Sample Non-Elite Cimmerians

These are brooding, analytical types (high Int, mid Wis, low Cha), not ones to get emotional – until it is time to fight, and they choose to unleash everything they hold in reserve in their fighting-madness.  They are rather anti-social toward strangers and are hard to get to know.
Young Warrior

Medium Humanoid (Cimmerian barbarian 1)
Hit Dice: 1d10 (10 hit points)
Initiative: +2 (+0 Dex, +2 Ref) 
Speed: 30 ft. 
Dodge Defence:  10 (+0 level, +0 Dex)
Parry Defence:  12 (+0 level, +2 Str) 
DR:  -​​
Base Attack Bonus/Grapple: +1/+3
Attack: Broadsword +3 (1d8+2/ x2/ AP 4)
Special Attacks: Versatility
Special Qualities: Cimmerian traits, fearless, track
Space/Reach: 5 ft./5 ft.
Saves: Fort +2, Ref +2, Will +3 (+6 vs. Corruption) 
Abilities: Str 15, Dex 10, Con 11, Int 10, Wis 9, Cha 8 

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

Young Adult Warrior

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

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

Seasoned Veteran

Medium Humanoid (Cimmerian barbarian 6)
Hit Dice: 6d10+6+6 (49 hit points) 
Initiative: +5 (+0 Dex, +5 Ref) 
Speed: 30 ft. 
Dodge Defence:  14 (+4 level, +0 Dex) 
Parry Defence:  18 (+2 level, +3 Str, +3 shield)
DR:  -​​
Base Attack Bonus/Grapple: +6/+9
Attack: Broadsword +9/+4 (1d8+3/ x2/ AP 5)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +5, Will +6 (+9 vs. Corruption) 
Abilities: Str 17, Dex 11, Con 12, Int 11, Wis 10, Cha 9 

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

War Chief

Medium Humanoid (Cimmerian barbarian 8)
Hit Dice: 8d10+8+8 (64 hit points) 
Initiative: +6 (+0 Dex, +6 Ref) 
Speed: 30 ft. 
Dodge Defence:  16 (+6 level, +0 Dex)
Parry Defence:  21 (+3 level, +4 Str, +4 shield) 
DR:  -​​
Base Attack Bonus/Grapple: +8/+12
Attack: Broadsword +12/+7 (1d8+4/ x2/ AP 6)
Special Attacks: Versatility (no penalty), crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, diehard, improved uncanny dodge
Space/Reach: 5 ft./5 ft.
Saves: Fort +7, Ref +6, Will +6 (+9 vs. Corruption) 
Abilities: Str 18, Dex 11, Con 12, Int 11, Wis 10, Cha 9 

Skills: Climb +15 (+17), Hide +11 (+13), Jump +6, Knowledge (local) +2, Heal +2, Move Silently +11 (+13), Spot +11 (+11), Survival +8 (+10)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Cleave, Improved Sunder, Power Attack, Self-Sufficient, Toughness
Reputation: 7 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief, Clan Champion
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

Clan Champion

Medium Humanoid (Cimmerian barbarian 10)
Hit Dice: 10d10+10 (69 hit points) (89 hit points under fighting-madness)
Initiative: +8 (+1 Dex, +7 Ref) 
Speed: 30 ft. 
Dodge Defence:  17/15 (+7 level, +0 Dex) [second number is when under fighting madness]
Parry Defence:  21/19 (+3 level, +4 Str, +4 shield) [second number is when under fighting madness]
DR:  1
Base Attack Bonus/Grapple: +10/+14
Attack: Broadsword +14/+9 (1d8+4/ 19-20 x2/ AP 6)

Fighting-Madness Attack: Broadsword +16/+11 (1d8+6/ x2/ AP 8)


Fighting-Madness with Power Attack: Broadsword +6/+1 (1d8+16/ x2/ AP6)
Special Attacks: Versatility (no penalty), crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, diehard, improved uncanny dodge, improved mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +8 (+10 fighting-madness), Ref +8, Will +7 (+10 vs. Corruption) 
Abilities: Str 19, Dex 12, Con 13, Int 12, Wis 11, Cha 10 

Skills: Climb +16 (+18), Hide +13 (+15), Jump +6, Knowledge (local) +2, Heal +2, Move Silently +13 (+15), Spot +13 (+15), Survival +9 (+11)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Cleave, Improved Bull Rush, Improved Sunder, Leadership, Power Attack, Self-Sufficient
Reputation: 10 (brave)

Leadership: 10 (5th level cohort, 18 1st level Cimmerians)
Code of Honour: Barbaric

Allegiances:  Clan Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

Sample Elite Cimmerians

These are brooding, analytical types (high Int, mid Wis, low Cha), not ones to get emotional – until it is time to fight, and they choose to unleash everything they hold in reserve in their fighting-madness.  They are rather anti-social toward strangers and are hard to get to know.

Young Warrior

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


Fighting-Madness Attack: Broadsword +6 (1d8+5/ x2/ AP7)
Special Attacks: Versatility
Special Qualities: Cimmerian traits, fearless, track
Space/Reach: 5 ft./5 ft.
Saves: Fort +3*, Ref +3, Will +4 (+7 vs. Corruption)* 
Abilities: Str 17, Dex 12, Con 13, Int 12, Wis 10, Cha 8 

Skills: Climb +9 (+11), Hide +5 (+7), Jump +5, Listen +4, Knowledge (local) +3, Heal +2, Move Silently +5 (+7), Spot +4 (+6), Survival +6 (+8)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Self-Sufficient
Reputation: 1 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife.

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

Young Adult Warrior

Medium Humanoid (Cimmerian barbarian 3)
Hit Dice: 3d10+3 (24 hit points) (30 hit points under fighting-madness)
Initiative: +4 (+1 Dex, +3 Ref) 
Speed: 30 ft. 
Dodge Defence:  13/11 (+2 level, +1 Dex) [second number is when under fighting madness]
Parry Defence:  17/15 (+1 level, +3 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +3/+6
Attack: Broadsword +6 (1d8+3/ x2/ AP 7)


Fighting-Madness Attack: Broadsword +8 (1d8+5/ x2/ AP 7)


Fighting-Madness with Power Attack: Broadsword +5 (1d8+8/ x2/ AP 7)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +1, endurance
Space/Reach: 5 ft./5 ft.
Saves: Fort +4*, Ref +4, Will +5 (+8 vs. Corruption)* 
Abilities: Str 17, Dex 12, Con 13, Int 12, Wis 10, Cha 8 

Skills: Climb +11 (+13), Hide +7 (+9), Jump +6, Listen +4, Knowledge (local) +3, Heal +2, Move Silently +7 (+9), Spot +6 (+8), Survival +7 (+9)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Power Attack, Self-Sufficient
Reputation: 2 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (targe).

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

Seasoned Veteran

Medium Humanoid (Cimmerian barbarian 6)
Hit Dice: 6d10+12 (49 hit points) (61 hit points under fighting-madness)
Initiative: +6 (+1 Dex, +5 Ref) 
Speed: 30 ft. 
Dodge Defence:  15/13 (+4 level, +1 Dex) [second number is when under fighting madness]
Parry Defence:  19/17 (+2 level, +4 Str, +3 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +6/+10
Attack: Broadsword +10/+5 (1d8+4/ x2/ AP 6)


Fighting-Madness Attack: Broadsword +12/+7 (1d8+6/ x2/ AP 8)


Fighting-Madness with Power Attack: Broadsword +7/+2 (1d8+12/ x2/ AP 8)
Special Attacks: Versatility, crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, diehard
Space/Reach: 5 ft./5 ft.
Saves: Fort +7*, Ref +6, Will +6 (+9 vs. Corruption)* 
Abilities: Str 18, Dex 13, Con 14, Int 13, Wis 11, Cha 9 

Skills: Climb +15 (+17), Hide +10 (+12), Jump +8, Listen +5, Knowledge (local) +3, Heal +2, Move Silently +10 (+12), Spot +9 (+11), Survival +8 (+10)  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Cleave, Improved Sunder, Power Attack, Self-Sufficient
Reputation: 5 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief, War Chief, Clan Champion
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (targe).

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

War Chief

Medium Humanoid (Cimmerian barbarian 8)
Hit Dice: 8d10+16 (64 hit points) (80 hit points under fighting-madness)
Initiative: +7 (+1 Dex, +6 Ref) 
Speed: 30 ft. 
Dodge Defence:  17/15 (+6 level, +1 Dex) [second number is when under fighting madness]
Parry Defence:  21/19 (+3 level, +4 Str, +4 shield) [second number is when under fighting madness]
DR:  -​​
Base Attack Bonus/Grapple: +8/+12
Attack: Broadsword +12/+7 (1d8+4/ x2/ AP 6)


Fighting-Madness Attack: Broadsword +14/+9 (1d8+6/ x2/ AP 8)


Fighting-Madness with Power Attack: Broadsword +6/+1 (1d8+14/ x2/ AP 8)
Special Attacks: Versatility (no penalty), crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +2, endurance, uncanny dodge, diehard, improved uncanny dodge
Space/Reach: 5 ft./5 ft.
Saves: Fort +7*, Ref +6, Will +6 (+9 vs. Corruption)* 
Abilities: Str 19, Dex 13, Con 14, Int 13, Wis 11, Cha 9 

Skills: Climb +15 (+17), Hide +12 (+14), Jump +8, Listen +5, Knowledge (local) +3, Heal +2, Move Silently +12 (+14), Spot +11 (+13), Survival +8 (+10), Tumble +7  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Cleave, Improved Sunder, Power Attack, Self-Sufficient
Reputation: 7 (brave)
Code of Honour: Barbaric

Allegiances:  Clan Chief, Clan Champion
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

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

Clan Champion

Medium Humanoid (Cimmerian barbarian 10)
Hit Dice: 10d10+20 (79 hit points) (99 hit points under fighting-madness)
Initiative: +9 (+2 Dex, +7 Ref) 
Speed: 30 ft. 
Dodge Defence:  19/17 (+7 level, +2 Dex) [second number is when under fighting madness]
Parry Defence:  22/20 (+3 level, +5 Str, +4 shield) [second number is when under fighting madness]
DR:  1​​
Base Attack Bonus/Grapple: +10/+15
Attack: Broadsword +15/+10 (1d8+5/ 19-20 x2/ AP 7)


Fighting-Madness Attack: Broadsword +17/+12 (1d8+7/ x2/ AP 9)


Fighting-Madness with Power Attack: Broadsword +7/+2 (1d8+17/ x2/ AP 9)
Special Attacks: Versatility (no penalty), crimson mist
Special Qualities: Cimmerian traits, fearless, track, bite sword, trap sense +3, endurance, uncanny dodge, diehard, improved uncanny dodge, improved mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +9 (+11 fighting-madness), Ref +9, Will +8 (+11 vs. Corruption) 
Abilities: Str 20, Dex 14, Con 15, Int 14, Wis 12, Cha 10 

Skills: Climb +18 (+20), Hide +15 (+17), Jump +10, Listen +6, Knowledge (local) +4, Heal +3, Move Silently +15 (+17), Spot +14 (+16), Survival +11 (+13), Tumble +8  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Cleave, Improved Bull Rush, Improved Sunder, Leadership, Power Attack, Self-Sufficient
Reputation: 10 (brave)

Leadership: 10 (5th level cohort, 18 1st level Cimmerians)
Code of Honour: Barbaric

Allegiances:  Clan Chief
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

Clan Chief

Medium Humanoid (Cimmerian barbarian 12)
Hit Dice: 10d10+30+6 (95 hit points) (115 hit points under fighting-madness)
Initiative: +9 (+2 Dex, +7 Ref) 
Speed: 30 ft. 
Dodge Defence:  21/19 (+9 level, +2 Dex) [second number is when under fighting madness]
Parry Defence:  23/21 (+4 level, +5 Str, +4 shield) [second number is when under fighting madness]
DR:  1​​
Base Attack Bonus/Grapple: +12/+17
Attack: Broadsword +17/+12/+7 (1d8+5/ 19-20 x2/ AP 7)


Fighting-Madness Attack: Broadsword +19/+14/+9 (1d8+7/ 19-20 x2/ AP 9)


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

Skills: Climb +18 (+20), Hide +15 (+17), Intimidate +12, Jump +10, Listen +6, Knowledge (local) +4, Heal +3, Move Silently +15 (+17), Spot +14 (+16), Survival +11 (+13), Tumble +8  (numbers in parentheses include circumstance bonus for cold hills and mountains)
Feats: Fighting Madness, Cleave, Greater Sunder, Improved Bull Rush, Improved Sunder, Leadership, Power Attack, Self-Sufficient
Reputation: 12 (brave)

Leadership: 12/14 (6th level cohort, 50 1st level Cimmerians, 2 2nd level Cimmerians, 1 3rd level Cimmerian)
Code of Honour: Barbaric

Allegiances:  
Possessions:  Léine, a saffron coloured linen shirt that hangs to below the knee, woollen trews as pants (worn in winter), woollen inar, mantle edged with a fringe, two belts (one to hold up their trews and another is worn around the léine), knee high boots of soft leather lined with wool, broadsword, knife, round shield (captured Nordheimer shield).

