Kor-Vlaz-Trok of the Glaciers
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Kor-Vlaz-Trok of the Glaciers 3rd-level: Chaotic Neutral, ½ Frost Giant ½ Caveman Fighter: AC8; 34 HP; S19, I8, W8, C18, D10, Ch11; Weapons: two-handed cudgel (does 3-10 points damage, + 7 for strength); Treasure: ivory (mammoth tusk) necklace worth 200gp, nothing else. 

Kor-Vlaz-Trok is a strange and fearsome being that came down from the high mountain glaciers a year ago and into normal civilization for reasons best known to himself. He stands 7ft tall and weighs some 3201bs. Great muscles stand out under his dull white skin; his posture is slightly stooped and he has the sloping forehead and receding chin of a Neanderthal. Pale yellow hair covers his arms, legs, and head, and he keeps his beard cut down to a stubble. Kor-Vlaz-Trok will have nothing to do with metal amour or helmets, preferring mammoth- hide for protection. His favorite and only weapon is a 6ft iron-bound cudgel of a strange wood that he can use to good effect; his strength, equal to a hill giant's, gives him a +3 to hit and a +7 to damage. 

Kor-Vlaz-Trok's past is a mystery, though his ancestry is fairly apparent. He seeks employment as a guard, henchman, or the like; he cares little whom he works for or for what reasons. Being slow of wit and low on imagination, he may be easily bought off by shiny trinkets or unusual items that capture his curiosity. He speaks Common, Frost Giant, and one or two barbaric tongues that few have ever heard before. Most persons avoid him from disdain or fear (usually both) but he does have one or two acquaintances in the disreputable quarters of town. 

Kor-Vlaz-Trok can't go beyond 6th level for reasons related to his background. He is not completely trustworthy and he tends to carry grudges. Because of his parentage and early environment, he resists cold as if he wore a Ring of Warmth (see DMG) and enjoys cold weather, being at his best when the temperature is below 60°F. If taken as a henchman he responds best to being given a lot of personal freedom and some gems or ivory. Magic means nothing to him, but he will not attack undead (he doesn't fear them, he believes in ancestor worship and respects them).

