sharp as they once were. However, his
extensive experience and high natural aptitude
mean he has a solid foundation that allows him to
CHARACTER BACKSTORY ADDITIONAL NOTES /
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