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Forward
 As fun as it is to play D&D on land, I have found 
its sea adventures wanting. Here are a few barbarian 
classes I have created for my home games, and for 
friends to add to their seafaring adventures.

 While making these classes, I tried to keep in 
mind that not all battles will be at sea, but on land 
too. I hope that the features of these classes will ben-
efit you both on/under water as well as on island ad-
ventures.
 Within this download I have included not only the 
class options, but feats, weapons and NPCs as well 
that are water oriented. 
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In addition to the spirit totems in the Player's Hand-
book, here are a few Ocean tribes and their totems.

The Path of the Totem Warrior is a spiritual jour-
ney, as the barbarian accepts a spirit animal as guide, 
protector, and inspiration. In battle, your totem spirit 
fills you with supernatural might, adding magical fuel 
to your barbarian rage.
 Most barbarian tribes consider a totem animal to 
be kin to a particular clan. In such cases, it is unusual 
for an individual to have more than one totem 
animal spirit, though exceptions exist.

Yours is a path that seeks attunement with the natural 
world, giving you a kinship with beasts. At 3rd level 
when you adopt this path, you gain the ability to cast 
the beast sense and speak with animals spells, but 
only as rituals, as described in chapter 10 of the play-
er's handbook, "spellcasting."
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At 3rd level, when you adopt this path you choose a 
totem pirit and gain its feature. You must make or ac-
quire a physical totem object - an amulet or similar 
adornment - that incorporates skin, teeth, or bones of 
the totem animal. At your option, you also gain a 
minor physical attribute or tattoos that represent your 
spirit totem.

A warrior who comes alive in the face of danger and 
battle, able to draw on a whirling pool of anger, rage, 
and power. These barbarians draw their power from 
the totem’s that have granted these warriors their 
strength, and typically will guard over entire families 
for generations, until the line forget to honor their 
totem, or have scorned their gift. 



Do your time in foreign terrain, and en-
countering many poisonous creatures, 
you have gained the following benefits:

  Increase your Constitution by1, to a 
maximum of 20.

  You are now resistant to poison 
damage.

  You have advantage on Survival checks 
in the ocean or in water sources, during a 
short rest you can find food for yourself 
and up to 6 other creatures.

Thanks to your deep ocean diving, you 
have gained the following benefits:

  You have advantage on dexterity 
checks while you are submerged in water.

  You are resistant to Bludgeoning and 
cold damage.

    You have developed Darkvision for 60 ft 
and dim light vision for another 60 ft.

You have undergone extensive physical 
training to gain the following benefits:

   Increase your Strength of Dexterity 
score by 1, to a maximum of 20.

  Your swim speed is increased to your 
movement speed.

    You can add your proficency modifier 
to the amount of minutes that you can 
hold your breath. 

Not for resale. Permission granted to print or photocopy this document for personal use only.   Spirits of the Ocean 4

Here are a few magical Items I have used in 
my aquatic games, that have either been a 
boon or detriment to the party. 



Commonly used on ships to help pull 
sharks, whales, or large nets onto the 
ships. Some of the sailors have begun to 
use these as martial melee weapons when 
they are not noticably armed. 
  This weapon has a reach of 10ft., and is 
two-handed. This gaff is versitile, so deals 
1d6 or 1d8 piercing damage. 
  With this weapon you can perform a 
grapple check and pull a creature closer to 
you or keep them away from you. A crea-
ture can perform a Strength or Dexterity 
saving throw (DC 13) on its turn to break 
free from your Large Gaff. 

This is a small single handed blade with a 
hook, commonly used to pull fish or nets 
onto a boat, additionally counts as a 
simple melee weapon. 
This weapon is a light, finesse weapon that 
deals 1d4 piercing damage.

 This longbow has two metal poles sticking 
out from the front of the bow, with a thin 
strong string (100ft.) wound around these 
poles, the arrow attached to this string has 
smaller fletching and a narrower tip. 
  This two handed longbow is slightly more 
expensive (60gp) than a typical longbow, 
and has the same range (150/600) and 
same damage (1d8).
  As one of your attack actions you force the 
creature you are teathered to to make a 
contested strength check, on a fail you pull 
the creature 20ft. closer, if the creature is at 
least one size larger than you or smaller.
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Bladed Gaff

Large Gaff

Harpoon
This weapon counts as a simple melee 
weapon that deals 1d6 piercing damage 
and has a range of 30/120.

Large HarpoonFishing longbow

Here are a few weapons ideas for your 
ocean or sea adventures. 
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STR
17(+3)

DEX
14(+2)

CON
16(+3)

INT
10(+0)

WIS
12(+1)

CHA
10(+0)

Acons

The Shark Tribe have long been the protec-
tors of their respective region, they do not 
hold any position over any other tribes 
nearby, but are seen as the knights of the 
water as they efficiently dispense threats 
and dangers posed to the region. 

Living in a Shark Tribe, you are held to 
high standards for self control and a 
master of your own emotions. Many young 
shark tribe members are wild and adven-
turous as they journey through the world, 
not knowing how powerful and dangerous 
they can be to themselves and the people 
around them. It is the pursuit of every around them. It is the pursuit of every 
tribe member to pursue personal growth 
and development until they die.  

If you play a Shark Tribe member, then re-
member you will always have family re-
gardless where you go or what you have 
done. The elders of the tribe know all too 
well how far away a tribe member may 
stray, but the importance of forgiveness for 
personal growth

Throughout a Shark tribe members life 
they will pursue challenges in areas that 
they are weak. When they have conquered 
these challenges they will seek out their 
spirit guide to commune with them and 
prove what they have accomplished to con-
tinue down their spiritual path.
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 On the island of Manta the tribe to the 
Manta ray live there. This tribe calls on the 
spirit of the island to guide them as they 
make big life choices or take dangerous 
paths to guide them and in return the in-
habitants of the island protect the coral 
reefs surrounding the island. 

 Many Members of the tribe have life 
goals around being happy, and giving 
back to the island in the best way they 
can (protection, healing, or guidence). 
Folk tales speak that the island in times 
of great peril has been known to change 
locations, and the great manta spirit 
brought the first peoples to this region of brought the first peoples to this region of 
the sea and from them came the tribes of 
the area. 

Manta Ray Totem

STR
16(+3)

DEX
12(+1)

CON
16(+3)

INT
13(+1)

WIS
15(+2)

CHA
10(+0)

Acons

 Once a year the tribe celebrates the 
manta spirit of the island during their Illu-
mination festival, all the members of the 
island create colored lanterns that mimic 
the ocean lights they sea just off shore all 
around the island. Once a year the island 
becomes a beacon for any lost ships or 
souls that have wandered off their path and souls that have wandered off their path and 
found themselves astray. This celebration 
is one of remembrance and reminding each 
other about the importance of finding your 
home and although you may travel far 
away there will always be a light to guide 
you home. 

Festival of Lights
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STR
16(+3)

DEX
14(+2)

CON
16(+3)

INT
14(+2)

WIS
12(+1)

Crab Totem
 Not known for being the most adventur-
ous or courageous tribe, The crab totem 
like to play tricks and hide away from the 
other tribes. It is known that they have a 
central village, but it has yet to be found, 
mystics and traveling wizards have 
searched high and low looking for this 
tribes village only to leave empty handed tribes village only to leave empty handed 
and frustrated. 

 The Crab tribe enjoys the trinkets and 
treats the ocean washes ashore as they 
many spend their days looking for or 
making trinkets to play with or play tricks 
on other tribes. Illusive they might be, this 
tribe does make periodical trades with the 
other tribes from objects they have found 
or made (sometimes a little of both). or made (sometimes a little of both). 

 Well known to the other tribes is the 
Crustation Mountain where the crab 
totem resides, it is mentioned in old tales 
that one day a great crab walked out of 
the ocean and fell asleep on the island, 
making the mountain and one day will 
wake up and return to the sea. 

Magical Makings

CHA
8(-1)

Acons



Contact Info
James John
Email: Plaewud@gmail.com
Instagram: Gravityfail87
Twitter: @DMJJ14

Not for resale. Permission granted to print or photocopy this document for personal use only.   Spirits of the Ocean 9

Dolphin Totem
 Playful and exuberant, the Dolphin tribe 
travel around their islands sending people 
away, or bringing in those they think need 
their assistance. Frequently seen in packs 
(1d4+3) the warriors of this tribe use play 
as a training method over brute force or 
military drills found amongst other tribes. 
The Dolphin tribe prides itself on its comThe Dolphin tribe prides itself on its com-
munity and community involvement, they 
eat together, play together and frequently 
sleep together; when one member of the 
tribe is injured or hurt, the rest of the tribe 
will work together to help the individual. 

Merchants of the Sea
 Being the most social tribe, the Dolphin 
tribe has made trade routes and connec-
tions with passing ships and in return 
guide or assist these passing ships in their 
endeavours. Once you have made an ally of 
a Dolphin tribe member they will consider 
you part of their tribe. 

STR
14(+2)

DEX
17(+3)

CON
15(+2)

INT
10(+0)

WIS
10(+0)

CHA
12(+1)

Acons


