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“Just as from Niflheim there arose coldness and all 
things grim, so what was facing close to Muspell was 
hot and bright, but Ginnungagap was as mild as a 
windless sky. And when the rime and the blowing of
the warmth met so that it thawed and dripped, there 
was a quickening from these flowing drops due to the
power of the source of the heat, and it became the 
form of a man, and he was given the name Ymir”
                - Creation of the first Jötunn

To the Norse, the gods were seen as being the powers 
that held the cosmos in order. Just as the gods were the
personifications of all that is good and lovely, the Jötnar 
were seen as all that was ugly and evil.  They sought to 
bring the cosmos back into the uninterrupted reign of
darkness and chaos...

B  B
   Some of the jötnar are attributed hideous
appearances  – claws, fangs, and deformed features,
apart from a generally hideous face. Some of them are 
said to even have many heads, such as Thrívaldi who
supposedly hadnine of them, or an overall non-
humanoid shape; like Fenrir, a child of Loki, who was 
born as an enormous Wolf.
   But that was in the old days. Many of the jötnar today
are described as beautiful, Skadi being described as 
the “bright bride of the gods". Although some jötnar 
are said to have been of considerable size, most are 
of no difference in size than that of the Humans or 
Elves.

S A
   The Jötunn do appear to have some shared 
characteristics between them, namely their slightly grey
or bright blue skin, which in a few cases even looks 
similar to ice or frozen rocks. 
Those are features that mainly trueborn jötnar have,
jötnar who were born from two jötunn parents. Some, 
   

but not all half-born jötunn also have those features, 
even if less prominent than their fullblooded brothers 
and sisters. 

J N
Jötnar usually have names appropriate to the culture
in which they were raised. A jötunn trying to fit into
human culture might adopt a human name, or an 
elven if he or she grows up with them.
Often however Jötnar choose to go back to their given
birthname to honor their legacy, and therefore go
back to their old Norse names.

Male Jötun Names: Ægir, Baugi, Bölthorn, Dúrnir, 
   Geirröd, Idi, Loki, Nörr, Váli
Female Jötun Names: Ama, Atla, Dúfa, Eistla,
   Hrönn, Leikn, Sigyn, Ymir

J T
Your jötunn character has an assortment of inborn
abilities, part and parcel of their frost-giant nature.
   Ability Score Increase. Your Strength score
increases by 1.
   Age. Jötnar at the same rate as humans, but
they're considered young until they reach the age of 30.
On average, they live about 200 years.
   Alignment.  The Jötnar might not have an innate
tendency toward evil, but many of them end up 
somewhere in that category. 
   Speed. Your base walking speed is 30 feet.
   Damage Resistance. You have resistance to cold
damage.
   Languages. You can speak, read, and
write Common and Norse. 
   Subrace. Two main subraces of jotun-born populate 
the worlds of D&D: trueborn and half-blood.
Choose one of these two subraces.
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Unlike the half-blood jötnar, trueborn jötunn have blue 
or grey colored skin, often paired with a stone- or icelike
texture. They are also stronger than most humans and 
can use the power of their iceborn  ancestors to create 
cold winds and icy mists.
   Ability Score Increase. Your Constitution score
increases by 2.
   Size.  Trueborn Jötnar are often a bit sturdier and have
a taller build as humans. Your size is Medium.
   Frost Blood. Once per short rest, you can quickly 
exhale to produce a frigid cloud of dense fog that 
quickly sinks to the ground. This freezing mist covers a 
10-foot-square area with slippery ice that counts as 
difficult terrain for everyone but you. If an enemy is 
facing you and within 5ft., it takes 1d6 cold damage
exhalation.

H- J
At first glance, half-blood jötnar are almost 
indistinguishable from their non-jötunn race. With 
human parents, they seem like regular humans, 
sometimes a bit more beautiful, and only on a second
glance they seem to have a more grey or blue tone to
their skin. Trueblood jötunn hate their half-blood 
brothers and sisters, for the simple reason that they are 
not as pure like the ice they came from.
   Ability Score Increase. Your Wisdom score
increases by 2.
   Size.  Half-blood Jötnar normally are about 
the same size and  build as humans. Your size 
is Medium.
   Skills. You have proficiency in the Deception
skill.
   Ancestral Magick. Once per long rest, you may cast 
Polymorph, but only on yourself. You retain the ability to 
speak in your polymorphed form.
You can only polimorph into creatures that are not 
bigger than a wolf (size category medium), and only
into creatures you have previously seen.
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  Spear in one hand, shield in the other, a woman
dressed in wondrous armor ploughs through the
battlefield. Wherever she walks, heads turn, agony 
transforms into subtle smiles, but nobody ever thinks
of laying down their weapons or stopping this endless 
fight. Soon enough, the woman reaches her target, a 
dying man lying in a puddle of blood. Some of it is his 
own, some that of his enemies, he does not seem to care 
about vicotry or death anymore. As his glaze falls upon 
her face, the grimace of  pain slowly starts to fade, and a 
feeling of peace comes upon him. The woman kneels 
down, putting the spear in his lap and drawing a short 
dagger from her hip. The chaos of the surrounding battle
ebbs down, silence falls on the two, as she carefully  
slides the dagger into his chest and whispers:
  “Welcome to valhalla, warrior.

T   
Wherever the valkyries walk, they tend to bring the end 
of all suffering - one way or another. If they choose to 
  have mercy with you, they will end your life right there
     and then, in the midst of the battlefield. If they don’t 
         however, you will wish to never have started 
           fighting. With their unmatched strength and 
            endurance, the valkyries fight until nothing is left
             to fight for, always staying calm in the heat of 
             battle, and keeping a clear path to victory and 
             glory in their mind.

         H  G
                 Valkyries go where there is glory or honor to  
                 find - but not only for themselves. They follow 
                war like a swarm of crows, cleaning up the 
               battlefield and sending the worthy and glorious
               fighters to their own hall in valhalla. The ones 
               that did not fight in honor, or the ones that fled
             the battlefield, those they hunt down and make 
             them regret their choices in life. Some of those 
             even survive their encounter, and go on to tell 
             tales, trying to right their cowardess.
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  It is important to understand why you are a Valkyrie. 
Is it because honor compels you to, have you chosen to 
follow the path of a honorable warrior to make the 
world a better place, or do you blindly follow your God
and do his bidding? Do you have any doubts about the 
afterlife, or maybe you already know for sure that you 
will go to the splendid halls of valhalla yourself?

Q B
  You can make a Valkyrie quickly by following these 
suggestions. First, Constitution should be your highest 
ability score, followed by Strength. Second, choose 
the soldier background. 

C F
As a valkyrie, you get the following class features.

H P
Hit Dice: 1d8 per valkyrie level
Hit Points at 1st Level: 10 + your Constitution 
  modifier
Hit Points at Higher Levels: 1d8 (or 5) + your
  Constitution modifier per valkyrie level after 1st

P
Armor: medium armor, heavy armor, shields
Weapons: simple weapons, martial weapons
Tools: None
Saving Throws: Constitution, Strenght
Skills: Choose two from Religion, Athletics,
Intimidation, Medicine, Perception, and History

E
You start with the following equipment, in addition 
to the equipment granted by your background:
• (a) a spear or (b) any simple weapon
• (a) scale mail or (b) hide armor and a shield
• an explorers pack and a ceremonial dagger

S
Even if you are quite atuned to magic, you cannot cast 
spells on your own. If you attempt to cast a spell 
through the means of one of your Gods, you merely act
as a catalyst. You do not gain any spellslots, and can 
not learn any cantrips. 

                 Spell save DC = 8 + your proficiency bonus +
                your Constitution modifier

                      Spell attack modifier = your proficiency bonus +
                your Constitution modifier

S B  G
  At 1st level, you have chosen the path of one of the
five Gods of Battle, Freyja, Odin, Thor, Týr or Ullr, each 
of which is detailed at the end of the class description.
  Your choice grants you features at 1st level and again 
at 6th, 10th, 14th, and 20th, in form of the Gods Of Battle 
feat.

B
  At 2nd Level, you can pray to the Gods of Asgard for 
guidance, courage, and help by doing a religion check
(DC 15) as a bonus action. On a successful check, you
can add +3 to your next action while in combat.
  This bonus resets at sundown, and you can do it 
once per short rest. 
  On level 11, it becomes Holy Battleprayer. You can use
it twice per short rest, and give the bonus to an ally.

THREE TIMES NINE GIRLS, BUT ONE GIRL RODE AHEAD,

WHITE-SKINNED UNDER HER HELMET;

THE HORSES WERE TREMBLING, FROM THEIR MANES

DEW FELL INTO THE DEEP VALLEYS,

HAIL IN THE HIGH WOODS;

GOOD FORTUNE COMES TO MEN FROM THERE;

ALL THAT I SAW WAS HATEFUL TO ME         
- EDDA
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  At level 3, you have proven yourself to the Gods of 
Asgard and have earned their favor as a warrior and
servant. You gain one of the following features:

•  Bragis Ode: Gain Performance Proficiency
•  Heimdallrs Watch: Gain Perception Proficiency
•  Lokis Cunning: Gain Deception Proficiency
•  Meilis Stride: Gain Survival Proficiency

  This choice doubles your proficiency bonus at level
13 in the respective Skill, and provides the feature 
Nordic Patron at level 18 .

A S I
  When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of
your choice by 2, or you can increase two ability scores
of your choice by 1. As normal, you can't increase an
ability score above 20 using this feature.

K  L
  At 5th level, once per long rest between sunrise and 
sunset, you can use a bonus action to call forth a bright
light (75ft in all darkness). Allies in the light regain 
1d6 plus your Wisdom Modifer health points. The light 
remains for 10 minutes before fading away slowly over 
another 10 minutes.  If you do this at the exact moment 
of sunrise or sunset, the healing gets doubled and the 
enemies have to make a Wisdom saving throw above 
10 plus your Religion modifier. On a failed saving throw, 
they flee for one turn.

T   V
  Starting at 7th level, you can plead for a friends life.
You approach an unconscious ally and cry golden tears 
that seep into their wounds. This ally may now perform 
a constitution check to stabilize them and add +2 to their 
original roll. If they succeed, they return to 1 HP.  You 
can do this once per long rest. 

I G
  Starting at 9th level, while the iron and steel of the gods
may not hold the monstrous Fenrir, it is more then 
capable of holding most others unfortunate enough to be
bound and wrapped in them. As an action, slam your 
weapon into the ground and target up to 2 plus your 
Wisdom modifier creatures, and great iron chains will
bind them in place. The targeted creatures must make 
a 15 Strength save. On a failed save they will remain 
bound for up to 5 rounds in place, on a successful save,
they are only knocked prone. You Must complete a short
rest to regain the use of this feature again.

T   H
  Starting at 15th level, you gain the power to pull 
somebody back from the halls of valhalla. This ally may 
now perform a constitution check to stabilize them and 
add +3 to their original roll. If they succeed, they return 
to 1 HP.  You can do this twice per rest. This ability 
replaces Tears of the Valkyries.

  You may do this on an unwilling enemy, which places
them on 1 HP and expends both uses.

G O B
  You chose the guidance of one of the Gods of Battle to
help you on your way of purging cowardess and fear 
from the battlefields. Depending on what motivation 
drives you, a different God provides you with aid.
  You have to dedicate your life, or at least your battle
and the foes you slay to their honor, might and power,
and they shall grant you different favors to aid you
with cleansing the battlefields.

F L 
  The guidance of the Lady Freyja aids you in Love and 
Battle, and provides you with magick that helps you in
many different situations.
  At Level 1, Freyja lends you her beauty, and gives you 
the power of casting Charm Person or Charm Monster
twice per long rest as if cast with a level one spell slot.
  When you reach 6th Level, once per rest you can
remind one of your allies within shouting distance why
they are important to you, and tell them of your love. 
As a bonus action, you give them an advantage on their 
next roll. 
  On 10th Level, magick cast through you gets amplified 
even further.  Your spells act if they were cast by a level 
2 spell slot, Kiss of Lights duration is doubled and 
heals an additional d6 plus your religion modifier. 
  Reaching Level 14 grants you a small piglet as 
your companion, which aids you in attempts to charm
other people with its cuteness. This gives you an 
advantage on any Persuation rolls or actions in which
you attempt to charm a humanoid. The piglet can not 
take any actions, has 1 Hit Point and if it dies, it will
appear three days later in your vicinity. Additionally, 
in the time it is deceased, you have disadvantage on 
any Persuation rolls or actions in whichyou attempt 
to charm a humanoid.
  As Freyja gets first pick of the fallen worthy to join 
the gods in Valhalla, you get to choose who goes 
first in battle. Starting at Level 20, you can replace the 
initiative roll of up to your constitution modifier 
(minimum of 1) particpants by either a 1 or a 20 
(bonuses and modifiers still apply as usual). In addition
your piglet can transform into a giant boar for up to 
an hour per short rest, which you can use as a mount.

O W
  At Level 1, you gain Insight Proficiency, and can choose
to blind yourself temporarily (for 1d6 hours) to gain 
advantage on all rolls of Wisdom for 2d10 minutes. 
This only works twice per long rest.  
  On 6th Level, your Initiative Bonus gets doubled on 
your first encounter. This resets at sundown. 
Additionally, you can expend a hit die to add it to your
Initiative roll once per long rest, but only if this is not
your first encounter of the day.
   As you reach 10th Level, Odin lends you more of his 
Wisdom and aids you in challenges of the mind.  A 
Valkyrie's oath is not easily broken, even by the hands 
of others. You get Advantage on Saving throws against 
being charmed or frightened twice per long rest.
  When you reach 14th Level,  a Raven comes to your aid
whenever you need it. One of Odins Ravens now follows 
you around constantly, listens to your commands (as 
long as they would not harm you or the Raven). 
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 You can
dismiss him as a bonus action, which causes him to fly 
away until you call for him again. If this Raven dies
however, you have the mild wrath of Odin upon you, 
and lose an eye - permanently. This migth give you a 
disadvantage on any ranged attacks at the DMs
discretion.
   At Level 20, As a bonus action, you call upon Odin's 
ravens to confuse and attack your enemies. On a failed
Constitution Saving throw against your spell save DC 
each creature in a 30 foot cone in front of you is knocked
prone and takes 3d6 bludgeoning damage, on a pass 
they take half and their vision is obscured. The prone
feature does not affect creatures of Huge size or above. 
This swarm remains for 2 turns, any creature not allied
with you that enters the cone must make the same save. 
You have two uses of this feature before having to finish 
a Long Rest to use this feature again. 

T S 
  At level 1, you can use any kind of onehanded hammer 
as a thrown weapon (range 40/120) and are proficient 
with it. In addition any hammer thrown by you will return
to your hand on the subsequent turn, as long as it is not 
held in place by anything.
  Starting at 6th level, you can add your constitution 
modifier as thunder damage to the first attack you do 
each round. The damage only gets applied if you hit the 
target.
  On level 10, while surrounded by enemies (2 or more 
enemies near you) you feel indestructible, gain resistance 
to non-magical damage.
  You only feel truly alive when surrounded by enemies.
At level 14, your blood starts to boil whenever in the 
vincinity of at least 2 enemies while no ally is within your
sphere of influence (usually 5 ft), causing you to gain 
advantage on any attacks you make. 
  Thor's interest in you has increased, you may call upon 
him to strike down your enemies with his lightning. You 
can cast Lightning Bolt twice per short rest, using only 
Vocal and Somatic components (the somatic component 
consists of you pointing your hammer in the direction 
you want to unleash the spell).

T L
  To honor Týr's sacrifice for justice, you pledge yourself 
to only ever use one of your arms in battle. You gain the 
Dueling Fighting Style (+2 bonus to damage rolls while
wielding a melee  weapon in one hand and no other 
weapon or shield).
  Tyr is a god of justice as much as he is a god of war, you
can rely on his guidance to avoid deception. From Level
6 on, treat a roll in any insight check below 8 as an 8.
  When you reace 10th level, once per long rest you can
challenge an enemy commander to settle a dispute by an
honorable duel. The enemies must be able to 
communicate with you (i.g.: share a language), if one of 
the groups dishonor this challenge (by cheating, by 
interfering after accepting or by ignoring the outcome) 
they will be struck by Týr's judgmenet giving them
disadvantage on all attacks for the rest of the day, while 
blessing those that honored the challenge with 
advantage on all attacks against the dishonorable ones.
 At level 14, you have advantage on any attacks on a 
single enemy while neither of you is adjacent to any 
other creature taking part in combat.
 After Level 20, any form of dishonorable combat does 
not work very well against you. You are resistant to
ranged damage and to any damage taken not delivered 
from the first enemy attacking you each turn.

U H
  At 1st level, you gain the ability to cast Hunters Mark
once per short rest as a bonus action, without any costs.
  From level 6 on, your ranged attacks (including all 
thrown weapons) count as magical for the purpose of
overcoming resistance and immunity to nonmagical 
attacks and damage.
  As you reach 10th Level, your aim gets better and 
better. You get advantage against your target if it is 
affected by your Hunter's Mark, and once per long rest 
you can double Hunters Marks damage, if the attack was
not a critical hit. 
  Starting at level 16, you no longer need ammunition for
your ranged weapons. In addition you can recall a 
weapon thrown by you back into your hands as a bonus 
action on a subsequent turn.
  On 20th level, Ullr's blessing causes you to ignore any
kind of difficult terrain. In addition whenever an enemy
moves within 5 feet of you, you regain half your 
movement and can use it as an reaction. This movement 
does not provoke attack of opportunities. 
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  Starting at 17th level, the Gods of Valhalla have seen 
that you are worthy of their time. They are content to 
aid you in your further adventures, and want to make 
your life easier. 
  They grant you the Wings Of Valhalla, giving you a 
flying speed of 40 ft., as long as you have the Wings out.
Using a bonus action, you can dismiss them, or call on 
your God to make them reappear. Armor you are
wearing does not influence them in any way, it does not
have to accomodate them.
  When not in combat or a dangerous situation, this 
flying speed increases by 10ft.

N P
  On level 18, depending on which God you had proven
yourself, this God now constantly watches over you - 
some for their own amusement, others to aid you in
battle or in life. 

B
  The God of poetry and music is watching you closely. 
He wants  you to sing his tale, and tell everyone about 
the deeds of brave soldiers. If  you are not proficient in 
a musical instrument yet,  you can now choose one of 
your liking. Once per long rest you can tell a tale of great
bravery, provided you have an instrument to accompany 
you. You do not have to be playing yourself. 
  Everyone that hears you gets a bonus d6 added to their
next initiative roll, and is immune to fear for the duration
of the next combat. You can’t back down from that fight, 
however, without one of the fighting parties being 
defeated.

H
 The keeper of the Bifröst and guardian of Asgard has 
chosen to focus his allseeing senses on you. You gain 
truesight on anything you touch after a brief moment, 
and once per short rest you can provide yourself and an
ally truesight up to 15 ft. for 10 minutes by touching 
them and calling to Heimdallr for help. 

L
  Mischief and lies follow you in your everyday life. Loki, 
the trickster God has an eye on you, and occasionally 
lends you a hand. Once per long rest, you may lie to 
anybody without having to roll. The person being lied to 
will automatically believe any lie you tell, as long as it is
logically possible. Additionally, you may change your 
appearance slightly every day at sunrise. This lasts until 
sundown or until you dismiss it. 

M
  On your travels, the God Meili, the “Mile Stepper” has 
always been at your side. He provides you with the 
strength to walk for days without a rest, but you will
need a full days rest after every two days you walk. 
  He also gives you the ability to double your movement
as a bonus action, and you can do so twice per long 
rest.
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  The word Draugr literally means "again-walker" in old
Norse, and refers to fallen Warriors come back to life 
that appear to retain some semblance of intelligence.
They exist either to guard their treasure, wreak havoc 
on living beings, or torment those who had wronged 
them in life. Living mostly in their graves, they often 
guard treasure buried with them in their burial mounds.

  Dead Warriors. Draugr are spawned of far more 
powerful magic than zombies, though they share many 
aspects physically but draugr have far more utility.
Draugr are humanoid by principle, and unlike zombies,
 cannot be restored to life except by a true resurrection 
spell. Draugr make far better guards of treasure, 
marauders, and tools of vengeance than zombies, 
as they're far better equipped. With their superior 
strength, resilience, and magic abilities, there is little 
to wonder why draugr are not to be underestimated.

  False Appearance. While the draugr remains 
motionless, it is indistinguishable from a normal corpse.

  Undead Nature. A draugr doesn't require air, food, 
drink, or sleep.
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