Sun
Cimmerian Barbarian

Your true name is Adun, of the Clan of the Gaud. You are Cimmerian born and bred, a skilled warrior. You have a twin sister, Dana, nicknamed Moon – she is pale and darkhaired, you are blond like an Aesir from the north. Your father was a mighty champion of the Gaudic clan; he ate in the chieftain’s hall and was his right hand in battle. When you were old enough, you too took up the great broadsword favoured by the Cimmerians, and your sister Moon proved to be an incredible archer.
A few years ago, you and your sister were part of a hunting party that was captured by Vanir slavers. You were sold to a fat merchant, and you were doubtless destined for some gladiator’s ring in the south. Moon managed to trick the merchant and escape, though, and the two of you have been wandering through the southland for the last year. 
Penniless, you heard a rumour that some priests near the city of Masa paid their guards very well. You travelled south to Masa and met with the captain of the priests’ guard. He gave you a flagon of wine – it was drugged! Even as you lunged for the treacherous dog to choke the life from him, darkness rose up and seized you…
Sun, Cimmerian Barbarian

4th level Barbarian

STR:
19 (+4)

INT: 10 (+0)

Fortitude Save: +7
DEX:
14 (+2)

WIS: 13 (+1)

Reflex Save: +6

CON:
16 (+3)

CHA:
11 (+0)

Will Save: +3

Initiative Bonus: +6



Dodge: +5
Hit Points: 30




Parry: +5

Fate Points: 2

Skills: Climb +9, Hide +5, Intimidate +3, Jump +7, Listen +4, Move Silently +6, Spot +4, Survival +4, Swim +7
Feats: Track, Endurance (+4 to Constitution checks), Cleave, Power Attack

Abilities:

· Bite Sword (carry weapon in mouth)

· Fearless (+2 bonus to Will saves against Fear)

· Versatility (penalty for using improvised weapons reduced)

· Crimson Mist (go into fighting madness instead of being scared; can be used voluntarily to go berserk, giving +4 Strength, +4 Constitution, +2 to Will saves, -2 Defence, lasts 5 rounds)

· Trap Sense (+1 bonus to Reflex and Dodge against traps)

· Uncanny Dodge (keep dodge and parry when surprised)
Armour

	Type
	Damage Reduction
	Max Dex Bonus
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Base Attack: +4
Grapple: +8
Weapon

	Type
	Damage
	Critical
	Armour Piercing

	Fist/Punch
	1d3+4
	
	

	
	
	
	

	
	
	
	

	
	
	
	


