Non-Player Characters 

Characters from The Frost-Giant's Daughter
The Non-Player Characters used in this sourcebook are not given fate points or languages.  There are several reasons for this omission.  First, if Non-Player Characters' use fate points as much as Player Characters, no one would ever get killed and the Player Characters' jobs will be that much harder.  Fate Points exist primarily as an opportunity for players to influence the game in a favourable direction.  Games Masters do not need that particular contrivance.  Second, who knows what a Non-Player character has been through in his life?  In both cases, the Games Master's discretion is required.  If the Games Master wants to give the Non-Player Characters described throughout this book Fate Points, he is at leave to do so.  Languages function in a similar manner.  If the Games Master wants a character to speak a given language or not, then the character speaks or does not speak the given language.  The needs of the game is paramount here, not a whimsical choice of mine.  Thus, both Fate Points and Languages are left off the stat blocks of the characters throughout this text.
Conan of the Æsir 
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Medium Humanoid (Cimmerian barbarian 2)
Hit Dice: 2d10+6 (18 hit points)
Initiative: +7 (+4 Dex, +3 Ref) 
Speed: 25 ft. 
Dodge Defence:  15/13 (+1 level, +4 Dex) (-2 when in fighting madness)
Parry Defence:  15 (+0 level, +5 Str)
DR:  7 (+6 mail hauberk, +1 helmet)
Base Attack Bonus/Grapple: +2/+7
Attack: Broadsword +7 mêlée (1d10+5/19-20 x2/ AP 8)
Fighting Madness Attack: Broadsword +9 mêlée (1d10+7/19-20 x2/ AP 10)

Fighting Madness Attack: Broadsword (used with two hands) +9 mêlée (1d10+10/19-20 x2/ AP 10)

Special Attacks: Versatility (-2 penalty), crimson mist
Special Qualities: Cimmerian traits, fearless, bite sword, track
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +7, Will +5 (+8 vs. Corruption)  
Abilities: Str 20, Dex 18, Con 17, Int 14, Wis 15, Cha 16
Skills: Climb +12, Craft (blacksmith) +4, Hide +6, Intimidate +5, Jump +10, Listen +7, Move Silently +9, Spot +7, Survival +7
Feats: Fighting-Madness, Sleep Mastery 
Reputation: 7 (Brave)

Code of Honour: Barbaric

Allegiances:  None
Possessions:  Broadsword, horned helmet, mail hauberk
Last survivor of an Æsir raiding party, Conan has a supernatural encounter with the gods of the Northlands.  Conan the Cimmerian is described by Howard as a tall man with mighty shoulders and a deep chest, with a massive corded neck and heavily muscled limbs.  He is wearing mail armour he acquired during the raid on Venarium. The story mentions at least twice that even his arms were coated in mail.  It is possible that he is wearing a scale corselet, Nordheimer-style, with mail sleeves and footed mail chausses (looted from Vanarium), as opposed to a complete set of chain mail.  He did have a shield at the start of the battle, but lost it by the time the story begins.
Conan is loud and vibrant, despising the ordinary and the dull.  The key to his personality is intensity.  Even when he appears impassive, turbulent passions are roiling invisibly behind the scenes.  He never forgets a kindness and repays it handsomely.  He never forgives injuries, either, and can wait years for vengeance.  The word ‘vengeance’ is vital here.  Conan of Cimmeria does not try to get 'even' – he conquers and destroys utterly those who betray or hurt him – he gets cold revenge.  Conan is a dangerous enemy.  When he sees a weakness in an opponent he moves in quickly for the kill.  Even in his most mirthful moods there is always a hint of an imminent change of heart, a sense that there is, beneath the surface, a lurking and unpredictable violence that can erupt at any time.  However, this intense and explosive nature serves Conan well.  
Conan is incredibly adaptable, able to channel his unconquerable, intense energies into new paths as needed, without looking back.  He embarks regularly on entirely different roads in life almost instantly, thus is explained his wide range of character classes, moving from barbarian to thief to pirate to soldier and, ultimately, to noble.  As Conan himself once said, in Robert Howard’s The People of the Black Circle, ‘I was born in the Cimmerian hills where the people are all barbarians. I have been a mercenary soldier, a corsair, a kozak, and a hundred other things. What king has roamed the countries, fought the battles, loved the women, and won the plunder that I have?’  

Whenever Conan is confronted with disaster, he will move the entire cosmos if necessary to turn the catastrophe into a success.  Conan is formidable in his single-minded determination to win the day.  On the other hand, Conan is also subject to obsessive drives that are extremely resistant to reason.  He is intensely passionate about everything he does and his primary mode of operation is primal and violent.  Conan is ruled by instinct, not logic or reason.  He drinks, eats and kills with an intensity few can match.

Conan needs action or his feelings turn inward and he becomes brooding, jealous, resentful and vengeful.  There is an underlying grimness to Conan.  However, once a course of action is evident, that action has his unswerving dedication, and all of his legendary energy, drive and endurance are fully engaged to bring that action to a successful conclusion.  He tends to accomplish things first – rarely does he announce his plans beforehand.  More than once has an enemy become aware of his violently vigorous progress too late to do anything about it.  His need for action gives rise to his wanderlust.  He is a consummate wanderer, even as king.  

Conan is fair, and, true to his barbaric heritage, somewhat blunt in his dealings with others.  His diplomacy skills are minimal at best; he will attempt to dominate and control anyone who lets him.  He tries to be just but will do what is necessary for the good of his kingdom.  He cares about the people of his kingdom and is intensely loyal to them, but he is suspicious and wary of others at first.  He is reluctant to trust anyone fully but once he does, that trust is vibrantly intense.  He adheres to high principles, his barbaric code of honour, and is a positive force for helping others.  Even as king, Conan is still very much a man of action. If he discovers a threat to his rule, he will tend to ride out and meet it head-on – though these days he may ride out at the head of many thousands of armoured knights. He has learnt a certain degree of caution, and will certainly act in a manner befitting his high Intelligence; but given no other options, he would sooner be acting than sitting about in a council meeting.

Women are attracted to him quickly, sensing a powerful magnetic sexuality and an aura of strength and violence.  He is disturbing, unpredictable and a thoroughly masculine presence.  Conan has so much energy and passion women have no problems seducing him, although it is much harder to form a relationship with him.  His love affair with Bêlit is a legendary exception, probably because she could deal with the simmering danger lurking just barely beneath the surface.  He will never allow a woman to dominate him and he will keep a woman only as long as he wants her.  He is direct and forceful in approaching women and there are not too many who can avoid responding to his physical passion, as uncomplicated as it might be, because he brings out the full sensual potential in any woman he is with intimately.  He has the uncanny ability to understand a woman's sensual needs and he makes his women feel as though they are at their best while they are with him.

On a religious level, Conan believes in Crom, although he does not pray to that grim god.  He also swears by other Cimmerian, Æsir, Zamorian and Shemite gods, although he does not pray or sacrifice to them either.  Crom and his race of gods despise weaklings who call on them for aid and would likely make the situation worse for the petitioner.  The Cimmerians value individuality and self-worth; their gods expect them to take care of life themselves.  Indeed, Crom only took pride in a Cimmerian if that Cimmerian never called upon him for aid in his life.  Cimmerians are supposed to take what they want from life, not ask a god for blessings, wealth, health or anything else.  Conan does not want to attract Crom's attention, or any god's, for Conan once said he would not want to walk on their shadow even.  As Conan said, 'What use to call on him?  Little he cares if men live or die.  Better to be silent than to call his attention to you; he will send you dooms, not fortune!  He is grim and loveless…'  In Conan’s experience, the actions of Crom, of any real supernatural entity, usually bring about the destruction of men, not the succour of man.  Simply put, Conan does not pray to Crom… ever.

Conan is very different from most Cimmerians, despite his doomed moodiness.  Most Cimmerians are depressive and dismal all the time and not usually given to wanderlust.  Conan’s mirth is as gigantic as his depressions are deep and, as stated earlier, Conan is a wanderer.  As one of Conan’s councillors says in The Phoenix on the Sword, 'I never saw another Cimmerian who drank aught but water, or who ever laughed, or ever sang save to chant dismal dirges.'  Conan, in many ways, is more like the Æsir than he is like the typical Cimmerian.

Conan's History:  Conan was born on a battlefield, according to Robert E. Howard in a letter to P.S. Miller, during a fight between his Cimmerian tribe and a horde of raiding Vanir.  The country claimed by and roved over by his clan lay in the northwest of Cimmeria, but Conan was of mixed blood, although a pure-bred Cimmerian.  His grandfather was of a southern tribe who had fled from his own people due to a blood feud.  The tales of his grandfather, who had taken part in many raids of the southern Hyborian kingdoms, roused Conan's interest in travelling.  His father was a blacksmith (hence Conan’s ranks in Craft (blacksmith).  Presumably he learned some of the craft from his father).  At Venarium, Conan was about 15 years old and was already a formidable barbarian warrior, growing in reputation.  He soon encountered The Frost Giant’s Daughter when he fought with the Æsir against the Vanir. 
Atali, the Frost-Giant's Daughter

[image: image2.jpg]


Medium Humanoid (cold) Half-Frost Giant scholar 5/temptress 20
Hit Dice: 10d6+15+100 (150 hit points)
Initiative: +23 (+10 Dex, +13 Ref) 
Speed: 40 ft. 
Dodge Defence:  32 (+11 level, +10 Dex, +1 dodge) 
Parry Defence:  23 (+8 level, +5 Str)
DR:  4 (natural)
Base Attack Bonus/Grapple: +18/+23
Attack: Unarmed strike +28/+23/+18/+13 mêlée finesse (1d4+5)

Special Attacks: Sorcery 
Special Qualities: Partial frost giant qualities, sorcery style x3, advanced spells x3, bonus spell x1, comeliness, savoir-faire, seductive art +5, compelling performance 5/day, secret art (sorcery: hypnotism; +2 base power points), seductive savant, binding contract, improved secret art (sorcery), admirers, inspire, outrageous flattery, advanced secret art (sorcery; +2 base power points), exquisite, use weakness as strength, veiled in darkness, perfected secret art (sorcery; +2 base power points), glorious, +1 power point, scholar, base power points, knowledge is power, iron will 
Space/Reach: 5 ft./5 ft.
Saves: Fort +17, Ref +23, Will +23 
Abilities: Str 20, Dex 30, Con 30, Int 10, Wis 20, Cha 50
Skills:  Bluff +40, Climb +7, Diplomacy +40, Hide +30, Intimidate +40, Jump +19, Knowledge (arcana) +5, Knowledge (local) +7, Knowledge (nature) +5, Listen +10, Move Silently +38, Perform (dance) +48, Perform (ritual) +38, Sleight-of-Hand +20, Spot +25, Survival +7, Tumble +22
Feats:  Acrobatic, Dodge, Endurance, Eyes of the Cat, Fleet-Footed, Ritual Sacrifice, Run
Magic Attack:  +27 (+7 level, +20 Cha)

Power Points: 16 (4 base, +6 secret art, +5 Wis, +1 bonus; 32 maximum)

Sorcery Styles Known: Hypnotism, Oriental Magic, Divination
Spells Known:  Astrological prediction, calm of the adept, dance of Atali, domination, enslave, entrance, hypnotic suggestion, ranged hypnotism, sorcerous news, terrible fascination, vanish, willow dance
Obsession:  None
Possessions:  Veil of gossamer
Atali is the daughter of Ymir, the frost-giant, and a Nordheimer woman. To fields of the dead she comes, and shows herself to the dying, her naked body gleaming like ivory and her golden hair unbearably bright in the moonlight.   She lures men from stricken fields into the wastelands to be slain by her brothers, the ice-giants, who lay men's red hearts smoking on Ymir's board.
Atali generally walks about nude, although she may carry or wear a veil of gossamer.  Atali’s hair is a mass of unruly locks, which at first glance appears to be red, but is actually neither red nor yellow but a glorious compound of both colours. Her hair is like elfin-gold; the sun strikes it so dazzlingly that a person can scarcely bear to look upon it. Her eyes are likewise not wholly blue or wholly grey, but are of shifting colours and dancing lights and clouds of colours a viewer cannot define. Her full red lips smile, and from her slender feet to the blinding crown of her billowy hair, her ivory body is as perfect as the dream of a god.  Her laughter is sweeter than the rippling of silvery fountains, and poisonous with cruel mockery.
Atali is an enchantress of more than earthly power, but whether she is truly a goddess or merely a semi-demonic thing is a question for the philosophers. She does not seem to have worshippers in the usual sense, though she is generally regarded as one of the pantheon of Nordheim's deities. 

Atali is unwilling to come to grips in either combat or in love with a mortal.  She happily uses her hypnotic powers to lure men to their deaths in icy crevasses, exposed snow plains, or lethal combat with her brothers (the frost giants), but if any seem either immune to her charms or able to deal with all the threats they encounter, she simply vanishes away.  If, somehow, a mortal could prevent her escaping and fulfil his inevitable passionate desire for her, the result cannot be easily predicted.  He might father a semi-divine being; Ymir might strike him down in vengeance; or Atali might be forced to grant him a boon as well as her favours.

Partial Frost Giant Qualities:  As a half-human, half-frost giant, Atali does not get all of the frost giant quality.  Atali has the following qualities: Cold subtype: cold immunity, double damage from fire except on a successful save; cannot be tracked as she does not leave tracks or other spoor; background skills (climb, hide, intimidate, knowledge (local), and survival); +1 circumstance bonus to all Hide, Listen, Move Silently, Survival and Spot checks made in any cold land; +1 racial bonus to damage rolls with any axe; that is, any weapon that includes the word ‘ax’ or ‘axe’ in its name; favoured class: barbarian; prohibited classes: noble, nomad.

Note:  I was not sure how to proceed with Atali.  I figure a supernatural outsider version already exists in Scrolls of Skelos (and reprinted in Secrets of Skelos) by Ian Sturrock.  I can't find any fault with that presentation, so I thought I would try something a little different.  Since the frost giants don't seem to be outsiders (maybe they are), perhaps Atali is just as 'real' as they are.  Maybe female frost giants are just short.  Maybe she can change size.  Neither she nor the frost giants left any footprints or other spoor, so maybe both are extremely supernatural and don't belong here in the world.  Maybe Atali is half-human, the daughter of Ymir and a mortal woman, while the frost giants are the offspring of Ymir and a frost giant goddess mate (this is the route I ended up taking).  There are a lot of 'what-ifs' concerning Atali, so here is my version.  It certainly isn't any better than Ian Sturrock's version.  I retained Ian Sturrock's ability scores.
Frost Giant
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Large Humanoid (cold) Frost Giant barbarian 5
Hit Dice: 5d10+25 (53 hit points)
Initiative: +3 (-1 Dex, +4 Ref) 
Speed: 25 ft. 
Dodge Defence:  11 (+3 level, -1 Dex, -1 size) 
Parry Defence:  17 (+1 level, +7 Str, -1 size)
DR:  8 (+5 scale corselet, +1 helmet, +2 natural)
Base Attack Bonus/Grapple: +4/+15
Attack: Battleaxe +11 mêlée (2d8+7/ x3/ AP 11)

Special Attacks: Versatility (-2 penalty), crimson mist
Special Qualities: Frost giant qualities, fearless, bite sword, track, trap sense +1, endurance, uncanny dodge, mobility 
Space/Reach: 5 ft./5 ft.
Saves: Fort +9, Ref +3, Will +0 
Abilities: Str 24, Dex 8, Con 20, Int 10, Wis 8, Cha 14
Skills:  Climb +15, Hide +6, Intimidate +10, Knowledge (local) +2, Listen +4, Move Silently +0, Spot +8, Survival +8
Feats:  Improved Bull Rush, Improved Sunder, Power Attack, Steely Gaze
Possessions:  Battleaxe (ice-covered), helmet (ice covered), scale corselet (white with hoar-frost), fur-lined boots
Frost giants are said to be the children of Ymir, a primal frost giant worshipped as a god by the Æsir and Vanir.  Supernatural in origin, frost giants resemble the Nordheimir in appearance, arms and armour, but are larger and covered in ice.  The scales of their mail are white with hoar-frost; their helmets and their axes are covered with ice. Snow sprinkles their locks; in their beards are spikes of icicles; their eyes are cold as the lights that streamed above them.  The giants speak with roars like the grinding of ice-bergs on a frozen shore.

Their life-spans are uncertain and they may be immortal unless killed by design or accident.  Frost giants favour surprise attacks from concealed positions, taking advantage of whatever hiding places are available to burst forth and cleave open their foes before the latter have a chance to react.  In The Frost-Giant's Daughter, the two frost giants wait to ambush whatever wounded and tired warrior their sister, Atali, brings their way.  Conan makes short work of them both.

Frost giants prefer to attack with giant, ice-encrusted battleaxes.  They often swing them two-handed to get an even more devastating result out of them.  For ease of computing in the middle of a mêlée, their attack stats using two hands and/or their Power Attack feat are listed here.
Attack: Battleaxe (held with two hands) +11 mêlée (2d8+10/ x3/ AP 11)

Power Attack: Battleaxe +6 mêlée (2d8+12/ x3/ AP 11)

Power Attack: Battleaxe (held with two hands) +6 mêlée (2d8+20/ x3/ AP 11)

Frost Giant Qualities:  Large size; cold subtype: cold immunity, double damage from fire except on a successful save;  cannot be tracked as they do not leave tracks or other spoor; background skills (climb, hide, intimidate, knowledge (local), and survival), +2 Constitution, -2 Dexterity; +1 circumstance bonus to all Hide, Listen, Move Silently, Survival and Spot checks made in any cold land; +1 racial bonus to damage rolls with any axe; that is, any weapon that includes the word ‘ax’ or ‘axe’ in its name; favoured class: barbarian; prohibited classes: noble, nomad.
Note:  The frost giants found in Bryan Steele's Bestiary of the Hyborian Age suffers from a severe lack of research and are therefore inappropriate for their appearance in this story.  One, they are too big (even DnD 3.5 frost giants aren't as big as he made them).  Two, he didn't even stat them with the battleaxes and armour they wore in the Conan story they appeared in!  Bryan Steele actually states that frost giants don't even use metal weapons and armour anymore in the Hyborian age!  Robert E. Howard was clear on the arms and armour of the frost giants, so Bryan Steele's unresearched presentation just doesn't work when one reads the text he wrote to accompany the statistics.  Why he didn’t just use the statistics Ian Sturrock created for the earlier Scrolls of Skelos, I don’t know.
The frost giants found in Scrolls of Skelos by Ian Sturrock are also too big… and FAR too powerful for Conan to fight.  However, Ian's giants are much better researched than Bryan Steele's and actually are described in their weapons, dress and combat tactics just as they are in The Frost-Giant's Daughter.  Better researched, but just too strong.
I reduced the size of the giants in this presentation.  The famous painting by Frank Frazetta does not show 18 foot tall monsters, but oversized Nordheimir around 9 or 10 feet tall; however, I have to admit that the famous painting also portrays Conan incorrectly – he is not wearing the armour described in the story, and has a shield, when REH explicitly says his shield was lost.  Also, in the recent Dark Horse comics adaptation, the giants are 18+ foot tall monsters.  Regardless, I went with the size indicated in the Frazetta painting.  So, I took some Nordheimir stats at 5th level (the giants in the story only seemed to have one attack per round) and increased the size one category… and left it at that.  I also didn't layer their armour as Ian Sturrock did.  Conan in a fighting-madness can cut through the armour of the frost giants presented here, but would barely be able to hurt Ian Sturrock's more heavily armoured foes.  If you would like a larger giant, I provide one at the end of this document, however, once again we are faced with monsters that Conan mechanically is unlikely to be able to defeat.
Heimdul

Medium Humanoid Vanir barbarian 4
Hit Dice: 4d10+12 (34 hit points)
Initiative: +3 (+0 Dex, +3 Ref) 
Speed: 25 ft. 
Dodge Defence:  13/11 (+3 level, +0 Dex) (-2 under a fighting madness)
Parry Defence:  18 (+1 level, +3 Str, +4 shield)
DR:  6 (+5 brass scale corselet, +1 helmet)
Base Attack Bonus/Grapple: +4/+7
Attack: War sword +7 mêlée (1d12+4/19-20 x2/ AP 6)

Fighting-Madness Attack: War sword +9 mêlée (1d12+6/19-20 x2/ AP 8)

Special Attacks: Versatility (-2 penalty), crimson mist
Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +1, endurance, uncanny dodge
Space/Reach: 5 ft./5 ft.
Saves: Fort +7, Ref +4, Will +3 (+6 vs. Corruption)  
Abilities: Str 16, Dex 10, Con 16, Int 10, Wis 8, Cha 13
Skills:  Climb +5, Craft (horn carving) +2, Intimidate +8, Hide +1, Jump +10, Knowledge (local) +2, Listen +0, Move Silently +1, Profession (farmer) +1, Spot +7, Survival +7
Feats: Fighting-Madness, Improved Sunder, Power Attack
Reputation: 5 (Brave)

Leadership: - 
Code of Honour: Barbaric

Allegiances:  Bragi
Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Heimdul is a warrior from Vanaheim killed by Conan in the opening of The Frost-Giant's Daughter.  He is one of the wolves of Bragi.  He normally carries a shield (as indicated in the statistics above), but it was gone when he met Conan on the battlefield.  The locks and beard of Heimdul are red as blood on sunlit snow.  He is as tall as Conan and is described as built like a tiger.  

Heimdul envisions himself as a chief one day, and he is always pushing for opportunities to extol his bravery and skill at arms.  He is direct and brave.  He does not work well with others unless he is in charge, and he works aggressively to be seen as someone to follow.

Niord

Medium Humanoid Æsir barbarian 7
Hit Dice: 7d10+21 (60 hit points)
Initiative: +5 (+0 Dex, +5 Ref) 
Speed: 25 ft. 
Dodge Defence:  15/13 (+5 level, +0 Dex) (-2 under a fighting madness)
Parry Defence:  19 (+2 level, +3 Str, +4 shield)
DR:  7 (+6 mail hauberk, +1 helmet)
Base Attack Bonus/Grapple: +7/+10
Attack: War sword +10/+5 mêlée (1d12+4/19-20 x2/ AP 6)

Fighting-Madness Attack: War sword +12/+7 mêlée (1d12+6/19-20 x2/ AP 8)

Fighting-Madness Power Attack: War sword +5/+0 mêlée (1d10+13/19-20 x2/ AP 8)

Special Attacks: Versatility (no penalty), crimson mist
Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +2, endurance, uncanny dodge, mobility, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +8, Ref +5, Will +4 (+7 vs. Corruption)  
Abilities: Str 17, Dex 11, Con 17, Int 11, Wis 9, Cha 14
Skills:  Climb +6, Craft (horn carving) +2, Heal +0, Hide +1, Intimidate +9, Jump +10, Knowledge (local) +2, Listen +0, Move Silently +1, Profession (farmer) +1, Spot +10, Survival +10
Feats: Cleave, Fighting-Madness, Improved Sunder, Leadership, Power Attack 
Reputation: 14 (Brave)

Leadership: 10 (5th level cohort; 18 1st level Æsir followers) 
Code of Honour: Barbaric

Allegiances:  Wulfhere
Possessions:  War sword, helmet, mail armour, round shield, linen trousers, worsted wool tunic, fur-lined hide cloak, fur-lined boots
Niord and his reavers failed to make it to the fight because of an ambush.  He and his men tracked Conan and saved him from dying of exposure on the wastes of the north.  Niord is a tall, golden-haired warrior in mail and fur.  Niord focuses on results.  He is both forceful and confident.  In many respects he is a lot like Conan.  He does not like to ask for other people's opinions, and he comes to decisions quickly.
Horsa

Medium Humanoid Æsir barbarian 5
Hit Dice: 5d10+15 (42 hit points)
Initiative: +3 (-1 Dex, +4 Ref) 
Speed: 25 ft. 
Dodge Defence:  12/10 (+3 level, -1 Dex) (-2 under a fighting madness)
Parry Defence:  18 (+1 level, +3 Str, 4 shield)
DR:  6 (+5 brass scale corselet, +1 helmet)
Base Attack Bonus/Grapple: +5/+8
Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6)

Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8)

Special Attacks: Versatility (-2 penalty), crimson mist
Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +1, endurance, uncanny dodge, mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +7, Ref +3, Will +2 (+5 vs. Corruption)  
Abilities: Str 16, Dex 8, Con 16, Int 12, Wis 8, Cha 13
Skills:  Climb +6, Craft (shield-maker) +9, Heal +1, Hide +4, Intimidate +9, Jump +8, Knowledge (local) +4, Listen +2, Move Silently +0, Profession (farmer) +1, Spot +6, Survival +6  
Feats: Fighting-Madness, Improved Bull Rush, Improved Sunder, Power Attack
Reputation: 6 (Brave)

Code of Honour: Barbaric

Allegiances:  Wulfhere, Niord
Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, leather tunic, worsted wool cloak, fur-lined boots
Horsa is one of Niord’s yellow-haired reavers.  He is a pioneering, innovative outside-the-box thinker.  He is intolerant and impatient in character, and does not deal well with unexpected developments in his plans.  He considers himself logical and usually makes his arguments from a position of logic, not emotion.  He is a skilled shield-maker.
Gorm

Medium Humanoid Æsir barbarian 6
Hit Dice: 6d10+12 (45 hit points)
Initiative: +3 (-2 Dex, +5 Ref) 
Speed: 25 ft. 
Dodge Defence:  12/10 (+4 level, -2 Dex) (-2 under a fighting madness)
Parry Defence:  19 (+2 level, +3 Str, +4 shield)
DR:  6 (+5 brass scale corselet, +1 helmet)
Base Attack Bonus/Grapple: +6/+9
Attack: War sword +9/+4 mêlée (1d12+4/19-20 x2/ AP 6)

Fighting-Madness Attack: War sword +11/+6 mêlée (1d12+6/19-20 x2/ AP 8)

Special Attacks: Versatility (-2 penalty), crimson mist
Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +2, endurance, uncanny dodge, mobility, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +9, Ref +2, Will +5 (+8 vs. Corruption)  
Abilities: Str 16, Dex 7, Con 15, Int 16, Wis 11, Cha 14
Skills:  Bluff +7, Climb +8, Craft (horn carving) +5, Heal +7, Hide -1, Intimidate +7, Jump +8, Knowledge (geography) +10, Knowledge (local) +7, Knowledge (rumours) +10, Knowledge (warfare) +10, Listen +1, Move Silently -1, Profession (farmer) +5, Spot +6, Survival +10
Feats: Fighting-Madness, Improved Sunder, Knowledgeable, Self-Sufficient, Power Attack
Reputation: 8 (Brave)

Code of Honour: Barbaric

Allegiances:  Niord, Wulfhere
Possessions:  War sword, helmet, brass scale corselet, round shield, buckskin trousers, worsted wool tunic, fur-lined worsted wool cloak, fur-lined boots
Gorm is an old Æsir warrior who suffered a severe cut on his head in his youth.  He knows many of the legends of the north.  He serves as an advisor to Niord, but Niord often dismisses him as addled.  Gorm sees himself as a wise old expert and dislikes it when no one listens to him.
Bragi  (Vanir Chief)
Medium Humanoid Vanir barbarian 13
Hit Dice: 10d10+40+9 (104 hit points)
Initiative: +9 (+1 Dex, +8 Ref) 
Speed: 25 ft. 
Dodge Defence:  20/18 (+9 level, +1 Dex) (-2 under a fighting madness)
Parry Defence:  23 (+4 level, +5 Str, +4 shield)
DR:  8 (+5 brass scale corselet, +1 helmet, +2 natural)
Base Attack Bonus/Grapple: +13/+18
Attack: War sword +18/+13/+8 mêlée (1d10+6/19-20 x2/ AP 8)

Fighting-Madness Attack: War sword +20/+15/+10 mêlée (1d12+8/19-20 x2/ AP 10)

Fighting-Madness Power Attack: War sword +7/+2/-3 mêlée (1d12+21/19-20 x2/ AP 10)

Special Attacks: Versatility (no penalty), crimson mist, greater crimson mist
Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, improved mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +12, Ref +9, Will +7 (+10 vs. Corruption)  
Abilities: Str 20, Dex 12, Con 18, Int 12, Wis 10, Cha 15
Skills:  Bluff +10, Craft (leather-working) +5, Diplomacy +10, Hide +2, Intimidate +18, Knowledge (local) +3, Knowledge (warfare) +5, Listen +1, Move Silently +2, Profession (farmer) +2, Spot +9, Survival +17
Feats: Cleave, Fighting-Madness, Great Cleave, Greater Sunder, Horde, Improved Sunder, Leadership, Power Attack
Reputation: 20 (Reaver) (+3 modifier to skill checks)
Leadership: 18/20 (9th level cohort; 150 1st level, 6 2nd level, 3 3rd level, and 1 4th level Æsir followers) 
Code of Honour: Barbaric
Possessions:  War sword, helmet, brass scale corselet, round shield, linen trousers, worsted wool tunic, fur-lined hide cloak, fur-lined boots

Bragi is a Vanir chief who led his reavers into battle with Wulfhere's wolves.  He does not actually appear in the story, but is mentioned.  He was killed in the battle before The Frost-Giant's Daughter begins.
Cohort (Elite Hirðmaðr)

Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+27 (77 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  17/15 (+6 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: War sword +13/+8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +15/+10 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+1 mêlée (1d12+16/19-20 x2/ AP 9); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +7, Will +5 (+8 vs. Corruption); Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Climb +7, Craft (any) +9, Hide +2, Intimidate +13, Jump +7, Knowledge (local) +2, Listen +4, Move Silently +2, Profession (farmer) +1, Spot +10, Survival +11; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 11 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots 
Wulfhere  (Æsir Chief)
Medium Humanoid Æsir barbarian 12
Hit Dice: 10d10+40+6 (101 hit points)
Initiative: +7 (-1 Dex, +8 Ref) 
Speed: 25 ft. 
Dodge Defence:  18/16 (+9 level, -1 Dex) (-2 under a fighting madness)
Parry Defence:  20 (+4 level, +2 Str, +4 shield)
DR:  7 (+5 brass scale corselet, +1 helmet, +1 natural)
Base Attack Bonus/Grapple: +12/+14
Attack: War sword +14/+9/+4 mêlée (1d10+3/19-20 x2/ AP 5)

Fighting-Madness Attack: War sword +16/+14/+6 mêlée (1d12+5/19-20 x2/ AP 7)

Fighting-Madness Power Attack: War sword +4/-1/-6 mêlée (1d12+17/19-20 x2/ AP 7)

Special Attacks: Versatility (no penalty), crimson mist, greater crimson mist
Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, improved mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +12, Ref +7, Will +5 (+8 vs. Corruption)  
Abilities: Str 14, Dex 8, Con 18, Int 16, Wis 12, Cha 18
Skills:  Bluff +11, Craft (wood-working) +5, Diplomacy +14, Hide +0, Intimidate +21, Jump +7, Knowledge (geography) +7, Knowledge (local) +7, Knowledge (nature) +7,  Knowledge (warfare) +15, Listen +2, Move Silently +0, Profession (farmer) +3, Spot +13, Survival +16
Feats: Fighting-Madness, Greater Sunder, Horde, Improved Sunder, Knowledgeable, Leadership, Persuasive, Power Attack 
Reputation: 21 (Daring) (+3 modifier to skill checks)
Leadership: 19/21 (9th level cohort; 200 1st level, 8 2nd level, 3 3rd level, and 1 4th level Æsir followers) 
Code of Honour: Barbaric

Possessions:  War sword, helmet, brass scale corselet, round shield, linen trousers, worsted wool tunic, fur-lined hide cloak, fur-lined boots

Chief of the Æsir clan Conan fought alongside.  He does not actually appear in the story, but is mentioned.  He was killed in the battle before The Frost-Giant's Daughter begins.
Cohort (Elite Hirðmaðr)

Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+27 (77 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  17/15 (+6 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: War sword +13/+8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +15/+10 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+1 mêlée (1d12+16/19-20 x2/ AP 9); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +7, Will +5 (+8 vs. Corruption); Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Climb +7, Craft (any) +9, Hide +2, Intimidate +13, Jump +7, Knowledge (local) +2, Listen +4, Move Silently +2, Profession (farmer) +1, Spot +10, Survival +11; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 11 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots 
Nordheimir Warriors (Non-Elite)

Youth
Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+2 (7 hit points); Initiative: +1 (-1 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  9/7 (+0 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  15 (+0 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+2; Attack: War sword +2 mêlée (1d12+2/19-20 x2/ AP 4); Fighting-Madness Attack: War sword +4 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: War sword +3 mêlée (1d12+5/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +1, Will +2 (+5 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Craft (any) +1, Hide +0, Intimidate +4, Jump +2, Knowledge (local) +1, Listen +1, Move Silently +0, Profession (farmer) +1, Spot +4, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 1 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Blooded Youth

Medium Humanoid Nordheimer barbarian 2; Hit Dice: 2d10+4 (15 hit points); Initiative: +2 (-1 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+1 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  15 (+0 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+3; Attack: War sword +3 mêlée (1d12+2/19-20 x2/ AP 4); Fighting-Madness Attack: War sword +5 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: War sword +3 mêlée (1d12+6/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +2 (+5 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Craft (any) +1, Hide +0, Intimidate +5, Jump +2, Knowledge (local) +1, Listen +2, Move Silently +0, Profession (farmer) +1, Spot +4, Survival +5; Feats: Fighting-Madness, Power Attack; Reputation: 2 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Young Adult

Medium Humanoid Nordheimer barbarian 3; Hit Dice: 3d10+6 (22 hit points); Initiative: +2 (-1 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+2 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  16 (+1 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+4; Attack: War sword +4 mêlée (1d12+2/19-20 x2/ AP 4); Fighting-Madness Attack: War sword +6 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: War sword +3 mêlée (1d12+7/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +3 (+6 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Craft (any) +1, Hide +0, Intimidate +6, Jump +2, Knowledge (local) +1, Listen +2, Move Silently +0, Profession (farmer) +1, Spot +5, Survival +6; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 3 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Young Adult Warrior

Medium Humanoid Nordheimer barbarian 4; Hit Dice: 4d10+8 (30 hit points); Initiative: +3 (-1 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+3 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  17 (+1 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+6; Attack: War sword +6 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+9/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +3 (+6 vs. Corruption); Abilities: Str 14, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Climb +3, Craft (any) +1, Hide +0, Intimidate +7, Jump +4, Knowledge (local) +1, Listen +2, Move Silently +0, Profession (farmer) +1, Spot +5, Survival +7; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Veteran Warrior

Medium Humanoid Nordheimer barbarian 5; Hit Dice: 5d10+10 (37 hit points); Initiative: +3 (-1 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+3 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  17 (+1 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +5/+7; Attack: War sword +7 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +9 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+10/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +3 (+6 vs. Corruption); Abilities: Str 14, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Climb +3, Craft (any) +1, Hide +0, Intimidate +8, Jump +4, Knowledge (local) +1, Listen +3, Move Silently +0, Profession (farmer) +1, Spot +6, Survival +7; Feats: Fighting-Madness, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 5 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots

Accomplished Veteran Warrior

Medium Humanoid Nordheimer barbarian 6; Hit Dice: 6d10+12 (45 hit points); Initiative: +5 (+0 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  14/12 (+4 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+2 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+8; Attack: War sword +8/+3 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +10/+5 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4/-1 mêlée (1d12+11/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, mobility, diehard; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +5, Will +4 (+7 vs. Corruption); Abilities: Str 15, Dex 10, Con 15, Int 10, Wis 9, Cha 11; Skills:  Climb +4, Craft (any) +1, Hide +1, Intimidate +9, Jump +4, Knowledge (local) +1, Listen +3, Move Silently +1, Profession (farmer) +1, Spot +7, Survival +8; Feats: Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 6 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots

Hirðmaðr
Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+18 (68 hit points); Initiative: +6 (+0 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  16/14 (+6 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  20 (+3 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+12; Attack: War sword +12/+7 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +14/+9 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5/+0 mêlée (1d12+15/19-20 x2/ AP 8); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +6, Will +5 (+8 vs. Corruption); Abilities: Str 16, Dex 10, Con 15, Int 10, Wis 9, Cha 11; Skills:  Climb +6, Craft (any) +1, Hide +1, Intimidate +12, Jump +6, Knowledge (local) +1, Listen +4, Move Silently +1, Profession (farmer) +1, Spot +10, Survival +11; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 11 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots

Nordheimir Warriors (Elite)

Elite Youth
Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+3 (8 hit points); Initiative: +2 (+0 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+0 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+3; Attack: War sword +3 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +5 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+6/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +2 (+5 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +2, Hide +1, Intimidate +5, Jump +3, Knowledge (local) +2, Listen +1, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 2 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Elite Blooded Youth

Medium Humanoid Nordheimer barbarian 2; Hit Dice: 2d10+6 (17 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+1 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+4; Attack: War sword +4 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +6 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+7/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +2 (+5 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Hide +1, Intimidate +6, Jump +3, Knowledge (local) +2, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +5; Feats: Fighting-Madness, Power Attack; Reputation: 3 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Elite Young Adult

Medium Humanoid Nordheimer barbarian 3; Hit Dice: 3d10+9 (25 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+2 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  17 (+1 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+5; Attack: War sword +5 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +7 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+8/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +3 (+6 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +4, Hide +1, Intimidate +7, Jump +3, Knowledge (local) +2, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +5, Survival +6; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 3 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Elite Young Adult Warrior

Medium Humanoid Nordheimer barbarian 4; Hit Dice: 4d10+12 (34 hit points); Initiative: +4 (+0 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+3 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: War sword +7 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +9 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+10/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +4, Will +3 (+6 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Climb +4, Craft (any) +5, Hide +1, Intimidate +8, Jump +5, Knowledge (local) +2, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +5, Survival +7; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots

Elite Veteran Warrior

Medium Humanoid Nordheimer barbarian 5; Hit Dice: 5d10+15 (42 hit points); Initiative: +4 (+0 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+3 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +5/+8; Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+11/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +4, Will +3 (+6 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Climb +4, Craft (any) +6, Hide +1, Intimidate +9, Jump +5, Knowledge (local) +2, Listen +3, Move Silently +1, Profession (farmer) +1, Spot +6, Survival +7; Feats: Fighting-Madness, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 5 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots

Elite Accomplished Veteran Warrior

Medium Humanoid Nordheimer barbarian 6; Hit Dice: 6d10+18 (51 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  15/13 (+4 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+9; Attack: War sword +9/+4 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +11/+6 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5/+0 mêlée (1d12+12/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, mobility, diehard; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +6, Will +4 (+7 vs. Corruption); Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Climb +5, Craft (any) +6, Hide +2, Intimidate +10, Jump +5, Knowledge (local) +2, Listen +3, Move Silently +2, Profession (farmer) +1, Spot +7, Survival +8; Feats: Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 6 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots

Frost Giant (Larger Alternate Version)
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Huge Humanoid (cold) Frost Giant barbarian 5
Hit Dice: 5d10+35 (63 hit points)
Initiative: +2 (-2 Dex, +4 Ref) 
Speed: 25 ft. 
Dodge Defence:  9 (+3 level, -2 Dex, -2 size) 
Parry Defence:  22 (+1 level, +11 Str, -2 size)
DR:  11 (+5 scale corselet, +1 helmet, +5 natural)
Base Attack Bonus/Grapple: +3/+22
Attack: Battleaxe +14 mêlée (4d6+11/ x3/ AP 15)

Special Attacks: Versatility (-2 penalty), crimson mist
Special Qualities: Frost giant qualities, fearless, bite sword, track, trap sense +1, endurance, uncanny dodge, mobility 
Space/Reach: 5 ft./5 ft.
Saves: Fort +11, Ref +3, Will +0 
Abilities: Str 32, Dex 6, Con 24, Int 10, Wis 8, Cha 14
Skills:  Climb +19, Hide +5, Intimidate +10, Knowledge (local) +2, Listen +4, Move Silently -1, Spot +8, Survival +8
Feats:  Improved Bull Rush, Improved Sunder, Power Attack, Steely Gaze
Possessions:  Battleaxe (ice-covered), helmet (ice covered), scale corselet (white with hoar-frost), fur-lined boots

Frost giants are said to be the children of Ymir, a primal frost giant worshipped as a god by the Æsir and Vanir.  Supernatural in origin, frost giants resemble the Nordheimir in appearance, arms and armour, but are larger and covered in ice.  The scales of their mail are white with hoar-frost; their helmets and their axes are covered with ice. Snow sprinkles their locks; in their beards are spikes of icicles; their eyes are cold as the lights that streamed above them.  The giants speak with roars like the grinding of ice-bergs on a frozen shore.

Their life-spans are uncertain and they may be immortal unless killed by design or accident.  Frost giants favour surprise attacks from concealed positions, taking advantage of whatever hiding places are available to burst forth and cleave open their foes before the latter have a chance to react.  In The Frost-Giant's Daughter, the two frost giants wait to ambush whatever wounded and tired warrior their sister, Atali, brings their way.  Conan makes short work of them both.

Frost giants prefer to attack with giant, ice-encrusted battleaxes.  They often swing them two-handed to get an even more devastating result out of them.  For ease of computing in the middle of a mêlée, their attack stats using two hands and/or their Power Attack feat are listed here.
Attack: Battleaxe (held with two hands) +14 mêlée (4d6+16/ x3/ AP 15)

Power Attack: Battleaxe +9 mêlée (4d6+16/ x3/ AP 15)

Power Attack: Battleaxe (held with two hands) +9 mêlée (4d6+26/ x3/ AP 15)

Frost Giant Qualities:  Large size; cold subtype: cold immunity, double damage from fire except on a successful save;  cannot be tracked as they do not leave tracks or other spoor; background skills (climb, hide, intimidate, knowledge (local), and survival), +2 Constitution, -2 Dexterity; +1 circumstance bonus to all Hide, Listen, Move Silently, Survival and Spot checks made in any cold land; +1 racial bonus to damage rolls with any axe; that is, any weapon that includes the word ‘ax’ or ‘axe’ in its name; favoured class: barbarian; prohibited classes: noble, nomad.  
