Nordheimir Characters

Nordheimir Warriors 
Warriors may be from the hauldr or løysing social classes.  If they have sworn allegiance to a king of chieftain, they become Hirðmaðr.  If they acquire considerable wealth, they become jarls. Both elite and non-elite versions are offered here, the difference largely being their statistics.

Hauldr: The hauldr is a true free man with full rights and duties in Nordheimir society.  The hauldr owns his own land and has a hereditary right to that land; his family has owned the land for at least six generations.  Most people in Nordheimir society belong to this class of people.

Løysing:  The løysing is a bondsman, a slave who had been set free by his owner because of hard work or exceptional service.  He is usually still dependent upon and owes duties toward his former owner.  The children of løysing parents are free.  Members of this class often participate in raids and military excursions in order to supplement their wealth.  Wealth is not dependent upon social status in Nordheimir society.  They can make and bear weapons, and have many rights under Nordheimir law, such as participation in the Althing or Thing.  The only right they lack is a hereditary right to land.
Hirðmaðr:  The Hirðmaðr are the loyal followers of the king or chieftain, those who have sworn Allegiance and fight by his side.  These are followers and co-horts.
Non-Elite Hauldr Warriors
The hauldr is a true free man with full rights and duties in Nordheimir society.  The hauldr owns his own land and has a hereditary right to that land; his family has owned the land for at least six generations.  Most people in Nordheimir society belong to this class of people.
Youth Hauldr
Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+2 (7 hit points); Initiative: +1 (-1 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  9/7 (+0 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  15 (+0 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+2; Attack: War sword +2 mêlée (1d12+2/19-20 x2/ AP 4); Fighting-Madness Attack: War sword +4 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: War sword +3 mêlée (1d12+5/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +1, Will +2 (+5 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Craft (any) +1, Hide +0, Intimidate +4, Jump +2, Knowledge (local) +1, Listen +1, Move Silently +0, Profession (farmer) +1, Spot +4, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 1 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Blooded Hauldr Youth

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

Medium Humanoid Nordheimer barbarian 3; Hit Dice: 3d10+6 (22 hit points); Initiative: +2 (-1 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+2 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  16 (+1 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+4; Attack: War sword +4 mêlée (1d12+2/19-20 x2/ AP 4); Fighting-Madness Attack: War sword +6 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: War sword +3 mêlée (1d12+7/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +3 (+6 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Craft (any) +1, Hide +0, Intimidate +6, Jump +2, Knowledge (local) +1, Listen +2, Move Silently +0, Profession (farmer) +1, Spot +5, Survival +6; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 3 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Young Adult Hauldr Warrior
Medium Humanoid Nordheimer barbarian 4; Hit Dice: 4d10+8 (30 hit points); Initiative: +3 (-1 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+3 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  17 (+1 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+6; Attack: War sword +6 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+9/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +3 (+6 vs. Corruption); Abilities: Str 14, Dex 9, Con 14, Int 9, Wis 8, Cha 10; Skills:  Climb +3, Craft (any) +1, Hide +0, Intimidate +7, Jump +4, Knowledge (local) +1, Listen +2, Move Silently +0, Profession (farmer) +1, Spot +5, Survival +7; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Veteran Hauldr Warrior

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

Medium Humanoid Nordheimer barbarian 6; Hit Dice: 6d10+12 (45 hit points); Initiative: +5 (+0 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  14/12 (+4 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+2 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+8; Attack: War sword +8/+3 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +10/+5 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4/-1 mêlée (1d12+11/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, mobility, diehard; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +5, Will +4 (+7 vs. Corruption); Abilities: Str 15, Dex 10, Con 15, Int 10, Wis 9, Cha 11; Skills:  Climb +4, Craft (any) +1, Hide +1, Intimidate +9, Jump +4, Knowledge (local) +1, Listen +3, Move Silently +1, Profession (farmer) +1, Spot +7, Survival +8; Feats: Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 6 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Master Hauldr Warrior
Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+18 (68 hit points); Initiative: +6 (+0 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  16/14 (+6 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  20 (+3 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+12; Attack: War sword +12/+7 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +14/+9 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5/+0 mêlée (1d12+15/19-20 x2/ AP 8); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +6, Will +5 (+8 vs. Corruption); Abilities: Str 16, Dex 10, Con 15, Int 10, Wis 9, Cha 11; Skills:  Climb +6, Craft (any) +1, Hide +1, Intimidate +12, Jump +6, Knowledge (local) +1, Listen +4, Move Silently +1, Profession (farmer) +1, Spot +10, Survival +11; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 11 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Elite Hauldr Warriors 

The hauldr is a true free man with full rights and duties in Nordheimir society.  The hauldr owns his own land and has a hereditary right to that land; his family has owned the land for at least six generations.  Most people in Nordheimir society belong to this class of people.
Elite Hauldr Youth
Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+3 (8 hit points); Initiative: +2 (+0 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+0 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+3; Attack: War sword +3 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +5 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+6/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +2 (+5 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +2, Hide +1, Intimidate +5, Jump +3, Knowledge (local) +2, Listen +1, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 2 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Elite Blooded Hauldr Youth

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

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

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

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

Medium Humanoid Nordheimer barbarian 6; Hit Dice: 6d10+18 (51 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  15/13 (+4 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+9; Attack: War sword +9/+4 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +11/+6 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5/+0 mêlée (1d12+12/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, mobility, diehard; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +6, Will +4 (+7 vs. Corruption); Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Climb +5, Craft (any) +6, Hide +2, Intimidate +10, Jump +5, Knowledge (local) +2, Listen +3, Move Silently +2, Profession (farmer) +1, Spot +7, Survival +8; Feats: Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 7 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Elite Master Hauldr Warrior
Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+27 (77 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  17/15 (+6 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: War sword +13/+8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +15/+10 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+1 mêlée (1d12+16/19-20 x2/ AP 9); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +7, Will +5 (+8 vs. Corruption); Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Climb +7, Craft (any) +9, Hide +2, Intimidate +13, Jump +7, Knowledge (local) +2, Listen +4, Move Silently +2, Profession (farmer) +1, Spot +10, Survival +11; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 12 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.) 
Non-Elite Løysing Warriors

The løysing is a bondsman, a slave who had been set free by his owner because of hard work or exceptional service.  He is usually still dependent upon and owes duties toward his former owner.  The children of løysing parents are free.  Members of this class often participate in raids and military excursions in order to supplement their wealth.  Wealth is not dependent upon social status in Nordheimir society.  They can make and bear weapons, and have many rights under Nordheimir law, such as participation in the Althing or Thing.  The only right they lack is a hereditary right to land.
Youth Løysing
Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+2 (7 hit points); Initiative: +1 (-1 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  9/7 (+0 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  15 (+0 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+2; Attack: Broadsword +2 mêlée (1d10+2/19-20 x2/ AP 4); Fighting-Madness Attack: Broadsword +4 mêlée (1d10+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: Broadsword +3 mêlée (1d10+5/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +1, Will +3 (+6 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 10, Cha 8; Skills:  Craft (any) +1, Hide +0, Intimidate +3, Jump +2, Knowledge (local) +1, Listen +2, Move Silently +0, Profession (farmer) +4, Spot +5, Survival +3; Feats: Fighting-Madness, Power Attack; Reputation: 1 (Hardworking); Code of Honour: Barbaric; Allegiances:  Former owner, chieftain; Possessions:  Broadsword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Blooded Løysing Youth 
Medium Humanoid Nordheimer barbarian 2; Hit Dice: 2d10+4 (15 hit points); Initiative: +2 (-1 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+1 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  15 (+0 level, +1 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+3; Attack: Broadsword +3 mêlée (1d10+2/19-20 x2/ AP 4); Fighting-Madness Attack: Broadsword +5 mêlée (1d10+4/19-20 x2/ AP 6); Fighting-Madness plus Power Attack: Broadsword +3 mêlée (1d10+6/19-20 x2/ AP 6); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +3 (+6 vs. Corruption); Abilities: Str 13, Dex 9, Con 14, Int 9, Wis 10, Cha 8; Skills:  Craft (any) +1, Hide +0, Intimidate +4, Jump +2, Knowledge (local) +1, Listen +3, Move Silently +0, Profession (farmer) +5, Spot +5, Survival +3; Feats: Fighting-Madness, Power Attack; Reputation: 1 (Hardworking); Code of Honour: Barbaric; Allegiances:  Former owner, chieftain; Possessions:  Broadsword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Young Løysing Adult

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

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

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

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

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

The løysing is a bondsman, a slave who had been set free by his owner because of hard work or exceptional service.  He is usually still dependent upon and owes duties toward his former owner.  The children of løysing parents are free.  Members of this class often participate in raids and military excursions in order to supplement their wealth.  Wealth is not dependent upon social status in Nordheimir society.  They can make and bear weapons, and have many rights under Nordheimir law, such as participation in the Althing or Thing.  The only right they lack is a hereditary right to land.
Elite Løysing Youth
Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+3 (8 hit points); Initiative: +2 (+0 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+0 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+3; Attack: Broadsword +3 mêlée (1d10+3/19-20 x2/ AP 5); Fighting-Madness Attack: Broadsword +5 mêlée (1d10+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: Broadsword +4 mêlée (1d10+6/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +4 (+7 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 12, Cha 8; Skills:  Craft (any) +4, Craft (herbalism) +2, Hide +1, Intimidate +3, Jump +3, Knowledge (local) +2, Listen +3, Move Silently +1, Profession (farmer) +5, Spot +6, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 1 (Hardworking); Code of Honour: Barbaric; Allegiances:  Former owner, chieftain; Possessions:  Broadsword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)
Elite Blooded Løysing Youth

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

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

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

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

Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+27 (77 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  17/15 (+6 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: Broadsword +13/+8 mêlée (1d10+5/19-20 x2/ AP 7); Fighting-Madness Attack: Broadsword +15/+10 mêlée (1d10+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: Broadsword +6/+1 mêlée (1d10+16/19-20 x2/ AP 9); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +7, Will +7 (+10 vs. Corruption); Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 13, Cha 9; Skills:  Climb +7, Craft (any) +11, Craft (herbalism) +2, Hide +2, Intimidate +11, Jump +7, Knowledge (local) +2, Listen +6, Move Silently +2, Profession (farmer) +11, Spot +12, Survival +4; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 8 (Hardworking); Code of Honour: Barbaric; Allegiances:  Former owner, chieftain; Possessions:  Broadsword, horned helmet, brass scale corselet with coins sewn into it, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.) 
Nordheimir Leiding
Leiding:  The leiding is a man who rents or leases his land to another in return for payment in food.  The leiding is usually a wealthy land-owner or farmer and his tenant can be anyone from a former slave to a chieftain.  He is a free man with all the rights and duties of such in Nordheimir society.  If they acquire considerable wealth, they become jarls.
Elite Leiding Youth
Medium Humanoid Nordheimer barbarian 1/noble 1; Hit Dice: 1d10+1d8+6 (16 hit points); Initiative: +2 (+0 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+0 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+3; Attack: War sword +3 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +5 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+6/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +2, Will +1; Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +2, Hide +1, Intimidate +5, Diplomacy +4, Jump +3, Knowledge (local) +2, Knowledge (warfare) +1, Listen +1, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 4 (Brave); Code of Honour: None; Allegiances:  Chieftain; Possessions:  War sword, brass scale corselet, round shield, worsted wool trousers, linen tunic, wool cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), hack-silver armlet
Elite Young Leiding Adult

Medium Humanoid Nordheimer barbarian 2/ noble 1; Hit Dice: 2d10+1d8+9 (24 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+1 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+4; Attack: War sword +4 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +6 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+7/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +4 (+7 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Diplomacy +4, Hide +1, Intimidate +6, Jump +3, Knowledge (local) +2, Knowledge (warfare) +1, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +5; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 5 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), steel cap with horns and coins decorating the rim, hack-silver armlet, one gold ring
Elite Young Adult Leiding Warrior

Medium Humanoid Nordheimer barbarian 3/ noble 1; Hit Dice: 3d10+1d8+12 (32 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+2 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+6; Attack: War sword +6 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +8 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+9/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +5 (+8 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +4, Diplomacy +4, Hide +1, Intimidate +7, Jump +4, Knowledge (local) +2, Knowledge (warfare) +1, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +5, Survival +6; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 6 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), steel cap with horns and coins decorating the rim, hack-silver armlet, two gold rings
Elite Veteran Leiding Warrior

Medium Humanoid Nordheimer barbarian 4/ noble 1; Hit Dice: 4d10+1d8+15 (41 hit points); Initiative: +4 (+0 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+3 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: War sword +7 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +9 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+10/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +4, Will +5 (+8 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Climb +4, Craft (any) +5, Diplomacy +4, Hide +1, Intimidate +8, Jump +5, Knowledge (local) +2, Knowledge (warfare) +1, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +5, Survival +7; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 7 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), steel cap with horns and coins decorating the rim, gold armlets, hack-silver armlet, three gold rings
Elite Accomplished Veteran Leiding Warrior

Medium Humanoid Nordheimer barbarian 5/ noble 1; Hit Dice: 5d10+1d8+18 (49 hit points); Initiative: +5 (+1 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  14/12 (+3 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +5/+8; Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+11/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +5, Will +5 (+8 vs. Corruption); Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Climb +4, Craft (any) +6, Diplomacy +4, Hide +2, Intimidate +9, Jump +5, Knowledge (local) +2, Knowledge (warfare) +1, Listen +3, Move Silently +2, Profession (farmer) +1, Spot +6, Survival +7; Feats: Cleave, Fighting-Madness, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 8 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, brass scale corselet, round shield, worsted wool trousers, linen tunic with coins sewn into it, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), steel cap with horns and coins decorating the rim, gold armlets, hack-silver armlet, four gold rings
Elite Jarl

Medium Humanoid Nordheimer barbarian 9/ noble 1; Hit Dice: 9d10+1d8+40 (94 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  17/15 (+6 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: War sword +13/+8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +15/+10 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+1 mêlée (1d12+16/19-20 x2/ AP 9); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +10, Ref +7, Will +8 (+11 vs. Corruption); Abilities: Str 19, Dex 13, Con 18, Int 12, Wis 10, Cha 14; Skills:  Bluff +6, Climb +7, Craft (any) +10, Diplomacy +5, Hide +2, Intimidate +14, Jump +7, Knowledge (local) +3, Knowledge (warfare) +3, Listen +5, Move Silently +2, Profession (farmer) +2, Spot +11, Survival +12; Feats:  Cleave, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Sunder, Power Attack; Reputation: 16 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, brass scale corselet with coins sewn into it, round shield, worsted wool trousers, linen tunic with coins sewn into it, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), steel cap with horns and coins decorating the rim, gold armlets, hack-silver armlet, five gold rings 
Nordheimir Skalds

Skald:  A skald is a Nordheimir poet, a scholar who retains the oral history, culture and traditions of the clan.  

Lawspeaker:  Usually a skald, a lawspeaker is a Nordheimir who has memorised the laws of the Thing or Althing.  He recites the laws at the outset of these gatherings to ensure the laws are remembered and obeyed by all present.  For a Lawspeaker, the Knowledge (any) should be Knowledge (laws).
Young Skald Apprentice

Medium Humanoid Nordheimer barbarian 1; Hit Dice: 1d10+1 (6 hit points); Initiative: +2 (+0 Dex, +2 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+0 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +1/+3; Attack: War sword +3 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +5 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+6/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track; Space/Reach: 5 ft./5 ft.; Saves: Fort +3, Ref +2, Will +2 (+5 vs. Corruption); Abilities: Str 15, Dex 11, Con 12, Int 14, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +5, Hide +1, Intimidate +7, Jump +3, Knowledge (local) +4, Knowledge (history) +6, Listen +1, Move Silently +1, Perform (poetry) +5, Profession (farmer) +1, Spot +4, Survival +4; Feats: Fighting-Madness, Power Attack; Reputation: 2 (Talented); Code of Honour: Barbaric; Allegiances:  Master Skald, Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Skald Apprentice
Medium Humanoid Nordheimer barbarian 2; Hit Dice: 2d10+2 (13 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+1 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+4; Attack: War sword +4 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +6 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+7/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword; Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +3, Will +2 (+5 vs. Corruption); Abilities: Str 15, Dex 11, Con 12, Int 14, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +5, Hide +1, Intimidate +6, Jump +3, Knowledge (local) +4, Knowledge (history) +6, Knowledge (religion) +3, Listen +2, Move Silently +1, Perform (poetry) +6, Profession (farmer) +1, Spot +4, Survival +5; Feats: Fighting-Madness, Power Attack; Reputation: 3 (Talented); Code of Honour: Barbaric; Allegiances:  Master Skald, Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Young Adult Skald
Medium Humanoid Nordheimer barbarian 3; Hit Dice: 3d10+3 (19 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+2 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  17 (+1 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+5; Attack: War sword +5 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +7 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+8/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +3, Will +3 (+6 vs. Corruption); Abilities: Str 15, Dex 11, Con 12, Int 14, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +6, Hide +1, Intimidate +7, Jump +3, Knowledge (local) +4, Knowledge (history) +6, Knowledge (any) +3, Knowledge (religion) +3, Listen +2, Move Silently +1, Perform (poetry) +7, Profession (farmer) +1, Spot +5, Survival +6; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 5 (Talented); Code of Honour: Barbaric; Allegiances:  Master Skald, Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Young Adult Skald Warrior

Medium Humanoid Nordheimer barbarian 4; Hit Dice: 4d10+4 (26 hit points); Initiative: +4 (+0 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+3 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: War sword +7 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +9 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+10/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +4, Will +3 (+6 vs. Corruption); Abilities: Str 16, Dex 11, Con 12, Int 14, Wis 8, Cha 12; Skills:  Bluff +5, Climb +4, Craft (any) +7, Hide +1, Intimidate +8, Jump +5, Knowledge (local) +4, Knowledge (history) +7, Knowledge (any) +3, Knowledge (religion) +3, Listen +2, Move Silently +1, Perform (poetry) +8, Profession (farmer) +1, Spot +5, Survival +7; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 6 (Talented); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic with coins sewn into it, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), hack-silver armlet, two gold rings
Veteran Skald
Medium Humanoid Nordheimer barbarian 5; Hit Dice: 5d10+5 (32 hit points); Initiative: +4 (+0 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+3 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +5/+8; Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+11/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +4, Will +3 (+6 vs. Corruption); Abilities: Str 16, Dex 11, Con 12, Int 14, Wis 8, Cha 12; Skills:  Bluff +5, Climb +4, Craft (any) +8, Hide +1, Intimidate +9, Jump +5, Knowledge (local) +6, Knowledge (history) +9, Knowledge (any) +5, Knowledge (geography) +5, Knowledge (religion) +5, Listen +3, Move Silently +1, Perform (poetry) +9, Profession (farmer) +1, Spot +6, Survival +7; Feats: Fighting-Madness, Improved Sunder, Knowledgeable, Power Attack; Reputation: 7 (Talented); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic with coins sewn into it, woolen cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), gold armlets, hack-silver armlet, two gold rings
Accomplished Skald
Medium Humanoid Nordheimer barbarian 6; Hit Dice: 6d10+6 (39 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  15/13 (+4 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+9; Attack: War sword +9/+4 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +11/+6 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5/+0 mêlée (1d12+12/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, mobility, diehard; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +6, Will +4 (+7 vs. Corruption); Abilities: Str 17, Dex 12, Con 13, Int 15, Wis 9, Cha 13; Skills:  Bluff +5, Climb +5, Craft (any) +8, Hide +2, Intimidate +10, Jump +5, Knowledge (local) +6, Knowledge (history) +9, Knowledge (any) +6, Knowledge (geography) +5, Knowledge (religion) +5, Listen +3, Move Silently +2, Perform (poetry) +13, Profession (farmer) +1, Spot +7, Survival +8; Feats: Fighting-Madness, Improved Sunder, Knowledgeable, Power Attack, Skill Focus (Perform); Reputation: 8 (Talented); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, worsted wool tunic with coins sewn into it, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), gold armlets, hack-silver armlet, three gold rings
Master Skald
Medium Humanoid Nordheimer barbarian 9; Hit Dice: 9d10+9 (60 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  17/15 (+6 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: War sword +13/+8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +15/+10 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+1 mêlée (1d12+16/19-20 x2/ AP 9); Special Attacks: Versatility (no penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +7, Will +5 (+8 vs. Corruption); Abilities: Str 18, Dex 12, Con 13, Int 15, Wis 9, Cha 13; Skills:  Bluff +5, Climb +7, Craft (any) +11, Hide +2, Intimidate +13, Jump +7, Knowledge (local) +7, Knowledge (history) +10, Knowledge (any) +7, Knowledge (geography) +5, Knowledge (religion) +5, Listen +4, Move Silently +2, Perform (poetry) +16, Profession (farmer) +1, Spot +10, Survival +11; Feats:  Fighting-Madness, Greater Sunder, Improved Sunder, Knowledgeable, Power Attack, Skill Focus (Perform); Reputation: 13 (Talented); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic with coins sewn into it, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), gold armlets, hack-silver armlet, four gold rings
Legendary Skald

Medium Humanoid Nordheimer barbarian 13; Hit Dice: 10d10+20+9+10 (94 hit points); Initiative: +9 (+1 Dex, +8 Ref); Speed: 25 ft.; Dodge Defence:  20/18 (+9 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  23 (+4 level, +5 Str, +4 shield); DR:  8 (+5 brass scale corselet, +1 helmet, +2 natural); Base Attack Bonus/Grapple: +13/+18; Attack: War sword +18/+13/+8 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness Attack: War sword +20/+15/+10 mêlée (1d12+8/19-20 x2/ AP 10); Fighting-Madness plus Power Attack: War sword +7/+2/-3 mêlée (1d12+21/19-20 x2/ AP 10); Special Attacks: Versatility (no penalty), crimson mist, greater crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +4, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, improved mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +10, Ref +9, Will +7 (+10 vs. Corruption); Abilities: Str 20, Dex 13, Con 14, Int 16, Wis 10, Cha 14; Skills:  Bluff +10, Climb +8, Craft (any) +12, Hide +4, Intimidate +18, Jump +10, Knowledge (local) +8, Knowledge (history) +12, Knowledge (any) +9, Knowledge (geography) +7, Knowledge (religion) +7, Listen +9, Move Silently +2, Perform (poetry) +21, Profession (farmer) +2, Sense Motive +4, Spot +11, Survival +12; Feats:  Fighting-Madness, Carouser, Greater Sunder, Improved Sunder, Knowledgeable, Power Attack, Skill Focus (Perform), Toughness; Reputation: 17 (Talented); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, fur-lined boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.), gold armlets, hack-silver armlet, five gold rings
Nordheimir Goði (or Godar)

Nordheimir scholars are a rare breed.  Nordheimer shamans, known as godi in Vanaheim and godar in Asgard, tend to be more political than religious, taking a chieftain-like role as well as ensuring the proper ceremonies are conducted for any given event.  Religion tends to be a personal event among the Nordheimer, but even they have their oracles, much as the Cimmerians do.  A Nordheimer can only take the scholar class by virtue of his bloodline, his wealth and his Reputation.  If he is found lacking in any of these three areas, then he will not be chosen for this role.  The character must be descended from a king or shaman, he must be wealthy as Nordheimer measure wealth and his Reputation must exceed 10 before he can multi-class into scholar.  Worship is conducted outdoors around places such as beneath guardian trees, near sacred wells or within sacred arrangements of stones.  The Nordheimer shaman focuses on Divination sorcery styles almost exclusively, although a few branch out into Cosmic Sorcery and/or Hypnotism.  Mostly, they take the bonus feats and bonus skill points in lieu of new styles and further advanced spells once they have learned the Divination sorcery style.  These scholars will focus on Knowledge skills (as many as possible) and Perform skills (to convey their knowledge)

Godi/Godar
Medium Nordheimir Barbarian 5/ Borderer 5/ Scholar 3; Hit Dice: 10d10+3+40 (Con) +10 (toughness) (108 hit points); Initiative: +8 (-1 Dex, +9 Ref); Speed: 25 ft.; Dodge Defence: 17 (+6 level, -1 Dex, +2 favoured terrain); Parry Defence: 22 (+4 level, +4 Str, +4 round shield); DR: 7 (+6 scale hauberk, +1 steel cap with horns); BAB/Grapple: +12/+16; Attack: War sword +16 melee; Full Attack: War sword +16/+11/+6 melee ; Damage: War sword 1d12+5/ 17-20 x2/ AP 8; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimir traits, fearless, favoured terrain +2, improved Nordheimir combat style (+1 AP with swords & axes, Improved Sunder feat), bite sword, trap sense +1, uncanny dodge, new sorcery style x2, scholar, acolyte background, base power points, knowledge is power, +1 power point, advanced spell, bonus spell; Saves: Fort +13, Ref +8, Will +10 (+13 vs. Corruption); Abilities: Str 18, Dex 9, Con 18, Int 12, Wis 14, Cha 16; Skills:  Bluff +4, Climb +12, Craft (weaponsmithing) +7, Heal +5, Intimidate +12, Jump +9, Knowledge (arcana) +9, Knowledge (geography) +4, Knowledge (history) +4, Knowledge (local) +6, Knowledge (nature) +7, Perform (ritual) +4, Sense Motive +4, Spot +15, Survival +15; Feats: Diehard, Endurance, Fighting-Madness, Greater Sunder, Improved Bull Rush, Improved Critical, Improved Sunder, Mobility, Power Attack, Priest, Skill Focus (survival), Steely Gaze, Toughness, Track; Code of Honour: Barbaric; Reputation: 16 (any); Leadership: – ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 7 (base 4, +2 Wis, +1 bonus; 14 maximum); Magical Attack: +6 (+3 level, +3 Cha); Sorcery Styles: Divination, Nature Magic (note: 90% sorcery failure if wearing armour); Spells Known: Psychometry, shamanic ecstasy, summon animal, visions ; Corruption: 0; Insanity: –; Possessions: War sword, knee high boots, scale hauberk with coins sewn into it, large shield, fur mantle, steel cap with horns and coins decorating the rim, gold armlets, hack-silver armlet, three gold rings

* includes +1 circumstance bonus made in temperate or cold hills and mountains

Nordheimir Valkyrie (Shield-Maidens)

Elite Young Adult Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 1/ soldier 1; Hit Dice: 2d10+1d6+9+3 (27 hit points); Initiative: +42 (+0 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  10/8 (+0 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+4; Attack: War sword +4 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +6 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+6/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +4, Will +4 (+7 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +6, Craft (any) +2, Hide +1, Intimidate +7, Jump +4, Knowledge (local) +3, Knowledge (warfare) +1, Listen +2, Move Silently +1, Perform (poetry) +2, Profession (farmer) +1, Sense Motive +0, Spot +4, Survival +4, Tumble +1; Feats: Fighting-Madness, Improved Sunder, Power Attack, Toughness; Reputation: 5 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Adult Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 2/ soldier 1; Hit Dice: 2d10+2d6+12+4 (34 hit points); Initiative: +5 (+0 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+1 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  17 (+0 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+6; Attack: War sword +6 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +8 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+9/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire, aura of authority +2 (bonus to Will saves and Intimidate checks), compelling performance 1/day; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +5, Will +7 (+10 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +6, Craft (any) +2, Hide +1, Intimidate +10, Jump +4, Knowledge (local) +4, Knowledge (rumours) +1, Knowledge (warfare) +2, Listen +3, Move Silently +1, Perform (poetry) +3, Profession (farmer) +1, Sense Motive +1, Spot +5, Survival +4, Tumble +2; Feats: Fighting-Madness, Improved Sunder, Power Attack, Toughness; Reputation: 7 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Experienced Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 2/ soldier 2; Hit Dice: 3d10+2d6+15+5 (44 hit points); Initiative: +9 (+0 Dex, +5 Ref, +4 imp. Init.); Speed: 25 ft.; Dodge Defence:  12/10 (+2 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: War sword +7 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +9 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+10/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire, aura of authority +2 (bonus to Will saves and Intimidate checks), compelling performance 1/day; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +5, Will +7 (+10 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +6, Craft (any) +2, Hide +1, Intimidate +11, Jump +4, Knowledge (local) +4, Knowledge (rumours) +1, Knowledge (warfare) +3, Listen +3, Move Silently +1, Perform (poetry) +3, Profession (farmer) +1, Sense Motive +1, Spot +5, Survival +4, Tumble +2; Feats: Fighting-Madness, Improved Initiative, Improved Sunder, Power Attack, Toughness; Reputation: 9 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain or Jarl; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Veteran Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 3/ soldier 2; Hit Dice: 3d10+3d6+18+6 (51 hit points); Initiative: +10 (+1 Dex, +5 Ref, +4 imp. Init.); Speed: 25 ft.; Dodge Defence:  14/12 (+3 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +5/+8; Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+11/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), secret art (sneak attack +1d6); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire, aura of authority +2 (bonus to Will saves and Intimidate checks), compelling performance 1/day; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +6, Will +7 (+10 vs. Corruption); Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +6, Craft (any) +2, Gather Information +2, Hide +2, Intimidate +12, Jump +4, Knowledge (local) +5, Knowledge (rumours) +2, Knowledge (warfare) +3, Listen +3, Move Silently +2, Perform (poetry) +4, Profession (farmer) +1, Sense Motive +2, Spot +6, Survival +4, Tumble +3; Feats: Fighting-Madness, Improved Initiative, Improved Sunder, Power Attack, Steely Gaze, Toughness; Reputation: 10 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain or Jarl; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Master Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 3/ soldier 3; Hit Dice: 4d10+3d6+21+7 (60 hit points); Initiative: +11 (+1 Dex, +6 Ref, +4 imp. Init.); Speed: 25 ft.; Dodge Defence:  14/12 (+3 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  20 (+3 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+9; Attack: War sword +9/+4 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +11/+6 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5/-1 mêlée (1d12+12/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), secret art (sneak attack +1d6), formation combat (skirmisher); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire, aura of authority +2 (bonus to Will saves and Intimidate checks), compelling performance 1/day; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +7, Will +8 (+11 vs. Corruption); Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +6, Craft (any) +2, Gather Information +2, Hide +2, Intimidate +13, Jump +5, Knowledge (local) +5, Knowledge (rumours) +2, Knowledge (warfare) +3, Listen +3, Move Silently +2, Perform (poetry) +4, Profession (farmer) +1, Sense Motive +2, Spot +6, Survival +4, Tumble +3; Feats: Fighting-Madness, Improved Initiative, Improved Sunder, Power Attack, Steely Gaze, Toughness; Reputation: 11 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain or Jarl; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Master Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 4/ soldier 4; Hit Dice: 5d10+4d6+27+9 (78 hit points); Initiative: +12 (+1 Dex, +7 Ref, +4 imp. Init.); Speed: 25 ft.; Dodge Defence:  16/14 (+5 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  23 (+4 level, +4 Str, +4 shield, +1 parry); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +8/+12; Attack: War sword +12/+7 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +14/+9 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+0 mêlée (1d12+15/19-20 x2/ AP 9); Special Attacks: Versatility (-2 penalty), secret art (sneak attack +1d6), formation combat (skirmisher); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire, aura of authority +2 (bonus to Will saves and Intimidate checks), compelling performance 1/day, seductive savant (+2 competence bonus to Perform); Space/Reach: 5 ft./5 ft.; Saves: Fort +10, Ref +8, Will +9 (+12 vs. Corruption); Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +6, Craft (any) +2, Gather Information +3, Hide +2, Intimidate +15, Jump +5, Knowledge (local) +5, Knowledge (rumours) +3, Knowledge (warfare) +4, Listen +4, Move Silently +2, Perform (poetry) +7, Profession (farmer) +1, Sense Motive +3, Spot +7, Survival +4, Tumble +4; Feats: Fighting-Madness, Greater Sunder, Improved Initiative, Improved Sunder, Parry, Power Attack, Steely Gaze, Toughness; Reputation: 13 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain or Jarl; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Heroic Valkyrie

Medium Humanoid Nordheimer barbarian 1/temptress 5/ soldier 4; Hit Dice: 5d10+5d6+40+10 (95 hit points); Initiative: +12 (+1 Dex, +7 Ref, +4 imp. Init.); Speed: 25 ft.; Dodge Defence:  16/14 (+5 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  23 (+4 level, +4 Str, +4 shield, +1 parry); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +8/+12; Attack: War sword +12/+7 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +14/+9 mêlée (1d12+7/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +6/+0 mêlée (1d12+15/19-20 x2/ AP 9); Special Attacks: Versatility (-2 penalty), secret art (sneak attack +1d6), formation combat (skirmisher); Special Qualities: Nordheimer traits, fearless, track, comeliness, savoir-faire, aura of authority +2 (bonus to Will saves and Intimidate checks), compelling performance 1/day, seductive savant (+2 competence bonus to Perform), spurn seduction; Space/Reach: 5 ft./5 ft.; Saves: Fort +11, Ref +8, Will +10 (+13 vs. Corruption); Abilities: Str 19, Dex 13, Con 18, Int 12, Wis 10, Cha 14; Skills:  Bluff +7, Craft (any) +3, Gather Information +5, Hide +2, Intimidate +17, Jump +6, Knowledge (local) +7, Knowledge (rumours) +5, Knowledge (warfare) +5, Listen +6, Move Silently +2, Perform (poetry) +9, Profession (farmer) +2, Sense Motive +5, Spot +9, Survival +5, Tumble +4; Feats: Fighting-Madness, Greater Sunder, Improved Initiative, Improved Sunder, Parry, Power Attack, Steely Gaze, Toughness; Reputation: 15 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain or Jarl; Possessions:  War sword, horned helmet, brass scale corselet, round shield, full-length tunic of wool with an oval neckline and long sleeves, wool apron-dress  (tubular if Vanir, wrap-around if Æsir) suspended from the shoulders by a pair of oval tortoise brooches, long-sleeved coat pinned at the solar-plexus with another brooch, straps hang from the various brooches to hold personal items, woollen cloak with hood, knitted stockings, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Nordheimir Harrowers
The harrower is a fearsome character, combining the most lethal characteristics of the barbarian and the thief to create a stealthy killer, advance scout and wilderness hunter.  They sense traps, survive instinctively and react lightning fast.  They are expert at setting up woodland traps and ambushes, then herding enemies into the traps and ambushes.  Harrowers are tacticians.  For example, they may build a palisade in the wilderness, then chase after a column of troops, making such noise that there seemed to be more than there really are, herding the doomed soldiers into the wall. Once stopped by the wall, other harrowers or tribesmen, hiding in the trees or cliffs, then pelt the soldiers with arrows until the soldiers are all dead.

Elite Young Adult Hauldr Harrower

Medium Humanoid Nordheimer barbarian 2/thief 1; Hit Dice: 2d10+1d6+6 (21 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+1 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +2/+4; Attack: War sword +4 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +6 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+7/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (war sword), sneak attack +1d6/+1d8; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap disarming; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +6, Will -1; Abilities: Str 15, Dex 12, Con 14, Int 10, Wis 8, Cha 11; Skills:  Bluff +5, Craft (woodland traps) +3, Hide +3, Intimidate +5, Jump +4, Knowledge (local) +2, Listen +4, Move Silently +3, Profession (farmer) +1, Spot +5, Survival +6, Tumble +2; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 3 (Reaver); Code of Honour: None; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Adult Hauldr Harrower

Medium Humanoid Nordheimer barbarian 2/thief 2; Hit Dice: 2d10+2d6+8 (26 hit points); Initiative: +7 (+1 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+2 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+6; Attack: War sword +6 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +8 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+9/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (war sword), sneak attack +1d6/+1d8; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap disarming, eyes of the cat; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +7, Will -1 ; Abilities: Str 16, Dex 12, Con 14, Int 10, Wis 8, Cha 11; Skills:  Bluff +6, Craft (woodland traps) +3, Hide +4, Intimidate +5, Jump +6, Knowledge (local) +3, Listen +5, Move Silently +4, Profession (farmer) +1, Spot +6, Survival +6, Tumble +2; Feats: Fighting-Madness, Improved Sunder, Power Attack; Reputation: 4 (Reaver); Code of Honour: None; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Veteran Hauldr Harrower

Medium Humanoid Nordheimer barbarian 3/thief 3; Hit Dice: 2d10+2d6+8 (26 hit points); Initiative: +11 (+1 Dex, +6 Ref, +4 imp. Init.); Speed: 25 ft.; Dodge Defence:  14/12 (+3 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +5/+8; Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+11/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack style (war sword), sneak attack +2d6/+2d8; Special Qualities: Nordheimer traits, fearless, track, bite sword, trap disarming, eyes of the cat, trap sense +2, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +7, Will +1 ; Abilities: Str 17, Dex 13, Con 15, Int 11, Wis 9, Cha 12; Skills:  Bluff +9, Craft (woodland traps) +5, Hide +5, Intimidate +6, Jump +7, Knowledge (local) +4, Listen +6, Move Silently +5, Profession (farmer) +1, Spot +7, Survival +7, Tumble +3; Feats: Fighting-Madness, Improved Initiative, Improved Sunder, Power Attack; Reputation: 7 (Reaver); Code of Honour: None; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Nordheimir Reavers & War Leaders
All Nordheimir tribes have one or two individuals who seriously study warfare and tactics, destined to become the tribe's war leader.  A war leader must be able to lead war parties successfully, so the Nordheimer's ability to sense traps becomes important, especially when leading war parties against foes in the wild who use natural traps.

Elite Young Adult Hauldr Reaver
Medium Humanoid Nordheimer barbarian 2/soldier 1; Hit Dice: 3d10+9 (26 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+1 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+5; Attack: War sword +6 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +8 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+8/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +3, Will -1; Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Hide +1, Intimidate +7, Jump +3, Knowledge (local) +2, Knowledge (warfare) +1, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +5; Feats: Fighting-Madness, Improved Sunder, Power Attack, Weapon Focus (war sword); Reputation: 4 (Daring); Code of Honour: None; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Adult Hauldr Reaver / War Leader

Medium Humanoid Nordheimer barbarian 2/soldier 2; Hit Dice: 4d10+12 (34 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+2 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: War sword +8 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +10 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +6 mêlée (1d12+10/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +3, Will -1; Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Hide +1, Intimidate +8, Jump +4, Knowledge (local) +2, Knowledge (warfare) +2, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +5; Feats: Fighting-Madness, Improved Overrun, Improved Sunder, Power Attack, Weapon Focus (war sword); Reputation: 5 (Daring); Code of Honour: None; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Veteran Hauldr Reaver / War Leader

Medium Humanoid Nordheimer barbarian 3/soldier 3; Hit Dice: 6d10+18 (51 hit points); Initiative: +5 (+1 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  14/12 (+3 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+9; Attack: War sword +10/+5 mêlée (1d12+4/19-20 x2/ AP 6); Fighting-Madness Attack: War sword +12/+7 mêlée (1d12+6/19-20 x2/ AP 8); Fighting-Madness plus Power Attack: War sword +6/+1 mêlée (1d12+12/19-20 x2/ AP 8); Special Attacks: Versatility (-2 penalty), crimson mist, combat formation (skirmisher); Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +5, Will +1; Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Craft (any) +3, Hide +2, Intimidate +9, Jump +5, Knowledge (local) +3, Knowledge (warfare) +3, Listen +2, Move Silently +2, Profession (farmer) +1, Spot +5, Survival +6; Feats: Fighting-Madness, Improved Overrun, Improved Sunder, Leadership, Power Attack, Weapon Focus (war sword); Reputation: 7 (Daring); Code of Honour: None; Allegiances:  Chieftain; Leadership: 8 (4th level cohort; 8 1st level followers); Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Hauldr Reaver / War Leader

Medium Humanoid Nordheimer barbarian 5/soldier 4; Hit Dice: 9d10+27 (77 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  16/14 (+5 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+13; Attack: War sword +14/+9 mêlée (1d12+7/17-20 x2/ AP 7); Fighting-Madness Attack: War sword +16/+11 mêlée (1d12+9/17-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +7/+2 mêlée (1d12+18/17-20 x2/ AP 9); Special Attacks: Versatility (-2 penalty), crimson mist, combat formation (skirmisher); Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +11, Ref +6, Will +1; Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Craft (any) +3, Hide +2, Intimidate +11, Jump +7, Knowledge (local) +4, Knowledge (warfare) +4, Listen +2, Move Silently +2, Profession (farmer) +1, Spot +7, Survival +8; Feats: Fighting-Madness, Greater Sunder, Improved Critical (war sword), Improved Overrun, Improved Sunder, Leadership, Power Attack, Weapon Focus (war sword), Weapon Specialisation (war sword); Reputation: 11 (Daring); Code of Honour: None; Allegiances:  Chieftain; Leadership: 12 (6th level cohort; 32 1st level, 1 2nd level followers); Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Heroic Hauldr Reaver / War Leader

Medium Humanoid Nordheimer barbarian 5/soldier 5; Hit Dice: 10d10+40 (95 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  16/14 (+5 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +10/+14; Attack: War sword +15/+10 mêlée (1d12+7/17-20 x2/ AP 7); Fighting-Madness Attack: War sword +17/+12 mêlée (1d12+9/17-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +7/+2 mêlée (1d12+19/17-20 x2/ AP 9); Special Attacks: Versatility (-2 penalty), crimson mist, combat formation (skirmisher); Special Qualities: Nordheimer traits, fearless, track, bite sword, trap sense +1, endurance, uncanny dodge, mobility, officer; Space/Reach: 5 ft./5 ft.; Saves: Fort +12, Ref +6, Will +2; Abilities: Str 19, Dex 13, Con 18, Int 12, Wis 10, Cha 14; Skills:  Bluff +6, Craft (any) +4, Hide +2, Intimidate +13, Jump +7, Knowledge (local) +5, Knowledge (warfare) +6, Listen +2, Move Silently +2, Profession (farmer) +2, Spot +8, Survival +10; Feats: Fighting-Madness, Greater Sunder, Improved Critical (war sword), Improved Overrun, Improved Sunder, Leadership, Power Attack, Weapon Focus (war sword), Weapon Specialisation (war sword); Reputation: 13 (Daring); Code of Honour: None; Allegiances:  Chieftain; Leadership: 16/14 (8th level cohort; 50 1st level, 2 2nd level, 1 3rd level followers); Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Nordheimir Scouts

Elite Young Adult Hauldr Scout

Medium Humanoid Nordheimer barbarian 2/borderer 1; Hit Dice: 3d10+9 (26 hit points); Initiative: +5 (+0 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+1 level, +0 Dex, +1 favoured terrain) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+5; Attack: War sword +5 mêlée (1d12+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +7 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness plus Power Attack: War sword +4 mêlée (1d12+8/19-20 x2/ AP 7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, track, bite sword, skill focus (survival), favoured terrain (plains) +1; Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +5, Will +2 (+5 vs. Corruption); Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Heal +2, Hide +2, Intimidate +6, Jump +3, Knowledge (geography) +1, Knowledge (local) +2, Listen +3, Move Silently +2, Profession (farmer) +1, Search +1, Spot +5, Survival +11; Feats: Fighting-Madness, Power Attack, Self-Sufficient; Reputation: 4 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Adult Hauldr Scout

Medium Humanoid Nordheimer barbarian 2/borderer 2; Hit Dice: 4d10+12 (34 hit points); Initiative: +6 (+0 Dex, +6 Ref); Speed: 25 ft.; Dodge Defence:  13/11 (+2 level, +0 Dex, +1 favoured terrain) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: War sword +7 mêlée (1d12+4/19-20 x2/ AP 7); Fighting-Madness Attack: War sword +9 mêlée (1d12+6/19-20 x2/ AP 9); Fighting-Madness plus Power Attack: War sword +5 mêlée (1d12+9/19-20 x2/ AP 9); Special Attacks: Versatility (-2 penalty), crimson mist, Nordheimer ice storm combat style (+1 AP); Special Qualities: Nordheimer traits, fearless, track, bite sword, skill focus (survival), favoured terrain (plains) +1; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +6, Will +2 (+5 vs. Corruption); Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Heal +4, Hide +2, Intimidate +6, Jump +4, Knowledge (geography) +2, Knowledge (local) +2, Listen +3, Move Silently +2, Profession (farmer) +1, Search +1, Spot +5, Survival +12; Feats: Fighting-Madness, Power Attack, Self-Sufficient; Reputation: 5 (Brave); Code of Honour: Barbaric; Allegiances:  Chieftain; Possessions:  War sword, helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Nordheimir Völvas

A völva is a Nordheimir sorceress who practises seid, the Nordheimir version of Shamanism.  Seid is considered unmanly in Nordheimir tradition, so almost all are female.  A few men, however, especially after a near-death experience, do take up the path.  Old women völvas are seen as representatives of the spirits of death.  Seid is considered unmanly because it is a manipulative practice, which runs counter to the Nordheimir code of forthright behaviour for men.  The primary forms of magic practised by völvas are Divination, Hypnotism, Nature Magic and Curses.  Really old and powerful völvas practise Necromancy.

Völvas wear black cloaks and a hood of black wool trimmed with white cat fur.  Some are nude beneath, others wear standard clothing for Nordheimir women.  A few carry swords.  They carry symbolic staffs of power (called seidstaffs) which aids in their magic. The seidstaff allows a völva to cast spells which would normally require her to touch the object the spell is being cast upon without actually touching that object; instead, she only has to touch the object with one end of the seidstaff whilst holding the staff’s other end.  In addition, the masterwork nature of the seidstaff gives a +1 bonus to the sorcerer’s attack roll.  A typical seidstaff  has Defence 7, 5 hit points, hardness 5, a break DC of 16 and costs 500 silver pieces (in relative value, not necessarily in coin).
When learning the Divination sorcery style, the völva learns shamanistic ecstasy (see Faith & Fervour), not astrological divination.  The völva is said to become incorporeal and take the likeness of animal as she travels through the realms of reality.  She achieves the trance through a variety of means, depending on who trained her.  Lotus, sleep deprivation, sensory deprivation and chanting are all methods used by various völva.

Alternatively, a völva could be built using the Temptress class, taking the sorcery secret arts.

Acolyte
Medium Female Nordheimir Scholar 3; Hit Dice: 3d6+3 (13 hit points); Initiative: +1 (+0 Dex, +1 Ref); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); BAB/Grapple: +2/+1; Attack: Seidstaff +2 melee finesse; Damage: Seidstaff 2d4-1/  x2/ AP 0; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x2, scholar, lay priest background, base power points, knowledge is power, +1 power point, advanced spell, bonus spell; Saves: Fort +2, Ref +1, Will +8 (+11 vs. Corruption); Abilities: Str 8, Dex 11, Con 12, Int 12, Wis 14, Cha 15; Skills:  Bluff +5, Craft (herbalism) +7, Heal +10, Hide +1*, Intimidate +8, Knowledge (arcana) +7, Knowledge (nature) +7, Knowledge (religion) +7, Listen +3*, Move Silently +1*, Perform (chant) +5, Perform (sing) +5, Perform (ritual) +8, Sense Motive +5, Spot +3*, Survival +11*; Feats: Ritual Sacrifice, Self-Sufficient; Code of Honour: Barbaric; Reputation: 5 (any); Leadership: – ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 7 (base 4, +2 Wis, +1 bonus; 14 maximum); Magical Attack: +3 (+1 level, +2 Cha); Sorcery Styles: Divination, Hypnotism ; Spells Known: Entrance, shamanic ecstasy, psychometry, torment ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude beneath), seidstaff 

Initiate
Medium Female Nordheimir Scholar 5; Hit Dice: 5d6+5 (22 hit points); Initiative: +1 (+0 Dex, +1 Ref); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); BAB/Grapple: +3/+2; Attack: Seidstaff +3 melee finesse; Damage: Seidstaff 2d4-1/  x2/ AP 0; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x3, scholar, lay priest background, base power points, knowledge is power, +1 power point, advanced spell x3, bonus spell; Saves: Fort +2, Ref +1, Will +11 (+14 vs. Corruption); Abilities: Str 8, Dex 11, Con 12, Int 12, Wis 14, Cha 16; Skills:  Bluff +7, Craft (herbalism) +7, Heal +12, Hide +2*, Intimidate +9, Knowledge (arcana) +9, Knowledge (nature) +9, Knowledge (religion) +9, Listen +5*, Move Silently +2*, Perform (chant) +7, Perform (sing) +7, Perform (ritual) +11, Sense Motive +6, Spot +3*, Survival +11*; Feats: Iron Will, Ritual Sacrifice, Self-Sufficient; Code of Honour: Barbaric; Reputation: 8 (any); Leadership: – ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 7 (base 4, +2 Wis, +1 bonus; 14 maximum); Magical Attack: +5 (+2 level, +3 Cha); Sorcery Styles: Divination, Hypnotism, Curses ; Spells Known: Entrance, hypnotic suggestion, lesser ill-fortune, shamanic ecstasy, psychometry, torment, visions ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude or clothing beneath), seidstaff 

Völva
Medium Female Nordheimir Scholar 7; Hit Dice: 7d6+7 (31 hit points); Initiative: +3 (+1 Dex, +2 Ref); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); BAB/Grapple: +5/+4; Attack: Seidstaff +6 melee finesse; Damage: Seidstaff 2d4-1/  x2/ AP 0; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x3, scholar, lay priest background, base power points, knowledge is power, +2 power points, advanced spell x5, bonus spell x1, improved maximum power points (triple); Saves: Fort +3, Ref +3, Will +12 (+15 vs. Corruption); Abilities: Str 9, Dex 12, Con 13, Int 13, Wis 15, Cha 17; Skills:  Bluff +8, Craft (herbalism) +9, Heal +14, Hide +3*, Intimidate +11, Knowledge (arcana) +11, Knowledge (nature) +11, Knowledge (religion) +11, Listen +6*, Move Silently +3*, Perform (chant) +8, Perform (sing) +8, Perform (ritual) +13, Sense Motive +7, Spot +3*, Survival +11*; Feats: Iron Will, Priest, Ritual Sacrifice, Self-Sufficient; Code of Honour: Barbaric; Reputation: 10 (any); Leadership: – ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 8 (base 4, +2 Wis, +2 bonus; 24 maximum); Magical Attack: +6 (+3 level, +3 Cha); Sorcery Styles: Divination, Hypnotism, Curses ; Spells Known: Domination, dream of wisdom, entrance, hypnotic suggestion, lesser ill-fortune, shamanic ecstasy, psychometry, torment, visions ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude or clothing beneath), seidstaff 

Revered Völva
Medium Female Nordheimir Scholar 9; Hit Dice: 9d6+9 (40 hit points); Initiative: +4 (+1 Dex, +3 Ref); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); BAB/Grapple: +6/+5; Attack: Seidstaff +7 melee finesse; Full Attack: Seidstaff +7/+2 melee finesse; Damage: Seidstaff 2d4-1/  x2/ AP 0; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x4, scholar, lay priest background, base power points, knowledge is power, +2 power points, advanced spell x7, bonus spell x1, improved maximum power points (triple); Saves: Fort +4, Ref +4, Will +13 (+16 vs. Corruption); Abilities: Str 9, Dex 12, Con 13, Int 13, Wis 15, Cha 18; Skills:  Bluff +10, Craft (herbalism) +11, Heal +16, Hide +4*, Intimidate +13, Knowledge (arcana) +13, Knowledge (nature) +13, Knowledge (religion) +13, Listen +6*, Move Silently +4*, Perform (chant) +9, Perform (sing) +9, Perform (ritual) +14, Sense Motive +8, Spot +4*, Survival +12*; Feats: Iron Will, Priest, Ritual Sacrifice, Self-Sufficient, Steely Gaze; Code of Honour: Barbaric; Reputation: 13 (any); Leadership: – ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 8 (base 4, +2 Wis, +2 bonus; 24 maximum); Magical Attack: +8 (+4 level, +4 Cha); Sorcery Styles: Divination, Hypnotism, Curses, Nature Magic ; Spells Known: Domination, dream of wisdom, entrance, greater ill-fortune, hypnotic suggestion, lesser ill-fortune, shamanic ecstasy, psychometry, savage beast, summon animal, torment, visions ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude or clothing beneath), seidstaff 

Legendary Völva
Medium Female Nordheimir Scholar 11; Hit Dice: 10d6+20+1 (56 hit points); Initiative: +4 (+1 Dex, +3 Ref); Speed: 30 ft.; Dodge Defence: 15 (+4 level, +1 Dex); Parry Defence: 14 (+4 level, +0 Str); BAB/Grapple: +8/+8; Attack: Seidstaff +9 melee finesse; Full Attack: Seidstaff +9/+4 melee finesse; Damage: Seidstaff 2d4/  x2/ AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x4, scholar, lay priest background, base power points, knowledge is power, +3 power points, advanced spell x9, bonus spell x2, improved maximum power points (triple); Saves: Fort +5, Ref +4, Will +15 (+18 vs. Corruption); Abilities: Str 10, Dex 13, Con 14, Int 14, Wis 16, Cha 19; Skills:  Bluff +11, Craft (herbalism) +14, Heal +19, Hide +5*, Intimidate +14, Knowledge (arcana) +16, Knowledge (nature) +16, Knowledge (religion) +16, Listen +8*, Move Silently +6*, Perform (chant) +10, Perform (sing) +10, Perform (ritual) +16, Sense Motive +10, Spot +6*, Survival +13*; Feats: Iron Will, Priest, Ritual Sacrifice, Self-Sufficient, Steely Gaze; Code of Honour: Barbaric; Reputation: 17 (any); Leadership: – ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 10 (base 4, +3 Wis, +3 bonus; 30 maximum); Magical Attack: +9 (+5 level, +4 Cha); Sorcery Styles: Divination, Hypnotism, Curses, Nature Magic ; Spells Known: Domination, dream of wisdom, enslave, entrance, greater ill-fortune, hypnotic suggestion, lesser ill-fortune, shamanic ecstasy, psychometry, ranged hypnotism, savage beast, summon animal, torment, visions, visions of torment and delight ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude or clothing beneath), seidstaff 

Völva (Daughter of Ymir)
Medium Female Nordheimir Scholar 14; Hit Dice: 10d6+20+4 (59 hit points); Initiative: +6 (+2 Dex, +4 Ref); Speed: 30 ft.; Dodge Defence: 17 (+5 level, +2 Dex); Parry Defence: 15 (+5 level, +0 Str); BAB/Grapple: +10/+10; Attack: Seidstaff +12 melee finesse; Full Attack: Seidstaff +12/+7 melee finesse; Damage: Seidstaff 2d4/  x2/ AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x5, scholar, lay priest background, base power points, knowledge is power, +4 power points, advanced spell x12, bonus spell x2, improved maximum power points (quadruple); Saves: Fort +6, Ref +6, Will +18 (+21 vs. Corruption); Abilities: Str 11, Dex 14, Con 15, Int 15, Wis 18, Cha 20; Skills:  Bluff +12, Craft (herbalism) +17, Heal +20, Hide +6*, Intimidate +18, Knowledge (arcana) +19, Knowledge (nature) +19, Knowledge (religion) +19, Listen +12*, Move Silently +10*, Perform (chant) +11, Perform (dance) +8, Perform (sing) +11, Perform (ritual) +20, Sense Motive +14, Spot +7*, Survival +14*; Feats: Iron Will, Leadership, Priest, Ritual Sacrifice, Self-Sufficient, Steely Gaze; Code of Honour: Barbaric; Reputation: 21 (any); Leadership: 20 (10th cohort; 150 1st level, 6 2nd level, 3 3rd level, 1 4th level followers) ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 12 (base 4, +4 Wis, +4 bonus; 48 maximum); Magical Attack: +12 (+7 level, +5 Cha); Sorcery Styles: Divination, Hypnotism, Curses, Nature Magic, Counterspells ; Spells Known: Curse of Yizil, dance of Atali, domination, dream of wisdom, enslave, entrance, greater ill-fortune, greater warding, hypnotic suggestion, lesser ill-fortune, shamanic ecstasy, psychometry, ranged hypnotism, savage beast, sorcerous news, summon animal, torment, visions, visions of torment and delight, warding ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude or clothing beneath), seidstaff 

Angel of Death
Medium Female Nordheimir Scholar 16; Hit Dice: 10d6+20+6 (61 hit points); Initiative: +7 (+2 Dex, +5 Ref); Speed: 30 ft.; Dodge Defence: 18 (+6 level, +2 Dex); Parry Defence: 16 (+6 level, +0 Str); BAB/Grapple: +12/+12; Attack: Seidstaff +14 melee finesse; Full Attack: Seidstaff +14/+9/+4 melee finesse; Damage: Seidstaff 2d4/  x2/ AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Sorcery; Special Qualities: Nordheimir traits, new sorcery style x6, scholar, lay priest background, base power points, knowledge is power, +4 power points, advanced spell x14, bonus spell x3, improved maximum power points (quadruple); Saves: Fort +7, Ref +7, Will +19 (+22 vs. Corruption); Abilities: Str 11, Dex 14, Con 15, Int 16, Wis 18, Cha 20; Skills:  Bluff +14, Craft (alchemy) +4, Craft (herbalism) +18, Heal +20, Hide +6*, Intimidate +20, Knowledge (arcana) +22, Knowledge (nature) +22, Knowledge (religion) +22, Listen +14*, Move Silently +10*, Perform (chant) +13, Perform (dance) +10, Perform (sing) +11, Perform (ritual) +22, Sense Motive +14, Spot +9*, Survival +14*; Feats: Iron Will, Leadership, Menacing Aura, Priest, Ritual Sacrifice, Self-Sufficient, Steely Gaze; Code of Honour: Barbaric; Reputation: 23 (any); Leadership: 22 (11th cohort; 250 1st level, 10 2nd level, 4 3rd level, 2 4th level, 1 5th level followers) ; Allegiances: Tribal chief, Ymir, ancestral spirits; Base Power Points: 12 (base 4, +4 Wis, +4 bonus; 48 maximum); Magical Attack: +13 (+8 level, +5 Cha); Sorcery Styles: Divination, Hypnotism, Curses, Nature Magic, Counterspells, Necromancy ; Spells Known: Children of the night, curse of Yizil, dance of Atali, domination, death touch, draw forth the soul, dream of wisdom, enslave, entrance, greater ill-fortune, greater warding, hypnotic suggestion, lesser ill-fortune, shamanic ecstasy, psychometry, raise dead, ranged hypnotism, savage beast, sorcerous news, summon animal, torment, visions, visions of torment and delight, warding ; Corruption: 0; Insanity: –; Possessions: Black cloak with woollen hood (nude or clothing beneath), seidstaff 

* includes +1 circumstance bonus made in temperate or cold hills and mountains

Nordheimir Brawler

These Nordheimir use the variant rules found in Hyboria's Finest (page 113), so track has been substituted with toughness and bite sword has been substituted with Tough as Nails.  These are northern iron men.  Although they carry shields to ward off blows from those with swords and axes, they usually discard them as soon as they find a foe to grapple.

Elite Adult Løysing Brawler

Medium Humanoid Nordheimer barbarian 2/soldier 1; Hit Dice: 3d10+9+3 (29 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  11/9 (+1 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  16 (+0 level, +2 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +3/+5; Attack: Unnarmed strike +5 mêlée (1d6+2); Fighting-Madness Attack: Unnarmed strike +6 mêlée (1d6+4); Fighting-Madness plus Power Attack: Unnarmed strike +3 mêlée (1d6+7); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, toughness, tough as nails (Hyboria's Finest); Space/Reach: 5 ft./5 ft.; Saves: Fort +8, Ref +3, Will -1; Abilities: Str 15, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Hide +1, Intimidate +7, Jump +3, Knowledge (local) +2, Knowledge (warfare) +1, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +5; Feats: Brawl, Fighting-Madness, Improved Unarmed Strike, Power Attack; Reputation: 4 (Brutal); Code of Honour: None; Allegiances:  Chieftain; Possessions:  Horned helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Adult Løysing Brawler

Medium Humanoid Nordheimer barbarian 2/soldier 2; Hit Dice: 4d10+12+4 (38 hit points); Initiative: +3 (+0 Dex, +3 Ref); Speed: 25 ft.; Dodge Defence:  12/10 (+2 level, +0 Dex) (-2 under a fighting madness); Parry Defence:  18 (+1 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +4/+7; Attack: Unnarmed strike +8 mêlée (1d6+3); Fighting-Madness Attack: Unnarmed strike +10 mêlée (1d6+5); Fighting-Madness plus Power Attack: Unnarmed strike +6 mêlée (1d6+9); Special Attacks: Versatility (-2 penalty), crimson mist; Special Qualities: Nordheimer traits, fearless, toughness, tough as nails (Hyboria's Finest); Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +3, Will -1; Abilities: Str 16, Dex 11, Con 16, Int 10, Wis 8, Cha 12; Skills:  Bluff +5, Craft (any) +3, Hide +1, Intimidate +8, Jump +4, Knowledge (local) +2, Knowledge (warfare) +2, Listen +2, Move Silently +1, Profession (farmer) +1, Spot +4, Survival +5; Feats: Brawl, Fighting-Madness, Improved Unarmed Strike, Power Attack, Weapon Focus (unnarmed strike); Reputation: 5 (Brutal); Code of Honour: None; Allegiances:  Chieftain; Possessions:  Horned helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Veteran Løysing Brawler

Medium Humanoid Nordheimer barbarian 3/soldier 3; Hit Dice: 6d10+18+6 (57 hit points); Initiative: +5 (+1 Dex, +4 Ref); Speed: 25 ft.; Dodge Defence:  14/12 (+3 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  19 (+2 level, +3 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +6/+9; Attack: Unnarmed strike +10/+5 mêlée (1d6+3); Fighting-Madness Attack: Unnarmed strike +12/+7 mêlée (1d6+5); Fighting-Madness plus Power Attack: Unnarmed strike +6/+1 mêlée (1d6+11); Special Attacks: Versatility (-2 penalty), crimson mist, combat formation (skirmisher); Special Qualities: Nordheimer traits, fearless, toughness, tough as nails (Hyboria's Finest), trap sense +1, endurance; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +5, Will +1; Abilities: Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Craft (any) +3, Hide +2, Intimidate +9, Jump +5, Knowledge (local) +3, Knowledge (warfare) +3, Listen +2, Move Silently +2, Profession (farmer) +1, Spot +5, Survival +6; Feats: Brawl, Fighting-Madness, Improved Grapple, Improved Unarmed Strike, Power Attack, Weapon Focus (unnarmed strike); Reputation: 7 (Brutal); Code of Honour: None; Allegiances:  Chieftain; Possessions:  Horned helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Løysing Brawler

Medium Humanoid Nordheimer barbarian 5/soldier 4; Hit Dice: 9d10+27+9 (86 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  16/14 (+5 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +9/+14; Attack: Unnarmed strike +14/+9 mêlée (1d6+6); Fighting-Madness Attack: Unnarmed strike +16/+11 mêlée (1d6+8); Fighting-Madness plus Power Attack: Unnarmed strike +7/+2 mêlée (1d6+17); Special Attacks: Versatility (-2 penalty), crimson mist, combat formation (skirmisher); Special Qualities: Nordheimer traits, fearless, toughness, tough as nails (Hyboria's Finest), trap sense +1, endurance, uncanny dodge, mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +11, Ref +6, Will +1; Abilities: Str 18, Dex 12, Con 17, Int 11, Wis 9, Cha 13; Skills:  Bluff +5, Craft (any) +3, Hide +2, Intimidate +11, Jump +7, Knowledge (local) +4, Knowledge (warfare) +4, Listen +2, Move Silently +2, Profession (farmer) +1, Spot +7, Survival +8; Feats: Brawl, Crushing Grip, Fighting-Madness, Improved Grapple, Improved Unarmed Strike, Power Attack, Weapon Focus (unnarmed strike), Weapon Focus (grapple), Weapon Specialisation (unnarmed strike); Reputation: 11 (Brutal); Code of Honour: None; Allegiances:  Chieftain; Possessions:  Horned helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Elite Heroic Løysing Brawler

Medium Humanoid Nordheimer barbarian 5/soldier 5; Hit Dice: 10d10+40+10 (105 hit points); Initiative: +6 (+1 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  16/14 (+5 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  21 (+3 level, +4 Str, +4 shield); DR:  6 (+5 brass scale corselet, +1 helmet); Base Attack Bonus/Grapple: +10/+15; Attack: Unnarmed strike +15/+10 mêlée (1d6+6); Fighting-Madness Attack: Unnarmed strike +17/+12 mêlée (1d6+8); Fighting-Madness plus Power Attack: Unnarmed strike +7/+2 mêlée (1d6+18); Special Attacks: Versatility (-2 penalty), crimson mist, combat formation (skirmisher); Special Qualities: Nordheimer traits, fearless, toughness, tough as nails (Hyboria's Finest), trap sense +1, endurance, uncanny dodge, mobility, officer; Space/Reach: 5 ft./5 ft.; Saves: Fort +12, Ref +6, Will +2; Abilities: Str 19, Dex 13, Con 18, Int 12, Wis 10, Cha 14; Skills:  Bluff +6, Craft (any) +4, Hide +2, Intimidate +13, Jump +7, Knowledge (local) +5, Knowledge (warfare) +6, Listen +2, Move Silently +2, Profession (farmer) +2, Spot +8, Survival +10; Feats: Brawl, Crushing Grip, Fighting-Madness, Improved Grapple, Improved Unarmed Strike, Power Attack, Weapon Focus (unnarmed strike), Weapon Focus (grapple), Weapon Specialisation (unnarmed strike); Reputation: 13 (Brutal); Code of Honour: None; Allegiances:  Chieftain; Possessions:  Horned helmet, brass scale corselet, round shield, worsted wool trousers, linen tunic, hide cloak, boots, comb made from antlers, small tools (for cleaning fingernails, ears, et. al.)

Nordheimir Chieftains and Kings
King:  A king is a chieftain who has consolidated more than one tribe or clan under his rule.  A chieftain with the Horde feat becomes a king while his horde is assembled.
Chieftain:  The chieftain is the head of a tribe or clan, usually owning around 18 farms.  The chieftain has the social responsibility to enforce the laws of Nordheimir society.  A chieftain is expected to be generous in all things and to protect the honour of the clan against outsiders.  The chieftain must be a good leader, a powerful warrior, an excellent speaker and able to inspire his men.  He is required to attend any Things or Althings or he loses his position.
Dominator Chieftain

Medium Humanoid Nordheimir barbarian 13
Hit Dice: 10d10+40+9 (104 hit points); Initiative: +9 (+1 Dex, +8 Ref); Speed: 25 ft.; Dodge Defence:  20/18 (+9 level, +1 Dex) (-2 under a fighting madness); Parry Defence:  23 (+4 level, +5 Str, +4 shield); DR:  8 (+5 brass scale corselet, +1 helmet, +2 natural); Base Attack Bonus/Grapple: +13/+18; Attack: War sword +18/+13/+8 mêlée (1d10+6/19-20 x2/ AP 8); Fighting-Madness Attack: War sword +20/+15/+10 mêlée (1d12+8/19-20 x2/ AP 10); Fighting-Madness Power Attack: War sword +7/+2/-3 mêlée (1d12+21/19-20 x2/ AP 10); Special Attacks: Versatility (no penalty), crimson mist, greater crimson mist; Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, improved mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +12, Ref +9, Will +7 (+10 vs. Corruption); Abilities: Str 20, Dex 12, Con 18, Int 12, Wis 10, Cha 15; Skills:  Bluff +10, Craft (leather-working) +5, Diplomacy +10, Hide +2, Intimidate +18, Knowledge (local) +3, Knowledge (warfare) +5, Listen +1, Move Silently +2, Profession (farmer) +2, Spot +9, Survival +17; Feats: Cleave, Fighting-Madness, Great Cleave, Greater Sunder, Horde, Improved Sunder, Leadership, Power Attack; Reputation: 20 (Reaver) (+3 modifier to skill checks); Leadership: 18/20 (9th level cohort; 150 1st level, 6 2nd level, 3 3rd level, and 1 4th level Æsir followers) ; Code of Honour: Barbaric; Possessions:  War sword, helmet, brass scale corselet with coins sewn into it, round shield, linen trousers, worsted wool tunic, fur-lined hide cloak, fur-lined boots

Charismatic Chieftain

Medium Humanoid Nordheimir barbarian 12; Hit Dice: 10d10+40+6 (101 hit points); Initiative: +7 (-1 Dex, +8 Ref) ; Speed: 25 ft. ; Dodge Defence:  18/16 (+9 level, -1 Dex) (-2 under a fighting madness); Parry Defence:  20 (+4 level, +2 Str, +4 shield); DR:  7 (+5 brass scale corselet, +1 helmet, +1 natural); Base Attack Bonus/Grapple: +12/+14; Attack: War sword +14/+9/+4 mêlée (1d10+3/19-20 x2/ AP 5); Fighting-Madness Attack: War sword +16/+14/+6 mêlée (1d12+5/19-20 x2/ AP 7); Fighting-Madness Power Attack: War sword +4/-1/-6 mêlée (1d12+17/19-20 x2/ AP 7); Special Attacks: Versatility (no penalty), crimson mist, greater crimson mist; Special Qualities: Nordheimer traits, fearless, bite sword, track, trap sense +3, endurance, uncanny dodge, mobility, diehard, improved uncanny dodge, improved mobility; Space/Reach: 5 ft./5 ft.; Saves: Fort +12, Ref +7, Will +5 (+8 vs. Corruption)  ; Abilities: Str 14, Dex 8, Con 18, Int 16, Wis 12, Cha 18; Skills:  Bluff +11, Craft (wood-working) +5, Diplomacy +14, Hide +0, Intimidate +21, Jump +7, Knowledge (geography) +7, Knowledge (local) +7, Knowledge (nature) +7,  Knowledge (warfare) +15, Listen +2, Move Silently +0, Profession (farmer) +3, Spot +13, Survival +16; Feats: Fighting-Madness, Greater Sunder, Horde, Improved Sunder, Knowledgeable, Leadership, Persuasive, Power Attack ; Reputation: 21 (Daring) (+3 modifier to skill checks); Leadership: 19/21 (9th level cohort; 200 1st level, 8 2nd level, 3 3rd level, and 1 4th level Æsir followers) ; Code of Honour: Barbaric; Possessions:  War sword, helmet, brass scale corselet, round shield, linen trousers, worsted wool tunic, fur-lined hide cloak, fur-lined boots
