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oNne Who has a god’s BLood M his vems= Skills: Concentration 4 ranks, Knowledge (Arcana)

6 ranks, Knowledge (Nature) 6 ranks, Perform (Ritual)

It is frightening enough to realize there are people 6 ranks

who still worship the ancient evil that is Set,
but worse yet is the knowledge that a rare
few actually have their foul deity’s blood
coursing through their veins. It is said,
in the quietest of corners lest the wrong
ears hear, that such beings cavort with
serpents and bend them to their will.

Race: Must have a +2 racial bonus to all Knowledge
(Arcane), Perform (Ritual) and Craft (Alchemy) checks,
with scholar and noble as favored classes and no
prohibited classes

Religion: Must worship Set
Corruption: 3 or higher

CLASS SKILLS

The Child of Set’s class skills (and the
key ability for each skill) are Bluff (Cha),
Concentration (Con), Craft (Alchemy) (Int),
Craft (Herbalism) (Int), Decipher Script (Int),
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This is, of course, true.
CAMPAIGN Vs¢€

Other worshippers of Set consider
the character blessed and will show him
respect, even if it is grudging, no matter
any disparity of wealth, social rank or

authority. Handle Animal (Cha), Intimidate (Cha),

Knowledge (Any) (Int), Perfrom (Cha),
Profession (Wis), Sense Motive (Wis.)

Skill Points At Each Level: 6 + Int
modifier.

CLASS FEATURES

All of the following are class features of the
Child of Set prestige class.

WEAPON AND ARMOR PROFICIENCY

The Child of Set is proficient with all
simple weapons, but no type of armor.

SCHOLAR LéVELS

The Child of Set may add his
Child of Set class level to his scholar class

Unless other members of the group are
also of questionable morals, most other
characters will likely feel uncomfortable
with proximity to someone who not only
worships such an evil god but can also
claim kinship to Him. This can work
for the group if the players and GM do
not mind friction between characters, but
everyone should put a good deal of thought
into why they would all continue to remain
together considering the likelihood of such “———=
divergent morals and beliefs. —\

Hit Die: d6

level for gaining bonus spells for high Intelligence and
determining effective scholar levels when casting spells.
This is a supernatural ability.




SNAKE CHARMER

When casting the Summon Beast (Basic or Greater)
spell, a Child of Set is able to summon one additional
animal at no extra Power Point or XP cost, so long as
both creatures are snakes. Yet another additional snake

may be summoned (again, at no additional cost) at
levels 3, 6 and 9, to a maximum of five serpents.

+1 POWER POINT

At 1st level and every other level thereafter, the
Child of Set’s Base Power Points increase by +1. This is
a supernatural ability.

SERPENT SACRIFICE

When sacrificing a snake, a 2nd level Child of Set
gains one Power Point for every full 4 hit points the
creature had before being dealt damage by the sacrificial
coup de grace.

ADVANCED SPELL

At 2nd level and every other level thereafter, a
Child of Set improves his knowledge of any one of the
sorcery styles he already knows by gaining any one of
the advanced spells listed under the style. The Child
of Set may choose his advanced spell himself. This is a
supernatural ability.
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Note that when the Child of Set gains Advanced
Spell and New Sorcery Style at the same time on gaining
a new level, he may choose to gain the Advanced Spell
in the New Sorcery Style.

SERPENT'S GRACE

A 4th level Child of Set moves with a serpent’s
hypnotic swaying, granting a doge bonus equal to the
character’s Charisma bonus. This additional is only
gained, however, by spending a standard action to
make the dodge instead of using the standard dodge as
a free action.

$€T°$ SIGIL

Set’s blood makes itself unmistakably known in
the form of set’s mark upon the forehead. Set’s faithful
instantly recognize the symbol and its significance,
granting the Child of Set +2 to his Magic Attack Bonus
and Bluff, Diplomacy and Intimidate checks, but only
against worshippers of Set. Other Children of Set are
immune to this ability’s influence.

NEW SORCERY STYLE

At 5th and 10th levels the Child of Set may choose a
new sorcery style, along with the basic spell associated
with it. This is a supernatural ability.

DECLARATION OF OPEN GAME CONTENT

All text pertaining to game mechanics and statistics, along with the

class’” name, is declared Open Game Content. All graphics, logos and

trade dress are Product Identity and the property of Misfit Studios™
and cannot be used without written permission.
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Level wBonus BONUS BONUS BONUS Save 8Save save special
1 +0 +0 +0 +0 +0 +2 +2 +1 Power Point, Snake Charmer +1
2 +1 +1 +0 +1 +0 +3 +3 Advanced Spell, Serpent Sacrifice
3 +2 +2 +1 +1 +1 +3 +3 +1 Power Point, Snake Charmer +2
4 +3 +3 +1 +2 +1 +4 +4 Advanced Spell, Serpent’s Grace
5 +3 +3 +1 +2 +1 +4 +4 +1 Power Point, New Sorcery Style, Set’s Sigil
6 +4 +4 +2 43 +2 +5 +5 Advanced Spell, Snake Charmer +3
7 +5 +5 +2 +3 +2 +5 +5 +1 Power Point, Asp Strike
8 +6/+1 +6 +3 +4 +2 +6 +6 Advanced Spell, Serpent Companion
9 +6/+1 +6 +3 +4 +3 +6 +6 +1 Power Point, Snake Charmer +4
10 +7/+2 +7 +3 +5 +3 +7 +7 Advanced Spell, New Sorcery Style, Serpent’s
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ASP STRIKE

When an attack of opportunity against an adjacent
5-foot square presents itself, a 7th level Child of Set can
make an unarmed attack that causes lethal damage
without suffering the usual -4 penalty to the attack roll.

SERPENT COMPANION

Once a Child of Set reaches 8th level, he is rewarded
with a snake as an animal ally (as per the spell) without
the character actually having to cast the spell; the
serpent comes of its own accord. The Child of Set’s
class levels add to that of his scholar levels for the sake
determining what the character’s effective scholar level
is with regards to the snake.

NEW FEAT

What's more, the snake gains a +1 competence
bonus to dodge. If the character already has an animal
ally, the previous creature is released from service
whether the Child of Set wishes it or not.

SERPENT'S HIDE

A 10th level Child of Set’s is gifted by his god
with slightly serpentine features; eyes become almond
shaped with narrow slits for pupils, etc. More notably,
tiny scales cover the character’s skin, requiring a DC
10 Spot check to notice. The scales provide Damage
Reduction 3 against attacks.

The following feat is required to become a Child of Set, but can also be

used by other characters.

$€T'S BLOOD

Thinned though your blood may be, Set Himself has mingled his

essence with your family line.

Prerequisites: This feat can only be taken at 1st level

Benefit: You gain a +4 competence bonus to save against poison, but
suffer a -1 penalty to save against Corruption.




OPEN GAME LIKENSE VI.OA
The following text is the property of Wizards of the Coast, Inc. and

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright
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date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with
the owner of such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
Modern System Reference Document Copyright 2002, Wizards of the
Cost, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles
Ryan, based on material by Jonathan Tweet, Monte Cook, Skip

Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes,
Andy Collins, and JD Wiker.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell,
based on original material by E. Gary Gygax and Dave Arneson.

Conan the Role-Playing Game is (C) 2003 Conan Properties
International LLC. CONAN(R), CONAN THE BARBARIAN(R) and
related logos, character, names, and distinctive likenesses thereof are
trademarks of Conan Properties International LLC unless otherwise
noted. All Rights Reserved. Mongoose Publishing Ltd Authorized
User.

The Scrolls of Skelos is (C) 2004 Conan Properties Inernational
LLC.

OGL BARBARIAN: The Child of Set Copyright 2005;
Author Steven Trustrum, Misfit Studios.




