Akbitanan NPCs

Ashnurma, Treasurer of the Akbitanan King
Medium Humanoid (Meadow Shemite noble 9)
Hit Dice: 9d8 (41 hit points)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. 
Dodge Defence:  14 (+3 level, +1 Dex)
Parry Defence:  13 (+4 level, -1 Str)
DR:  -​​
Base Attack Bonus/Grapple: +6/+5
Attack: Scimitar +7 melee
Full Attack: Scimitar +7/+2 mêlée
Shemite Bow +10/+5

Damage: Scimitar 1d8-1/ 18-20 x2/ AP 1
Special Attacks: 
Special Qualities: Meadow Shemite traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (ally, information network),  lead by example +2, enhanced leadership 
Space/Reach: 5 ft./5 ft.
Saves: Fort +4, Ref +4, Will +8 (+11 vs. Corruption)  
Abilities: Str 9, Dex 13, Con 11, Int 18, Wis 15, Cha 14
Skills: Appraise +20, Bluff +20, Decipher Script +8, Diplomacy +18, Gather Information +8, Handle Animal +4, Intimidate +4, Knowledge (local) +6, Knowledge (rumours) +16, Knowledge (nobility) +16, Perform (ritual) +10, Ride +3, Search +18, Sense Motive +18, Spot +4


Feats: Diligent, Investigator, Leadership, Negotiator, Persuasive
Reputation: 

Leadership:  14/16 (7th cohort; 70 1st level, 3 2nd, 1 3rd level)  Cohort: Du'ul
Code of Honour: Civilised
Allegiances:  King of Akbitana
Possessions:  Linen skirts, loose, floor-length robes with sleeves, perfume, incense, scimitar, Shemite bow, 20 arrows
Du'Ul, Assistant to the Treasurer
Medium Humanoid (Meadow Shemite noble 4/Scholar 3)
Hit Dice: 4d8+3d6-7 (22 hit points)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. 
Dodge Defence:  13 (+2 level, +1 Dex)
Parry Defence:  13 (+3 level, +0 Str)
DR:  -​​
Base Attack Bonus/Grapple: +5/+5
Attack: Scimitar +6 melee
Shemite Bow +8
Damage: Scimitar 1d8/ 18-20 x2/ AP 2
Special Attacks: 
Special Qualities: Meadow Shemite traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (ally), sorcery style x2, scholar, background (priest), base power points, knowledge is power, +1 power point, advanced spell, bonus spell 
Space/Reach: 5 ft./5 ft.
Saves: Fort +1, Ref +2, Will +7 (+10 vs. Corruption)  
Abilities: Str 11, Dex 13, Con 9, Int 16, Wis 14, Cha 16 (Innovator)
Skills: Appraise +14, Bluff +14, Craft (bookbinding) +12, Handle Animal +3, Knowledge (local) +2, Knowledge (rumours) +12, Knowledge (nobility) +12, Perform (ritual) +12, Ride +3, Search +12, Sense Motive +12, Spot +2
Feats: 4, Leadership
Reputation: 

Leadership: 
Code of Honour: Civilised

Allegiances:  King of Akbitana
Possessions:  Linen skirts, loose, floor-length robes with sleeves, perfume, incense, scimitar, Shemite bow, 20 arrows
Zigush (Elder)

Medium Undead (Augmented Humanoid) (Meadow Shemite noble 7/Scholar 8/Soldier 5)
Hit Dice: 10d12+40 (105 hit points)
Initiative: +15 (+4 Dex, +7 Ref, +4 imp. Init.) 
Speed: 30 ft. 
Dodge Defence:  21 (+7 level, +4 Dex)
Parry Defence:  25 (+9 level, +6 Str)
DR:  6 or 12 (when wearing Scale Corselet and Helmet)
Base Attack Bonus/Grapple: +16/+16
Attack: 
Akbitanan Scimitar +26/+21/+16/+11 mêlée (1d8+9/ 18-20 x2/ AP 10)

Power Attack Akbitanan Scimitar +15/+10/+5/+0 mêlée  (1d8+20/ 18-20 x2/ AP 10)

Shemite Bow +24/+19/+14/+9 ranged (1d10+9/ x3/ AP 10  (100 foot range increment))

Slam +22/+17/+12/+7 mêlée (1d8+6)

Power Attack Slam +6/+1/-4/-9 mêlée (1d8+22)
Special Attacks: Formation combat (heavy infantry), blood drain, children of the night, dominate 
Special Qualities: Meadow Shemite traits, officer, title, rank hath its privileges, wealth, special regional feature +2, social ability (secret), lead by example +2, sorcery style x4, scholar, background (priest), base power points, knowledge is power, +2 power point, advanced spell x6, bonus spell x2, increased maximum power points (triple), Iron Will, Enhanced Leadership, fast healing (5 hp per round), immune to cold, undead
Space/Reach: 5 ft./5 ft.
Saves: Fort +10, Ref +11, Will +18 
Abilities: Str 22, Dex 18, Con -, Int 20, Wis 19, Cha 28 (Controller)

Skills: Appraise +16, Bluff +36, Climb +7, Craft (alchemy) +13, Decipher Script +13, Diplomacy +13, Handle Animal +11, Hide +12, Intimidate +32, Jump +7, Knowledge (arcana) +25, Knowledge (local Akbitana) +15, Knowledge (warfare) +14, Knowledge (nobility) +14, Listen +12, Move Silently +12, Perform (ritual) +24, Profession (minister of mercenaries) +12, Profession (elder) +11, Ride +11, Search +21, Sense Motive +30, Spot +20
Feats: Alertness, Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes, Menacing Aura, Mounted Archery, Mounted Combat, Power Attack, Ritual Sacrifice, Steely Gaze, Tortured Sacrifice, Weapon Focus (scimitar), Weapon Focus (Shemite bow), Web of Death, Weapon Specialization (Shemite bow), Weapon Specialization (scimitar)
Magic Attack: +15 (+6 base, +9 Cha)
Power Points:  10 (+4 base, +4 Wis, +2 bonus; 30 maximum)
Sorcery Styles: Cosmic Sorcery, Divination, Immortality, Necromancy

Spells Known: 8 advanced, 1 defensive blast, 4 basic

Necromancy: Raise Corpse, Chill of the Grave, Agonizing Doom, The Dead Speak, Death Touch

Divination: Astrological Prediction, Mind-Reading, Sorcerous News, Visions

Cosmic Sorcery: The Time is Right, Beyond Time and Space, Alignment of the Heavenly Paths, 



Make Gate 

Immortality: Witch's Vigour
Reputation: 52
Leadership: 37/33 (17th level cohort; 2,500 1st level, 100 2nd level, 25 3rd level, 7 4th level, 3 5th level, 1 6th level followers)
Corruption: 4
Code of Honour: None
Allegiances:  The old king of Akbitana
Possessions:  Linen skirts, loose, floor-length robes with sleeves, perfume, incense, scale corselet, cylindrical helmet, Shemite bow (+6), 40 pearled arrows, gold-pommelled Akbitanan scimitar, staff of the stars (+1 magic attack roll with Cosmic Sorcery, plus cosmic spells cost 1 less Power Point (1 min)), pocket silvery mirror (+2 when casting visions)
 Thinks society is a joke and he does not have to follow its rules.  Intimidating and domineering. Antisocial and out for his own gain.  Spends a lot of time studying philosophy and esoteric ideas.  Does not want to be part of society and does not understand why wanting to be left alone is so bad.  Rarely offers his own opinion on matters because he fears rejection.  He is psychically sensitive.  Reliable because he is almost always in the same place – either his mansion in Amran or in his suite at the Palace of the King.  He can hold a grudge for long time.
Although he has physical form, his body still lies in his grave.  This body must be found and staked to kill him permanently.

Blood Drain (Ex):  A vampire can suck blood from a living victim with its fangs by making a successful grapple check.  If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained.  On each such successful attack, the vampire gains 5 temporary hit points.

Change Form (Swarm): As an action, a vampire can change into a swarm of mosquitoes or flies. Changing back into humanoid form requires another action. The swarm uses regular swarm stats.

Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action.  (If the base creature is not terrestrial, this power might summon other creatures of similar power.)  These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Dominate (Su):  A vampire can crush an opponent’s will just by looking onto his eyes.  This is similar to an evil eye spell, except that the vampire must use a standard action and those merely looking at it are not affected.  Anyone the vampire targets must succeed on a Will saving throw or fall instantly under the vampire’s influence as though by a domination spell.  The ability has a range of 30 feet.

Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point.

Immunities (Ex): A vampire is completely immune to cold. 
Weakness (Nude Virgin on Horseback): If a nude, virginal teen girl is mounted on a horse, she can find the grave of a vampire by riding through a graveyard. Any grave the horse refuses to cross is the grave of a vampire.

Zigush's Library

Volume II of the "Tomes of Sabatea of the Golden Peacock," "The Secrets of Immortality, According to Guthupta of Shamballah."

Also has a large crystal ball (+4 to magic attack when casting visions).

Tag E'Ne'Am-Zig, Cohort to Zigush
Medium Humanoid (Meadow Shemite thief 9/Soldier 8)
Hit Dice: 4d8+3d6-7 (22 hit points)
Initiative: +4 (+1 Dex, +8 Ref) 
Speed: 30 ft. 
Dodge Defence:  13 (+8 level, +1 Dex)
Parry Defence:  13 (+10 level, +0 Str)
DR:  -​​
Base Attack Bonus/Grapple: +5/+5
Attack: Scimitar +14/+9/+4 mêlée (1d8/ 18-20 x2/ AP 2)

Shemite Bow +14/+9/+4
Special Attacks: 
Special Qualities: Meadow Shemite traits 
Space/Reach: 5 ft./5 ft.
Saves: Fort +9, Ref +8, Will +5 
Abilities: Str 15, Dex 13, Con 12, Int 10, Wis 8, Cha 14 

Skills: Intimidate +20, Profession (minder) +20
Feats: Alertness, Improved Initiative, Lightning Reflexes
Reputation: 

Code of Honour: None
Allegiances:  Zigush
Possessions:  Linen skirts, loose, floor-length robes with sleeves, perfume, incense, scimitar, Shemite bow, 20 arrows
Gazur, Regional Commander

Medium Humanoid Meadow Shemite Soldier 14/Noble 2/Scholar 2
Hit Dice: 10d10+30+12+4+2 (103 hit points)

Initiative: +12 (+4 Dex, +4 Ref, +4 Improved Initiative) 
Speed: 30 ft. 
Dodge Defence: 21 (+7 level, +4 Dex)

Parry Defence: 28 (+11 level, +6 Str, +1 Parry)

DR: 6 (Scale Corselet and Helmet) 

Base Attack Bonus/Grapple: +16/+22

Attack: Akbitanan Scimitar +24 melee or Shemite bow +24 ranged

Full Attack: Akbitanan Scimitar +24/+19/+14/+9 melee or Shemite bow +22/+17/+12/+7/+2 ranged

Damage: Akbitanan Scimitar 1d8+6 /18-20 x2/ AP 10 or Shemite bow 1d10+11/ x3/ AP 10

Special Attacks: Formation combat (heavy cavalry, heavy infantry, skirmisher), +1 attack with scimitar and Shemite longbow

Special Qualities: Meadow Shemite traits, title, rank hath its privileges, wealth, special regional feature +1, scholar, base power points, +1 power point, knowledge is power

Space/Reach: 5 ft./5 ft.
Saves: Fort +17, Ref +7, Will +12 
Abilities: Str 22, Dex 18, Con 17, Int 17, Wis 12, Cha 14

Skills: Appraise +5, Bluff +9, Diplomacy +12, Gather Information +10, Handle Animal +4, Hide +5, Intimidate +24, Knowledge (geography) +5, Knowledge (local) +8, Knowledge (nobility) +7, Listen +4, Move Silently +5, Ride +21, Search +16, Sense Motive +7, Spot +13, Survival +3

Feats: Cleave, Far Shot, Great Cleave, Greater Weapon Focus (Shemite bow), Greater Weapon Specialisation (Shemite bow), Improved Initiative, Improved Overrun, Improved Sunder, Investigator*, Iron Will*, Leadership, Mounted Archery, Mounted Combat, Parry, Persuasive, Point Blank Shot, Power Attack, Rapid Shot, Trample, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow) (* feat taken in lieu of a new sorcery style)

Reputation: 37 (cruel) (+5 to Bluff checks and, when dealing with authorities, +5 to Intimidate; -2 penalty to Disguise checks)

Leadership: 18 (9th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level)

Code of Honour: None

Allegiances:  King, captains, asshuri code

Power Points: 6 (12 maximum)

Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+6), 40 pearled arrows, gold-pommelled Akbitanan scimitar

The regional commander reports to the city government and maintains the company's archives, books and logistics.  At this point, the soldier will have learned something of the ways of the nobility and of the priests.  Some take only levels of noble after they stop soldierly training, others concentrate on the scholar class.  Some alternate, taking both routes.  Skills have become more important than strength of arm, so the character starts concentrating his ability adjustments on Intelligence or Charisma instead of Strength.  Feats taken at this point continue to emphasise Charisma-based skills not martial abilities.

The Crime Lord of Agadesh

Medium Humanoid (Meadow Shemite thief  7/ noble 7)
Hit Dice: 7d6+3d8+10+8 (56 hit points)
Initiative: +14 (+3 Dex, +7 Ref, +4 imp. Init.) 
Speed: 30 ft. 
Dodge Defence:  18 (+5 level, +3 Dex) (+3 when fighting defensively/+6 with total defence)
Parry Defence:  18 (+6 level, +2 Str)
DR:  -​​
Base Attack Bonus/Grapple: +10/+12
Attack: Akbitanan Scimitar +15/+10 mêlée (1d8+2/ 18-20 x2/ AP 6)

Shemite Bow +16/+11 (1d10+2/ x3/ AP 6)
Special Attacks: Sneak attack style (scimitar, Shemite bow), sneak attack +5d6/+5d8 (light-footed)
Special Qualities: Meadow Shemite traits , trap disarming, eyes of the cat, trap sense +2, light footed, special ability (sorcerous protection), title, rank hath its privileges, wealth, special regional feature +2, social ability (information network), lead by example +2, enhanced leadership
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +9, Will +7 (+2 on all saves vs. sorcery)
Abilities: Str 15, Dex 17, Con 12, Int 16, Wis 13, Cha 20 

Skills: Appraise +15, Bluff +21, Diplomacy +26, Gather Information +22, Handle Animal +7, Intimidate +24, Knowledge (local: Agadesh) +20, Knowledge (rumours) +10, Perform (ritual) +6, Profession (racketeer) +18, Ride +5, Sense Motive +22, Spot +7, Tumble +13
Feats:  Improved Initiative, Leadership, Negotiator, Persuasive, Steely Gaze, Striking Cobra (bluff vs. sense motive) 
Leadership: 
Reputation: 

Code of Honour: None

Allegiances:  Agalaru
Possessions:  Linen skirts, loose floor-length robes with sleeves, perfumes, incense, Akbitanan scimitar, Shemite bow (+2) and 20 arrows
The Two Shield Maidens of Agadesh

Medium Humanoid (Meadow Shemite temptress 3/ thief  3/soldier 6)
Hit Dice: 3d8+3d6+4d10+6+20+10 (82 hit points)
Initiative: +13 (+1 Dex, +8 Ref, +4 imp. Init.) 
Speed: 30 ft. 
Dodge Defence:  14 (+5 level, +1 Dex, -2 hard as rock)
Parry Defence:  25 (+6 level, +4 Str, +1 parry, +4 shield) (30 with combat expertise on full attack, -5 to hit) (32 with combat expertise fighting defensively, -9 attack)
DR:  6 (Scale Corselet and Helmet)​​ (ignores 2 pts from slashing weapons)
Base Attack Bonus/Grapple: +10/+14
Attack: Akbitanan Scimitar +16/+11 mêlée (1d8+6/ 15-20 x2/ AP 8) (+1 damage if with soldiers)

Shemite Bow +12/+7 ranged (1d10+6/ 19-20 x3/ AP 8)
Special Attacks: Sneak attack style (scimitar), sneak attack +3d6/+2d8+1d6, formation combat (heavy infantry), vigilance, 
Special Qualities: Meadow Shemite traits, comeliness, savoir-faire, aura of authority +1, compelling performance 1/day, secret art (sneak attack), poison use, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort +8, Ref +8, Will +7 
Abilities: Str 18, Dex 12, Con 14, Int 15, Wis 10, Cha 18 

Skills: Appraise +7, Bluff +18, Diplomacy +15 (+2 if appearance is important), Escape Artist +7, Handle Animal +6, Gather Information +10 (+2 if appearance is important), Intimidate +19 (+2 if appearance is important), Knowledge (local) +4, Listen +9, Perform (dancing) +15, Ride +3, Search +15, Sense Motive +14, Sleight-of-Hand +10, Spot +18, Tumble +10
Feats: Combat Expertise, Hard as Rock, Improved Critical (scimitar), Improved Feint, Improved Initiative, Parry, Skill Focus (bluff), Steely Gaze, Toughness, Weapon Focus (scimitar), Weapon Specialization (scimitar)  (11 total)
Reputation: 

Code of Honour: None

Allegiances:  the Crime Lord of Agadesh
Possessions:  Scale corselet, cylindrical helmet, shield, Shemite bow (+4), 40 pearled arrows, bronze-pommelled Akbitanan scimitar
The Three Generals of Agadesh

Medium Humanoid (Meadow Shemite Soldier 10)
Hit Dice: 10d10+20 (75 hit points)
Initiative: +5 (+2 Dex, +3 Ref) 
Speed: 30 ft. /40 ft.
Dodge Defence:  17 (+5 level, +2 Dex)
Parry Defence:  21 (+7 level, +4 Str)
DR:  6 (Scale Corselet and Helmet)
Base Attack Bonus/Grapple: +10/+14
Attack: Akbitanan Scimitar +16/+11 mêlée (1d8+6/ 15-20 x2/ AP 8) (+1 damage if with soldiers)

Shemite Bow +14/+9 ranged (1d10+6/ 19-20 x3/ AP 8)

Special Attacks: Formation combat (heavy cavalry, heavy infantry)
Special Qualities: Meadow Shemite traits, officer +1 (can order 2 additional non-soldiers into formation) 
Space/Reach: 5 ft./5 ft.
Saves: Fort +7, Ref +3, Will +3 
Abilities: Str 18, Dex 15, Con 14, Int 13, Wis 9, Cha 11 

Skills: Appraise +3, Bluff +2, Diplomacy +6, Handle Animal +2, Hide +3, Intimidate +12, Knowledge (local) +3, Listen +0, Move Silently +3, Ride +14, Search +9, Spot +6, Survival +0
Feats: Cleave, Improved Critical (scimitar), Improved Critical (Shemite bow), Mounted Archery, Mounted Combat, Point Blank Shot, Power Attack, Precise Shot, Trample, Weapon Focus (scimitar), Weapon Focus (Shemite bow), Weapon Specialization (scimitar), Weapon Specialisation (Shemite bow) 
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+4), 40 pearled arrows, bronze-pommelled Akbitanan scimitar
The Minders of Agadesh

Medium Humanoid (Meadow Shemite thief 3/Soldier 3)
Hit Dice: 3d10+3d8+6 (36 hit points)
Initiative: +12 (+2 Dex, +4 Ref, +2 lightning reflexes, +4 improved initiative) 
Speed: 30 ft. /40 ft.
Dodge Defence:  14 (+2 level, +2 Dex)
Parry Defence:  17 (+3 level, +3 Str)
DR:  6 (Scale Corselet and Helmet)
Base Attack Bonus/Grapple: +5/+8
Attack: Scimitar +9/+4 mêlée (1d8+3/ 18-20 x2/ AP 5)

Shemite Bow +8/+3 ranged (1d10+3/ x3/ AP 7) (+1 damage within 100 ft)
Special Attacks: sneak attack style (scimitar), sneak attack +2d6/+2d8, formation combat (heavy infantry)
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort +3, Ref +7, Will +0 
Abilities: Str 17, Dex 14, Con 13, Int 11, Wis 9, Cha 15 

Skills: Appraise +8, Bluff +10, Diplomacy +6, Handle Animal +4, Intimidate +11, Knowledge (local) +2, Listen +7, Profession (minder) +8, Ride +4, Search +6, Spot +9, Tumble +8
Feats: Alertness, Combat Reflexes, Improved Initiative, Lightning Reflexes, Steely Gaze, Weapon Focus (scimitar) 
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Scale corselet, cylindrical helmet, sheep-skin skirt tied at waist, belt pouch, scimitar, Shemite bow (+3), 20 arrows

The Accomplished Thieves of Agadesh

Medium Humanoid (Meadow Shemite thief 6)
Hit Dice: 6d8 (27 hit points)
Initiative: +11 (+2 Dex, +5 Ref, +4 imp. Init.) 
Speed: 30 ft. /40 ft.
Dodge Defence:  16 (+3 level, +2 Dex, +1 light-footed)
Parry Defence:  13 (+3 level, +0 Str)
DR:  
Base Attack Bonus/Grapple: +4/+4
Attack: Scimitar +4 mêlée (1d8/ 18-20 x2/ AP 2)

Shemite Bow +7 ranged (1d10/ x3/ AP 4) (+1 damage within 100 ft)
Special Attacks: Sneak attack style (Shemite bow, scimitar), sneak attack +4d6/+4d8, opportunist (may make an attack of opportunity against a character struck by another) 
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +2, light-footed 
Space/Reach: 5 ft./5 ft.
Saves: Fort +1, Ref +6, Will +2 
Abilities: Str 11, Dex 15, Con 10, Int 13, Wis 12, Cha 9 

Skills: Appraise +12, Bluff +10, Diplomacy +3, Disable Device +7, Escape Artist +11, Handle Animal +1, Hide +13, Knowledge (local) +3, Listen +7, Move Silently +13, Open Locks +9, Ride +4, Search +8, Spot +12, Tumble +8
Feats:  Improved Initiative, Nimble Fingers, Stealthy 
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Sheep-skin skirt tied at waist, thieves' tools, belt pouch, scimitar, Shemite bow, 20 arrows

The Burglars of Agadesh

Medium Humanoid (Meadow Shemite thief 3)
Hit Dice: 3d8-3 (11 hit points)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. /40 ft.
Dodge Defence:  12 (+1 level, +1 Dex)
Parry Defence:  11 (+1 level, +0 Str)
DR:  
Base Attack Bonus/Grapple: +2/+2
Attack: Scimitar +2 mêlée (1d8/ 18-20 x2/ AP 2)

Shemite Bow +4 ranged (1d10/ x3/ AP 4)

Special Attacks: Sneak attack style (Shemite bow), sneak attack +2d6/+2d8 
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort -1, Ref +3, Will +0 
Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 8 

Skills: Appraise +9, Bluff +7, Diplomacy +3, Disable Device +5, Escape Artist +7, Handle Animal +1, Hide +9, Knowledge (local) +3, Listen +6, Move Silently +9, Open Locks +7, Ride +3, Search +7, Spot +8
Feats:  Stealthy, Nimble Fingers
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Sheep-skin skirt tied at waist, thieves' tools, belt pouch, scimitar, Shemite bow, 20 arrows

The Cut-Purses & Goniffs of Agadesh

Medium Humanoid (Meadow Shemite thief 3)
Hit Dice: 3d8-3 (11 hit points)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. /40 ft.
Dodge Defence:  12 (+1 level, +1 Dex)
Parry Defence:  11 (+1 level, +0 Str)
DR:  
Base Attack Bonus/Grapple: +2/+2
Attack: Scimitar +2 mêlée (1d8/ 18-20 x2/ AP 2)

Shemite Bow +4 ranged (1d10/ x3/ AP 4)

Special Attacks: Sneak attack style (Shemite bow), sneak attack +2d6/+2d8 
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort -1, Ref +3, Will +0 
Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 8 

Skills: Appraise +9, Bluff +7, Diplomacy +3, Handle Animal +1, Hide +9, Knowledge (local) +3, Move Silently +9, Ride +3, Search +7, Sense Motive +6, Sleight-of-Hand +9, Spot +8, Tumble +7, Use Rope +3
Feats:  Deft Hands, Stealthy
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Sheep-skin skirt tied at waist, thieves' tools, belt pouch, scimitar, Shemite bow, 20 arrows

The Smugglers of Agadesh

Medium Humanoid (Meadow Shemite thief 3)
Hit Dice: 3d8-3 (11 hit points)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. /40 ft.
Dodge Defence:  12 (+1 level, +1 Dex)
Parry Defence:  10 (+1 level, -1 Str)
DR:  
Base Attack Bonus/Grapple: +2/+1
Attack: Scimitar +1 mêlée (1d8-1/ 18-20 x2/ AP 1)

Shemite Bow +4 ranged (1d10-1/ x3/ AP 3)

Special Attacks: Sneak attack style (scimitar), sneak attack +2d6/+2d8 
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort -1, Ref +3, Will +0 
Abilities: Str 8, Dex 13, Con 9, Int 12, Wis 11, Cha 10 

Skills: Appraise +9, Bluff +8, Diplomacy +4, Disguise +9, Escape Artist +7, Handle Animal +2, Hide +9, Knowledge (local) +7, Move Silently +9, Profession (fence) +2, Ride +3, Sleight-of-Hand +7, Spot +8
Feats:  Stealthy, Skill Focus (disguise)
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Sheep-skin skirt tied at waist, thieves' tools, belt pouch, scimitar, Shemite bow, 20 arrows

The Muggers of Agadesh

Medium Humanoid (Meadow Shemite thief 3/soldier 1)
Hit Dice: 3d8+1d10-4 (15 hit points)
Initiative: +7 (+0 Dex, +3 Ref, +4 imp. Init.) 
Speed: 30 ft. /40 ft.
Dodge Defence:  12 (+1 level, +0 Dex, +1 light-footed)
Parry Defence:  13 (+1 level, +2 Str)
DR:  
Base Attack Bonus/Grapple: +3/+5
Attack: Scimitar +5 mêlée (1d8+2/ 18-20 x2/ AP 4)

Shemite Bow +4 ranged (1d10+2/ x3/ AP 6)

Special Attacks: Sneak attack style (scimitar), sneak attack +3d6/+3d8 (light-footed)
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort +1, Ref +2, Will -1 
Abilities: Str 14, Dex 10, Con 9, Int 12, Wis 8, Cha 10 

Skills: Appraise +9, Bluff +11, Diplomacy +4, Handle Animal +2, Hide +7, Intimidate +9, Knowledge (local) +3, Listen +5, Move Silently +7, Ride +2, Search +2, Sense Motive +5, Spot +7, Tumble +6
Feats: Improved Initiative, Light-footed, Persuasive, Sneak Subdual
Reputation: 

Code of Honour: None

Allegiances:  The Crime Lord of Agadesh
Possessions:  Sheep-skin skirt tied at waist, thieves' tools, belt pouch, scimitar, Shemite bow, 20 arrows

The Temptress of Agadesh
Medium Humanoid (Meadow Shemite temptress 12)
Hit Dice: 10d6+2+20 (57 hit points)
Initiative: +10 (+2 Dex, +8 Ref) 
Speed: 30 ft. 
Dodge Defence:  18 (+6 level, +2 Dex)
Parry Defence:  14 (+4 level, +0 Str)
DR:  -​​
Base Attack Bonus/Grapple: +9/+9
Attack: Jambiya +11/+6 mêlée finesse (1d4/ 18-20 x2/ AP 1)
Special Qualities: Meadow Shemite traits, comeliness, savoir-faire, seductive art +3, compelling performance 3/day, secret art (entertainer), seductive savant (+6 to gather information), binding contract, improved secret art (secrets), admirers (2,000 sp per month income),  inspire (+2 bonus to others as free action), outrageous flattery (will save DC 21 to be hostile toward her), advanced secret art (smear others), exquisite
Space/Reach: 5 ft./5 ft.
Saves: Fort +5, Ref +9, Will +8 
Abilities: Str 10, Dex 14, Con 15, Int 16, Wis 12, Cha 20 

Skills: Appraise +20, Bluff +22 (+4 if looks count), Diplomacy +27 (+4 if looks count), Gather Information +28 (+4 if looks count), Intimidate +20 (+4 if looks count), Knowledge (local) +5, Knowledge (rumours) +8, Listen +16, Handle Animal +7, Perform (dance) +34, Perform (sing) +24 (+4 if looks count), Ride +6, Search +5, Sense Motive +13 (+4 if looks count), Spot +18
Feats: Carouser, Investigator, Negotiator, Performer, Skill Focus (perform (dance))
Reputation: 

Code of Honour: None

Allegiances:  the Crime Lord of Agadesh
Possessions:  Sheep-skin skirt tied at the waist, 6 love potions (pg. 80, book of Skelos, DC 21 Will), long shawl worn as dress (with right arm and shoulder bare), headdress, jambiya
The Black Widow of Agadesh

Medium Humanoid (Meadow Shemite temptress 6/ thief  6)
Hit Dice: 5d8+5d6+5+20 (65 hit points)
Initiative: +12 (+2 Dex, +10 Ref) 
Speed: 30 ft. 
Dodge Defence:  19 (+6 level, +2 Dex, +1 light-footed)
Parry Defence:  15 (+5 level, +0 Str)
DR:  -​​
Base Attack Bonus/Grapple: +8/+8
Attack: Jambiya +10/+5 mêlée finesse (1d4 / 18-20 x2/ AP 1) + poison (black stygian serpent venom DC 23, 1d6 str +1d4 con, 4 saves, 1 save per round)
Special Attacks: Sneak attack style (poison, jambiya), sneak attack +5d6+2 pts of Str /+4d8+1d6 +2 pts of Str
Special Qualities: Meadow Shemite traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (sneak attack), poison use, eyes of the cat, trap sense +2, seductive savant (+3 to Perform), binding contract, light-footed, special ability (crippling strike) 
Space/Reach: 5 ft./5 ft.
Saves: Fort +5, Ref +11, Will +7 
Abilities: Str 10, Dex 15, Con 14, Int 16, Wis 12, Cha 20 

Skills: Appraise +14, Bluff +25 (+2 when appearance counts), Craft (alchemy) +11, Craft (herbalism) +8, Diplomacy +24 (+2 when appearance counts), Disguise +27, Forgery +19, Gather Information +7 (+2 when appearance counts), Handle Animal +7, Intimidate +7 (+2 when appearance counts), Knowledge (local) +5, Perform (acting) +27, Perform (dancing) +27, Ride +4, Search +8, Sense Motive +3, Sleight-of-Hand +17, Spot +8, Tumble +17
Feats: Carouser, Deceitful, Performer, Skill Focus (bluff), Skill Focus (disguise) 
Reputation: 

Code of Honour: None

Allegiances:  the Crime Lord of Agadesh, the Black Widow of Agadesh
Possessions:  Sheep-skin skirt tied at the waist, 6 love potions (pg. 80, book of Skelos, DC 21 Will), shawl thrown over left shoulder, headdress, jambiya
Seducers of Agadesh
Medium Humanoid (Meadow Shemite temptress 3/ thief  3)
Hit Dice: 3d8+3d6 (24 hit points)
Initiative: +7 (+1 Dex, +6 Ref) 
Speed: 30 ft. 
Dodge Defence:  13 (+2 level, +1 Dex)
Parry Defence:  11 (+2 level, -1 Str)
DR:  -​​
Base Attack Bonus/Grapple: +4/+3
Attack: Jambiya +3 mêlée (1d4-1/ 18-20 x2/ AP 1)
Special Attacks: Sneak attack style (poison), sneak attack +3d6/+2d8+1d6 
Special Qualities: Meadow Shemite traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (sneak attack), poison use, eyes of the cat, trap sense +1 
Space/Reach: 5 ft./5 ft.
Saves: Fort +1, Ref +6, Will +3 
Abilities: Str 9, Dex 12, Con 11, Int 13, Wis 10, Cha 15 

Skills: Appraise +6, Bluff +16, Craft (alchemy) +3, Craft (herbalism) +3, Diplomacy +14 (+16 if appearance is important), Disguise +18, Forgery +12, Handle Animal +4, Gather Information +3 (+5 if appearance is important), Intimidate +3 (+5 if appearance is important), Knowledge (local) +3, Perform (acting) +14, Perform (dancing) +14, Ride +3, Search +3, Sense Motive +1, Sleight-of-Hand +10, Spot +4, Tumble +10
Feats: Deceitful, Skill Focus (bluff), Skill Focus (disguise)
Reputation: 

Code of Honour: None

Allegiances:  the Crime Lord of Agadesh, the Black Widow of Agadesh
Possessions:  Sheep-skin skirt tied at the waist, shawl thrown over left shoulder, headdress, jambiya
Sample Cimmerians

Young Warrior

Medium Humanoid (Cimmerian barbarian 1)
Hit Dice: 1d10 (10 hit points)
Initiative: +2 (+0 Dex, +2 Ref) 
Speed: 30 ft. 
Dodge Defence:  10 (+0 level, +0 Dex)
Parry Defence:  12 (+0 level, +2 Str)
DR:  -​​
Base Attack Bonus/Grapple: +1/+3
Attack: Broadsword +3 (1d8+2/ x2/ AP 3)
Special Attacks: Versatility
Special Qualities: Cimmerian traits, fearless, track
Space/Reach: 5 ft./5 ft.
Saves: Fort +2, Ref +2, Will +3 (+6 vs. Corruption) 
Abilities: Str 15, Dex 10, Con 11, Int 10, Wis 9, Cha 8 

Skills: Climb +8 (+10), Hide +4 (+6), Jump +4, Knowledge (local) +2, Heal +1, Move Silently +4 (+6), Spot +3 (+5), Survival +5 (+7)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Self-Sufficient
Reputation: 1 (brave)
Code of Honour: Barbaric
Allegiances:  Clan Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife.

Young Adult Warrior

Medium Humanoid (Cimmerian barbarian 3)
Hit Dice: 3d10 (21 hit points)
Initiative: +3 (+0 Dex, +3 Ref) 
Speed: 30 ft. 
Dodge Defence:  12 (+2 level, +0 Dex)
Parry Defence:  16 (+1 level, +2 Str, +3 shield)
DR:  -​​
Base Attack Bonus/Grapple: +3/+5
Attack: Broadsword +5 (1d8+2/ x2/ AP 3)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance
Space/Reach: 5 ft./5 ft.
Saves: Fort +3, Ref +3, Will +4 (+7 vs. Corruption) 
Abilities: Str 15, Dex 10, Con 11, Int 10, Wis 9, Cha 8 

Skills: Climb +10 (+12), Hide +6 (+8), Jump +4, Knowledge (local) +2, Heal +1, Move Silently +6 (+8), Spot +5 (+7), Survival +5 (+7)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Power Attack, Self-Sufficient
Reputation: 2 (brave)
Code of Honour: Barbaric
Allegiances:  Clan Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (targe).

Seasoned Veteran

Medium Humanoid (Cimmerian barbarian 6)
Hit Dice: 6d10+6 (43 hit points)
Initiative: +5 (+0 Dex, +5 Ref) 
Speed: 30 ft. 
Dodge Defence:  14 (+4 level, +0 Dex)
Parry Defence:  18 (+2 level, +3 Str, +3 shield)
DR:  -​​
Base Attack Bonus/Grapple: +6/+9
Attack: Broadsword +9/+4 (1d8+3/ x2/ AP 4)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +5, Will +6 (+9 vs. Corruption) 
Abilities: Str 17, Dex 11, Con 12, Int 11, Wis 10, Cha 9 

Skills: Climb +14 (+16), Hide +9 (+11), Jump +5, Knowledge (local) +2, Heal +2, Move Silently +9 (+11), Spot +9 (+11), Survival +6 (+8)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Power Attack, Self-Sufficient
Reputation: 5 (brave)
Code of Honour: Barbaric
Allegiances:  Clan Chief, War Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (targe).
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