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WEAPONS & DAMAGE CANTRIPS

SPECIES TRAITS

Light Medium Heavy Shields

Greataxe

Handaxe (x2)

+1 35 M 13

Danger Sense: Advantage on 
Dexterity saving throws.

Rage: You can imbue yourself 
with a primal resilience. You can 
enter rage as a Bonus Action. 
You have Resistance to physical 
damage. Activiate it 3x per long 
rest.

Divine Fury: You can channel 
divine power. Once per turn, 
your first hit deals an extra 
1d6+1 radiant damage.

Warrior of the Gods: A divine 
entity helps ensure you can 
continue the fight. You have a 
pool of 4x d12s that you can 
spend to heal yourself as a 
Bonus Action, using dice from 
the pool. Your pool replenishes 
after a Long Rest.

Reckless Attack: On your first 
attack each turn, you can gain 
Advantage on attacks, but 
attacks against you also have 
Advantage until your next turn.
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Farmer Barbarian

Goliath (Hill Giant) Path of the Zealot

3
16

41 3d12

18
1d12 +4 Cleave, Two-handed

Once per turn, when you hit, you can make an extra melee attack 
against another creature within 5 feett.  Without modifierSlashing
Vex, Throw (20/60)1d6 +4
If you deal damage, gain Advantage on your next attack against 
the creature before your next turn ends.Slashing
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Hill's Tumble: 2x per long rest, 
When you hit an attack roll, 
you can give that target the 
Prone condition.

Powerful Build: Advantage on 
any ability check you make to 
end the Grappled condition. 
You also count as one size 
larger when determining your 
carrying capacity.
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APPEARANCE

BACKSTORY & PERSONALITY

CANTRIPS & PREPARED SPELLS

Alignment

15

half plate armour (15+dex, 
disadvantage stealth)

backpack
bedroll
mess kit
tinderbox
10 torches
waterpot
15 meters of rope

As a Barbarian walking the Path 
of the Zealot, you receive boons 
from your chosen avatar 
(incarnation) of God. You 
experience Rage as an ecstatic 
episode of devotion. This fierce 
union grants you divine power 
and makes you a trusted ally to 
priests and faithful devotees.


