Afghuli NPCs 

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.

Afghuli Tribesmen

Young Adult Afghuli Medium Humanoid (Himelian Tribesman  Barbarian 3); Hit Dice: 3d10+3+2 (22 hp); Initiative: +3 (+0 Dex, +3 Reflex save); Speed: 30 ft.; Dodge Defence: 12/10 (+2 level, +0 Dex) (-2 fighting madness); Parry Defence: 12 (+1 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +3/+4; Attack: Zhaibar knife +4 mêlée (1d12+1 / x2 / AP 2)  Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +3, Will +0 (-2 vs. Hypnotism); Abilities: Str 12, Dex 11, Con 13, Int 10, Wis 8, Cha 9; Skills:  Climb +7, Hide +9/+11, Knowledge (local) +2, Listen +1, Move Silently +8, Ride +1, Search +5/+7, Spot +6/+8, Survival +5; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 2 (Reaver) ; Code of Honour: None; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+4 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +6 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+6 / x2 / AP 4)
Elite Young Adult Afghuli Medium Humanoid (Himelian Tribesman  Barbarian 3); Hit Dice: 3d10+6+2 (25 hp); Initiative: +4 (+1 Dex, +3 Reflex save); Speed: 30 ft.; Dodge Defence: 13/11 (+2 level, +1 Dex) (-2 fighting madness); Parry Defence: 13 (+1 level, +2 Str) ; DR:  – ; Base Attack Bonus/Grapple: +3/+5; Attack: Zhaibar knife +5 mêlée (1d12+2 / x2 / AP 3); +4 Javelin ranged (1d8+2/ x2/ AP 3)  Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +4, Will +3 (+1 vs. Hypnotism); Abilities: Str 15, Dex 13, Con 14, Int 12, Wis 8, Cha 10; Skills:  Climb +8, Hide +10/+12, Jump +5, Knowledge (local) +3, Listen +4, Move Silently +9, Ride +2, Search +6/+8, Spot +6/+8, Survival +5; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 3 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. Three javelins, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +2 mêlée (1d12+5 / x2 / AP 3)

       Fighting-Madness: Zhaibar knife +7 mêlée (1d12+4 / x2 / AP 6)

       Fighting-Madness & Power Attack: Zhaibar knife +4 mêlée (1d12+7 / x2 / AP 6)
Veteran Afghuli Medium Humanoid (Himelian Tribesman  Barbarian 5); Hit Dice: 5d10+5+2 (35 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 30 ft.; Dodge Defence: 14/12 (+3 level, +1 Dex) (-2 fighting madness); Parry Defence: 12 (+1 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+6; Attack: Zhaibar knife +6 mêlée (1d12+1 / x2 / AP 2)  Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +5, Will +1 (-1 vs. Hypnotism)
Abilities: Str 12, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Climb +8, Hide +11/+13, Knowledge (local) +2, Listen +3, Move Silently +10, Ride +2, Search +5/+7, Spot +7/+9, Survival +7; Feats:  Fighting-Madness, Improved Sunder, Mounted Combat, Power Attack; Reputation: 4 (Reaver) ; Code of Honour: None; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+6 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4)
Elite Veteran Afghuli Medium Humanoid (Himelian Tribesman  Barbarian 5); Hit Dice: 5d10+10+2 (40 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 30 ft.; Dodge Defence: 14/12 (+3 level, +1 Dex) (-2 fighting madness); Parry Defence: 14 (+1 level, +3 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+8; Attack: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4); Javelin +6 ranged (1d8+3/ x2/ AP 4)  Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +3 (+1 vs. Hypnotism); Abilities: Str 16, Dex 13, Con 14, Int 12, Wis 8, Cha 10; Skills:  Climb +10, Hide +10/+12, Jump +7, Knowledge (local) +3, Listen +4, Move Silently +10, Ride +3, Search +6/+8, Spot +6/+8, Survival +6; Feats:  Fighting-Madness, Improved Sunder, Mounted Combat, Power Attack; Reputation: 5 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4) 

       Fighting-Madness: Zhaibar knife +10 mêlée (1d12+5 / x2 / AP 7)

       Fighting-Madness & Power Attack: Zhaibar knife +5 mêlée (1d12+10 / x2 / AP 7)
Veteran Afghuli Scout Medium Humanoid (Himelian Tribesman  Barbarian 3/Borderer 2); Hit Dice: 5d10+5+2 (35 hp); Initiative: +7 (+1 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 15/13 (+3 level, +1 Dex, +1 favoured terrain) (-2 fighting madness); Parry Defence: 13 (+2 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+6; Attack: Zhaibar knife +6 mêlée (1d12+1 / x2 / AP 2); Hyrkanian bow +6 or +4/+4 (1d10+1/ 19-20 x2/ AP 4)  Special Attacks: Versatility (-2 penalty), crimson mist, combat style (archery: rapid shot); Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +7, Ref +7, Will +1 (-1 vs. Hypnotism); Abilities: Str 12, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Climb +8, Hide +11/+13, Knowledge (local) +2, Listen +3, Move Silently +11, Ride +5, Search +6/+8, Spot +10/+12, Survival +10; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. Hyrkanian bow (+1), 20 arrows, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+6 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4)
Elite Veteran Afghuli Scout Medium Humanoid (Himelian Tribesman  Barbarian 3/Borderer 2); Hit Dice: 5d10+10+2 (40 hp); Initiative: +9 (+3 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 17/15 (+3 level, +3 Dex, +1 favoured terrain) (-2 fighting madness); Parry Defence: 13 (+2 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+6; Attack: Zhaibar knife +6 mêlée (1d12+1 / x2 / AP 2); Hyrkanian bow +8 or +6/+6 (1d10+1/ 19-20 x2/ AP 4)  Special Attacks: Versatility (-2 penalty), crimson mist, combat style (archery: rapid shot); Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +8, Ref +9, Will +4 (+2 vs. Hypnotism); Abilities: Str 13, Dex 16, Con 14, Int 12, Wis 8, Cha 10; Skills:  Climb +8, Hide +10/+12, Jump +6, Knowledge (local) +2, Listen +6, Move Silently +10, Ride +5, Search +6/+8, Spot +8/+10, Survival +12; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 5 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. Hyrkanian bow (+1), 20 arrows, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+6 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4)
Elite Master Afghuli Scout Chief  Medium Humanoid (Himelian Tribesman  Barbarian 4/Borderer 3); Hit Dice: 7d10+14+2 (55 hp); Initiative: +10 (+3 Dex, +7 Reflex save); Speed: 30 ft.; Dodge Defence: 18/16 (+4 level, +3 Dex, +1 favoured terrain) (-2 fighting madness); Parry Defence: 14 (+2 level, +2 Str) ; DR:  – ; Base Attack Bonus/Grapple: +7/+9; Attack: Zhaibar knife +9/+4 mêlée (1d12+2 / x2 / AP 3); Hyrkanian bow +10 or +8/+3/+8 (1d10+2/ 19-20 x2/ AP 5)  Special Attacks: Versatility (-2 penalty), crimson mist, combat style (archery: rapid shot); Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain +1, uncanny dodge, diehard; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +9, Ref +10, Will +4 (+2 vs. Hypnotism); Abilities: Str 14, Dex 17, Con 15, Int 13, Wis 9, Cha 11; Skills:  Climb +11, Hide +14/+16, Jump +7, Knowledge (local) +4, Listen +6, Move Silently +14, Ride +5, Search +6/+8, Spot +8/+10, Survival +14; Feats:  Fighting-Madness, Improved Sunder, Power Attack, Stealthy; Reputation: 7 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. Hyrkanian bow (+2), 20 arrows, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +2/-3 mêlée (1d12+9 / x2 / AP 3)

       Fighting-Madness: Zhaibar knife +11/+6 mêlée (1d12+4 / x2 / AP 5)

       Fighting-Madness & Power Attack: Zhaibar knife +4/-1 mêlée (1d12+11 / x2 / AP 5)
Elite Afghuli War Chief Medium Humanoid (Himelian Tribesman  Barbarian 3/Soldier 3); Hit Dice: 6d10+18+2 (53 hp); Initiative: +10 (+2 Dex, +4 Reflex save, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 15/13 (+3 level, +2 Dex) (-2 fighting madness); Parry Defence: 16 (+3 level, +3 Str) ; DR:  – ; Base Attack Bonus/Grapple: +6/+9; Attack: Zhaibar knife +9/+4 mêlée (1d12+3 / x2 / AP 4); scimitar +9/+4 (1d8+3/ 18-20 x2/ AP 5)  Special Attacks: Versatility (-2 penalty), crimson mist, formation combat (skirmisher); Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +9, Ref +6, Will +6 (+4 vs. Hypnotism); Abilities: Str 16, Dex 14, Con 16, Int 12, Wis 9, Cha 12; Skills:  Climb +10, Hide +10/+12, Jump +4, Knowledge (local) +2, Knowledge (warfare) +4, Listen +5, Move Silently +10, Ride +5, Search +5/+7, Spot +7/+9, Survival +6; Feats:  Fighting-Madness, Improved Initiative, Improved Sunder, Iron Will, Leadership, Mounted Combat, Power Attack ; Reputation: 7 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. Scimitar, a yard-long Zhaibar knife, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +3/-2 mêlée (1d12+9 / x2 / AP 4); scimitar +3/-2 (1d8+9/ 18-20 x2/ AP 5)

       Fighting-Madness: Zhaibar knife +11/+6 mêlée (1d12+5 / x2 / AP 6); scimitar +11/+6 (1d8+5/ 18-20 x2/ AP 7)

       Fighting-Madness & Power Attack: Zhaibar knife +5/+0 mêlée (1d12+11 / x2 / AP 6); scimitar +5/+0 (1d8+11/ 18-20 x2/ AP 7)
Veteran Afghuli Harrower Medium Humanoid (Himelian Tribesman  Barbarian 2/Thief 3); Hit Dice: 2d10+3d8+5+2 (32 hp); Initiative: +7 (+1 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 13/11 (+2 level, +1 Dex) (-2 fighting madness); Parry Defence: 12 (+1 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +4/+5; Attack: +5 Zhaibar knife mêlée (1d12+1 / x2 / AP 2)  Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (Zhaibar knife), sneak attack +2d6/+2d8; Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, eyes of the cat, trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +7, Will +0 (-2 vs. Hypnotism); Abilities: Str 12, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Balance +4, Bluff +2, Climb +8, Hide +12/+14, Knowledge (local) +2, Listen +4, Move Silently +12, Search +5/+7, Spot +10/+12, Survival +5, Tumble +4; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Reaver) ; Code of Honour: None ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: +1 Zhaibar knife mêlée (1d12+5 / x2 / AP 2)

       Fighting-Madness: +7 Zhaibar knife mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: +3 Zhaibar knife mêlée (1d12+7 / x2 / AP 4)

Elite Veteran Afghuli Harrower Medium Humanoid (Himelian Tribesman  Barbarian 2/Thief 3); Hit Dice: 2d10+3d8+10+2 (37 hp); Initiative: +7 (+1 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 13/11 (+2 level, +1 Dex) (-2 fighting madness); Parry Defence: 13 (+1 level, +2 Str) ; DR:  – ; Base Attack Bonus/Grapple: +4/+7; Attack: +7 Zhaibar knife mêlée (1d12+3 / x2 / AP 4) Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (Zhaibar knife), sneak attack +2d6/+2d8; Special Qualities: Himelian tribesman qualities, fearless, track, bite sword, eyes of the cat, trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +6, Will +0 (-2 vs. Hypnotism); Abilities: Str 16, Dex 13, Con 14, Int 12, Wis 8, Cha 10; Skills:  Bluff +6, Balance +4, Climb +10, Hide +11/+13, Jump +7, Knowledge (local) +5, Listen +5, Move Silently +11, Search +5/+7, Spot +7/+9, Survival +6, Tumble +7; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 5 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Afghuli Headman, Conan of Ghor; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: +3 Zhaibar knife mêlée (1d12+7 / x2 / AP 4)

       Fighting-Madness: +9 Zhaibar knife mêlée (1d12+5 / x2 / AP 6)

       Fighting-Madness & Power Attack: +5 Zhaibar knife mêlée (1d12+9 / x2 / AP 6)
Yar Afzal

Medium Humanoid Himelian Tribesman (Wazuli) Barbarian 14
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Hit Dice: 10d10+12+30+2 (99 hp)
Initiative: +12 (+3 Dex, +9 Reflex save)

Speed: 30 ft.

Dodge Defence: 23/21 (+10 level, +3 Dex) (even when flat-footed) (-2 fighting madness)

Parry Defence: 20/18 (+5 level, +5 Str) (-2 fighting madness)

DR: 2 (natural)
Base Attack Bonus/Grapple: +14/+19

Attack: Tulwar +19/+14/+9 mêlée (2d8+7/ 15-20x2/ AP 8)

       Full Power Attack: Tulwar +5/+0/-5 mêlée (2d8+35/ 15-20x2/ AP 8)

       Partial Power Attack: Tulwar +12/+7/+2 mêlée (2d8+21/ 15-20x2/ AP 8)

       Fighting-Madness: Tulwar +21/+16/+11 mêlée (2d8+10/ 15-20x2/ AP 10)

       Fighting-Madness & Power Attack: Tulwar +7/+2/-3 mêlée 


(2d8+38/ 15-20x2/ AP 10)
       Note: -1 moral penalty to all attack rolls made during daylight

Special Attacks: Versatility (no penalty, double threat range), greater crimson mist
Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +4, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, improved mobility

Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +12, Ref +12, Will +8 (+6 vs. Hypnotism; +11 vs. Corruption)
Abilities: Str 20, Dex 17, Con 16, Int 13, Wis 12, Cha 15

Skills:  Bluff +7, Climb +17, Hide +15/+17, Intimidate +22, Knowledge (geography) +6, Knowledge (local) +6, Listen +3, Move Silently +15, Ride +8, Search +2/+4, Spot +10/+12, Survival +14

       Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions
Feats:  Brawl, Fighting-Madness, Horde, Improved Grapple, Improved Unarmed Strike, Leadership, Persuasive, Power Attack
Reputation: 74 (Reaver) (He may add a +8 bonus to his Bluff, Intimidate, Perform and Gather Information checks)

Leadership:  24/20 (12th level cohort; 150 1st level hillmen, 6 2nd level hillmen, 3 3rd level hillmen, 1 4th level hillman followers)
Code of Honour: Barbaric 
Allegiances:  The Wazulis
Possessions:. Tulwar, bag full of stones, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

Yar Afzal is a Wazuli chief with a bull-like, bellowing voice.  He is as tall as Conan, and of greater girth, but looked fat and slow compared to the hard compactness of the Cimmerian – although he really isn't fat or slow in relation to most people.  His beard is red-stained.  Conan saved his life once, and Yar Afzal considers Conan a friend.  He is chief of the Khurum Wazulis.  His people consider him invincible.  He is brutally demanding of others, and relies on his intimidate skills almost exclusively to force behaviour he desires.

Yar Afzal died after Khemsa hypnotised one of the hillmen and gave that hillman a globe of Yezud.  The hillman then gave the black marble to Yar Afzal, which then turned into a poisonous spider, which killed the Wazuli chief.

Wazuli Tribesmen

Young Adult Wazuli Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 3); Hit Dice: 3d10+3+2 (22 hp); Initiative: +3 (+0 Dex, +3 Reflex save); Speed: 30 ft.; Dodge Defence: 12/10 (+2 level, +0 Dex) (-2 fighting madness); Parry Defence: 12 (+1 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +3/+4; Attack: Zhaibar knife +4 mêlée (1d12+1 / x2 / AP 2)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +3, Will +0 (-2 vs. Hypnotism)
Abilities: Str 12, Dex 11, Con 13, Int 10, Wis 8, Cha 9; Skills:  Climb +7, Hide +9/+11, Knowledge (local) +2, Listen +1, Move Silently +8, Ride +1, Search +5/+7, Spot +6/+8, Survival +5; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 2 (Reaver) ; Code of Honour: None; Allegiances:  Yar Afzal; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+4 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +6 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+6 / x2 / AP 4)
Elite Young Adult Wazuli Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 3); Hit Dice: 3d10+6+2 (25 hp); Initiative: +4 (+1 Dex, +3 Reflex save); Speed: 30 ft.; Dodge Defence: 13/11 (+2 level, +1 Dex) (-2 fighting madness); Parry Defence: 13 (+1 level, +2 Str) ; DR:  – ; Base Attack Bonus/Grapple: +3/+5; Attack: Zhaibar knife +5 mêlée (1d12+2 / x2 / AP 3); +4 Javelin ranged (1d8+2/ x2/ AP 3)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +4, Will +3 (+1 vs. Hypnotism); Abilities: Str 15, Dex 13, Con 14, Int 12, Wis 8, Cha 10; Skills:  Climb +8, Hide +10/+12, Jump +5, Knowledge (local) +3, Listen +4, Move Silently +9, Ride +2, Search +6/+8, Spot +6/+8, Survival +5; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 3 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. Three javelins, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +2 mêlée (1d12+5 / x2 / AP 3)

       Fighting-Madness: Zhaibar knife +7 mêlée (1d12+4 / x2 / AP 6)

       Fighting-Madness & Power Attack: Zhaibar knife +4 mêlée (1d12+7 / x2 / AP 6)
Veteran Wazuli Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 5); Hit Dice: 5d10+5+2 (35 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 30 ft.; Dodge Defence: 14/12 (+3 level, +1 Dex) (-2 fighting madness); Parry Defence: 12 (+1 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+6; Attack: Zhaibar knife +6 mêlée (1d12+1 / x2 / AP 2)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +5, Will +1 (-1 vs. Hypnotism)
Abilities: Str 12, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Climb +8, Hide +11/+13, Knowledge (local) +2, Listen +3, Move Silently +10, Ride +2, Search +5/+7, Spot +7/+9, Survival +7; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Mounted Combat, Power Attack; Reputation: 4 (Reaver) ; Code of Honour: None; Allegiances:  Yar Afzal; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+6 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4)
Elite Veteran Wazuli Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 5); Hit Dice: 5d10+10+2 (40 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 30 ft.; Dodge Defence: 14/12 (+3 level, +1 Dex) (-2 fighting madness); Parry Defence: 14 (+1 level, +3 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+8; Attack: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4); Javelin +6 ranged (1d8+3/ x2/ AP 4)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +3 (+1 vs. Hypnotism); Abilities: Str 16, Dex 13, Con 14, Int 12, Wis 8, Cha 10; Skills:  Climb +10, Hide +10/+12, Jump +7, Knowledge (local) +3, Listen +4, Move Silently +10, Ride +3, Search +6/+8, Spot +6/+8, Survival +6; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Mounted Combat, Power Attack; Reputation: 5 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4) 

       Fighting-Madness: Zhaibar knife +10 mêlée (1d12+5 / x2 / AP 7)

       Fighting-Madness & Power Attack: Zhaibar knife +5 mêlée (1d12+10 / x2 / AP 7)
Veteran Wazuli Scout Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 3/Borderer 2); Hit Dice: 5d10+5+2 (35 hp); Initiative: +7 (+1 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 15/13 (+3 level, +1 Dex, +1 favoured terrain) (-2 fighting madness); Parry Defence: 13 (+2 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+6; Attack: Zhaibar knife +6 mêlée (1d12+1 / x2 / AP 2); Hyrkanian bow +6 or +4/+4 (1d10+1/ 19-20 x2/ AP 4)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist, combat style (archery: rapid shot); Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +7, Ref +7, Will +1 (-1 vs. Hypnotism); Abilities: Str 12, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Climb +8, Hide +11/+13, Knowledge (local) +2, Listen +3, Move Silently +11, Ride +5, Search +6/+8, Spot +10/+12, Survival +10; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. Hyrkanian bow (+1), 20 arrows, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+6 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4)
Elite Veteran Wazuli Scout Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 3/Borderer 2); Hit Dice: 5d10+10+2 (40 hp); Initiative: +9 (+3 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 17/15 (+3 level, +3 Dex, +1 favoured terrain) (-2 fighting madness); Parry Defence: 13 (+2 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +5/+6; Attack: Zhaibar knife +6 mêlée (1d12+1 / x2 / AP 2); Hyrkanian bow +8 or +6/+6 (1d10+1/ 19-20 x2/ AP 4)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist, combat style (archery: rapid shot); Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +8, Ref +9, Will +4 (+2 vs. Hypnotism); Abilities: Str 13, Dex 16, Con 14, Int 12, Wis 8, Cha 10; Skills:  Climb +8, Hide +10/+12, Jump +6, Knowledge (local) +2, Listen +6, Move Silently +10, Ride +5, Search +6/+8, Spot +8/+10, Survival +12; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 5 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. Hyrkanian bow (+1), 20 arrows, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +1 mêlée (1d12+6 / x2 / AP 2)

       Fighting-Madness: Zhaibar knife +8 mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: Zhaibar knife +3 mêlée (1d12+8 / x2 / AP 4)
Elite Master Wazuli Scout Chief  Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 4/Borderer 3); Hit Dice: 7d10+14+2 (55 hp); Initiative: +10 (+3 Dex, +7 Reflex save); Speed: 30 ft.; Dodge Defence: 18/16 (+4 level, +3 Dex, +1 favoured terrain) (-2 fighting madness); Parry Defence: 14 (+2 level, +2 Str) ; DR:  – ; Base Attack Bonus/Grapple: +7/+9; Attack: Zhaibar knife +9/+4 mêlée (1d12+2 / x2 / AP 3); Hyrkanian bow +10 or +8/+3/+8 (1d10+2/ 19-20 x2/ AP 5)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist, combat style (archery: rapid shot); Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain +1, uncanny dodge, diehard; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +9, Ref +10, Will +4 (+2 vs. Hypnotism); Abilities: Str 14, Dex 17, Con 15, Int 13, Wis 9, Cha 11; Skills:  Climb +11, Hide +14/+16, Jump +7, Knowledge (local) +4, Listen +6, Move Silently +14, Ride +5, Search +6/+8, Spot +8/+10, Survival +14; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack, Stealthy; Reputation: 7 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. Hyrkanian bow (+2), 20 arrows, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +2/-3 mêlée (1d12+9 / x2 / AP 3)

       Fighting-Madness: Zhaibar knife +11/+6 mêlée (1d12+4 / x2 / AP 5)

       Fighting-Madness & Power Attack: Zhaibar knife +4/-1 mêlée (1d12+11 / x2 / AP 5)
Elite Wazuli War Chief Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 3/Soldier 3); Hit Dice: 6d10+18+2 (53 hp); Initiative: +10 (+2 Dex, +4 Reflex save, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 15/13 (+3 level, +2 Dex) (-2 fighting madness); Parry Defence: 16 (+3 level, +3 Str) ; DR:  – ; Base Attack Bonus/Grapple: +6/+9; Attack: Zhaibar knife +9/+4 mêlée (1d12+3 / x2 / AP 4); scimitar +9/+4 (1d8+3/ 18-20 x2/ AP 5)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist, formation combat (skirmisher); Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +9, Ref +6, Will +6 (+4 vs. Hypnotism); Abilities: Str 16, Dex 14, Con 16, Int 12, Wis 9, Cha 12; Skills:  Climb +10, Hide +10/+12, Jump +4, Knowledge (local) +2, Knowledge (warfare) +4, Listen +5, Move Silently +10, Ride +5, Search +5/+7, Spot +7/+9, Survival +6; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Initiative, Improved Sunder, Iron Will, Leadership, Mounted Combat, Power Attack ; Reputation: 7 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. Scimitar, a yard-long Zhaibar knife, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: Zhaibar knife +3/-2 mêlée (1d12+9 / x2 / AP 4); scimitar +3/-2 (1d8+9/ 18-20 x2/ AP 5)

       Fighting-Madness: Zhaibar knife +11/+6 mêlée (1d12+5 / x2 / AP 6); scimitar +11/+6 (1d8+5/ 18-20 x2/ AP 7)

       Fighting-Madness & Power Attack: Zhaibar knife +5/+0 mêlée (1d12+11 / x2 / AP 6); scimitar +5/+0 (1d8+11/ 18-20 x2/ AP 7)
Veteran Wazuli Harrower Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 2/Thief 3); Hit Dice: 2d10+3d8+5+2 (32 hp); Initiative: +7 (+1 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 13/11 (+2 level, +1 Dex) (-2 fighting madness); Parry Defence: 12 (+1 level, +1 Str) ; DR:  – ; Base Attack Bonus/Grapple: +4/+5; Attack: +5 Zhaibar knife mêlée (1d12+1 / x2 / AP 2)  Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (Zhaibar knife), sneak attack +2d6/+2d8; Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, alertness, trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +7, Will +0 (-2 vs. Hypnotism); Abilities: Str 12, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Balance +4, Bluff +2, Climb +8, Hide +12/+14, Knowledge (local) +2, Listen +6, Move Silently +12, Search +5/+7, Spot +12/+14, Survival +5, Tumble +4; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Reaver) ; Code of Honour: None ; Allegiances:  Yar Afzal; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: +1 Zhaibar knife mêlée (1d12+5 / x2 / AP 2)

       Fighting-Madness: +7 Zhaibar knife mêlée (1d12+3 / x2 / AP 4)

       Fighting-Madness & Power Attack: +3 Zhaibar knife mêlée (1d12+7 / x2 / AP 4)

Elite Veteran Wazuli Harrower Medium Humanoid (Himelian Tribesman (Wazuli) Barbarian 2/Thief 3); Hit Dice: 2d10+3d8+10+2 (37 hp); Initiative: +7 (+1 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 13/11 (+2 level, +1 Dex) (-2 fighting madness); Parry Defence: 13 (+1 level, +2 Str) ; DR:  – ; Base Attack Bonus/Grapple: +4/+7; Attack: +7 Zhaibar knife mêlée (1d12+3 / x2 / AP 4) Note: -1 moral penalty to all attack rolls made during daylight; Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (Zhaibar knife), sneak attack +2d6/+2d8; Special Qualities: Wazuli qualities, eyes of the cat, fearless, track, bite sword, alertness, trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +6, Will +0 (-2 vs. Hypnotism); Abilities: Str 16, Dex 13, Con 14, Int 12, Wis 8, Cha 10; Skills:  Bluff +6, Balance +4, Climb +10, Hide +11/+13, Jump +7, Knowledge (local) +5, Listen +7, Move Silently +11, Search +5/+7, Spot +9/+11, Survival +6, Tumble +7; Note: -1 moral penalty to all skill checks made during daylight; second number includes circumstance bonus when under low-light conditions; Feats:  Fighting-Madness, Improved Sunder, Power Attack; Reputation: 5 (Reaver) ; Code of Honour: Barbaric ; Allegiances:  Yar Afzal; Possessions:. A bag full of stones, a yard-long Zhaibar knife, and a curved dagger, wide turban, sturdy yak-skin tunic, belted cloak, soft leather boots, Bakhariot belt, baggy, wide trousers.

       Full Power Attack: +3 Zhaibar knife mêlée (1d12+7 / x2 / AP 4)

       Fighting-Madness: +9 Zhaibar knife mêlée (1d12+5 / x2 / AP 6)

       Fighting-Madness & Power Attack: +5 Zhaibar knife mêlée (1d12+9 / x2 / AP 6)
