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‘Whence came Natohk?’ rose the Shemite’s 
vibrant whisper.  ‘Out of the desert on a 

night when the world was blind and wild with 
mad clouds driven in frenzied flight across the 

shuddering stars, and the howling of the wind 
was mingled with the shrieking of the spirits of 

the wastes.  Vampires were abroad that night, 
witches rode naked on the wind, and werewolves 

howled across the wilderness.  On a black camel he came, 
riding like the wind, and an unholy fire played about him; 
the cloven tracks of the camel glowed in the darkness.  
When Natohk dismounted before Set’s shrine by the oasis 
of Aphaka, the beast swept into the night and vanished.  
And I have talked with tribesmen who swore that it 
suddenly spread gigantic wings and rushed upwards into 
the clouds, leaving a trail of fire behind it.  No man has 
seen that camel since that night, but a black brutish man-
like shape shambles to Natohk’s tent and gibbers to him in 
the blackness before dawn.’
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opportunities for bribery and blackmail, or as a cover for 
their secret practices of the most evil sorcery.  However, some 
priests are genuinely devout, and may gain a great deal of 
encouragement and inner strength from their religion.  For 
those scholars who come from a primitive background such 
as the shamans of the Pictish Wilderness and the witch-
men of Kush, their superstitious religion is inextricably 
intertwined with their sorcerous knowledge.  Then there are 
those who actively align themselves with the demons and dark 
gods: whether their devotion is truly religious, or merely an 
indication of their corrupt ambitions, is a moot point.  

Background:  Scholars can come from any number of 
backgrounds, but all share a thirst for knowledge – and often 
for power.  Most are reliant on a teacher of some kind for their 
sorcerous knowledge, such as a higher-ranking priest, coven 
leader, master sorcerer, or even some demonic entity.  A few 
brave or foolhardy souls elect instead to learn their magic by 
their own efforts entirely.  Many scholars are more mundane, 
never learning sorcery at all, but this type rarely adventures.

Game Rule 
Information
Abilities: The scholar who concentrates on pure knowledge 

and skills will probably prioritise a high Intelligence.  A more 
sorcerous scholar will certainly need Charisma, to magically 
attack his enemies, deal with demons and summon servitors; and 
Wisdom, for sheer magical power.  Some of the Eastern scholars, 
who learn the mystical combat arts, will also benefi t from a high 
Wisdom as well as Dexterity.  

Hit Die: d6

Class Skills
The scholar’s class skills (and the key ability for each skill) 
are Appraise (Int), Bluff (Cha), Concentration (Con), Craft 
(alchemy) (Int), Craft (herbalism) (Int), Craft (any mundane) 
(Int), Decipher Script (Int), Forgery (Int), Gather Information 
(Cha), Heal (Wis), Intimidate (Cha), Knowledge (any) (Int), 
Listen (Wis), Move Silently (Dex), Perform (Cha), Profession 
(Wis), Search (Int), and Sense Motive (Wis).

Skill Points at 1st Level: (8 + Int modifi er) x 4.

Skill Points at Each Additional Level: 8 + Int modifi er.

Class Features
All of the following are class features of the scholar. 
Weapon and Armour Profi ciency: A scholar is profi cient with all 
simple weapons.  Note that armour check penalties for wearing 
medium or heavy armour apply to the skills Balance, Climb, 
Escape Artist, Hide, Jump, Move Silently, Sleight-of-Hand, 
and Tumble.  Also, Swim checks suffer a -1 penalty for every 5 
pounds of armour and equipment carried.  

Scholar

Adventures:  Scholars in the Hyborian Age must often quest for 
knowledge, for there are few formal academies or other teaching 
processes from which to learn and perhaps draw an income.  
For many scholars, digging around in dusty tombs or leading 
expeditions deep into the jungles of Khitai is not just a way of 
life, it is a way to make a living – for both ancient artefacts and 
rare knowledge can be valuable.  Those who attach themselves 
to one or another religion as priests or shamans commonly 
fi nd themselves expected to work not just at translating old 
manuscripts or preaching to the faithful, but undergoing 
hazardous pilgrimages to carry out strange rituals in faraway 
shrines, getting involved in the power-politics of the royal court, 
and warring against rival religions either actively or by intrigue.  
Wandering independents are almost by defi nition adventurers, 
while those who have given their mind, body and soul in thrall 
to some superior, whether earthly or demonic, are at their coven 
or master’s beck and call whenever he needs an obscure material 
component fi nding or a sorcery-sapping compound delivered to 
a rival’s accommodations in secret.  

Characteristics:  The scholar is defi ned not merely by his broad 
knowledge, but more importantly by his access to sorcery, if he 
desires it.  To truly master sorcery requires precisely the kind of 
focused, intense study that only scholars can achieve.  As the 
scholar becomes more experienced, he learns a greater variety of 

spells, including some of potentially devastating power.  

Religion:  Many scholars are irreligious, bowing 
down to neither men nor gods in their supreme 

arrogance.  Even priests are not always 
religious, having joined the clergy of 

their religion not due to genuine 
piety but because of the perceived 

easy life of a priest and the 
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Scholar:  All scholars have a special restriction when spending skill 
points.  They must spend at least 12 skill points on Knowledge 
skills at 1st level, and at least 3 skill points on Knowledge skills at 
each subsequent level.  

Background:  Every scholar must choose a background for himself 
at 1st level.  This is an extraordinary ability.  The background 
indicates the manner in which he came by his knowledge.  
A scholar may only ever begin the game with one background, 
but at the Games Master’s discretion he may gain an additional 
background or backgrounds during play – for example, an 
independent may call up a demon and make a pact with it, then 
some time later be accepted as an acolyte by a sorcerous society.  
Likewise, a lay priest or acolyte may elect to conduct a little 
independent research, just as though he were an independent 
himself – but in most cases his religion or coven will at best 
frown upon such impertinence, and at worst put him to death 
if they catch him.

The choice of background should be made in conjunction with 
the Games Master, who will inform the player which options are 
available in his campaign.  

Acolyte: Acolytes are members of a coven, sorcerous society, or 
occasionally apprenticed to a lone sorcerer.  They are usually in 
thrall to their coven leaders, though they can gain a great deal of 
power this way.  The drawback is that they rarely understand said 
power, without their masters’ direct assistance.  

An acolyte must always select a specifi c group to join or master 
to apprentice himself to.  An acolyte may only ever learn new 
sorcery styles or advanced spells (see below) known to his 
masters.  Depending on his superiors and on the nature of the 
society, he may have a free choice between the various styles and 
spells they know, or his progress may be highly regimented so 
that his sorcery styles and spells are always assigned for him rather 
than chosen by him.  Most sorcerous societies require a student 
to follow a strict curriculum of specifi c spells for the fi rst ten 
levels, but after that allow him to learn whatever he wills, so long 
as they can teach it to him or he can discover it for himself.

Sorcerers from civilised lands often take on apprentices, and it is 
an accepted method of learning found from Stygia to Khitai, even 
if one cannot fi nd a larger sorcerous society to join.  Some of the 
more primitive regions such as Kush also have village sorcerers, 
along with the more shamanic or witch-doctor style priests; 
these sorcerers, also known as Witchmen or Witch-Finders are 
employed on a freelance basis to cast spells for clients, and often 
take on apprentices to pass on their skills to.  

Independent: Independents are the most versatile variety of scholar, 
since they have no particular ties to any authority.  However, they 
also have no-one to teach them, to guide them through their 
sorcerous paths, and so must work a good deal harder to gain 
access to any true secrets.  Though at best their advancement 
can be highly fl exible, at worst it is simply haphazard, with the 
independent scholar simply picking up a little knowledge here 
and there as he goes.  

Every time an independent gains the New Sorcery Style or 
Advanced Spell class features, he must make a Knowledge 
(arcana) check.  The DC is 15 for New Sorcery Styles or 20 for 
Advanced Spells.  Success indicates that he may choose the style 
he will learn.  If he fails, the Games Master will select a style for 
him at random from among those he does not currently know 
but for which he meets the prerequisites.  If his check result was 
less than 10, he does not gain a sorcery style at all but must select 
a bonus feat or skill points instead, as appropriate (see the New 
Sorcery Style and Advanced Spell class features).  

Pact: A scholar who makes a pact with a demonic entity or other 
dark force to teach him sorcery is in a very similar state to that of 
an acolyte to a sorcerers’ ring or coven, since he is often effectively 
in thrall to the source of his knowledge.  He has a lot more choice 
as to what he learns, but his master has no human compunctions 
to prevent him forcing the poor scholar to do the most dire acts.  
Furthermore, he will begin the game at least somewhat corrupt, 
for no truly decent sorcerer makes pacts with demons.

A scholar with a pact begins the game with a Corruption of 1 (see 
p. XX for more information on Corruption).  At 1st level, he must 
choose the New Sorcery Style: Summoning, and the spell 
demonic pact.  On gaining New Sorcery Styles or Advanced 
Spells, he may choose to either do his own researches 
in which case he must make a Knowledge (arcana) 
check as though he were an independent, or else 
risk further Corruption by calling up the entity 
with whom he has the pact once more.  If 
he does the latter, he may freely choose 
which style or spell he learns, so long 






