Non-Player Characters 

Characters from Black Colossus
The Non-Player Characters used in this sourcebook are not given fate points or languages.  There are several reasons for this omission.  First, if Non-Player Characters' use fate points as much as Player Characters, no one would ever get killed and the Player Characters' jobs will be that much harder.  Fate Points exist primarily as an opportunity for players to influence the game in a favourable direction.  Games Masters do not need that particular contrivance.  Second, who knows what a Non-Player character has been through in his life?  In both cases, the Games Master's discretion is required.  If the Games Master wants to give the Non-Player Characters described throughout this book Fate Points, he is at leave to do so.  Languages function in a similar manner.  If the Games Master wants a character to speak a given language or not, then the character speaks or does not speak the given language.  The needs of the game is paramount here, not a whimsical choice of mine.  Thus, both Fate Points and Languages are left off the stat blocks of the characters throughout this text.

Conan the Throat-Slitter
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Medium Cimmerian Barbarian 7/Thief 1/Pirate 1
Hit Dice: 8d10+1d8+36 (84 hit points)
Initiative: +11 (+4 Dex, +7 Ref) 
Speed: 25 ft.* (mail hauberk and superior scale corselet)
Dodge Defence:  19 (+5 level, +4 Dex)
Parry Defence:  18 (+2 level, +6 Str)
DR: 9 (+8 mail hauberk and superior scale corselet, +1 steel cap)
Base Attack Bonus/Grapple: +7/+13
Attack: Broadsword +13 melee
Full Attack: Broadsword +13/+8 melee

Damage: Broadsword 1d10+6

Special Attacks: Versatility (no penalty), crimson mist, sneak attack +1d6/+1d8, sneak attack style (broadsword), trap disarming
Special Qualities: Cimmerian traits, fearless, bite sword, trap sense +2, uncanny dodge, mobility
Space/Reach: 5 ft./5 ft.
Saves: Fort +11, Ref +11, Will +8 (+11 vs. Corruption)  
Abilities: Str 22, Dex 19, Con 18, Int 16, Wis 16, Cha 17
Skills: Balance +8, Bluff +9, Climb +16, Craft (blacksmith) +5, Gather Information +4, Hide +9, Intimidate +8, Jump +14, Knowledge (arcana) +4, Knowledge (geography) +6, Listen +14, Move Silently +15, Profession (sailor) +4, Search +5, Spot +12, Survival +10, Tumble +6
Feats: Brawl, Combat Expertise, Diehard bonus, Endurance bonus, Fighting-Madness, Navigation, Power Attack, Sleep Mastery, Track bonus
Reputation: 14 (Villain)

Leadership: - 
Code of Honour: Barbaric

Allegiances:  Yasmela 
Possessions:  Broadsword, mail hauberk and superior scale corselet, steel cap, scarlet cloak, plate armour (gorget, sollerets, cuirass, pauldrons, jambs, cuisses and sallet), visored helmet with black plumes (he didn't wear this armour in battle)
Conan the Cimmerian is described by Howard as a tall man with mighty shoulders and a deep chest, with a massive corded neck and heavily muscled limbs.  His brow is low and broad, his eyes a volcanic blue that smoulders as if with some inner fire. His dark, scarred, almost sinister face is that of a fighting-man, and his garments can not conceal the hard, dangerous lines of his limbs.

Conan is loud and vibrant, despising the ordinary and the dull.  The key to his personality is intensity.  Even when he appears impassive, turbulent passions are roiling invisibly behind the scenes.  He never forgets a kindness and repays it handsomely.  He never forgives injuries, either, and can wait years for vengeance.  The word ‘vengeance’ is vital here.  Conan of Cimmeria does not try to get 'even' – he conquers and destroys utterly those who betray or hurt him – he gets cold revenge.  Conan is a dangerous enemy.  When he sees a weakness in an opponent he moves in quickly for the kill.  Even in his most mirthful moods there is always a hint of an imminent change of heart, a sense that there is, beneath the surface, a lurking and unpredictable violence that can erupt at any time.  However, this intense and explosive nature serves Conan well.  He is incredibly adaptable, able to channel his unconquerable, intense energies into new paths as needed, without looking back.  He embarks regularly on entirely different roads in life almost instantly, thus is explained his wide range of character classes, moving from barbarian to thief to pirate to soldier and, ultimately, to noble.  As Conan himself once said, in Robert Howard’s The People of the Black Circle, ‘I was born in the Cimmerian hills where the people are all barbarians. I have been a mercenary soldier, a corsair, a kozak, and a hundred other things. What king has roamed the countries, fought the battles, loved the women, and won the plunder that I have?’  

Whenever Conan is confronted with disaster, he will move the entire cosmos if necessary to turn the catastrophe into a success.  Conan is formidable in his single-minded determination to win the day.  On the other hand, Conan is also subject to obsessive drives that are extremely resistant to reason.  He is intensely passionate about everything he does and his primary mode of operation is primal and violent.  Conan is ruled by instinct, not logic or reason.  He drinks, eats and kills with an intensity few can match.

Conan needs action or his feelings turn inward and he becomes brooding, jealous, resentful and vengeful.  There is an underlying grimness to Conan.  However, once a course of action is evident, that action has his unswerving dedication, and all of his legendary energy, drive and endurance are fully engaged to bring that action to a successful conclusion.  He tends to accomplish things first – rarely does he announce his plans beforehand.  More than once has an enemy become aware of his violently vigorous progress too late to do anything about it.  His need for action gives rise to his wanderlust.  He is a consummate wanderer, even as king.  

Conan is fair, and, true to his barbaric heritage, somewhat blunt in his dealings with others.  His diplomacy skills are minimal at best; he will attempt to dominate and control anyone who lets him.  He tries to be just but will do what is necessary for the good of his kingdom.  He cares about the people of his kingdom and is intensely loyal to them, but he is suspicious and wary of others at first.  He is reluctant to trust anyone fully but once he does, that trust is vibrantly intense.  He adheres to high principles, his barbaric code of honour, and is a positive force for helping others.  Even as king, Conan is still very much a man of action. If he discovers a threat to his rule, he will tend to ride out and meet it head-on – though these days he may ride out at the head of many thousands of armoured knights. He has learnt a certain degree of caution, and will certainly act in a manner befitting his high Intelligence; but given no other options, he would sooner be acting than sitting about in a council meeting.

Women are attracted to him quickly, sensing a powerful magnetic sexuality and an aura of strength and violence.  He is disturbing, unpredictable and a thoroughly masculine presence.  Conan has so much energy and passion women have no problems seducing him, although it is much harder to form a relationship with him.  His love affair with Bêlit is a legendary exception, probably because she could deal with the simmering danger lurking just barely beneath the surface.  He will never allow a woman to dominate him and he will keep a woman only as long as he wants her.  He is direct and forceful in approaching women and there are not too many who can avoid responding to his physical passion, as uncomplicated as it might be, because he brings out the full sensual potential in any woman he is with intimately.  He has the uncanny ability to understand a woman's sensual needs and he makes his women feel as though they are at their best while they are with him.

On a religious level, Conan believes in Crom, although he does not pray to that grim god.  He also swears by other Cimmerian, Æsir, Zamorian and Shemite gods, although he does not pray or sacrifice to them either.  Crom and his race of gods despise weaklings who call on them for aid and would likely make the situation worse for the petitioner.  The Cimmerians value individuality and self-worth; their gods expect them to take care of life themselves.  Indeed, Crom only took pride in a Cimmerian if that Cimmerian never called upon him for aid in his life.  Cimmerians are supposed to take what they want from life, not ask a god for blessings, wealth, health or anything else.  Conan does not want to attract Crom's attention, or any god's, for Conan once said he would not want to walk on their shadow even.  As Conan said, 'What use to call on him?  Little he cares if men live or die.  Better to be silent than to call his attention to you; he will send you dooms, not fortune!  He is grim and loveless…'  In Conan’s experience, the actions of Crom, of any real supernatural entity, usually bring about the destruction of men, not the succour of man.  Simply put, Conan does not pray to Crom… ever.

Conan is very different from most Cimmerians, despite his doomed moodiness.  Most Cimmerians are depressive and dismal all the time and not usually given to wanderlust.  Conan’s mirth is as gigantic as his depressions are deep and, as stated earlier, Conan is a wanderer.  As one of Conan’s councillors says in The Phoenix on the Sword, 'I never saw another Cimmerian who drank aught but water, or who ever laughed, or ever sang save to chant dismal dirges.'  Conan, in many ways, is more like the Æsir than he is like the typical Cimmerian.

Conan's History:  Conan was born on a battlefield, according to Robert E. Howard in a letter to P.S. Miller, during a fight between his Cimmerian tribe and a horde of raiding Vanir.  The country claimed by and roved over by his clan lay in the northwest of Cimmeria, but Conan was of mixed blood, although a pure-bred Cimmerian.  His grandfather was of a southern tribe who had fled from his own people due to a blood feud.  The tales of his grandfather, who had taken part in many raids of the southern Hyborian kingdoms, roused Conan's interest in travelling.  His father was a blacksmith (hence Conan’s ranks in Craft (blacksmith).  Presumably he learned some of the craft from his father).  At Venarium, Conan was about 15 years old and was already a formidable barbarian warrior, growing in reputation.  He soon encountered The Frost Giant’s Daughter when he fought with the Æsir against the Vanir. Captured by Hyperboreans, he escaped and made his way into Nemedia and encountered The God in the Bowl.

In Arenjun, a 2nd level barbarian/1st level thief, he learned something of thievery and encountered The Tower of the Elephant.  Still in Zamora, he investigated The Hall of the Dead and then travelled to the west of Zamora where he had the adventure related by Howard as Rogues in the House.  Conan then joined the Free Companions, serving as mercenaries for a rebel prince of eastern Koth.  When the prince made peace, the Free Companions plundered Koth, Zamora and Turan impartially.  Hunted down as kozaki, the Free Companions were slaughtered at the Ilbars River by Shah Amurath and his Turanians from Akif; Conan survived the massacre and avenged the deaths of his comrades-at-arms by killing Shah Amurath.  After Shadows in the Moonlight, Conan joins the Red Brotherhood of the Vilayet.  He is now a barbarian 5/thief 1/soldier 1/pirate 1. 
He becomes a mercenary, earning the name Conan the Throat-Slitter, and ends up in Khoraja in time to battle Natohk's horde in Black Colossus.  His stint as a mercenary adds soldier levels to his total.    
Thugra Khotan (Natohk the Veiled One)
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Medium Humanoid Stygian Scholar 17

Hit Dice: 10d6+10+7 (52 hp)
Initiative: +9 (+4 Dex, +5 Reflex save)

Speed: 30 ft.

Dodge Defence: 20 (+6 level, +4 Dex)

Parry Defence: 17 (+6 level, +1 Str)

DR:  – 

Base Attack Bonus/Grapple: +12/+13
Attack: +16 Unarmed Strike melee finesse; or +16 thrown alchemical weapon
Full Attack: +16/+11/+6 Unarmed Strike melee finesse; or +16 thrown alchemical weapon
Damage: Unarmed Strike 1d4+1; or flame-powder 1d4
Special Attacks: Sorcery
Special Qualities: Stygian qualities, scholar, lay priest background, base power points, knowledge is power, sorcery style x6, advanced spells x15, bonus spells x3, +4 power points, increased maximum power points (quadruple)

Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +6, Ref +9, Will +15 (+3 vs. Corruption)
Abilities: Str 13, Dex 18, Con 12, Int 17, Wis 16, Cha 19

Skills:  Bluff +16, Concentration +21, Craft (alchemy) +25, Craft (herbalism) +23, Decipher Script +20, Handle Animal +6, Intimidate +24, Knowledge (arcana) +25, Knowledge (history) +23, Knowledge (religion) +23, Listen +8, Perform (harp) +20, Perform (ritual) +19, Spot +16
Feats: Alertness, Improved Grapple, Improved Unarmed Strike, Iron Will, Leadership, Loathsome Weapon, Poison Use, Priest, Ritual Sacrifice, Tortured Sacrifice
Reputation: 125 (Villain) (He may add a +10 bonus to his Bluff, Intimidate and Gather Information checks)

Leadership: 31/30 (15th level cohort; 800 1st level, 50 2nd level, 13 3rd level, 5 4th level, 2 5th level, 1 6th level followers)

Code of Honour: None 
Allegiances:  None 
Magic Attack:  +12 (+8 level, +4 Cha)

Power Points: 8 (4 base, +3 Wis, +4 bonus, -3 obsession penalty for Yasmela; 32 maximum)

Power Points (after acquiring Yasmela): 14 (4 base, +3 Wis, +4 bonus, +3 obsession bonus for Yasmela; 56 maximum)
Sorcery Styles Known: Counterspells, Divinations, Hypnotism, Immortality, Necromancy, Summonings

Spells Known:  Agonising doom, astrological prediction, banish outsider, bind demon, death touch, demonic pact, domination, dread serpent, entrance, eternal youth, form demon, greater demonic pact, greater warding, hypnotic suggestion, illusion, master warding, mind-reading, projection, raise corpse, summon demon, summon elemental, visions, warding, witch's vigour
Corruption: 10

Obsession: Princess Yasmela of Khoraja

Possessions: Silk robes, 20 doses of flame-powder, 3-stringed harp, potion of hibernation, dust of forgetfulness, large black scorpion.
Thugra Khotan was the last magician of Kuthchemes when it fell approximately 2,500 years ago; he is a wizard of Old Stygia and he put himself into hibernation as Kuthchemes fell.  He arose from his millennia-long sleep recently as Natohk the Veiled One during the events of Black Colossus.  He is a mysterious desert sorcerer of unnatural tallness and terrifying aspect, always appearing cloaked and veiled.  He welded together a dangerous force of Asshuri Shemites, savages of Kush and rebel nobles of Stygia to menace Khoraja and eastern Koth.  None knew from whence he came, though persistent rumours hinted that he came out of the desert on a demonic, cloven-hoofed black camel all wreathed about with fire.

Thugra Khotan, in his previous life, had a fine facial bone structure and a healthy head of hair.  Most depictions of him as Natohk the Veiled One is one of Corruption, his face and body taking on mummy-like textures.  His face still, however, is one that simply appears to be intelligent – he looks like a thinker.  He is an active sorcerer, is noted for his excellent muscular coordination and, even after nearly three thousand years, still has energetic lustful yearnings.  He avoids salt and liquor if he can, and prefers quiet, serene surroundings.

Thugra Khotan is intelligent, a sharp and shrewd thinker who uses common sense to great advantage.  When he has a plan, he sets it into motion – immediately.  He comes across as exciting, talkative and vibrant.  If someone brings up an idea, Thugra Khotan is delighted to tell everyone in great detail what he knows about it and thinks about it.  He never undertakes an action he believes to be wrong and he always carries his plans to their conclusion.  

Thugra Khotan has access to almost unlimited wealth from his tomb in Kuthchemes, though he seems to have left most of it behind when he came out of his hibernation there.  He believes fully in success and, from his youth, always anticipates eventual victory.  Opposition is simply an annoyance to be treated as one treats an irritating insect – swat it away.  He is quick to anger and can throw childish tantrums, but his anger does not last long – it always gives way to a new plan of action, a plan that will be engaged with cold mirth.  He will always simply ride over any opposition, whether it is a military force or an argument – he will throw himself into any activity with everything he has.  Thugra Khotan simply has no tolerance for boredom.  He will always be doing something.

Thugra Khotan is always to the point and he is not shy about expressing his point.  He will say what is on his mind and just see what happens.  He is not entirely comfortable with elaborate deceptions or lies – he would rather just get on with what he honestly wants.

Thugra Khotan is not a team-player – unless he is leading the team.  He must be in charge.  He simply will not accept orders from others and has no intention of following someone else to their dream or goal.  He will lead others to his dream or goal.  Although he generally lacks any sense of tact or diplomacy (which is why he has no ranks in Diplomacy or Gather Information), he is charismatic enough with his innate expression of contagious enthusiasm to gain a following regardless.  He has the ability to inspire confidence in others.

Thugra Khotan is willing to gamble in order to follow a dream.  He always follows his goals with an obsessive air, chasing his dreams with relentless energy and unlimited enthusiasm.  At the time of his awakening, he was already obsessed with possessing Yasmela of Khoraja.  If he does not yet possess her, he suffers a -3 obsession penalty to his power points (see Conan the Roleplaying Game for rules on obsession).  Once he has her, the penalty becomes a bonus; he intends to feast upon her soul.  Both statistics are presented.

When encountered by Conan, Thugra Khotan (as Natohk) has a greater demonic pact with a demon lord who has sent him an uncanny steed and a black fiend that gibbers in the night to serve him.  However, neither of these creatures is especially loyal to him; both will flee if he has clearly lost favour with his demonic overlord, such as his army losing badly in battle.

Thugra Khotan's cohort is a rebel Stygian prince named Kutamun.  Thugra Khotan's followers are Stygian soldiers and nobles.  By virtue of his wealth and intimidating nature, he has also been able to recruit some 2,000 Kushite light cavalry and 5,000 asshuri  out of the Meadow Cities in western Shem.  Thugra Khotan also has thousands of nomad warriors at his service.  He may have upwards around 100,000 warriors in total.  He led this force against Shem and drenched their walls in blood and killed their kings in front of the altars to their gods.  He welded together thirty nomadic tribes and fifteen Shemite cities into his following.
Princess Yasmela, Queen Regent of Khoraja
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Medium Humanoid Hyborian Noble 16
Hit Dice: 10d8+10+12 (67 hp)
Initiative: +8 (+3 Dex, +5 Reflex save)

Speed: 30 ft.

Dodge Defence: 20/25 (+6 level, +3 Dex, +1 dodge) (+5 if using combat expertise)
Parry Defence: 18 (+8 level, +0 Str)

DR: ​-
Base Attack Bonus/Grapple: +12/+12
Attack: +15/+10/+5 mêlée finesse stiletto (1d4/ x4/ AP 1) (-5 if using combat expertise)
Special Attacks: +3 attack with broadsword, hunting bow, heavy lance and/or war spear
Special Qualities: Hyborian qualities, adaptability (diplomacy, sense motive), title, rank hath its privileges, wealth, special regional feature +3, social ability (Comeliness, Etiquette, Savoir-Faire), lead by example +6, enhanced leadership, do you know who I am?, rally
Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +6, Ref +8, Will +15 (+18 vs. Corruption) 
Abilities: Str 11, Dex 17, Con 13, Int 16, Wis 15, Cha 22
Skills:  Appraise +10, Bluff +27, Diplomacy +32, Disguise +10, Gather Information +15, Hide +12, Intimidate +27, Knowledge (local) +5, Knowledge (nobility) +15, Listen +9, Sense Motive +31, Spot +9
Feats:  Alertness, Combat Expertise, Dodge, Improved Feint, Negotiator, Persuasive, Skill Focus (diplomacy), Snap Judgement, Steely Gaze
Reputation: 70 (Beautiful) (She may add a +8 bonus to her Bluff, Intimidate, Perform and Gather Information checks)

Leadership: 35/31 (14th level cohort; 1500 1st level, 60 2nd level, 15 3rd level, 5 4th level, 2 5th level, 1 6th level followers)

Code of Honour: Civilised 
Allegiances:  The King of Khoraja (her brother)
Possessions:. Silken cloak, velvet cap with filmy veil, silk tunic, light sleeveless silk shirt, wide velvet girdle, satin slippers
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Princess Yasmela is a gorgeous young noblewoman, the sister of the King of Khoraja.  Her brother was captured by Ophir, leaving her queen-regent and in charge of a troubled nation.  Famous for her comeliness, minstrels sing of her beauty throughout the western world.  She is a white-skinned, pale beauty with dark hair and a supple body.  During the time of Black Colossus, she is troubled by dark dreams sent by Natohk.
She worships Ishtar, but asks for Mitra's aid when the magic of Ishtar's priests fail her.  Only once has she ventured unattended beyond her palace walls, and this was when she found Conan and gave him command of all her armies.  She is a natural persuader, a social animal who loves to be surrounded by people she can manipulate.  She can be somewhat inattentive to her surroundings.  She lives in a constant high pitch of emotion, both positive (dedication, passion) and negative (jealousy, vengefulness), and has an extremely high level of energetic drive.  She is interested in religion and the occult, and she is intuitive, a native understanding of the human heart.  Intensely jealous, she even had a brief burst of such jealousy when she wondered if any of her maids had slept with Conan – and she wasn't even sexually interested in him at that point.  She is adaptable, and can quickly channel her energies into her goals, giving her a formidable ability to get what she wants.  She dominates and controls anyone who lets her.  Indeed, it is this latter trait that eventually drives Conan off.  She is passionate in love and in anything she becomes involved with.  

Yasmela is open-minded, exuberant and adventurous, although she can also be fairly careless and irresponsible at times.  Yasmela envisions great goals and then sets about achieving them.  She rarely listens to advice about pitfalls or drawbacks.  She simply rushes in and (usually) accomplishes what she sets out to do.  She adapts well to different kinds of personalities and to foreign people and places.
She can sweep people along on a tidal wave of good will with her charm and geniality.  When she criticises, she can do so with such openness and candour that most find the criticism easy to take.  One of her strongest traits is the ability to perceive the best in people.

Yasmela is served by ten girls, the daughters of noblemen, including Vateesa of Ophir.  These girls are among her followers given to her by her enhanced leadership.  Vateesa is a 4th level noble.  Of the other nine girls, four are 4th level, and five are 3rd level nobles.  Her cohort is Count Thespides.  She is also served by the Agha Shupras, chancellor Taurus and Lord Amalric.
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Vateesa

Medium Humanoid Hyborian Noble 4
Hit Dice: 4d8 (18 hp)
Initiative: +2 (+1 Dex, +1 Reflex save)

Speed: 30 ft.

Dodge Defence: 12 (+1 level, +1 Dex) 
Parry Defence: 11 (+2 level, -1 Str)

DR: ​-

Base Attack Bonus/Grapple: +3/+2

Attack: +2 mêlée finesse stiletto (1d4-1/ x4/ AP 0)

Special Attacks: +1 attack with broadsword, hunting bow, heavy lance and/or war spear
Special Qualities: Hyborian qualities, adaptability (diplomacy, sense motive), title, rank hath its privileges, wealth, special regional feature +1, social ability (Etiquette)

Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +1, Ref +2, Will +9 (+12 vs. Corruption) 
Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 14, Cha 16
Skills:  Diplomacy +17, Gather Information +11, Hide +5, Knowledge (local) +4, Knowledge (nobility) +4, Knowledge (mystery: Mitra) +9, Listen +11, Move Silently +5, Perform (dance) +10, Search +4, Sense Motive +13, Spot +11
Feats:  Alertness, Investigator, Negotiator, Skill Focus (diplomacy)
Reputation: 8 (Beautiful) 

Code of Honour: Civilised 
Allegiances:  Princess Yasmela
Possessions:. Gold, gem-crusted armlets, silk tunic, satin slippers

Vateesa is the daughter of an Ophirean noble and a lady-in-waiting for Princess Yasmela.  Her father is a lesser son who became a priest of Mitra before he was forced to flee Ophir for Khoraja.  She knows where the lost shrine to Mitra is in the palace, a place where Mitra's oracle speaks.  Vateesa is likeable and optimistic.  She is a free, adventurous spirit.  She likes to know things, and is a philosopher in many ways. She is kind, open-hearted and free from malice.  She is always willing to be someone's friend.  She is straightforward and honest, and never laces her words with hidden meanings.  She does not respect deceit or anything she considers false.
Shevatas the Master-Thief of Zamora

Medium Humanoid Zamorian Thief 18
Hit Dice: 10d8+30+16 (91 hp)
Initiative: +18 (+7 Dex, +11 Reflex save)

Speed: 30 ft.

Dodge Defence: 27 (+9 level, +7 Dex, +1 light-footed)

Parry Defence: 20 (+9 level, +1 Str)

DR:  – 

Base Attack Bonus/Grapple: +13/+14
Attack: +20/+15/+10 mêlée finesse poisoned shortsword (1d8+1 plus poison/ 19-20 x2/ AP 2)
Special Attacks: Sneak attack style (shortsword, dagger, crossbow, sap, club), sneak attack +9d6/+9d8 (+10d6/+10d8 with light-footed)
Special Qualities: Zamorian qualities, trap disarming, trap sense +5, eyes of the cat, light-footed, special ability (Evasion, Opportunist, Skill Mastery, Crippling Strike), poison use
Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +9, Ref +18, Will +7
Abilities: Str 12, Dex 25, Con 16, Int 18, Wis 12, Cha 17
Skills:  Appraise +20, Bluff +13*, Climb +6*, Diplomacy +8, Disable Device +27*, Decipher Script +14, Escape Artist +12*, Gather Information +27 (+29 if it relates to theft, assassination or legendary treasures), Hide +25, Knowledge (geography) +17, Knowledge (local) +16, Knowledge (rumours) +17, Listen +10, Move Silently +25, Open Lock +32*, Search +17*, Sleight-of-Hand +32*, Spot +14, Tumble +18, Use Rope +9 

* may take 10 even if stress and distractions would normally prevent him from doing so
Feats: Alertness, Combat Reflexes, Deft Hands, Knowledgeable, Nimble Fingers, Skill Focus (gather information), Skill Focus (search), Sneak Subdual, Stealthy, Striking Cobra
Reputation: 54 (Expert) (He may add a +6 bonus to his Bluff, Intimidate and Gather Information checks)

Code of Honour: None 
Allegiances:  None 
Possessions:. Loin-cloth of scarlet silk, gold scaled girdle, poisoned short sword (narrow and jewel-hilted), scabbard of ornamented leather.
Shevatas is a thief among thieves, whose name is spoken with awe in the dives of the Maul and the dim shadowy recesses beneath the temples of Bel and who lived in songs and myths for a thousand years.  He is wiry and lithe, with long, slender, tapering fingers.  His small round head is shaved and, in Black Colossus, he wears naught but a loin cloth of scarlet silk and a gold scaled girdle.  He is a dark man, with a narrow, vulture-like face and keen black eyes.  He is a far traveller and has looted the treasures of many nations.  He obtained rare reptile venom in the fiend-haunted swamps of Zingara.  He sought out the votaries of Skelos under midnight trees and read the forbidden iron-bound books of Vathelos the Blind to find the treasures of Kuthchemes… where he died.

Shevatas enjoys his status as an expert in his field of thievery.  A curious man, he is both logical in thought and social in nature.  He knows a bit about a lot.  He enjoys offering advice. 
Lord Amalric, General of Khoraja

Medium Humanoid Hyborian Soldier 10/Noble 2
Hit Dice: 8d10+2d8+8+30 (91 hp)
Initiative: +4 (+1 Dex, +3 Reflex save)

Speed: 30 ft.

Dodge Defence: 16 (+5 level, +1 Dex) 

Parry Defence: 25 (+6 level, +4 Str, +4 shield, +1 parry)

DR: ​10/11 (mail hauberk and breastplate, visored helm)
Base Attack Bonus/Grapple: +11/+15
Attack: +16/+11 mêlée broadsword (1d10+4/ 19-20 x2/ AP 7)


+18/+13 mêlée heavy lance (1d10+6/ 19-20 x3/ AP 7)

Special Attacks: +1 attack with broadsword, hunting bow, heavy lance and/or war spear
Special Qualities: Hyborian qualities, adaptability (intimidate, ride), title, rank hath its privileges, wealth, special regional feature +1, officer +1, formation combat (heavy cavalry, improved heavy cavalry)
Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +10, Ref +4, Will +6 (+9 vs. Corruption) 
Abilities: Str 18, Dex 12, Con 16, Int 14, Wis 10, Cha 16
Skills:  Bluff +8, Diplomacy +8, Handle Animal +8, Intimidate +22, Knowledge (local) +4, Knowledge (nobility) +4, Knowledge (warfare) +12, Ride +20, Search +5
Feats:  Greater Sunder, Greater Weapon Focus (heavy lance), Improved Critical (heavy lance), Improved Sunder, Leadership, Mounted Combat, Parry, Power Attack, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (heavy lance), Weapon Specialization (heavy lance)
Reputation: 45 (brave)
Code of Honour: Civilised 
Allegiances:  Princess Yasmela

Leadership: 15
Possessions:. Chain-mail threaded with gold, golden breastplate, gold helmet with flowing horse-hair crest, broadsword, war horse, heavy lance, shield
Lord Amalric is a Nemedian, a large man with a lion-like yellow mane, including a bushy blond beard and moustache.  He is a true soldier of fortune, and does not surprise easily at changes in circumstance.  He is the general in charge of the mercenary forces of Khoraja.  Amalric took a spear through his thigh at the battle of the Pass of Shamla.  He wears chain-mail threaded with gold, a golden breastplate, and a golden helmet with a flowing horse-hair crest.
Count Thespides

Medium Humanoid Hyborian Noble 14

Hit Dice: 10d8+8+30 (83 hp)
Initiative: +6 (+2 Dex, +4 Reflex save)

Speed: 30 ft.

Dodge Defence: 17 (+5 level, +2 Dex) 

Parry Defence: 27 (+7 level, +5 Str, +4 shield, +1 parry)

DR: ​11/12 (plate armour, visored helm)
Base Attack Bonus/Grapple: +10/+15
Attack: +18/+13 mêlée broadsword (1d10+4/ 19-20 x2/ AP 7)


+18/+13 mêlée heavy lance (1d10+6/ 19-20 x3/ AP 7)

Special Attacks: +3 attack with broadsword, hunting bow, heavy lance and/or war spear
Special Qualities: Hyborian qualities, adaptability (intimidate, ride), title, rank hath its privileges, wealth, special regional feature +3, social ability (Comeliness, Ally, Family Ties), lead by example +4
Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +7, Ref +6, Will +9 (+12 vs. Corruption) 
Abilities: Str 20, Dex 15, Con 16, Int 13, Wis 11, Cha 18
Skills:  Appraise +21, Bluff +14, Gather Information +9, Handle Animal +11, Intimidate +23, Knowledge (local) +3, Knowledge (nobility) +7, Knowledge (war) +3, Ride +21
Feats:  Improved Critical (heavy lance), Improved Sunder, Mounted Combat, Parry, Power Attack, Ride-by Attack, Spirited Charge, Trample
Reputation: 22 (Brave) 

Code of Honour: Civilised 
Allegiances:  Princess Yasmela

Leadership: 25
Possessions:. Plate Armour, broadsword, heavy lance, war horse, visored helm with black horse-hair crest, velvet hat with scarlet feather and gold clasp, satin shoes, gold-embroidered cote-hardie, Yasmela's glove, baldric.
Count Thespides is a tall man, whose black locks are curled and scented.  He has a pointed moustache.  He wears a velvet hat (chaperon) with a scarlet feather fastened by a golden clasp.  He wears pointed satin shoes and a gold-embroidered cote-hardie.  He has an affected manner, but his muscles beneath his silks are steel.  He carries Yasmela's glove beneath his baldric.  He aspires to win the hand of Yasmela.

Count Thespides simply must be in charge.  He hates to lose control almost as much as he hates being bored.  He is demanding of others and is almost never nice about it.  He is direct and often seen as brave because he loves to be first into new territory.  He does not work well with others and is aggressive toward anyone he sees as his social inferior. He rarely gathers all the facts before he moves in – a trait which causes his death in Black Colossus.  He dies enveloped in flame when he and his men charge right into Natohk's trap.
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Taurus the Chancellor

Medium Humanoid Hyborian Noble 6
Hit Dice: 6d8+6 (33 hp)
Initiative: +2 (+0 Dex, +2 Reflex save)

Speed: 30 ft.

Dodge Defence: 12 (+2 level, +0 Dex) 

Parry Defence: 12 (+3 level, -1 Str)

DR: ​-

Base Attack Bonus/Grapple: +4/+3
Attack: +3 mêlée dagger (1d4-1/ 19-20 x2/ AP 0)

Special Attacks: +1 attack with broadsword, hunting bow, heavy lance and/or war spear
Special Qualities: Hyborian qualities, adaptability (gather information, sense motive), title, rank hath its privileges, wealth, special regional feature +1, social ability (Etiquette), lead by example +2, enhanced leadership
Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +3, Ref +2, Will +13 (+16 vs. Corruption) 
Abilities: Str 9, Dex 11, Con 13, Int 15, Wis 17, Cha 14
Skills:  Bluff +4, Diplomacy +6, Gather Information +18, Intimidate +9, Knowledge (local) +8, Knowledge (nobility) +9, Listen +12, Sense Motive +17, Search +4, Spot +12
Feats:  Investigator, Iron Will, Persuasive, Skill Focus (gather information), Skill Focus (sense motive)
Reputation: 12 (Wise) 

Code of Honour: Civilised 
Allegiances:  Princess Yasmela

Leadership: 10
Possessions:. Ermine-fringed robe, velvet pantaloons, silk tunic
Taurus is an elderly man who wears an ermine-fringed robe.  His features are lined with the cares of his long service.  He is analytical and cautious, deriving power from his position as chancellor.  He has a fairly weak personality, so he throws his position around to intimidate others into doing what he needs.  He has relatively strong instincts.  Strong willed, he almost always finishes whatever task he sets himself doing.  He hats being criticised openly and tries not to get too involved with people.   He can be quite aloof, and typically does not think outside the box, so to speak.
Agha Shupras of the Zaheemis
Medium Humanoid Hyborian (Zaheemi) Barbarian 2/Borderer 3/ Soldier 2/Noble 5
Hit Dice: 7d10+3d8+8+20 (79 hp)
Initiative: +8 (+1 Dex, +7 Reflex save)

Speed: 30 ft.

Dodge Defence: 17 (+5 level, +1 Dex, +1 favoured terrain) 

Parry Defence: 17 (+5 level, +2 Str)

DR: ​7  (+ 6 mail hauberk, +1 spired helmet)
Base Attack Bonus/Grapple: +10/+12
Attack: +12/+7 mêlée scimitar (1d8+2/ 18-20 x2/ AP 4)


+11/+6 Shemite bow (1d10+2/ x3/ AP 6) or +9/+9/+4 Shemite bow with Rapid Shot

Special Attacks: +1 attack with broadsword, hunting bow, heavy lance and/or war spear, crimson mist, versatility (-2 penalty), combat style (archery: rapid shot)
Special Qualities: Hyborian qualities, adaptability (gather information, knowledge (nobility)), title, rank hath its privileges, wealth, special regional feature +1, social ability (secrets), bite sword, fearless, track, skill focus (survival), favoured terrain (mountains) +1, endurance
Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +12, Ref +8, Will +11 (+14 vs. Corruption) 
Abilities: Str 14, Dex 12, Con 14, Int 18, Wis 16, Cha 16
Skills:  Diplomacy +4, Gather Information +16, Hide +6, Intimidate +4, Knowledge (local) +13, Knowledge (architecture) +7, Knowledge (geography) +7, Knowledge (history) +7, Knowledge (nature) +7, Knowledge (nobility) +15, Knowledge (rumours) +10, Knowledge (warfare) +11, Listen +8, Move Silently +5, Ride +16, Sense Motive +9, Search +8, Spot +12, Survival +12
Feats:  Investigator, Improved Sunder, Knowledgeable, Leadership, Mounted Archery, Mounted Combat, Point Blank Shot, Power Attack, Skill Focus (gather information), Skill Focus (sense motive) 
Reputation: 29 (Knowledgeable) 

Code of Honour: Barbaric 
Allegiances:  Princess Yasmela, Zaheemi people
Leadership: 18 (9th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level follower)

Possessions:. Silk robe, velvet pantaloons, silk tunic, Shemite bow (+2), spired helmet (steel cap), chain-mail hauberk, kaftan, scimitar.
Shupras is from Koth, a tall and gaunt man, with lean and hawk-like features.  He comes from Koth's southern borders and is fatalistic.  Shupras died in the battle of Shamla Pass, an arrow through his heart.  He is a court functionary, and was given his title of Agha to show his status.  Logical, he holds his emotions in reserve.  He tries to be correct in all things, and takes his time coming to a decision.  He analyzes everything and everyone.  Social graces do not interest him.  When he cannot make sense of a thing, he simply takes a fatalistic view point, simply resigning whatever it is as something from the gods; for example, when asked about accepting Conan as commander of the Khorajan forces, Shupras simply shrugged his shoulders and said, "Ishtar gives, princess."
Old Agha Shupras is the leader of the Zaheemi people, a barbaric tribe whose duty is to guard the caravan road through Shamla Pass from Koth into Khoraja.  The Zaheemi are hillmen but are also accomplished riders, forming part of Khoraja's light cavalry.  Shupras, like the rest of the Zaheemi, wield the terrible Shemitish bow, which is capable of sending shafts up to 500 paces.  Shupras is moody and fatalistic.  He wears chainmail beneath his flowing kaftan and a spired, peaked cap on his head.  He leads 5,000 Zaheemi mercenaries for Khoraja.  He and his people are much respected by the leaders of Khoraja and Shupras, as the Ahga of the Zaheemi, is treated as nobility.  He is fatalistic and given to fanatical devotion to whatever person or cause he chooses to pledge his allegiance.  In his youth, Shupras was a scout for his people, traversing the hills of Khoraja often as he sought out bandits and slavers.  He soldiered for a while in the armies of Khoraja before his ascension as Ahga of the Zaheemi.  He has served his people for over a decade in this capacity.
The Thief of Shumir 

Medium Humanoid (Meadow Shemite thief 17)
Hit Dice: 10d8+14+6 (65 hit points)
Initiative: +20 (+6 Dex, +10 Ref, +4 imp. Init.) 
Speed: 30 ft. 
Dodge Defence:  25 (+8 level, +6 Dex, +1 light-footed)
Parry Defence:  20 (+8 level, +2 Str)
DR:  
Base Attack Bonus/Grapple: +12/+14
Attack: Scimitar +14/+9/+4 mêlée (1d8+2/ 18-20 x2/ AP 4)

Shemite Bow +18/+13/+8 ranged (1d10+2/ x3/ AP 6) (+1 damage within 100 ft)

Special Attacks: Sneak attack style (Shemite bow, scimitar, dagger), sneak attack +10d6/+10d8, opportunist (may make an attack of opportunity against a character struck by another) 
Special Qualities: Meadow Shemite traits, trap disarming, eyes of the cat, trap sense +5, light-footed, special ability (opportunist, skill mastery, evasion), poison use
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +16, Will +6 
Abilities: Str 14, Dex 22, Con 13, Int 16, Wis 12, Cha 15
Skills: Appraise +17, Bluff +24*, Climb +11, Craft (thieves' tools) +24*, Craft (rope) +12, Disable Device +22*, Escape Artist +15*, Gather Information +13, Handle Animal +4, Hide +17, Knowledge (geography) +9, Knowledge (local) +5, Knowledge (rumours) +11, Listen +18, Move Silently +17, Open Locks +20*, Ride +8, Search +11*, Sleight-of-Hand +8, Spot +20, Tumble +10, Use Rope +13 (*may take 10 on these feats even if distractions and stress would normally forbid it)
Feats:  Craftsman, Deft Hands, Improved Initiative, Nimble Fingers, Sneak Subdual, Stealthy
Reputation: 45 (Innovative)
Code of Honour: None

Allegiances:  None
Possessions:  White, girdled khilat, a robe with full open sleeves, linen, cotton or silken breeches, thieves' tools, belt pouch, scimitar, Shemite bow (+2), 20 arrows, white turban.
The unnamed thief of Shumir has a hooked beak of a nose, a glittering bead of an eye, and is a prince of liars.  He and Conan were thieves together in Zamora.  His eyesight is keener than a weasel's.  He journeyed to the ruins of Kuthchemes and found the body of Shevatas the Zamorian.  He gave Conan information about Natohk… and identified him as Thugra Khotan.

The thief of Shumir is pioneering in many respects, and tends to pull off jobs in an innovative manner. He does not like to be conventional, and eschews standard wisdom whenever he can.  Influence is important to him, and a loss of influence angers him.  If he thinks he has important information, he seeks to find someone who needs that information so he can feel important.  His biggest fear is failing to meet his own high standards.

Prince Kutamun

Medium Humanoid Stygian Noble 15

Hit Dice: 10d8+30+10 (85 hp)
Initiative: +7 (+2 Dex, +5 Reflex save)

Speed: 30 ft.

Dodge Defence: 17 (+5 level, +2 Dex)

Parry Defence: 22 (+7 level, +5 Str)

DR:  6 (bronze scale hauberk, crested helmet) 

Base Attack Bonus/Grapple: +11/+16

Attack: +17/+12/+7 Stygian bow (1d12+5/ 19-20 x2/ AP 7) (an additional +1 attack/damage if target within 30 ft)


+16/+11/+6 bronze shortsword (1d8+4/ 19-20 x2/ AP 4)

Special Attacks: +4 bonus with Stygian bow (+1 racial, +3 special regional feature)
Special Qualities: Stygian qualities, title, rank hath its privileges, wealth, special regional feature +3, social ability (smear others, ally, refuge), lead by example +6, enhanced leadership, do you know who I am?

Space/Reach: 5 ft.  (1)/5 ft.  (1)

Saves: Fort +10, Ref +7, Will +9 (+3 vs. Corruption)
Abilities: Str 20, Dex 15, Con 16, Int 13, Wis 11, Cha 18

Skills:  Bluff +13, Craft (alchemy) +4, Diplomacy +13, Handle Animal +18, Intimidate +13, Knowledge (arcane) +8, Knowledge (local) +3, Knowledge (nobility) +7, Knowledge (nature) +8, Knowledge (warfare) +7, Ride +11, Perform (ritual) +8, Sense Motive +9, Spot +2, Survival +2
Feats:  Diehard, Endurance, Great Fortitude, Improved Grapple, Improved Unarmed Strike, Mounted Archery, Mounted Combat, Point Blank Shot, Ride-by Attack
Reputation: 54 (Villain) (He may add a +6 bonus to his Bluff, Intimidate and Gather Information checks)

Leadership: 32/26 (13th level cohort; 500 1st level, 20 2nd level, 6 3rd level, 3 4th level, 1 5th level followers)

Code of Honour: None 
Allegiances:  Thugra Khotan
Corruption: 4

Possessions:. Transparent linen clothing, including a half-pleated kilt (put on counter-clockwise, with the pleated part pulled forward into a peculiarly tied knot which is then tucked out of sight), a long, transparent kilt to be worn over the shorter one, silk cloak, gold band with a rearing serpent-head emblem to confine their hair (real or wig). Stygian bow (+5) with arrows, bronze shortsword, bronze dagger, bronze scale hauberk, crested helmet.
Dark-skinned Prince Kutamun, a rebel of Stygia, is a large, mighty man, strong enough to force Conan's steed to lift upwards and backwards so it would topple to the ground.  He hates being taken advantage of, and continually checks to make sure he isn't being taken advantage of.  He fears getting close to people, so he is aloof toward others.  He died at the battle of the Pass at Conan's hand.  His armour had been hacked away by that point, and his crested helmet was dented.  Conan drove his dagger repeated into Kutaman's body without affecting the great vitality of the Stygian before the prince finally died.

