Sample Multi-Class Cimmerians

These are brooding, analytical types (high Int, mid Wis, low Cha), not ones to get emotional – until it is time to fight, and they choose to unleash everything they hold in reserve in their fighting-madness.  They are rather anti-social toward strangers and are hard to get to know.
Seasoned Veteran Harrower (Non-Elite)
Medium Humanoid (Cimmerian barbarian 3/thief 3)
Hit Dice: 3d10+3d8+6 (41 hit points) (50 hit points under fighting-madness)
Initiative: +10 (+0 Dex, +6 Ref, +4 imp. Init.) 
Speed: 30 ft. 
Dodge Defence:  13/11 (+3 level, +0 Dex) [second number is when under fighting madness]
Parry Defence:  18/16 (+2 level, +3 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +5/+8
Attack: Broadsword +8 (1d8+3/ x2/ AP 6)


Fighting-Madness Attack: Broadsword +10 (1d8+5/ x2/ AP 8)


Fighting-Madness with Power Attack: Broadsword +5 (1d8+10/ x2/ AP 8)
Special Attacks: Versatility, crimson mist, sneak attack style (broadsword), sneak attack 2d6/2d8
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, trap disarming, eyes of the cat
Space/Reach: 5 ft./5 ft.
Saves: Fort +5*, Ref +6, Will +6 (+9 vs. Corruption)* 
Abilities: Str 16, Dex 11, Con 13, Int 11, Wis 10, Cha 9 

Skills: Bluff +2, Climb +14 (+16), Hide +11 (+13), Jump +8, Knowledge (local) +2, Listen +1 (+3), Move Silently +11 (+13), Spot +9 (+11), Survival +4 (+6), Tumble +5  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Improved Initiative, Power Attack, Stealthy
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).

* Fort and Will saves are +2 higher when under a fighting madness

Cimmerian harrowers often ambush enemies from heights, and fight in tandem to flank opponents.

Seasoned Veteran Harrower (Elite)

Medium Humanoid (Cimmerian barbarian 3/thief 3)
Hit Dice: 3d10+3d8+12 (47 hit points) (56 hit points under fighting-madness)
Initiative: +12 (+2 Dex, +6 Ref, +4 imp. Init.) 
Speed: 30 ft. 
Dodge Defence:  15/13 (+3 level, +2 Dex) [second number is when under fighting madness]
Parry Defence:  19/17 (+2 level, +4 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +5/+9
Attack: Broadsword +9 (1d8+4/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +11 (1d8+6/ x2/ AP 9)


Fighting-Madness with Power Attack: Broadsword +6 (1d8+11/ x2/ AP 9)
Special Attacks: Versatility, crimson mist, sneak attack style (broadsword), sneak attack 2d6/2d8
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, trap disarming, eyes of the cat
Space/Reach: 5 ft./5 ft.
Saves: Fort +6*, Ref +8, Will +6 (+9 vs. Corruption)* 
Abilities: Str 18, Dex 14, Con 14, Int 13, Wis 11, Cha 9 

Skills: Bluff +2, Climb +15 (+17), Hide +13 (+15), Jump +10, Listen +7 (+9), Knowledge (local) +3, Move Silently +13 (+15), Spot +9 (+11), Survival +5 (+7), Tumble +8  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Improved Initiative, Power Attack, Stealthy
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).

* Fort and Will saves are +2 higher when under a fighting madness

Seasoned Veteran Savage Scout (Non-Elite)

Medium Humanoid (Cimmerian barbarian 3/borderer 3)
Hit Dice: 6d10 (33 hit points) 
Initiative: +7 (+1 Dex, +6 Ref) 
Speed: 30 ft. 
Dodge Defence:  15 (+3 level, +1 Dex, +1 dodge for favoured terrain) 
Parry Defence:  18 (+2 level, +3 Str, +3 shield) 
DR:  -​​
Base Attack Bonus/Grapple: +6/+9
Attack: Broadsword +9/+4 (1d8+3/ x2/ AP 6)

Special Attacks: Versatility, crimson mist, combat style (trapping)
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain (hills) +1, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +7, Will +6 (+9 vs. Corruption)
Abilities: Str 16, Dex 13, Con 11, Int 11, Wis 10, Cha 9 

Skills: Climb +14 (+16), Hide +9 (+11), Jump +5, Listen +2 (+4), Knowledge (geography) +3, Knowledge (local) +2, Heal +5, Move Silently +9 (+11), Spot +8 (+10), Survival +12 (+14)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Alertness, Improved Sunder, Power Attack, Self-Sufficient, Stealthy
Reputation: 5 (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 Savage Scout (Elite)

Medium Humanoid (Cimmerian barbarian 3/borderer 3)
Hit Dice: 6d10+6 (39 hit points) (51 hit points under fighting-madness)
Initiative: +8 (+2 Dex, +6 Ref) 
Speed: 30 ft. 
Dodge Defence:  16/14 (+3 level, +2 Dex, +1 dodge for favoured terrain) [second number is when under fighting madness]
Parry Defence:  19/17 (+2 level, +4 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +6/+10
Attack: Broadsword +10/+5 (1d8+4/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +12/+7 (1d8+6/ x2/ AP 9)


Fighting-Madness with Power Attack: Broadsword +6/+1 (1d8+12/ x2/ AP 9)
Special Attacks: Versatility, crimson mist, combat style (trapping)
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance, skill focus (survival), favoured terrain (hills) +1, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +7*, Ref +8, Will +6 (+9 vs. Corruption)* 
Abilities: Str 18, Dex 15, Con 13, Int 13, Wis 11, Cha 9 

Skills: Climb +15 (+16), Hide +10 (+12), Jump +10, Listen +6 (+8), Knowledge (geography) +4, Knowledge (local) +3, Heal +5, Move Silently +10 (+12), Spot +8 (+10), Survival +13 (+15)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Alertness, Fighting Madness, Power Attack, Self-Sufficient, Stealthy
Reputation: 5 (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).

* Fort and Will saves are +2 higher when under a fighting madness

War Chief (Elite)
Medium Humanoid (Cimmerian barbarian 5/soldier 4)
Hit Dice: 9d10+18 (68 hit points) (86 hit points under fighting-madness)
Initiative: +6 (+1 Dex, +5 Ref) 
Speed: 30 ft. 
Dodge Defence:  16/14 (+5 level, +1 Dex) [second number is when under fighting madness]
Parry Defence:  23/21 (+4 level, +4 Str, +4 shield, +1 Parry) [second number is when under fighting madness]**
DR:  -​​
Base Attack Bonus/Grapple: +9/+13
Attack: Broadsword +13/+8 (1d8+4/ x2/ AP 7) **

Fighting-Madness Attack: Broadsword +15/+10 (1d8+6/ x2/ AP 9)


Fighting-Madness with Power Attack: Broadsword +6/+1 (1d8+15/ x2/ AP 9)
Special Attacks: Versatility, crimson mist, formation combat (skirmisher)
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +10*, Ref +6, Will +6 (+9 vs. Corruption)* 
Abilities: Str 18, Dex 13, Con 14, Int 13, Wis 12, Cha 10 

Skills: Climb +14 (+17), Hide +9 (+11), Intimidate +4, Jump +9, Listen +5 (+7), Knowledge (geography) +5, Knowledge (local) +3, Knowledge (warfare) +5, Move Silently +9 (+11), Spot +9 (+11), Survival +6 (+8)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Cleave, Combat Expertise**, Fighting Madness, Greater Sunder, Improved Sunder, Leadership, Parry, Power Attack, Whirlwind Attack
Reputation: 10 (brave)

Leadership: 11 (5th level cohort; 25 1st level Cimmerians)
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 (longer than most to show his status as heir), two belts (one to hold up their trews and another is worn around the léine), coarse, woollen coat that hangs to the knee,  knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

* Fort and Will saves are +2 higher when under a fighting madness

** Parry Defence = 28 and Attack = +8/+3 when fighting with Combat Expertise

Seasoned Veteran Healer (Elite)

Medium Humanoid (Cimmerian barbarian 3/scholar 3)
Hit Dice: 3d10+3d6+12 (39 hit points) (51 hit points under fighting-madness)
Initiative: +4 (+0 Dex, +4 Ref) 
Speed: 30 ft. 
Dodge Defence:  13/11 (+3 level, +0 Dex) [second number is when under fighting madness]
Parry Defence:  19/17 (+2 level, +4 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +5/+9
Attack: Broadsword +9 (1d8+4/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +11 (1d8+6/ x2/ AP 9)


Fighting-Madness with Power Attack: Broadsword +6 (1d8+11/ x2/ AP 9)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance, skill focus (heal), skill focus (craft (herbalism)), +2 skill points, scholar, background (lay priest), base power points, knowledge is power, +1 power point
Space/Reach: 5 ft./5 ft.
Saves: Fort +6*, Ref +4, Will +11 (+14 vs. Corruption)* 
Abilities: Str 18, Dex 11, Con 14, Int 13, Wis 14, Cha 9 

Skills: Climb +10 (+12), Craft (herbalism) +13, Hide +2 (+4), Listen +8 (+10), Knowledge (arcana) +6, Knowledge (geography) +6, Knowledge (local) +5, Knowledge (nature) +9, Heal +16, Move Silently +6 (+8), Search +4, Spot +5 (+7), Survival +13 (+15)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Knowledgeable, Power Attack, Self-Sufficient
Reputation: 5 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief

Power Points: 4 (4 base, -1 Cha, +1 bonus)
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).

* Fort and Will saves are +2 higher when under a fighting madness

Seasoned Veteran Craftsman (Elite)

Medium Humanoid (Cimmerian barbarian 3/scholar 3)
Hit Dice: 3d10+3d6+12 (39 hit points) (51 hit points under fighting-madness)
Initiative: +4 (+0 Dex, +4 Ref) 
Speed: 30 ft. 
Dodge Defence:  13/11 (+3 level, +0 Dex) [second number is when under fighting madness]
Parry Defence:  19/17 (+2 level, +4 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +5/+9
Attack: Broadsword +9 (1d8+4/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +11 (1d8+6/ x2/ AP 9)


Fighting-Madness with Power Attack: Broadsword +6 (1d8+11/ x2/ AP 9)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance, skill focus (craft (weaponsmith)), skill focus (craft (blacksmith)), +2 skill points, scholar, background (lay priest), base power points, knowledge is power, +1 power point
Space/Reach: 5 ft./5 ft.
Saves: Fort +6*, Ref +4, Will +10 (+13 vs. Corruption)* 
Abilities: Str 18, Dex 11, Con 14, Int 14, Wis 13, Cha 9 

Skills: Climb +10 (+12), Craft (blacksmith) +14, Craft (weaponsmith) +14, Hide +2 (+4), Listen +8 (+10), Knowledge (arcana) +5, Knowledge (warfare) +5, Knowledge (local) +4, Knowledge (nature) +8, Move Silently +6 (+8), Search +4, Spot +5 (+7), Survival +13 (+15)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Craftsman, Improved Sunder, Power Attack
Reputation: 5 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief

Power Points: 4 (4 base, -1 Cha, +1 bonus)
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).

* Fort and Will saves are +2 higher when under a fighting madness

Young Adult Temptress (Non-Elite)

Medium Humanoid (Cimmerian temptress 3)
Hit Dice: 3d6 (13 hit points) 
Initiative: +3 (+0 Dex, +3 Ref) 
Speed: 30 ft. 
Dodge Defence:  11 (+1 level, +0 Dex)
Parry Defence:  11 (+1 level, +0 Str)
DR:  -​​
Base Attack Bonus/Grapple: +3/+3
Attack: Dagger +3 (1d4/ 19-20 x2/ AP 1)

Special Attacks: None
Special Qualities: Cimmerian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (secrets)
Space/Reach: 5 ft./5 ft.
Saves: Fort +1*, Ref +3, Will +6 (+9 vs. Corruption)* 
Abilities: Str 10, Dex 10, Con 11, Int 10, Wis 9, Cha 13 

Skills: Bluff +8, Climb +6 (+8), Diplomacy +7, Gather Information +2, Hide +0 (+2), Intimidate +2, Knowledge (local) +2, Heal +7, Move Silently +6 (+8), Perform (dance) +13, Perform (sing) +10, Profession (farmer) +6, Sense Motive +3, Spot +1 (+3), Survival +3 (+7)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Negotiator, Performer, Skill Focus (perform (dance))
Reputation: 6 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief, Mother
Possessions:  Ankle length léine beneath a sleeved dress and a mantle, a fitted bodice with a full skirt that hangs to just below the knee and with sleeves are buttoned from the cuff to the upper arm, a mantle, a hat, a belt with a pouch for personal items, shoes and a cloak, dagger.

Young Adult Temptress (Elite)

Medium Humanoid (Cimmerian temptress 3)
Hit Dice: 3d6+3 (16 hit points) (22 hit points under fighting-madness)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. 
Dodge Defence:  12/10 (+1 level, +1 Dex) [second number is when under fighting madness]
Parry Defence:  11/9 (+1 level, +0 Str) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +3/+3
Attack: Dagger +3 (1d4/ 19-20 x2/ AP 1)

Fighting-Madness Attack: Dagger +5 (1d4+2/ 19-20 x2/ AP 3)
Special Attacks: None
Special Qualities: Cimmerian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (secrets)
Space/Reach: 5 ft./5 ft.
Saves: Fort +2*, Ref +4, Will +7 (+10 vs. Corruption)*  
Abilities: Str 10, Dex 12, Con 13, Int 12, Wis 10, Cha 15 

Skills: Bluff +8, Climb +6 (+8), Diplomacy +5, Gather Information +4, Hide +1 (+3), Intimidate +3, Knowledge (local) +3, Heal +8, Move Silently +7 (+9), Perform (dance) +10, Perform (sing) +10, Profession (farmer) +6, Sense Motive +3, Spot +2 (+4), Survival +4 (+7)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Performer, Self-Sufficient
Reputation: 7 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief
Possessions:  Ankle length léine beneath a sleeved dress and a mantle, a fitted bodice with a full skirt that hangs to just below the knee and with sleeves are buttoned from the cuff to the upper arm, a mantle, a hat, a belt with a pouch for personal items, shoes and a cloak, dagger.
* Fort and Will saves are +2 higher when under a fighting madness

Cimmerian Clan Chiefs
A barbarian on this path is from a warrior nobility, the highest class of Cimmerian society.  Anyone descended from a past chief or king can lay claim to the rulership of the clan, if they are four generations or closer away from that chief or king.  It is from these descendants that a new king is often chosen.  Keep in mind that physical health is essential here.  Cimmerians do not honour people just because of their title, however.  They have no problem quickly relieving themselves of a chief who makes many mistakes or is unhealthy.
Young Adult Heir to the Chief (Elite)
Medium Humanoid (Cimmerian barbarian 1/noble 2)
Hit Dice: 1d10+2d8+3 (22 hit points) (28 hit points under fighting-madness)
Initiative: +1 (-1 Dex, +2 Ref) 
Speed: 30 ft. 
Dodge Defence:  9 (+0 level, -1 Dex) 
Parry Defence:  14 (+1 level, +3 Str) 
DR:  -​​
Base Attack Bonus/Grapple: +2/+5
Attack: Broadsword +5 (1d8+3/ x2/ AP 6)

Special Attacks: Versatility
Special Qualities: Cimmerian traits, fearless, track, title, rank hath its privileges, wealth, special regional feature +1 (see Hyboria's Finest, page 54)
Space/Reach: 5 ft./5 ft.
Saves: Fort +5, Ref +1, Will +8 (+11 vs. Corruption) 
Abilities: Str 17, Dex 8, Con 12, Int 11, Wis 10, Cha 14 

Skills: Climb +10 (+12), Diplomacy +4, Hide +3 (+4), Intimidate +4, Jump +5, Listen +5 (+7), Knowledge (local) +2, Heal +2, Move Silently +3 (+5), Sense Motive +4, Spot +5 (+7), Survival +8 (+10)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Negotiator, Self-Sufficient, Great Fortitude
Reputation: 5 (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 (longer than most to show his status as heir), two belts (one to hold up their trews and another is worn around the léine), coarse, woollen coat that hangs to the knee, knee high boots of soft leather lined with wool, broadsword, knife.

* Fort and Will saves are +2 higher when under a fighting madness

Adult Heir to the Chief (Elite)
Medium Humanoid (Cimmerian barbarian 3/noble 3)
Hit Dice: 3d10+3d8+6 (40 hit points) (52 hit points under fighting-madness)
Initiative: +3 (-1 Dex, +4 Ref) 
Speed: 30 ft. 
Dodge Defence:  12/10 (+3 level, -1 Dex) [second number is when under fighting madness]
Parry Defence:  19/17 (+2 level, +4 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +5/+9
Attack: Broadsword +9 (1d8+4/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +11 (1d8+6/ x2/ AP 9)
Special Attacks: Versatility, Bite Sword, Crimson Mist
Special Qualities: Cimmerian traits, fearless, track, title, rank hath its privileges, wealth, special regional feature +1 (see Hyboria's Finest, page 54), trap sense +1, endurance
Space/Reach: 5 ft./5 ft.
Saves: Fort +7*, Ref +3, Will +9 (+12 vs. Corruption)* 
Abilities: Str 18, Dex 9, Con 13, Int 12, Wis 11, Cha 16
Skills: Climb +13 (+15), Diplomacy +6, Hide +5 (+7), Intimidate +7, Jump +6, Listen +5 (+7), Knowledge (local) +3, Knowledge (warfare) +1, Heal +2, Move Silently +5 (+7), Sense Motive +5, Spot +5 (+7), Survival +9 (+11)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Great Fortitude, Negotiator, Self-Sufficient 
Reputation: 9 (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 (longer than most to show his status as heir), two belts (one to hold up their trews and another is worn around the léine), coarse, woollen coat that hangs to the knee,  knee high boots of soft leather lined with wool, broadsword, knife, round shield (targe).

* Fort and Will saves are +2 higher when under a fighting madness

Clan Chief (Elite)
Medium Humanoid (Cimmerian barbarian 4/noble 6)
Hit Dice: 4d10+6d8+20+10 (83 hit points) (103 hit points under fighting-madness)
Initiative: +6 (+0 Dex, +6 Ref) 
Speed: 30 ft. 
Dodge Defence:  15/13 (+5 level, +0 Dex) [second number is when under fighting madness]
Parry Defence:  22/20 (+4 level, +4 Str, +4 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +8/+12
Attack: Broadsword +9 (1d8+4/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +11 (1d8+6/ x2/ AP 9)
Special Attacks: Versatility, Bite Sword, Crimson Mist
Special Qualities: Cimmerian traits, fearless, track, title, rank hath its privileges, wealth, special regional feature +1 (see Hyboria's Finest, page 54), trap sense +1, endurance, social ability (natural inspiration, Hyboria's Fiercest, pg 87-88), lead by example +2, enhanced leadership, uncanny dodge
Space/Reach: 5 ft./5 ft.
Saves: Fort +10*, Ref +6, Will +12 (+15 vs. Corruption)* 
Abilities: Str 19, Dex 10, Con 14, Int 13, Wis 12, Cha 18
Skills: Climb +14 (+16), Diplomacy +10, Hide +7 (+9), Intimidate +11, Jump +7, Listen +7 (+9), Knowledge (local) +3, Knowledge (warfare) +4, Heal +3, Move Silently +7 (+9), Sense Motive +9, Spot +8 (+10), Survival +10 (+12)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Great Fortitude, Negotiator, Self-Sufficient, Toughness 
Leadership: 19/18 (9th level cohort; 100 1st level followers, 4 2nd level, 2 3rd level, 1 4th level) 
Reputation: 21 (brave)
Code of Honour: Barbaric

Allegiances:  Clan
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 (longer than all others in clan to show his status as chief), two belts (one to hold up their trews and another is worn around the léine), coarse, woollen coat that hangs to the knee,  knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

* Fort and Will saves are +2 higher when under a fighting madness

Tribal Chief (Elite)

Medium Humanoid (Cimmerian barbarian 12)
Hit Dice: 10d10+30+6 (95 hit points) (115 hit points under fighting-madness)
Initiative: +8 (+0 Dex, +8 Ref) 
Speed: 30 ft. 
Dodge Defence:  19/17 (+9 level, +0 Dex) [second number is when under fighting madness]
Parry Defence:  23/21 (+4 level, +5 Str, +4 shield) [second number is when under fighting madness]
DR:  1​​
Base Attack Bonus/Grapple: +12/+17
Attack: Broadsword +17/+12/+7 (1d8+5/ 19-20 x2/ AP 8)


Fighting-Madness Attack: Broadsword +19/+14/+9 (1d8+7/ x2/ AP 10)


Fighting-Madness with Power Attack: Broadsword +7/+2/-3 (1d8+19/ x2/ AP 10)
Special Attacks: Versatility (no penalty), crimson mist, greater crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +4, endurance, uncanny dodge, diehard, improved uncanny dodge, improved mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +11 (+13 fighting-madness), Ref +8, Will +9 (+12 vs. Corruption) 
Abilities: Str 20, Dex 10, Con 16, Int 14, Wis 12, Cha 14 

Skills: Climb +18 (+20), Diplomacy +12, Hide +10 (+12), Intimidate +14, Jump +10, Listen +6 (+8), Knowledge (local) +4, Heal +3, Move Silently +10 (+12), Spot +14 (+16), Survival +11 (+13)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Cleave, Greater Sunder, Horde, Improved Sunder, Leadership, Power Attack, Self-Sufficient
Reputation: 19 (brave)

Leadership: 17/16 (8th level cohort, 70 1st level Cimmerians, 3 2nd level Cimmerians, 1 3rd level Cimmerian)
Code of Honour: Barbaric

Allegiances:  Clan
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 (longer than all others in clan to show his status as chief), two belts (one to hold up their trews and another is worn around the léine), coarse, woollen coat that hangs to the knee,  knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield). 
