Appendix 1: Adventurer's Path
Want to emulate Conan the Cimmerian?  Care to follow in the footsteps of a giant?  Here is Conan's career path for your character to follow.  This was created using barbarian as the base class, presuming Conan would default to that class unless he had a reason to follow another.
Adventurer's Path (Conan's Career Path)

Conan, although a barbarian, found it necessary to learn new skills and to adapt to new life situations.  Sometimes he could do this via his skills instead of making a class change (for example, he lived as a nomad when among the Zuagirs and Kozaks, but did not take the nomad class – also he does not take pirate every time he lived as a pirate, which was at least three, possibly four times), but other times a class change was necessary.
Strengths

Conan's career path gains a number of benefits from adding different class levels to his barbarian class.

· New Class Abilities:  Abilities such as sneak attack, to sail a road of blood and slaughter and title (king) add variety to Conan's base barbarian class, allowing him to do things other barbarians cannot do.
· Skills:  Conan's path allows him some interesting skill selections.

· Strong Overall Saves:  Although his Will save is slow, by the end of the progression Conan is ahead of the game, doing better than a 20th level barbarian.  His other saves are also comparatively strong when compared to a straight-class barbarian.  The initial +2 bonuses to various saves from his first levels in barbarian, thief, pirate, soldier and noble make him a survivor, able to save easily against most threats.

Weaknesses
Conan's career path has a few weaknesses.
· Weak Parry Bonus:  This progression slows down Conan's parry bonuses than if he remained a straight class barbarian, which has a weak parry bonus progression to begin with.  The first levels in thief, soldier, pirate and noble each give him a +0 in his base parry bonus.
· Slow Dodge Bonus:  This progression slows down Conan's dodge bonuses than if he remained a straight class barbarian.  The first levels in thief, soldier, pirate and noble each give him a +0 in his base dodge bonus.
· Slower Attack Progression:  The first levels in thief, pirate and noble hinder his ability to attack slightly.  He is focused on learning other skills and, although his ability to attack does not decay, his ability to attack does not progress.
· Slow Will Save Progression: Especially at lower levels, the Will save progression for Conan is slow.
Recommended Options
As the character combines other classes with barbarian levels, there are some options he can take to optimise the mixture of all class abilities.
· Conan's feat progression: Fighting-Madness (1st), Sleep Mastery (favoured bonus), Brawl (3rd), Power Attack (favoured bonus 6th), Combat Expertise (6th), Navigation (9th), Mounted Combat (soldier bonus), Leadership (12th), Striking Cobra (favoured bonus 13th), Dabbler (counterspells) (15th), Improved Sunder (18th);  Of course, other feats could be argued, but with limited openings, some choices had to be made.  Alter as you see fit to create your own Conan! 
· An Additional Level of Pirate:  This progression gives Conan a level of barbarian during the events of Queen of the Black Coast.  Logically, he could have taken a level of pirate here, however it seems as though his role was more of a combatant than a deck hand.  He could take pirate type skills even with a level of barbarian.  Give him a level of pirate here if desired.

Adventurer Path (Barbarian/Thief/Pirate/Soldier/Noble)

	Level
	Class
	Base Attack

Bonus
	Base Dodge

Bonus
	Base

Parry Bonus
	Fort

Save
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Save
	Will
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	Special
	Referent Stories

	1st 
	Bbn 1
	+1
	+0
	+0
	+2
	+2
	+0
	Track, fearless, versatility (-2 penalty), (Character feat)
	Venarium (no actual story)

	2nd 
	Bbn 2
	+2
	+1
	+0
	+3
	+3
	+0
	Bite Sword, Crimson Mist 
	The Frost Giant's Daughter

	3rd
	Thief 1
	+2
	+1
	+0
	+3
	+5
	+0
	Sneak Attack Style, Sneak Attack +1d6/+1d8, Trap Disarming, (Character feat)
	The God in the Bowl 

	4th
	Bbn 3
	+3
	+2
	+1
	+3
	+5
	+1
	Trap Sense +1, Endurance, (Single ability increase)
	The Tower of the Elephant

	5th
	Bbn 4
	+4
	+3
	+1
	+4
	+6
	+1
	Uncanny Dodge
	Hall of the Dead

	6th
	Bbn 5
	+5
	+3
	+1
	+4
	+6
	+1
	Mobility, (Character feat, all ability increase)
	Rogues in the House, The Hand of Nergal

	7th
	Pirate 1
	+5
	+3
	+1
	+6
	+8
	+1
	Seamanship +1, Ferocious Attack
	Iron Shadows on the Moon

	8th
	Bbn 6
	+6/+1
	+4
	+2
	+7
	+9
	+2
	Trap Sense +2, Diehard, (Single ability increase)
	Black Colossus

	9th
	Bbn 7
	+7/+2
	+5
	+2
	+7
	+9
	+2
	Versatility (no penalty), (Character feat)
	Queen of the Black Coast

	10th
	Soldier 1
	+8/+3
	+5
	+2
	+9
	+9
	+2
	Bonus Feat, (All ability increase)
	The Snout in the Dark, Xuthal of the Dusk

	11th
	Bbn 8
	+9/+4
	+6
	+3
	+10
	+10
	+2
	Improved Uncanny Dodge
	A Witch Shall Be Born

	12th
	Bbn 9
	+10/+5
	+6
	+3
	+10
	+10
	+3
	Trap Sense +3, (Character feat, single ability increase)
	The Devil in Iron

	13th
	Bbn 10
	+11/+6/+1
	+7
	+3
	+11
	+11
	+3
	Improved Mobility, Damage Reduction 1/-
	People of the Black Circle 

	14th
	Bbn 11
	+12/+7/+2
	+8
	+4
	+11
	+11
	+3
	Greater Crimson Mist, (All ability increase)
	Man-Eaters of Zamboula

	15th
	Bbn 12
	+13/+8/+3
	+9
	+4
	+12
	+12
	+4
	Trap Sense +4, (Character feat) 
	Drums of Tombalku, Vale of Lost Women

	16th
	Pirate 2
	+14/+9/+4
	+10
	+5
	+13
	+13
	+4
	Pirate Code, To Sail a Road of Blood and Slaughter, (Single ability increase)
	Pool of the Black One

	17th
	Bbn 13
	+15/+10/+5
	+10
	+5
	+13
	+13
	+4
	Damage Reduction 2/-
	Beyond the Black River, The Black Stranger

	18th
	Bbn 14
	+16/+11/+6/+1
	+11
	+6
	+14
	+14
	+4
	Versatility (double threat range), (Character feat, all ability increase)
	Red Nails, Jewels of Gwahlur

	19th
	Bbn 15
	+17/+12/+7/+2
	+12
	+6
	+14
	+14
	+5
	Greater Mobility, Trap Sense +5
	Wolves on the Border

	20th
	Noble 1
	+17/+12/+7/+2
	+12
	+6
	+14
	+14
	+7
	Title, Rank Hath its Privileges, Wealth, (Single ability increase)
	The Phoenix on the Sword, The Scarlet Citadel, The Hour of the Dragon


