Outlander

Barbarian (Storm Herald) 4
CLASS & LEVEL

Keothi "Sturmbringer" Anakalathai
CHARACTER NAME

BACKGROUND

PLAYER NAME

Goliath

LN

2700

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+4

17
+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30ft.

INITIATIVE

SPEED

I feel far more comfortable
around animals than
people.
PERSONALITY TRAITS

18
●

DEXTERITY

+2

●

14

+6

Strength

+2

Dexterity

+5

Constitution

-1

Intelligence

+0

Wisdom

-1

Charisma

CONSTITUTION

Hit Point Maximum 41

CURRENT HIT POINTS

SAVING THROWS

●

INTELLIGENCE

●

-1

TEMPORARY HIT POINTS

+2

Acrobatics (Dex)

+2

Animal Handling (Wis)

-1

Arcana (Int)

+6

Athletics (Str)

-1

Deception (Cha)

-1

History (Int)
Insight (Wis)

-1

Intimidation (Cha)

WISDOM

-1

Investigation (Int)

+0

+0

Medicine (Wis)

●

+1

Nature (Int)

●

+2

Perception (Wis)

-1

Performance (Cha)

-1

Persuasion (Cha)

-1

Religion (Int)

+2

Sleight of Hand (Dex)

+2

Stealth (Dex)

+2

Survival (Wis)

10
CHARISMA

-1
8

●

Total

4

1d12+3
NAME

ATK BONUS DAMAGE/TYPE
2d6+4 (+2 Rage) slashing

Handaxe

+6

1d6+4 (+2) slashing

Javelins

+6

1d6+4 (+2) piercing

Don’t expect me to save those who can’t save
themselves. It is nature’s way that the strong thrive
and the weak perish.
FLAWS

Class Barbarian (PHB p. 46)
Level 1
Bonusaction RAGE
- advantage on Strength checks and Strength saving throws
- when you make a melee weapon attack using Strength, +2 to damage
- resistance to bludgeoning, piercing, and slashing damage.
lasts for 1 minute. lt 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 on
your turn as a bonus action
max. rage: 3 per long rest
UNARMORED DEFENSE
While you are not wearing any armor, your Armor Class equals 10
+Dex-Mod+Con-Mod. You can use a shield and still gain this benefit.
Level 2
RECKLESS ATTACK
When you make your first attack on your turn, you can decide to attack
recklessly. = Advantage on melee weapon attack rolls using Strength
during this turn, but attack rolls against you have advantage until your
next turn.
DANGER SENSE
Advantage on Dexterity saving throws against effects that you can see,
such as traps and spells. To gain this benefit, you can't be blinded,
deafened, or incapacitated.

ATTACKS & SPELLCASTING

CP

Weapons: simple and marlial
weapons
Armor: Light and medium
armor, shields
Tools: musical instrument
(Ocarina)
languages: Common, Giant,
Dwarven

BONDS

DEATH SAVES

+6

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

FAILURES

Greatsword

SKILLS

12

SUCCESSES

HIT DICE

+0

8

IDEALS

My family, clan, or tribe is the most important
thing in my life, even when they are far from
me.

+3
16

Greater Good. It is each person’s
responsibility to make the most happiness
for the whole tribe.

41

SP

EP

GP

PP

10

Greatsword, 2 handaxes
(thrown, range 20/60), 4
javelins (thrown, range
30/120),
explorers pack (a
Backpack, a Bedroll, a
Mess kit, a Tinderbox, 10
torches, 10 days of Rations,
a Waterskin, 50 feet of
Hempen rope),
A staff, a hunting trap, a
trophy from an animal you
killed, a set of traveler's
clothes, and a belt pouch

Level 3
PRIMAL PATH: Storm Herald (XGtE p.10)
STORM AURA (TUNDRA)
Starting at 3rd level, you emanate a stormy, magical aura while you
rage. The aura extends 10 feet from you in every direction, but not
through total cover. Your aura has an effect that activates when you
enter your rage, and you can activate the effect again on each
of your turns as a bonus action.
Tundra. When this effect is activated, each creature of your choice in
your aura gains 2 temporary hit points, as icy spirits inure it to suffering.
Level 4
Athlete
You have undergone extensive physical training to gain the following
benefits:
• Increase your Strength or Dexterity score by 1, to a maximum of 20.
• When you are prone, standing up uses only 5 feet of your movement.
• Climbing doesn’t halve your speed.
• You can make a running long jump or a running high jump after
moving only 5 feet on foot, rather than 10 feet.
Background: Outlander (PHB p. 136)
FEATURE: WANDERER
You have an excellent memory for maps and geography, and you can
always recall the general layout of terrain, settlements, and other
features around you. In addition, you can find food and fresh water for
yourself and up to five other people each day, provided that the land
offers berries, small game, water, and so forth.
Skill Proficiencies: Perception, Survival
Tool Proficiencies: One type of musical instrument
Languages: One of your choice
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FEATURES & TRAITS

30

Keothi "Sturmbringer" Anakalathai
CHARACTER NAME

2,20m

AGE

150kg

HEIGHT

WEIGHT

shining white marble

gray with black veins in it

none

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Nur die Starken überleben bei den
Goliath. Alle die zu schwach sind,
der Gruppe zu folgen, werden
zurück gelassen. Diese Erfahrung
machte auch Keothi, als er in einem
Kampf schwer verletzt wurde.
Mühsam schleppte er sich durch die
Berge um einen Ort zu finden, an
dem er in Würde sterben konnte.
Sein Weg führte ihn durch Zufall auf
eine wichtige Handelsroute, die
durch sein Heimatgebirge verläuft.
So stolperte eine Karawane über
ihn. Die Zwerge waren fasziniert von
dem fremdartigen Humanoiden, der
irgendwie fast wie ein Riese wirkte
und doch keiner ist. Sie pflegten
Keothi gesund, was nicht unbedingt
in seinem Sinne war, denn er weiß,
dass sein Klan ihn nun nicht mehr
akzeptieren wird. Nach deshalb
verständlichen Startschwierigkeiten
mit den Zwergen, blieb er trotzdem
bei ihnen, denn in ihrer Klanstruktur
findet er sich gut zurecht und sie gibt
ihm Halt in der sonst sehr
merkwürdigen Welt unterhalb der
hohen Gebirgswipfel. Für ihn ist es
selbstverständlich, dem Morgenfels
Klan, bei dem er sich gerade aufhält,
zu helfen, als sie ihn darum bitten.
CHARACTER BACKSTORY

Race: Goliath
Ability Score Increase. Your Strength score increases by 2, and your
Constitution score increases by 1.
Size. Your size is Medium.
Speed. Your base walking speed is 30 feet.
Natural Athlete. You have proficiency in the Athletics skill.
Stone’s Endurance. You can focus yourself to occasionally shrug off injury.
When you take damage, you can use your reaction to roll a d12. Add your
Constitution modifier to the number rolled, and reduce the damage by that total.
After you use this trait, you can’t use it again until you finish a short or long rest.
Powerful Build. You count as one size larger when determining your carrying
capacity and the weight you can push, drag, or lift.
Mountain Born. You’re acclimated to high altitude, including elevations above
20,000 feet. You’re also naturally adapted to cold climates, as described in
chapter 5 of the Dungeon Master’s Guide.
Languages. You can speak, read, and write Common and Giant.
ADDITIONAL FEATURES & TRAITS

ANIMATED SHIELD
Armor (shield), very rare (requires atttinement)
While holding this shield, you can speak its command word as a
bonus action to cause it to animate. The shield leaps into the air
and hovers in your space to protect you as if you were wielding it,
leaving your hands free.
The shield remains animated for 1 minute, until you use a bonus
action to end this effect, or until you are incapacitated or die, at
which point the shield falls to the ground or into your hand if you
have one free.
TREASURE
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SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

3

ED

PR

6

SLOTS EXPENDED

1
EPAR

SPELL SAVE DC

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

