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Verak the Formidable

she/her

Goliath (ice giant)

Outlander

Storm Herald
Barbarian 16

16

med
str=lg

40ft

normal (no darkvision)

198

18 +2

cold, piercing, 
bludgeoning, slashing

Battle axe of
Wounding +12 1d8+11 slashing, 3d6 poison, 3d6 necrotic

Unarmed 10 bludgeoning OR shove 5ft OR knock prone

Grapple a+11

+11

16d12

improvised
weapons,
unarmed attacks

common
giant

5

+2(adv)

d12

Tough (feat)
Rage (barbarian)
Rage Damage +4 (barbarian)
Unarmored defense (barbarian)
Danger sense (barbarian)
Fast movement (barbarian)
Feral instinct (barbarian)Feral instinct (barbarian)
Persistant Rage (barbarian)
Powerful build (goliath)
Mountainborn (goliath)

can’t be surprised
(when not 
incapacitated)

Relentless
Rage resets 
to DC 10

Extra Attack. Two attacks per action. 
   Reckless Attack. Make all attacks at advantage, all attacks against you also have advantage. 
Lasts one round.
   Brutal Critical. When rolling damage for a critical hit, add two extra damage die (the base die of 
the weapon). THEN double the dice.
   Mage Slayer.    Mage Slayer. Creatures have disadvantage on concentration checks made as a result of your 
attacks.

Bomb Launcher. Light and shoot one bomb. Each creature in a 20ft radius on a point centered 
wihtin 60ft makes a DC 16 dexterity saving throw, taking 8d6 fire damage on a failure and half on a 
success. Bombs: 

Tundra Soul. Turn 5ft of water into a cube of ice by touch. It melts after one minute depending on 
temperature conditions. It fails if a creature is in the cube.

Make an attack against a creature 
within 5ft who...
...casts a spell. (Mage Slayer)
...just made an attack against a target other 
than you. (Sentinal)
...leaves your melee range. (Opportunity Attack)
Creatures cannot disengage from you.Creatures cannot disengage from you.
On a hit, their speed becomes 0ft until the 
start of your next turn.

Stone’s Endurance. <><><><><> Reduce 
incoming damage from a weapon attack by 
1d12+4

Storm Aura. 
Give 10 temp HP to a creature within 10ft 
and/or 
force a creature within 10ft to make a strength 
save DC 19. On a fail, its speed is 0ft until the 
start of your next turn.

Storm Aura. Creatures of your choice within 10ft have resistance to cold damage.
Persistant Rage. If you drop to 0HP and don’t die outright, make a DC 10 constitution saving throw. 
On a success, drop to 1 hit point instead. Each subsequent use the DC increases by 5.
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