City-Dwellers 

Asshuri

Wing: Medium Humanoid Meadow Shemite Soldier 3; Hit Dice: 3d10+3 (20 hit points); Initiative: +3 (+2 Dex, +1 Ref) ; Speed: 30 ft. ; Dodge Defence:  13 (+1 level, +2 Dex); Parry Defence:  14 (+2 level, +2 Str); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 melee or Shemite bow +7 ranged; Full Attack: Scimitar +5 melee or Shemite bow +7 ranged; Damage: Scimitar 1d8+2 /18-20 x2/ AP 4 or Shemite bow 1d10+3/ x3/ AP 6; Special Attacks: Formation combat (heavy cavalry); Special Qualities: Meadow Shemite traits; Space/Reach: 5 ft./5 ft.; Saves: Fort +3, Ref +2, Will -1 ; Abilities: Str 15, Dex 14, Con 13, Int 12, Wis 8, Cha 10; Skills: Appraise +3, Bluff +2, Diplomacy +4, Handle Animal +2, Hide +3, Intimidate +6, Knowledge (local) +3, Listen +0, Move Silently +3, Ride +8, Search +7, Spot +2, Survival +0; Feats: Cleave, Mounted Archery, Mounted Combat, Power Attack, Weapon Focus (Shemite bow); Reputation: 3 (cruel) ; Leadership: —; Code of Honour: None; Allegiances:  hawk leader, wing brother, asshuri code; Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+2), 40 arrows, scimitar
The wing is the basic unit of asshuri.  It is the responsibility of each soldier to ensure the mission is successful.  Each wing is assigned a more experienced wing brother.

Wing Brother: Medium Humanoid Meadow Shemite Soldier 4; Hit Dice: 4d10+4 (26 hit points); Initiative: +3 (+2 Dex, +1 Ref) ; Speed: 30 ft. ; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 16 (+3 level, +3 Str); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +4/+7; Attack: Scimitar +7 melee or Shemite bow +8 ranged; Full Attack: Scimitar +7 melee or Shemite bow +8 ranged; Damage: Scimitar 1d8+3 /18-20 x2/ AP 5 or Shemite bow 1d10+6/ x3/ AP 7; Special Attacks: Formation combat (heavy cavalry); Special Qualities: Meadow Shemite traits; Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +2, Will -1 ; Abilities: Str 16, Dex 14, Con 13, Int 12, Wis 8, Cha 10; Skills: Appraise +3, Bluff +2, Diplomacy +4, Handle Animal +2, Hide +3, Intimidate +7, Knowledge (local) +3, Listen +0, Move Silently +3, Ride +9, Search +7, Spot +3, Survival +0; Feats: Cleave, Mounted Archery, Mounted Combat, Power Attack, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow); Reputation: 4 (cruel) ; Leadership: —; Code of Honour: None; Allegiances:  hawk leader, wing, asshuri code; Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+3), 40 arrows, scimitar

The wing brother is a more experienced soldier and is in charge of a newer recruit.  If paired with another wing and wing-brother, one of the wing brothers is designated a hawk leader.
Hawk Leader: Medium Humanoid Meadow Shemite Soldier 6; Hit Dice: 6d10+12 (45 hit points); Initiative: +4 (+2 Dex, +2 Ref) ; Speed: 30 ft. ; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 17 (+4 level, +3 Str); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +6/+9; Attack: Scimitar +9 melee or Shemite bow +10 ranged; Full Attack: Scimitar +9/+4 melee or Shemite bow +10/+5 ranged; Damage: Scimitar 1d8+3 /18-20 x2/ AP 5 or Shemite bow 1d10+6/ x3/ AP 7; Special Attacks: Formation combat (heavy cavalry); Special Qualities: Meadow Shemite traits; Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +0 ; Abilities: Str 17, Dex 15, Con 14, Int 13, Wis 9, Cha 11; Skills: Appraise +3, Bluff +2, Diplomacy +4, Handle Animal +2, Hide +3, Intimidate +9, Knowledge (local) +3, Listen +0, Move Silently +3, Ride +11, Search +7, Spot +5, Survival +0; Feats: Cleave, Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot, Power Attack, Trample, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow); Reputation: 6 (cruel) (+1 to Bluff checks and, when dealing with authorities, +1 to Intimidate); Leadership: —; Code of Honour: None; Allegiances:  flight leader, wings, asshuri code; Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+3), 40 arrows, iron-pommelled scimitar

The hawk leader is a wing brother who has garnered enough experience and kills to be placed in command of a four-person unit: the hawk leader, a wing brother and two wings.  He is the wing brother to one of the wings.  He reports to a flight leader.
Flight Leader: Medium Humanoid Meadow Shemite Soldier 9; Hit Dice: 9d10+18 (68 hit points); Initiative: +5 (+2 Dex, +3 Ref) ; Speed: 30 ft. ; Dodge Defence: 16 (+4 level, +2 Dex); Parry Defence: 20 (+6 level, +4 Str); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +9/+13; Attack: Akbitanan Scimitar +14 melee or Shemite bow +14 ranged; Full Attack: Akbitanan Scimitar +14/+9 melee or Shemite bow +11/+6/+1 ranged; Damage: Akbitanan Scimitar 1d8+4 /18-20 x2/ AP 8 or Shemite bow 1d10+7/ x3/ AP 8; Special Attacks: Formation combat (heavy cavalry, heavy infantry); Special Qualities: Meadow Shemite traits; Space/Reach: 5 ft./5 ft.; Saves: Fort +7, Ref +4, Will +1 ; Abilities: Str 18, Dex 15, Con 14, Int 13, Wis 9, Cha 11; Skills: Appraise +3, Bluff +2, Diplomacy +4, Handle Animal +2, Hide +3, Intimidate +12, Knowledge (local) +3, Listen +0, Move Silently +3, Ride +14, Search +9, Spot +6, Survival +0; Feats: Cleave, Far Shot, Great Cleave, Mounted Archery, Mounted Combat, Point Blank Shot, Power Attack, Rapid Shot, Trample, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow); Reputation: 11 (cruel) (+2 to Bluff checks and, when dealing with authorities, +2 to Intimidate; -1 penalty to Disguise checks); Leadership: —; Code of Honour: None; Allegiances:  captain, hawk leaders, asshuri code; Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+4), 40 pearled arrows, bronze-pommelled Akbitanan scimitar

A flight leader commands up to four hawk leaders, thus he is in charge of up to 16 men.  He is usually skilled enough to have earned pearled arrow shafts and a bronze hawk-pommel.

Captain's Flight: Medium Humanoid Meadow Shemite Soldier 12; Hit Dice: 10d10+20+6 (81 hit points); Initiative: +11 (+3 Dex, +4 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 24 (+9 level, +5 Str); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +12/+17; Attack: Akbitanan Scimitar +18 melee or Shemite bow +14 ranged; Full Attack: Akbitanan Scimitar +18/+13/+8 melee or Shemite bow +16/+11/+6/+1 ranged; Damage: Akbitanan Scimitar 1d8+5 /18-20 x2/ AP 9 or Shemite bow 1d10+10/ x3/ AP 9; Special Attacks: Formation combat (heavy cavalry, heavy infantry, skirmisher); Special Qualities: Meadow Shemite traits; Space/Reach: 5 ft./5 ft.; Saves: Fort +9, Ref +6, Will +3 ; Abilities: Str 20, Dex 16, Con 15, Int 14, Wis 10, Cha 12; Skills: Appraise +4, Bluff +3, Diplomacy +5, Handle Animal +3, Hide +4, Intimidate +16, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +18, Search +10, Spot +10, Survival +2; Feats: Cleave, Far Shot, Great Cleave, Greater Weapon Focus (Shemite bow), Greater Weapon Specialisation (Shemite bow), Improved Initiative, Improved Overrun, Improved Sunder, Mounted Archery, Mounted Combat, Point Blank Shot, Power Attack, Rapid Shot, Trample, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow); Reputation: 18 (cruel) (+3 to Bluff checks and, when dealing with authorities, +3 to Intimidate; -1 penalty to Disguise checks); Leadership: —; Code of Honour: None; Allegiances:  captain, captain's flight, asshuri code; Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+5), 40 pearled arrows, silver-pommelled Akbitanan scimitar

The captain's flight is the personal guard of one of the captains and is considered a prestigious post.

Captain: Medium Humanoid Meadow Shemite Soldier 14/Noble 1; Hit Dice: 10d10+30+12+2 (99 hit points); Initiative: +11 (+3 Dex, +4 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence: 20 (+7 level, +3 Dex); Parry Defence: 26 (+10 level, +5 Str, +1 Parry); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +14/+19; Attack: Akbitanan Scimitar +20 melee or Shemite bow +20 ranged; Full Attack: Akbitanan Scimitar +20/+15/+10 melee or Shemite bow +18/+12/+8/+3 ranged; Damage: Akbitanan Scimitar 1d8+5 /18-20 x2/ AP 9 or Shemite bow 1d10+10/ x3/ AP 9; Special Attacks: Formation combat (heavy cavalry, heavy infantry, skirmisher); Special Qualities: Meadow Shemite traits, title, rank hath its privileges, wealth; Space/Reach: 5 ft./5 ft.; Saves: Fort +16, Ref +6, Will +5 ; Abilities: Str 21, Dex 17, Con 16, Int 15, Wis 11, Cha 13; Skills: Appraise +4, Bluff +3, Diplomacy +8, Gather Information +4, Handle Animal +3, Hide +4, Intimidate +18, Knowledge (local) +4, Knowledge (nobility) +3, Listen +1, Move Silently +4, Ride +18, Search +10, Sense Motive +2, Spot +12, Survival +2; Feats: Cleave, Far Shot, Great Cleave, Greater Weapon Focus (Shemite bow), Greater Weapon Specialisation (Shemite bow), Improved Initiative, Improved Overrun, Improved Sunder, Leadership, Mounted Archery, Mounted Combat, Parry, Point Blank Shot, Power Attack, Rapid Shot, Trample, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow); Reputation: 26 (cruel) (+4 to Bluff checks and, when dealing with authorities, +4 to Intimidate; -2 penalty to Disguise checks); Leadership: 13 (6th level cohort; 40 1st level, 1 2nd level); Code of Honour: None; Allegiances:  King, regional commander, asshuri code; Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+5), 40 pearled arrows, gold-pommelled Akbitanan scimitar

A Shemite captain commands up to 12 flight leaders and his eight personal guards.  Thus, he can command up to 200 men through the chain of command.  When a soldier takes this promotion, he is usually mentored by a nobleman or priest to learn the arts of higher society.  Most start taking levels in noble or scholar and stop taking levels in soldier.  His duties now are more diplomatic and far-reaching than mere melee.  Already a formidable warrior, the captain finds he must now learn to fight on a whole other arena, the arena of the politicians and diplomats.  He finds he needs skills, not swords at this level of society.  He is also granted grounds and estates by the king which he must insure run smoothly, which also requires skills, not swords.    Feats taken at from this point start to emphasise Charisma-based skills not martial abilities.  At the very least he takes the Leadership feat in order to have an entourage of assistants.  His cohort is usually a priest or priest-soldier that functions as an adjutant (see Conan: The Free Companies).  His followers are often other forms of aids.  He answers to a regional commander.
Regional Commander: Medium Humanoid Meadow Shemite Soldier 14/Noble 2/Scholar 2; Hit Dice: 10d10+30+12+4+2 (103 hit points); Initiative: +12 (+4 Dex, +4 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence: 21 (+7 level, +4 Dex); Parry Defence: 28 (+11 level, +6 Str, +1 Parry); DR: 6 (Scale Corselet and Helmet) ; Base Attack Bonus/Grapple: +16/+22; Attack: Akbitanan Scimitar +24 melee or Shemite bow +24 ranged; Full Attack: Akbitanan Scimitar +24/+19/+14/+9 melee or Shemite bow +22/+17/+12/+7/+2 ranged; Damage: Akbitanan Scimitar 1d8+6 /18-20 x2/ AP 10 or Shemite bow 1d10+11/ x3/ AP 10; Special Attacks: Formation combat (heavy cavalry, heavy infantry, skirmisher), +1 attack with scimitar and Shemite longbow; Special Qualities: Meadow Shemite traits, title, rank hath its privileges, wealth, special regional feature +1, scholar, base power points, +1 power point, knowledge is power; Space/Reach: 5 ft./5 ft.; Saves: Fort +17, Ref +7, Will +12 ; Abilities: Str 22, Dex 18, Con 17, Int 17, Wis 12, Cha 14; Skills: Appraise +5, Bluff +9, Diplomacy +12, Gather Information +10, Handle Animal +4, Hide +5, Intimidate +24, Knowledge (geography) +5, Knowledge (local) +8, Knowledge (nobility) +7, Listen +4, Move Silently +5, Ride +21, Search +16, Sense Motive +7, Spot +13, Survival +3; Feats: Cleave, Far Shot, Great Cleave, Greater Weapon Focus (Shemite bow), Greater Weapon Specialisation (Shemite bow), Improved Initiative, Improved Overrun, Improved Sunder, Investigator*, Iron Will*, Leadership, Mounted Archery, Mounted Combat, Parry, Persuasive, Point Blank Shot, Power Attack, Rapid Shot, Trample, Weapon Focus (Shemite bow), Weapon Specialisation (Shemite bow) (* feat taken in lieu of a new sorcery style); Reputation: 37 (cruel) (+5 to Bluff checks and, when dealing with authorities, +5 to Intimidate; -2 penalty to Disguise checks); Leadership: 18 (9th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level); Code of Honour: None; Allegiances:  King, captains, asshuri code; Power Points: 6 (12 maximum); Possessions:  Scale corselet, cylindrical helmet, Shemite bow (+6), 40 pearled arrows, gold-pommelled Akbitanan scimitar

The regional commander reports to the city government and maintains the company's archives, books and logistics.  At this point, the soldier will have learned something of the ways of the nobility and of the priests.  Some take only levels of noble after they stop soldierly training, others concentrate on the scholar class.  Some alternate, taking both routes.  Skills have become more important than strength of arm, so the character starts concentrating his ability adjustments on Intelligence or Charisma instead of Strength.  Feats taken at this point continue to emphasise Charisma-based skills not martial abilities.
The statistics presented here presume the asshuri characters are in a plains environment and have the appropriate circumstance modifiers already figured in.  If the asshuri are not on the plains, then a few skills need to be modified accordingly.  The damage listed in these statistics presume the target is within one range increment (usually 100 feet) of the Shemite.  If the target is further away, reduce the damage by 1 point.  Asshuri are considered notoriously callous and cruel, so these sample asshuri characters all have the cruel Reputation type (see Conan the Roleplaying Game for definitions of the Reputation types).  Individual asshuri may have other types of Reputation.
Meadow Shemite Healers
The healers are presented first as the more commonly found non-sorcerous variety as well as a sorcerer version perfect for villains.

Asu Healer

Medium Humanoid Meadow Shemite Scholar 3; Hit Dice: 3d6 (11 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 12 (+1 Dex, +1 Level); Parry Defence: 10 (-1 Str, +1Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 melee finesse; Full Attack: Dagger +3 melee finesse; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (lay priest), base power points, knowledge is power, +1 power point; Saves: Fort +0, Ref +1, Will +4 (+7 vs. Corruption); Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 13; Skills: Appraise +4, Bluff +9, Craft (alchemy) +11, Craft (herbalism) +11, Diplomacy +9, Gather Information +8, Handle Animal +3, Heal +11, Knowledge (arcana) +8, Knowledge (nature) +8, Knowledge (religion) +8, Perform (ritual) +7, Ride +3, Search +4, Sense Motive +4, Spot +4; Feats: Investigator, Skill Focus (craft (alchemy)), Skill Focus (craft (herbalism)), Skill Focus (heal)* (* feat taken in lieu of a new sorcery style); Reputation: 4 (talented); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +2 (+1 base, +1 Cha); Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, 2 black lotus blossoms

Asu Healer (Sorcerer)
Medium Humanoid Meadow Shemite Scholar 3; Hit Dice: 3d6 (11 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 12 (+1 Dex, +1 Level); Parry Defence: 10 (-1 Str, +1Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 melee finesse; Full Attack: Dagger +3 melee finesse; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 1 sorcery style, scholar, background (lay priest), base power points, knowledge is power, +1 power point, 1 advanced spell, 1 bonus spell; Saves: Fort +0, Ref +1, Will +4 (+7 vs. Corruption); Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 13; Skills: Appraise +4, Bluff +9, Craft (alchemy) +8, Craft (herbalism) +11, Diplomacy +9, Gather Information +6, Handle Animal +3, Heal +11, Knowledge (arcana) +8, Knowledge (nature) +8, Knowledge (religion) +8, Perform (ritual) +7, Ride +3, Search +4, Sense Motive +4, Spot +4; Feats: Investigator, Skill Focus (craft (herbalism)), Skill Focus (heal)* (* feat taken in lieu of a new sorcery style); Reputation: 4 (talented); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +2 (+1 base, +1 Cha); Sorcery Styles: Divination; Spells Known: Astrological prediction,  psychometry; Corruption: 0; Insanity: None; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, 2 black lotus blossoms
The Asu healers prepare herbal remedies and set broken bones.  Most Asu healers are non-sorcerous.  Regardless of sorcery, they keep their herbal recipes a complete secret.  Instead of taking a new sorcery style at 2nd level, even the sorcerous Asu healers are often taught the Investigator feat instead by the schools to help them diagnose illnesses. Of the Meadow Shemites, the Pelishtim are the most accomplished Asu healers because scholar is a favoured class; Pelishtim healers often take the Self-Sufficient feat for having a favoured class to further boost their Heal score.
Baru Healer

Medium Humanoid Meadow Shemite Scholar 7; Hit Dice: 7d6 (11 Hit Points); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft; Dodge Defence: 13 (+1 Dex, +2 Level); Parry Defence: 11 (-1 Str, +2Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +5/+4; Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Full Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (lay priest), base power points, knowledge is power, +2 power point, increased maximum power points (triple); Saves: Fort +1, Ref +2, Will +9 (+12 vs. Corruption; +11 vs. Terror); Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 17, Cha 14; Skills: Appraise +4, Bluff +14, Craft (alchemy) +12, Craft (herbalism) +12, Diplomacy +14, Gather Information +16, Handle Animal +4, Heal +16, Knowledge (arcana) +12, Knowledge (nature) +12, Knowledge (religion) +12, Perform (ritual) +12, Profession (baru healer) +9, Ride +3, Search +4, Sense Motive +15, Spot +7; Feats: Demon Killer, Negotiator, Investigator, Iron Will, Skill Focus (Gather Information), Skill Focus (heal)*, Skill Focus (Sense Motive)* (* feat taken in lieu of a new sorcery style); Reputation: 12 (talented) (may add +2 to Bluff and Profession checks; -1 penalty to disguise); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 9 (base 4, +3 Wis, +2 bonus) (27 maximum); Magical Attack: +5 (+3 base, +2 Cha); Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, heavy mace with ram's head, dagger, 6 doses of Kothic demon-fire, 3 doses of Stygian tomb-dust, 2 doses of lotus greensmoke, 2 doses of lotus greysmoke, 5 black lotus blossoms

Baru Healer (Sorcerer)
Medium Humanoid Meadow Shemite Scholar 7; Hit Dice: 7d6 (11 Hit Points); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft; Dodge Defence: 13 (+1 Dex, +2 Level); Parry Defence: 11 (-1 Str, +2Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +5/+4; Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Full Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 2 sorcery styles, scholar, background (lay priest), base power points, knowledge is power, +2 power point, 5 advanced spells, 2 bonus spells, increased maximum power points (triple); Saves: Fort +1, Ref +2, Will +9 (+12 vs. Corruption; +11 vs. Terror); Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 17, Cha 14; Skills: Appraise +4, Bluff +14, Craft (alchemy) +12, Craft (herbalism) +10, Diplomacy +14, Gather Information +9, Handle Animal +4, Heal +14, Knowledge (arcana) +12, Knowledge (nature) +12, Knowledge (religion) +12, Perform (ritual) +12, Profession (baru healer) +7, Ride +3, Search +4, Sense Motive +12, Spot +5; Feats: Demon Killer, Negotiator, Investigator, Iron Will, Skill Focus (heal) (* feat taken in lieu of a new sorcery style); Reputation: 12 (talented) (may add +2 to Bluff and Profession checks; -1 penalty to disguise); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 9 (base 4, +3 Wis, +2 bonus) (27 maximum); Magical Attack: +5 (+3 base, +2 Cha); Sorcery Styles: Divination, Counterspells; Spells Known: Astrological prediction, dream of wisdom, greater warding,  incantation of Amalric's witchman, mind-reading, psychometry, rune of Jhebbal Sag, visions, warding; Corruption: 0; Insanity: None; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, heavy mace with ram's head, dagger, 6 doses of Kothic demon-fire, 3 doses of Stygian tomb-dust, 2 doses of lotus greensmoke, 2 doses of lotus greysmoke, 5 black lotus blossoms
Baru healers are diviners who can determine what sin or violation caused the creation of the demon what brought about the illness.  Baru healers practice hepatoscopy, using animal livers to read the intent of the gods.  The baru healers believe that if they can decipher the signs and portents from the gods, then humans can act wisely when the preordained events come to pass.  The baru healers also develop occult arts and ritualistic formulas to influence the gods whose decisions determine human fate and to ward off demons.  The baru healers learn the divination sorcery style as well as the counterspells style.  Instead of learning a third sorcery style at 4th level, they are trained in negotiation techniques by the temples, so they take Negotiator as a feat to reflect that training.  Part of their training is to kill a demon summoned by an Ashipu healer in order to keep them from falling prey to fear when encountering the demons of illness, so they are taught to have the Demon Killer feat.  If a baru healer progresses to 8th level, he is taught the Cosmic Sorcery style from Conan: The Scrolls of Skelos.  Pelishtim baru healers have scholar as a favoured class, so they have two additional feats: Knowledgeable and Skill Focus (perform (ritual)).
Ashipu Healer (Sorcerer)
Medium Humanoid Meadow Shemite Scholar 15; Hit Dice: 10d6+10+5 (50 Hit Points); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft; Dodge Defence: 17 (+2 Dex, +5 Level); Parry Defence: 15 (+0 Str, +5 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +11/+11; Attack: Dagger +13 melee finesse or Heavy Mace +11 melee or Alchemical Weapon +13 ranged; Full Attack: Dagger +13/+8/+3 melee finesse or Heavy Mace +11/+6/+1 melee or Alchemical Weapon +13/+8/+3 ranged; Damage: Dagger 1d4/ 19-20 x2/ AP 1 or Heavy Mace 1d10/ x2/ AP 4 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 3 sorcery styles, scholar, background (lay priest), base power points, knowledge is power, +4 power points, 13 advanced spells, 3 bonus spells, increased maximum power points (quadruple); Saves: Fort +5, Ref +6, Will +15 (+18 vs. Corruption; +17 vs. Terror); Abilities: Str 11, Dex 15, Con 13, Int 17, Wis 19, Cha 18; Skills: Appraise +5, Bluff +20, Craft (alchemy) +19, Craft (herbalism) +15, Diplomacy +22, Gather Information +19, Handle Animal +6, Heal +23, Knowledge (arcana) +22, Knowledge (nature) +22, Knowledge (religion) +22, Perform (ritual) +22, Perform (drums) +14, Profession (ashipu healer) +16, Ride +4, Search +5, Sense Motive +11, Spot +6 (note: this character exchanged a few Advanced Spells for skill points); Feats: Demon Killer, Investigator, Iron Will, Quick Draw, Ritual Sacrifice, Skill Focus (heal), Summoner, Tortured Sacrifice* (* feat taken in lieu of a new sorcery style); Reputation: 24 (talented) (may add +3 to Bluff and Profession checks; takes -1 penalty to Disguise checks); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 12 (base 4, +4 Wis, +4 bonus) (48 maximum); Magical Attack: +11 (+7 base, +4 Cha) (+13 when using a Summoning spell); Sorcery Styles: Divination, Cosmic Sorcery, Counterspells, Summonings; Spells Known: Astrological prediction, banish outsider**, bind demon**, dream of wisdom, greater sorcerous news, greater warding,  incantation of Amalric's witchman, master warding**, master-words and signs, mind-reading, psychometry, rune of Jhebbal Sag, sorcerous news, summon demon, summon water elemental,  the time is right**, visions, warding (** spell from Conan: The Scrolls of Skelos); Corruption: 1; Insanity: Sees omens everywhere; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with demon head, 8 doses of Kothic demon-fire, 6 doses of Stygian tomb-dust, 4 doses of lotus greensmoke, 4 doses of lotus greysmoke, 10 black lotus blossoms

Ashipu healers are exorcists who use incantations to drive demons (diseases) away from the patient, often driving the demon into swine, sheep or statues, which are then destroyed.  They are always sorcerous.  Knowledge (religion) and Knowledge (arcane) is important for them.  At 4th level, the Ashipu healer is taught torture techniques instead of taught a sorcery style, so they learn Tortured Sacrifice.  Ashipu healers are well trained and expensive to hire, especially the ones who are 12th or higher level and can actually use the Summoning sorcery style.  Like the baru, the ashipu healers must destroy at least one demon during their training, giving them the Demon Killer feat.  Many learn the Quick Draw feat in order to draw and throw their alchemical weapons faster in a full-attack.  Many are plagued with nightmares.  Pelishtim ashipu healers have three bonus feats because scholar is a favoured class for them; these are typically Persuasive, Negotiator and Performer.
Meadow Shemite Priests & Priestesses

The priests here are presented first as the more commonly found non-sorcerous variety as well as a sorcerer version perfect for villains.  Not every city-state has a sorcerer – such would make Robert E. Howard's sword-and-sorcery milieu transform into something more high-fantasy.  Further, even the sorcerous city-states, the priests do not use their sorcery to solve minor crimes for the asshuri.  All the priests, however, pretend to have access to magic and the gods and, with alchemy, it is often hard to distinguish between a non-sorcerous priest and a true sorcerer.

Lay Priest 
Medium Humanoid Meadow Shemite Scholar 3; Hit Dice: 3d6 (11 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 12 (+1 Dex, +1 Level); Parry Defence: 10 (-1 Str, +1 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 melee finesse or Heavy Mace +1 melee or Alchemical Weapon +3 ranged; Full Attack: Dagger +3 melee finesse or Heavy Mace +1 melee or Alchemical Weapon +3 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (lay priest), base power points, knowledge is power, +1 power points; Saves: Fort +0, Ref +1, Will +4 (+7 vs. Corruption); Abilities: Str 8, Dex 12, Con 10, Int 13, Wis 14, Cha 15; Skills: Appraise +3, Bluff +12, Craft (alchemy) +12, Craft (herbalism) +5, Diplomacy +10, Gather Information +6, Handle Animal +4, Heal +12, Intimidate +4, Knowledge (arcana) +7, Knowledge (religion) +7, Knowledge (history) +4, Knowledge (nature) +4, Perform (ritual) +8, Perform (instrument or song) +3, Profession (priest) +6, Ride +3, Spot +4; Feats: Craftsman, Persuasive, Skill Focus (Craft (alchemy)), Skill Focus (heal); Reputation: 5 (talented) (+1 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +3 (+1 base, +2 Cha); Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 2 doses of Kothic demon-fire, 2 doses of Stygian tomb-dust, 1 dose of lotus greensmoke, 1 dose of lotus greysmoke, 2 black lotus blossoms

Lay Priest (Sorcerer)
Medium Humanoid Meadow Shemite Scholar 3; Hit Dice: 3d6 (11 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 12 (+1 Dex, +1 Level); Parry Defence: 10 (-1 Str, +1 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 melee finesse or Heavy Mace +1 melee or Alchemical Weapon +3 ranged; Full Attack: Dagger +3 melee finesse or Heavy Mace +1 melee or Alchemical Weapon +3 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 2 sorcery styles, scholar, background (lay priest), base power points, knowledge is power, +1 power points, 1 advanced spell, 1 bonus spell; Saves: Fort +0, Ref +1, Will +4 (+7 vs. Corruption); Abilities: Str 8, Dex 12, Con 10, Int 13, Wis 14, Cha 15; Skills: Appraise +3, Bluff +12, Craft (alchemy) +3, Craft (herbalism) +3, Diplomacy +10, Gather Information +6, Handle Animal +4, Heal +8, Intimidate +4, Knowledge (arcana) +7, Knowledge (religion) +7, Knowledge (history) +4, Knowledge (nature) +4, Perform (ritual) +8, Perform (instrument or song) +4, Profession (priest) +6, Ride +3, Spot +4; Feats: Ritual Sacrifice, Persuasive; Reputation: 5 (talented) (+1 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +3 (+1 base, +2 Cha) ; Sorcery Styles: Divination, Counterspells; Spells Known: Astrological prediction, incantation of Amalric's witchman, rune of Jhebbal Sag, warding ; Corruption: 0; Insanity: –; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 2 doses of Kothic demon-fire, 2 doses of Stygian tomb-dust, 1 dose of lotus greensmoke, 1 dose of lotus greysmoke, 2 black lotus blossoms
Ordained Priest 
Medium Humanoid Meadow Shemite Scholar 4/Soldier 2; Hit Dice: 4d6+2d10 (25 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 14 (+1 Dex, +2 Level, +1 Dodge); Parry Defence: 11 (-1 Str, +2 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +5/+4; Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Full Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (lay priest), base power points, knowledge is power, +1 power points; Saves: Fort +3, Ref +1, Will +5 (+8 vs. Corruption); Abilities: Str 9, Dex 13, Con 11, Int 14, Wis 15, Cha 17; Skills: Appraise +6, Bluff +14, Craft (alchemy) +14, Craft (herbalism) +7, Decipher Script +5, Diplomacy +12, Gather Information +7, Handle Animal +5, Heal +13, Intimidate +7, Knowledge (arcana) +9, Knowledge (geography) +4, Knowledge (religion) +9, Knowledge (history) +6, Knowledge (nature) +5, Perform (ritual) +10, Perform (instrument or song) +4, Profession (priest) +6, Ride +3, Search +4, Sense Motive +3, Spot +4; Feats: Diligent, Dodge, Mounted Combat, Craftsman, Persuasive, Priest, Skill Focus (Craft (alchemy)), Skill Focus (heal); Reputation: 9 (talented) (+1 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +5 (+2 base, +3 Cha); Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 4 doses of Kothic demon-fire, 3 doses of Stygian tomb-dust, 2 dose of lotus greensmoke, 1 dose of lotus greysmoke, 4 black lotus blossoms

Ordained Priest (Sorcerer)
Medium Humanoid Meadow Shemite Scholar 4/Soldier 2; Hit Dice: 4d6+2d10 (25 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 14 (+1 Dex, +2 Level, +1 Dodge); Parry Defence: 11 (-1 Str, +2 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +5/+4; Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Full Attack: Dagger +6 melee finesse or Heavy Mace +4 melee or Alchemical Weapon +6 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 3 sorcery styles, scholar, background (lay priest), base power points, knowledge is power, +1 power points, 1 advanced spell, 1 bonus spell; Saves: Fort +3, Ref +1, Will +5 (+8 vs. Corruption); Abilities: Str 9, Dex 13, Con 11, Int 14, Wis 15, Cha 17; Skills: Appraise +6, Bluff +14, Craft (alchemy) +5, Craft (herbalism) +5, Decipher Script +5, Diplomacy +12, Gather Information +7, Handle Animal +5, Heal +8, Intimidate +7, Knowledge (arcana) +9, Knowledge (geography) +4, Knowledge (religion) +9, Knowledge (history) +6, Knowledge (nature) +5, Perform (ritual) +10, Perform (instrument or song) +6, Profession (priest) +6, Ride +3, Search +4, Sense Motive +3, Spot +4; Feats: Diligent, Dodge, Mounted Combat, Ritual Sacrifice, Persuasive, Priest; Reputation: 9 (talented) (+1 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +5 (+2 base, +3 Cha) ; Sorcery Styles: Divination, Counterspells, Curses; Spells Known: Astrological prediction, incantation of Amalric's witchman, lesser ill-fortune, rune of Jhebbal Sag, warding ; Corruption: 0; Insanity: –; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 4 doses of Kothic demon-fire, 3 doses of Stygian tomb-dust, 2 dose of lotus greensmoke, 1 dose of lotus greysmoke, 4 black lotus blossoms
Officiate Priest 

Medium Humanoid Meadow Shemite Scholar 8/Soldier 2; Hit Dice: 8d6+2d10+10 (49 Hit Points); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft; Dodge Defence: 17 (+2 Dex, +4 Level, +1 Dodge); Parry Defence: 14 (+0 Str, +4 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +8/+8; Attack: Dagger +10 melee finesse or Heavy Mace +8 melee or Alchemical Weapon +10 ranged; Full Attack: Dagger +10/+5 melee finesse or Heavy Mace +8/+3 melee or Alchemical Weapon +10 ranged; Damage: Dagger 1d4/ 19-20 x2/ AP 1 or Heavy Mace 1d10/ x2/ AP 4 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, 4 bonus feats, scholar, background (lay priest), base power points, knowledge is power, +2 power points, +16 skill points, increased maximum power points (triple) ; Saves: Fort +5, Ref +3, Will +10 (+13 vs. Corruption); Abilities: Str 10, Dex 14, Con 12, Int 15, Wis 16, Cha 19; Skills: Appraise +6, Bluff +19, Craft (alchemy) +20, Craft (herbalism) +17, Decipher Script +9, Diplomacy +15, Gather Information +10, Handle Animal +6, Heal +12, Intimidate +8, Knowledge (arcana) +15, Knowledge (geography) +6, Knowledge (religion) +15, Knowledge (history) +8, Knowledge (nature) +11, Leadership, Perform (ritual) +15, Perform (instrument or song) +7, Profession (priest) +14, Ride +4, Search +6, Sense Motive +11, Spot +5; Feats: Diligent, Dodge, Craftsman, Investigator, Iron Will, Knowledgeable,  Mounted Combat, Negotiator, Persuasive, Priest, Skill Focus (craft (alchemy)), Skill Focus (heal); Reputation: 14 (talented) (+2 to Bluff and Profession checks; -1 penalty to Disguise); Leadership: 15/18 (7th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 9 (base 4, +3 Wis, +2 bonus) (27 maximum); Magical Attack: +8 (+4 base, +4 Cha) ; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 6 doses of Kothic demon-fire, 6 doses of Stygian tomb-dust, 3 doses of lotus greensmoke, 2 doses of lotus greysmoke, 8 black lotus

Officiate Priest (Sorcerer)
Medium Humanoid Meadow Shemite Scholar 8/Soldier 2; Hit Dice: 8d6+2d10+10 (49 Hit Points); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft; Dodge Defence: 17 (+2 Dex, +4 Level, +1 Dodge); Parry Defence: 14 (+0 Str, +4 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +8/+8; Attack: Dagger +10 melee finesse or Heavy Mace +8 melee or Alchemical Weapon +10 ranged; Full Attack: Dagger +10/+5 melee finesse or Heavy Mace +8/+3 melee or Alchemical Weapon +10 ranged; Damage: Dagger 1d4/ 19-20 x2/ AP 1 or Heavy Mace 1d10/ x2/ AP 4 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 4 sorcery styles, scholar, background (lay priest), base power points, knowledge is power, +2 power points, 6 advanced spells, 2 bonus spell, increased maximum power points (triple) ; Saves: Fort +5, Ref +3, Will +10 (+13 vs. Corruption); Abilities: Str 10, Dex 14, Con 12, Int 15, Wis 16, Cha 19; Skills: Appraise +6, Bluff +19, Craft (alchemy) +13, Craft (herbalism) +13, Decipher Script +9, Diplomacy +13, Gather Information +8, Handle Animal +6, Heal +9, Intimidate +8, Knowledge (arcana) +13, Knowledge (geography) +4, Knowledge (religion) +13, Knowledge (history) +6, Knowledge (nature) +9, Perform (ritual) +15, Perform (instrument or song) +7, Profession (priest) +7, Ride +4, Search +4, Sense Motive +4, Spot +5; Feats: Diligent, Dodge, Iron Will, Mounted Combat, Ritual Sacrifice, Persuasive, Priest, Tortured Sacrifice; Reputation: 14 (talented) (+2 to Bluff and Profession checks; -1 penalty to Disguise); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 9 (base 4, +3 Wis, +2 bonus) (27 maximum); Magical Attack: +8 (+4 base, +4 Cha) ; Sorcery Styles: Divination, Cosmic Sorcery, Counterspells, Curses; Spells Known: Astrological prediction, greater ill-fortune, greater warding, ill-fortune, incantation of Amalric's witchman, lesser ill-fortune, master warding*, mind-reading,  rune of Jhebbal Sag, the time is right*, visions, warding  (* spell from Conan: The Scrolls of Skelos); Corruption: 0; Insanity: –; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 6 doses of Kothic demon-fire, 6 doses of Stygian tomb-dust, 3 doses of lotus greensmoke, 2 doses of lotus greysmoke, 8 black lotus blossoms

High Priest 

Medium Humanoid Meadow Shemite Scholar 14/Soldier 2; Hit Dice: 8d6+2d10+10+6 (55 Hit Points); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft; Dodge Defence: 19 (+2 Dex, +6 Level, +1 Dodge); Parry Defence: 16 (+0 Str, +6 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +12/+12; Attack: Dagger +14 melee finesse or Heavy Mace +12 melee or Alchemical Weapon +14 ranged; Full Attack: Dagger +14/+9/+4 melee finesse or Heavy Mace +12/+7/+2 melee or Alchemical Weapon +14 ranged; Damage: Dagger 1d4/ 19-20 x2/ AP 1 or Heavy Mace 1d10/ x2/ AP 4 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 5 bonus feats, scholar, background (lay priest), base power points, knowledge is power, +4 power points, +30 skill points, increased maximum power points (quadruple) ; Saves: Fort +7, Ref +5, Will +15 (+18 vs. Corruption); Abilities: Str 11, Dex 15, Con 13, Int 16, Wis 19, Cha 20; Skills: Appraise +7, Bluff +22, Craft (alchemy) +25, Craft (herbalism) +16, Decipher Script +16, Diplomacy +19, Gather Information +20, Handle Animal +7, Heal +26, Intimidate +23, Knowledge (arcana) +22, Knowledge (geography) +10, Knowledge (religion) +22, Knowledge (history) +9, Knowledge (nature) +15, Perform (ritual) +22, Perform (instrument or song) +8, Profession (priest) +14, Ride +4, Search +12, Sense Motive +13, Spot +14; Feats: Diligent, Dodge, Craftsman, Investigator, Iron Will, Knowledgeable,  Menacing Aura, Mounted Combat, Negotiator, Persuasive, Priest, Skill Focus (craft (alchemy)), Skill Focus (diplomacy), Skill Focus (heal), Steely Gaze; Reputation: 21 (talented) (+3 to Bluff and Profession checks; -1 penalty to Disguise); Leadership: 15/18 (7th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 12 (base 4, +4 Wis, +4 bonus) (48 maximum); Magical Attack: +12 (+7 base, +5 Cha) ; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 8 doses of Kothic demon-fire, 6 doses of Stygian tomb-dust, 4 doses of lotus greensmoke, 4 doses of lotus greysmoke, 12 black lotus blossoms

High Priest (Sorcerer)

Medium Humanoid Meadow Shemite Scholar 14/Soldier 2; Hit Dice: 8d6+2d10+10+6 (55 Hit Points); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft; Dodge Defence: 19 (+2 Dex, +6 Level, +1 Dodge); Parry Defence: 16 (+0 Str, +6 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +12/+12; Attack: Dagger +14 melee finesse or Heavy Mace +12 melee or Alchemical Weapon +14 ranged; Full Attack: Dagger +14/+9/+4 melee finesse or Heavy Mace +12/+7/+2 melee or Alchemical Weapon +14 ranged; Damage: Dagger 1d4/ 19-20 x2/ AP 1 or Heavy Mace 1d10/ x2/ AP 4 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Attacks: Sorcery; Special Qualities: Meadow Shemite traits, 5 sorcery styles, scholar, background (lay priest), base power points, knowledge is power, +4 power points, 12 advanced spells, 3 bonus spells, increased maximum power points (quadruple) ; Saves: Fort +7, Ref +5, Will +14 (+17 vs. Corruption); Abilities: Str 11, Dex 15, Con 13, Int 16, Wis 17, Cha 22; Skills: Appraise +7, Bluff +21, Craft (alchemy) +20, Craft (herbalism) +14, Decipher Script +16, Diplomacy +15, Gather Information +10, Handle Animal +8, Heal +15, Intimidate +16, Knowledge (arcana) +20, Knowledge (geography) +8, Knowledge (religion) +20, Knowledge (history) +7, Knowledge (nature) +13, Perform (ritual) +23, Perform (instrument or song) +9, Profession (priest) +13, Ride +4, Search +5, Sense Motive +10, Spot +8; Feats: Adept (curses), Diligent, Dodge, Iron Will, Mounted Combat, Persuasive, Priest, Ritual Sacrifice, Steely Gaze, Tortured Sacrifice; Reputation: 22 (talented) (+3 to Bluff and Profession checks; -1 penalty to Disguise); Allegiance: Temple, High Priest, King; Code of Honour: Civilised; Base Power Points: 11 (base 4, +3 Wis, +4 bonus) (44 maximum); Magical Attack: +13 (+7 base, +6 Cha) ; Sorcery Styles: Divination, Cosmic Sorcery, Counterspells, Curses, Nature Magic; Spells Known: Astrological prediction, awful rite of the were-beast,  children of the night, curse of Yizil, draw forth the soul, greater ill-fortune, greater summon beast, greater warding, ill-fortune, incantation of Amalric's witchman, lesser ill-fortune, master warding*, mind-reading,  rune of Jhebbal Sag, sorcerous garden, sorcerous news, greater sorcerous news, summon beast, the time is right*, visions, warding  (* spell from Conan: The Scrolls of Skelos); Corruption: 0; Insanity: –; Possessions: Clothing, healer's kit, herbalist's kit, alchemist's kit, dagger, heavy mace with lion's head, 8 doses of Kothic demon-fire, 6 doses of Stygian tomb-dust, 4 doses of lotus greensmoke, 4 doses of lotus greysmoke, 12 black lotus blossoms

Note:  A Pelishtim high priest is more likely to take the Immortality style than the Nature Magic style.

Prostitution

Temple Prostitutes:  Since physical pleasure is a sign from the gods, as well as one of the gods’ greatest gifts, the temple prostitute is an almost worshipped individual as a symbol of her gods’ fertility and receptive nature.  The temple prostitute has often developed this symbolism to an art.  Respected and revered in a manner most Shemite women cannot achieve, the temple prostitute is held as an honourable, if not exalted, station.  Shemites, proud of their civilisation, consider the temple prostitute to be one of the more refined signs of civilisation.  Many Hyborians, however, simply see her as another symbol of Shemite decadence.  She does more than just lie on her back, however.  She performs many function of the temple she belongs to.  Often, she is the High Priestess and in charge of making offerings to the god or goddess of the temple.  She is also in charge of erotic activities such as dance, music, poetry, food, recruitment and, for some temples, love potions or charms.  

Shem's sacred harlots are part of an organised religion and an organised hierarchy.  The high priestesses, called entu, have an equal status as a male priest and are permitted to dress in the same quality of clothing and jewellery as the king himself.  The entu wear an elaborate headdresses to symbolise their position.  Beneath them are the naditu, who are drawn from the noble classes only.  They are married to their gods and goddesses (usually Ishtar) and must remain otherwise single and childless for the entirety of their lives.  They perform many of the business functions of a temple.  Next in line are the gadishtu, who are the actual prostitutes of the temple who mate with any and all comers and are considered sacred.  The lowest rank of sacred harlot are the ishtaritu, who specialise in dancing, music and singing.  Further, there are the rest of the female population, who, by law, must sit in the temple at least once and accept at least one man (and his money) for sex.  This makes the woman holy in the eyes of society.  Once she has done this, she is free to return to her life or she may remain at the temple and become a full-fledged sacred harlot, her rank being determined by her rank before she entered the temple.  Once the woman enters the temple for this waiting, there she must remain until she completes her sacred duty.  It is joked in Shem that tall, beautiful women have but a short wait, but the ugly might have to wait years.

Temple prostitutes rarely permit violence to themselves as they are sacred objects of awe and fertility.  The brutality that might be used against slave-girl concubines are virtually never seen in the beds of the temple prostitutes.  

Temple prostitutes take ranks in Profession (temple prostitute), Heal, Knowledge (religion), Sense Motive, Spot and Diplomacy.  The Profession skill allows them to actually earn money for the temple.  The Games Master may allow the Profession check to indicate how many recruits the temple prostitute has brought to the temple as opposed to actual currency.  Heal allows the temple prostitute to use massage and other stimulation to encourage the healing of wounds.  The skill also allows her to identify illness in potential customers (DC 12) in order to protect her own health.  Knowledge (religion) is to help her spread the word of her faith and encourage belief.  Sense Motive helps the temple doxy to figure out the needs of various people and to find potential candidates.  Spot allows the temple prostitute a chance to spy danger and Diplomacy is used to keep violence down and to encourage regular attendance with her.  They can be of any class, although Scholar is most common.  Appropriate feats for the Temple prostitute includes Priest, Carouser, Debaucher, Skill Focus and Negotiator.  Many high level priestesses become corrupt even if they never learn to cast spells from too much intimate interaction with sorcerous high level clergy in their own temples.

Slave Girls:  Other than the temple prostitutes, no free woman in Shem will usually prostitute herself.  However, the slave-girls have no say in the matter and if her master wants to accept money from strangers or friends to have sex with his concubine, then the girl does what she is told or she is punished.  Most of the slaves are brought to the slave blocks by the nomad tribes.  Many urban Shemites see the constant train of concubines and prostitutes as the greatest benefit of the nomads.

Pelishtim Mystic
Medium Humanoid Pelishtim Scholar 3; Hit Dice: 3d6+3 (14 hit points); Initiative: +1 (+0 Dex, +1 Ref) ; Speed: 30 ft. ; Dodge Defence:  11 (+1 level, +0 Dex); Parry Defence:  10 (+1 level, -1 Str); DR: –; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +2 melee finesse; Full Attack:  Dagger +2 melee finesse; Damage:  Dagger 1d4-1/ 19-20 x2/ AP 0; Special Attacks: Sorcery; Special Qualities: Pelishtim traits, 2 sorcery styles, scholar, background, base power points, knowledge is power, +1 power point, 1 advanced spell, 1 bonus spell; Space/Reach: 5 ft./5 ft.; Saves: Fort +1, Ref +0, Will +4 (+7 vs. Corruption)  ; Abilities: Str 8, Dex 10, Con 12, Int 13, Wis 14, Cha 15; Skills: Appraise +3, Bluff +13, Concentration +5, Craft (alchemy) +4, Craft (herbalism) +4, Decipher Script +4, Gather Information +5, Handle Animal +4, Heal +4, Knowledge (arcana) +11, Knowledge (local) +9, Knowledge (religion) +9, Perform (ritual) +5, Profession (mystic oracle) +4, Sense Motive +8,  Sleight-of-Hand +5, Spot +4; Feats:  Knowledgeable, Ritual Sacrifice, Skill Focus (Bluff); Reputation: 5 (talented); Leadership: –; Code of Honour: Civilised; Allegiances:  Pelishtim master; Base Power Points: 7 (base 4, +2 Wis, +1 bonus) (14 maximum); Magical Attack: +3 (+1 base, +2 Cha); Sorcery Styles: Divination, Prestidigitation; Spells Known: Astrological prediction, conjuring, psychometry, telekinesis; Corruption: 0; Insanity: None; Possessions:  Clothing, dagger, healing kit
Medium Humanoid Pelishtim Scholar 6; Hit Dice: 6d6+6 (27 hit points); Initiative: +2 (+0 Dex, +2 Ref) ; Speed: 30 ft. ; Dodge Defence:  12 (+2 level, +0 Dex); Parry Defence:  11 (+2 level, -1 Str); DR: –; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +4 melee finesse or alchemical weapon +4 ranged; Full Attack:  Dagger +4 melee finesse or alchemical weapon +4 ranged; Damage:  Dagger 1d4-1/ 19-20 x2/ AP 0, Flame Powder 1d4, Kothic demon-fire 5d6; Special Attacks: Sorcery; Special Qualities: Pelishtim traits, 3 sorcery styles, scholar, background, base power points, knowledge is power, +2 power point, 4 advanced spells, 1 bonus spell, increased maximum power points (triple); Space/Reach: 5 ft./5 ft.; Saves: Fort +2, Ref +1, Will +9 (+12 vs. Corruption)  ; Abilities: Str 9, Dex 11, Con 13, Int 14, Wis 15, Cha 17; Skills: Appraise +4, Bluff +15, Concentration +5, Craft (alchemy) +7, Craft (herbalism) +5, Decipher Script +5, Gather Information +7, Handle Animal +4, Heal +4, Intimidate +11, Knowledge (arcana) +15, Knowledge (local) +13, Knowledge (religion) +13, Perform (ritual) +7, Profession (mystic oracle) +5, Sense Motive +10,  Sleight-of-Hand +5, Spot +4; Feats:  Iron Will, Knowledgeable, Ritual Sacrifice, Skill Focus (Bluff), Steely Gaze, Tortured Sacrifice; Reputation: 9 (talented); Leadership: –; Code of Honour: Civilised; Allegiances:  Pelishtim master; Base Power Points: 8 (base 4, +2 Wis, +2 bonus) (24 maximum); Magical Attack: +6 (+3 base, +3 Cha); Sorcery Styles: Divination, Nature Magic, Prestidigitation; Spells Known: Astrological prediction, conjuring, psychometry, summon beast,  telekinesis, visions, mind-reading; Corruption: 0; Insanity: None; Possessions:  Clothing, dagger, healing kit, three doses of flame powder, two doses of Kothic demon-fire
Medium Humanoid Pelishtim Scholar 10; Hit Dice: 10d6+20 (55 hit points); Initiative: +4 (+1 Dex, +3 Ref) ; Speed: 30 ft. ; Dodge Defence:  14 (+3 level, +1 Dex); Parry Defence:  13 (+3 level, +0 Str); DR: –; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +8 melee finesse or alchemical weapon +8 ranged; Full Attack:  Dagger +8/+3 melee finesse or alchemical weapon +8 ranged; Damage:  Dagger 1d4/ 19-20 x2/ AP 1, Flame Powder 1d4, Kothic demon-fire 5d6; Special Attacks: Sorcery; Special Qualities: Pelishtim traits, 4 sorcery styles, scholar, background, base power points, knowledge is power, +3 power points, 8 advanced spells, 2 bonus spell, increased maximum power points (triple); Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +3, Will +11 (+14 vs. Corruption)  ; Abilities: Str 10, Dex 12, Con 14, Int 15, Wis 16, Cha 19; Skills: Appraise +4, Bluff +18, Concentration +6, Craft (alchemy) +11, Craft (herbalism) +8, Decipher Script +8, Gather Information +8, Handle Animal +6, Heal +7, Intimidate +16, Knowledge (arcana) +19, Knowledge (local) +17, Knowledge (religion) +17, Perform (ritual) +18, Profession (mystic oracle) +10, Sense Motive +15,  Sleight-of-Hand +6, Spot +5; Feats:  Iron Will, Knowledgeable, Persuasive, Ritual Sacrifice, Skill Focus (Bluff), Skill Focus (Perform (ritual)), Steely Gaze, Tortured Sacrifice; Reputation: 13 (talented); Leadership: –; Code of Honour: Civilised; Allegiances:  Pelishtim master; Base Power Points: 10 (base 4, +3 Wis, +3 bonus) (30 maximum); Magical Attack: +9 (+5 base, +4 Cha); Sorcery Styles: Divination, Immortality, Nature Magic, Prestidigitation; Spells Known: Astrological prediction, conjuring, dream of wisdom, eternal youth, mind-reading,  psychometry, summon beast,  sorcerous news, telekinesis, visions, witch's vigour; Corruption: 0; Insanity: None; Possessions:  Clothing, dagger, healing kit, three doses of flame powder, two doses of Kothic demon-fire
The Pelishtim wise men are steeped in sorcery.  They can be found in most Shemite cities and elsewhere.  They are often found around arcane sites.  In Asgalun, they live in the  Keraŝ district for the most part.  Early in their career they make their living making predictions, although most do not actually use sorcery for most clients, although few can tell the difference.  The scholars of Pelishtia live for hundreds of years and may well possess the secret of eternal youth.  Certainly the Pelishtim sorcerers are afforded respect even among the Stygians and Khitans, for they are learned in arcane secrets and wander far in search of knowledge.  
They strive to learn the Immortality sorcery style from Conan: The Scrolls of Skelos.  8th level Many of the spells in that style require the Ritual Sacrifice, Tortured Sacrifice and Permanent Sorcery feats, so the Pelishtim usually learn those as early as possible.  

Sabatean Torturers

The shadow-haunted Shemite city-state of Sabatea is infamous for its torturers.  Most Shemite kings have one in their palace as a court official.  A Sabatean torturer is considered a member of the haughty upper class unless enslaved (such as through debt).  The Sabatean torturers presented here use the scholar class, although any class may be used.  The thief class also makes a good choice for a torturer because of the Sneak Attack ability and some of the thief Special Abilities.  These Sabatean torturers use the variant rule presented on page XX.  If the Games Master does not use this variant, then the character feats for these Non-Player Characters will need to be reworked slightly (acolyte loses the Persuasive feat; expert also loses the Steely Gaze feat; master loses those feats plus Deft Hands).  Sabatea's relationship with the Black Ring implies they may also be willing to teach Stygians their techniques, although these samples use Meadow Shemites as the character race.  

To make a sorcerous torturer, simply remove the appropriate number of Skill Focus feats and reduce the character's ranks in Listen to zero (the master torturer also loses three ranks of Appraise), then add whatever sorcery styles and advanced spells the character has learned.  You may want to trade out a few feats for Ritual Sacrifice and Torturous Sacrifice for the sorcerous variety.
Acolyte
Medium Humanoid Meadow Shemite Scholar 3; Hit Dice: 3d6 (11 Hit Points); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft; Dodge Defence: 12 (+1 Dex, +1 Level); Parry Defence: 10 (-1 Str, +1 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 melee finesse or Heavy Mace +1 melee or Alchemical Weapon +3 ranged; Full Attack: Dagger +3 melee finesse or Heavy Mace +1 melee or Alchemical Weapon +3 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (acolyte), base power points, knowledge is power, +1 power points, +2 skill points (in lieu of an Advanced Spell), +2 bonus feats (in lieu of a new sorcery style); Saves: Fort +0, Ref +1, Will +3 ; Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 13, Cha 15; Skills:  Appraise +6, Bluff +15, Diplomacy +8, Gather Information +8, Heal +7, Intimidate +15, Knowledge (arcana) +8, Knowledge (religion) +8, Knowledge (engineering) +8, Listen +3, Perform (ritual) +8, Profession (torturer) +7, Sense Motive +7, Spot +3; Feats: Aura of Authority*, Persuasive, Secret of the Acolyte Sabatean Torturer*, Skill Focus (Intimidate), Skill Focus (bluff); Reputation: 5 (talented) (+1 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: None; Base Power Points: 6 (base 4, +1 Wis, +1 bonus) (14 maximum); Magical Attack: +3 (+1 base, +2 Cha); Possessions: Clothing, heavy mace with peacock head, healer's kit, dagger, 2 doses of Kothic demon-fire, 2 doses of Stygian tomb-dust, 2 black lotus blossoms

Expert

Medium Humanoid Meadow Shemite Scholar 6; Hit Dice: 6d6 (21 Hit Points); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft; Dodge Defence: 13 (+1 Dex, +2 Level); Parry Defence: 11 (-1 Str, +2 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +5 melee finesse or Heavy Mace +3 melee or Alchemical Weapon +5 ranged; Full Attack: Dagger +5 melee finesse or Heavy Mace +3 melee or Alchemical Weapon +5 ranged; Damage: Dagger 1d4-1/ 19-20 x2/ AP 0 or Heavy Mace 1d10-1/ x2/ AP 3 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (acolyte), base power points, knowledge is power, +2 power points, +8 skill points (in lieu of an Advanced Spell), +3 bonus feats (in lieu of a new sorcery style), Increased Maximum Power Points (triple); Saves: Fort +1, Ref +2, Will +7 ; Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 14, Cha 17; Skills:  Appraise +6, Bluff +16, Diplomacy +9, Gather Information +12, Heal +11, Intimidate +19, Knowledge (arcana) +11, Knowledge (religion) +11, Knowledge (engineering) +11, Listen +10, Perform (ritual) +12, Profession (torturer) +11, Sense Motive +14, Spot +4; Feats: Aura of Authority*, Iron Will, Persuasive, Secret of the Acolyte Sabatean Torturer*, Secret of the Expert Sabatean Torturer*, Skill Focus (bluff), Skill Focus (intimidate), Skill Focus (sense motive), Steely Gaze; Reputation: 9 (talented) (+1 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: None; Base Power Points: 8 (base 4, +2 Wis, +2 bonus) (24 maximum); Magical Attack: +6 (+3 base, +3 Cha); Possessions: Clothing, heavy mace with peacock head, healer's kit, dagger, 4 doses of Kothic demon-fire, 3 doses of Stygian tomb-dust, 3 black lotus blossoms

Master

Medium Humanoid Meadow Shemite Scholar 10; Hit Dice: 10d6+10 (45 Hit Points); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft; Dodge Defence: 15 (+2 Dex, +3 Level); Parry Defence: 15 (+3 Level); Damage Reduction:  –; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +9 melee finesse or Heavy Mace +7 melee or Alchemical Weapon +9 ranged; Full Attack: Dagger +9/+4 melee finesse or Heavy Mace +7/+2 melee or Alchemical Weapon +9 ranged; Damage: Dagger 1d4/ 19-20 x2/ AP 1 or Heavy Mace 1d10/ x2/ AP 4 or Kothic Demon-Fire 5d6 and stun or by lotus smoke type; Face/Reach: 5 ft/5ft; Special Qualities: Meadow Shemite traits, scholar, background (acolyte), base power points, knowledge is power, +3 power points, +16 skill points (in lieu of an Advanced Spell), +4 bonus feats (in lieu of a new sorcery style), Increased Maximum Power Points (triple); Saves: Fort +3, Ref +4, Will +9; Abilities: Str 10, Dex 14, Con 12, Int 16, Wis 15, Cha 19; Skills:  Appraise +11, Bluff +21, Diplomacy +10, Gather Information +17, Heal +18, Intimidate +24, Knowledge (arcana) +16, Knowledge (religion) +16, Knowledge (engineering) +12, Knowledge (nature) +7, Listen +15, Perform (ritual) +17, Profession (torturer) +15, Sense Motive +18, Sleight-of-Hand +4, Spot +4, Use Rope +4; Feats: Aura of Authority*, Deft Hands, Iron Will, Persuasive, Poison Use, Secret of the Acolyte Sabatean Torturer*, Secret of the Expert Sabatean Torturer*, Skill Focus (bluff), Skill Focus (heal), Skill Focus (intimidate), Skill Focus (sense motive), Steely Gaze; Reputation: 14 (talented) (+2 to Bluff and Profession checks); Allegiance: Temple, High Priest, King; Code of Honour: None; Base Power Points: 9 (base 4, +2 Wis, +3 bonus) (27 maximum); Magical Attack: +9 (+5 base, +4 Cha); Possessions: Clothing, heavy mace with peacock head, healer's kit, dagger, 4 doses of Kothic demon-fire, 3 doses of Stygian tomb-dust, 3 black lotus blossoms

*New feat revealed in this supplement

