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BONUS ACTIONS off-nand attack, casta spell

Character abilities that take a bonus action as
well as abilities that can effect or modify those

bonus actions
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PASSIVE ABILITIES

Abilities that are included
elsewhere on the character
sheet, but are important to
remember especially when
leveling up (such as the tough
feat, jack of all trades bard
abilitiy, feral instinct barbarian
ibility, etc.)
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REACTIONS opportunity atiack, unleash readied action

Character abilities that take a reaction
as well as abilities that can effect or modify
those reactions and/or opportunity attacks

OTHER ABILITIES _ . _ _
Abilities that AREN’T an action, bonus action, or reaction, AREN'T spells, and AREN’T skills (such as
paladin auras, persistant rage, rituals, etc.)

These abilities tend to be ALWAYS ACTIVE (like paladin auras) or LONGER THAN AN ACTION
(such as ritual magic)




Raine Tallbrooke
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Flame, Spare the Dying, Stormwisp,
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Always Prepared. Fog Cloud,
Thunderwave, Gust of Wind, Shatter,
Call Lightning, Slet Storm, Control
Water, Ice Storm, destructive Wave,
Insect Plague
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SPELLCASTING FEATURES

Metamagic Adept. (feat) <><> SP

Distant Spell. Spend 1 SP, spells with 5ft+ ranges are doubled, spells with touch ranges are 30ft.
Transmuted Spell. Spend 1 SP to change damage between following options: acid, cold, fire,
lightning, poison, thunder

Divine Intervention. <> per long rest
Action, cast any (non-reaction) cleric spell of Ivl 5 or lower without expending a spell slot, needing to
have it prepared, and only requiring components with a gp value

/ ACTIONS
Attacks.
Harpoon (glaive) Weapon Attack. +6 to hit, reach 10ft, 1d10+2 slashing and 1d8 thunder damage, op-

tionally push 10ft (two-handed weapon)
Unarmed Strike. +6 to hit, reach 5ft, 1d4+2 bludgeoning damage (reroll 1s), optionally push 5 ft

attack, casta spell, dash, disengage, dodge, help, hide, ready

Channel Divinity. <><><> per long rest

Turn Undead. Chosen undead within 30ft make WIS save, failure means 5d8 radiant damage, and
frightened and incapacitated for 1 min or until it takes damage.

Divine Spark. Heal 2d8 or do 2d8 radiant damage (on a failed con save) to one creature within 30ft.
Destructive Wrath (with attack or spell action) When rolling lightning or thunder damage, deal max

damage.

N\

BONUS ACTIONS off-hand atack, casta spell REACTIONS opportunity atiack, unleash readied action

Wrath of the Storm.

<><><><><> (WIS MOD) per long rest

When hit with an attack by a visible creature within
5ft, cause the creature to make a DEX save DC
17. Creature takes 2d8 lightning or thunder on a
fail and half on a success.

N\

OTHER ABILITIES

Thunderous Strike. When dealing lightning or thunder damage to a large or smaller creature,
optionally push it 10ft away

Divine Strike. Add 1d8 thunder damage to weapon attacks
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Verak the Formidable
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PASSIVE ABILITIES

Tough (feat)

Rage (barbarian)

Rage Damage +4 (barbarian)
Unarmored defense (barbarian)
Danger sense (barbarian)

Fast movement (barbarian)
Feral instinct (barbarian)
Persistant Rage (barbarian)
Powerful build {goliath)
Mountainborn (goliath)

/A

. . i Storm Herald

Goliath (ice giant) Barbarian
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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. 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 80ft 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.
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BONUS ACTIONS off-nand attack, casta spell

REACTIONS opportunity atiack, unleash readied action

Storm Aura. Make an attack against a creature
Give 10 temp HP to a creature within 10ft within 5ft who...
and/or ...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.

On a hit, their speed becomes 0ft until the
start of your next turn.

force a creature within 10ft to make a strength
save DC 19. On afall, its speed is Oft until the
start of your next turn.

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

\ N\
OTHER ABILITIES

Storm Aura. Creatures of your choice within 10ft have resistance to cold damage.
Persistant Rage. If you drop to OHP 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 b.
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