Non-Player Characters
Characters from The God in the Bowl
The Non-Player Characters used in this article 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.
The characters from the adventure are reprinted here for your convenience, including text describing what happened to them at the end of Robert E. Howard's original in case the Games Master wishes to use them later as if they had met Conan.

Arus the Watchman

Medium Nemedian Solder 3
Hit Dice: 3d10 (16 hit points)
Initiative: +6 (+1 Dex, +1 Ref, +4 Improved Initiative) 
Speed: 30 ft. 
Dodge Defence:  12 (+1 level, +1 Dex)
Parry Defence:  13 (+2 level, +1 Str)
DR: 1 (helmet)

Base Attack Bonus/Grapple: +3/+4

Attack: Arbalest +5 melee (+6 at point blank range)

Full Attack: Arbalest +5 melee (+6 at point blank range)

Damage: Arbalest +5 melee 2d8/ x2/ AP 6 (70 ft. range increment)

Special Attacks: Formation combat (skirmisher)

Special Qualities: Hyborian traits, adaptability (intimidate, listen), background skills (intimidate, listen, search, spot)
Space/Reach: 5 ft./5 ft.
Saves: Fort +3, Ref +2, Will +3   
Abilities: Str 12, Dex 13, Con 11, Int 10, Wis 8, Cha 9

Skills: Intimidate +3, Knowledge (local) +3, Profession (watchman) +1, Listen +4, Search +3, Spot +2

Feats: Improved Initiative, Point Blank Shot, Precise Shot, Ranged Finesse, Weapon Focus (arbalest)

Reputation: 2 (Honest)
Leadership: - 
Code of Honour: Civilised
Allegiances:  Numalia, Kallian Publico

Possessions:  Arbalest, loincloth, cheap tunic, sandals, belt, shortsword, bolts (10)

Arus, a watchman with rocking courage at times, is employed to guard Kallian Publico's museum and temple.  It is his duty to walk around the building steadily all night.  He is familiar with all the sounds of the street outside.  He is a dependable, responsible and stable person, known to be honest, steadfast and persevering.  Arus is stubborn and not fond of change.  He hates to be rushed into anything new.  He is a naturally suspicious person.  Security is important to Arus – he seeks permanence in career, marriage and home.  Finding his employer dead has changed all of that, an upsetting notion for Arus.

Aztrias Petanius

Medium Nemedian Noble 4
Hit Dice: 4d8-4 (14 hit points)
Initiative: +1 (+0 Dex, +1 Ref) 
Speed: 30 ft. 
Dodge Defence:  11 (+1 level, +0 Dex)
Parry Defence:  11 (+2 level, -1 Str)
DR:  -
Base Attack Bonus/Grapple: +3/+2

Attack: Unarmed Strike +3 melee finesse

Full Attack: Unarmed Strike +3 melee finesse

Damage: Unarmed Strike 1d3-1

Special Attacks: +1 bonus to attacks with broadsword, hunting bow, heavy lance and war spears

Special Qualities: Hyborian traits, adaptability (move silently, hide), background skills (gather information, handle animal, move silently, hide), title, rank hath its privileges, wealth, special regional feature +1, social ability (family ties)

Space/Reach: 5 ft./5 ft.
Saves: Fort +0, Ref +1, Will +4 
Abilities: Str 8, Dex 10, Con 9, Int 12, Wis 11, Cha 14

Skills: Appraise +11, Bluff +9, Diplomacy +12, Gather Information +4, Handle Animal +4, Hide +4, Knowledge (nobility) +8, Move Silently +4, Ride +7

Feats:  Mounted Combat, Skill Focus (appraise), Skill Focus (diplomacy)

Reputation: 6 (Coward)
Leadership: - 
Code of Honour: None

Allegiances:  Numalia
Possessions:  Noble's outfit
Aztrias Petanius is a slender, richly dressed figure.  He has pale skin, blonde hair and yawns when he wishes to appear bored.  He affects a lisp when he speaks.  The young nobleman is the nephew of Numalia's governor.  He has not attracted a body of followers as yet, necessitating his need to hire Conan (or, in this case, the Player Characters) to accomplish his ends.

Aztrias Petanius is basically a thief who had the good fortune to be born a nobleman.  He is a narcissist and expects admiration at all times from all people.  A shallow man, he never looks beneath the surface and, although he does have an uncanny ability to understand other people's points of view, he really does not understand human motivation (in The God in the Bowl, he was quite surprised and horrified that Conan chopped his head off – he did not expect that reaction, that is for sure).  Thus, he is skilled at Bluffing and Diplomacy, able to manipulate others, but has no skill whatsoever in Sense Motive.  He simply does not care what motivates people beyond the obvious.  He also does not trust his own instincts at all.  Although a born diplomat, he is ultimately selfish and struggles to make decisions.  Money continually slips through his fingers because he does not love money – he loves the things money can buy.  A young, frivolous man, he dislikes hard work unless others are doing it for him.  He enjoys the reward of hard work but avoids the efforts required to achieve those rewards, preferring to trick others into doing it for him so he can take the credit – and the reward.

Conan the Thief

Medium Cimmerian Barbarian 2/Thief 1
Hit Dice: 2d10+1d8+9 (25 hit points)

Initiative: +9 (+4 Dex, +5 Ref) 
Speed: 30 ft. 
Dodge Defence:  15 (+1 level, +4 Dex)

Parry Defence:  15 (+0 level, +5 Str)

DR:  -

Base Attack Bonus/Grapple: +2/+7
Attack: Broadsword +7 melee
Full Attack: Broadsword +7 melee

Damage: Broadsword 1d10+5

Special Attacks: Versatility (-2 penalty), crimson mist, sneak attack +1d6/+1d8, sneak attack style (broadsword), trap disarming
Special Qualities: Cimmerian traits, fearless, bite sword
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +9, Will +5 (+8 vs. Corruption)  
Abilities: Str 20, Dex 18, Con 17, Int 14, Wis 15, Cha 16
Skills: Balance +5, Climb +13, Craft (blacksmith) +4, Gather Information +4, Hide +7, Intimidate +5, Jump +10, Knowledge (geography) +3, Listen +8, Move Silently +10, Search +3, Spot +8, Survival +7, Tumble +5
Feats: Brawl, Fighting-Madness, Sleep Mastery, Track bonus
Reputation: 8 (Brave)

Leadership: - 

Code of Honour: Barbaric

Allegiances:  None

Possessions:  Broadsword, loincloth, sandals, girdle, scabbard
Arus saw a tall powerfully built youth, naked but for a loin-cloth, and sandals strapped high about his ankles.  His skin was burned brown as by the suns of the wastelands, and Arus glanced nervously at his broad shoulders, massive chest and heavy arms.  A single look at the moody, broad-browed features told the watchman that the man was no Nemedian.  From under a mop of unruly black hair smouldered a pair of dangerous blue eyes.  A long sword hung in a leather scabbard at his girdle.
After the events chronicled in the Howard story, The Frost Giant's Daughter, a young Conan heads for civilisation, passing through Nemedia on his way toward Zamora for his famous encounter with The Tower of the Elephant.  New to civilisation, Conan finds he needs money to survive in the cities of Nemedia and he takes employment to steal the Zamorian goblet and becomes entangled in the affair chronicled as The God in the Bowl.  After this adventure, (probably because he killed a Nemedian nobleman in front of witnesses), he will leave for Zamora and his fated encounter with Yag-Kosha.
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.  

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.  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.

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 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.  

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.  
Demetrio

Medium Nemedian Soldier 6/Scholar 6
Hit Dice: 5d10+5d6+10+3+1 (60 hit points)
Initiative: +6 (+2 Dex, +4 Ref) 
Speed: 30 ft. 
Dodge Defence:  18 (+5 level, +2 Dex, +1 Dodge)
Parry Defence:  16 (+6 level, +0 Str)
DR:  -
Base Attack Bonus/Grapple: +10/+10

Attack: Poniard +12 melee finesse

Full Attack: Poniard +12/+7 melee finesse

Damage: Poniard 1d6/ 19-20 x2/ AP 1

Special Attacks: Formation Combat (skirmisher)

Special Qualities: Hyborian traits, adaptability (gather information, search), background skills (decipher script, diplomacy, gather information, search), 3 bonus feats in lieu of new sorcery styles, +8 skill points in lieu of advanced spells, scholar background (independent), base power points, knowledge is power, +1 power point

Space/Reach: 5 ft./5 ft.
Saves: Fort +8, Ref +4, Will +13  
Abilities: Str 10, Dex 14, Con 12, Int 20, Wis 16, Cha 15

Skills: Appraise+10, Bluff +11, Decipher Script +9, Diplomacy +20, Gather Information +18, Intimidate +20, Knowledge (local) +22, Knowledge (nobility) +16, Knowledge (history) +16, Listen +13, Profession (Inquisitor) +18, Search +27, Sense Motive +20, Spot +13

Feats: Alertness, Combat Expertise, Combat Reflexes, Diligent, Dodge, Investigator, Knowledgeable, Leadership, Negotiator, Noble Blood, Skill Focus (diplomacy), Skill Focus (gather information), Skill Focus (intimidate), Skill Focus (search), Steely Gaze 
Reputation: 14 (Brave)
Leadership: 14 (7th cohort

50 1st, 2 2nd, 1 3rd level followers) 
Code of Honour: Civilised
Allegiances:  Numalia, Justice

Power Points: 8 (4 base, +3 Wis, +1 bonus)

Possessions:  Civilian clothing, poniard, cloak

Demetrio has a bald head, cold grey eyes and lean keen features.  His sharp nose is prominent and his body is agile, his movements decisive.  He is the Chief of the Inquisitorial Council of the City of Numalia.  Demetrio will use any weapon at his disposal to uncover secrets and achieve his goals, including such weapons as sarcasm, intimidation and ridicule.  He questions and probes everything, driven to dig beneath the surface to discover the real facts.  He is drawn to hidden things and is particularly suited for investigative work.  Nothing eludes his keen observation and insight.  He harvests information like a farmer takes down wheat, assimilating facts and putting everything he knows and learns to practical use.  Demetrio has an impeccable memory to accompany his analytical mind.   He is known in his circles for his crystal-clear thinking and his ability to insightfully probe into human motivations (especially criminal motivations).  He has the uncanny ability to see flaws and is unparalleled in his ability to solve the toughest problems, no matter how tight the knots and tangles made by motivation and secrecy are woven throughout the quandary.  He takes pride in his ability to not be fooled by anyone at any time.  Sometimes he is seen as a lone wolf but he is a capable leader with a powerful ability to persuade others.  His mind is quite stubborn and he tends to be a bit enamoured of his own opinions, however he does not form opinions until he has the facts before him.  After forming his opinion, he considers any contrary 'proofs' of others to simply be variations upon their own opinions and he treats those 'proofs' accordingly.  He has a volatile temper and will fight for a cause even when it is hopeless, refusing to budge from his point of view until he wants to budge from it.  He is, in many ways, the opposite of Conan.  Demetrio is ruled by logic and intellect, suppressing his emotions, whereas Conan is ruled by his instincts and emotions, stopping to think rationally only after he has acted. 

Demetrio grew up in a noble household but, being a younger son, was sent to study and learn.  He always had a keen mind devoted to observation and deduction and he put that to use when he studied under a Nemedian sceptic, although he was often criticised for his tendency to complicate everything, making mountains out of molehills by having more questions than answers, and then proceeding to question the answers he does have.  Demetrio seemed to find out the darkest secrets of all his tutors, mentors and schools, often causing his hasty departure from those people and places.  He married young and, when his first wife was murdered, he had an opportunity to really use his ability to learn secrets.  When the inquisitors did not find the murderer and did not seem to care to do more than a perfunctory investigation, Demetrio grew outraged and solved the murder himself.  He was quickly granted a place among the inquisitors and, just as quickly, advanced to his current post as chief.

Dionus, Prefect

Medium Nemedian Solder 4/Scholar 3
Hit Dice: 4d10+3d6 (32 hit points)
Initiative: +3 (+1 Dex, +2 Ref) 
Speed: 30 ft. 
Dodge Defence:  14 (+3 level, +1 Dex)
Parry Defence:  17 (+4 level, +2 Str, +1 parry)
DR: 1 (helmet)
Base Attack Bonus/Grapple: +6/+8
Attack: Bill +9 melee or Stabbing sword +8 melee
Full Attack: Bill +9/+4 melee or Stabbing sword +8/+3 melee
Damage: Bill 2d8+5/ x3/ AP 9 or Stabbing sword 1d8+2/ 19-20 x2/ AP 3
Special Attacks: Formation combat (skirmisher)
Special Qualities: Hyborian traits, adaptability (gather information, search), background skills (gather information, intimidate, search, sense motive), 2 bonus feats in lieu of new sorcery styles, +2 skill points in lieu of advanced spells, scholar, background (acolyte), base power points, knowledge is power, +1 power point
Space/Reach: 5 ft./5 ft.
Saves: Fort +5, Ref +3, Will +6 
Abilities: Str 15, Dex 13, Con 11, Int 14, Wis 9, Cha 17
Skills: Appraise +5, Bluff +6, Gather Information +12, Intimidate +16, Knowledge (local) +12, Knowledge (nobility) +5, Knowledge (history) +5, Profession (prefect) +2, Search +16, Sense Motive +7, Spot +1
Feats: Combat Expertise, Improved Disarm, Improved Sunder, Investigator, Noble Blood, Parry, Power Attack, Skill Focus (intimidate), Weapon Focus (bill), Weapon Specialisation (bill)
Reputation: 10 (Cruel)
Leadership: - 
Code of Honour: Civilised
Allegiances:  Numalia, Demetrio
Power Points: 4 (4 base, -1 Wis, +1 bonus)
Possessions:  Bill, scarlet tunic, sandals, helmet, stabbing sword

Dionus is a burly prefect of Numalia and is Demetrio's cohort.  Dionus is a cruel man, preferring a solution to true justice.  If an innocent can be made to confess, then that is good enough for him.  He is a restless person and he cannot wait to delve into his duties.  If he has a plan or an idea, he plunges in that direction.  He exudes self-confidence and feels he is headed for success.  He is infamous for his hot temper and his low threshold for boredom.  He has an aggressive and combative attitude, one that cannot be broken by others – he bends but he does not break.  He can be a bit peevish when forced to take orders.  He can also be a bit tactless.  He is apt to speak without thinking and often just says whatever pops into his head, which is why he has no ranks in Diplomacy.  Dionus also maintains a relentless pace, not caring if others cannot keep up with him.  His record of arrests is impressive because of this drive toward action and success.  Dionus is a materialist, with scant patience for eerie speculations.
Enaro

Kallian Publico's Charioteer
Medium Nemedian Commoner 3
Hit Dice: 3d4+3 (10 hit points)
Initiative: +3 (+2 Dex, +1 Ref) 
Speed: 30 ft. 
Dodge Defence:  13 (+1 level, +2 Dex)
Parry Defence:  13 (+1 level, +2 Str)
DR:  1 (helmet)
Base Attack Bonus/Grapple: +1/+3
Attack: Whip +3 melee finesse (15' reach)
Full Attack: Whip +3 melee finesse (15' reach)
Damage: Whip 1d4+2 (only 1 point is lethal)/ x2/ AP 0
Special Qualities: Hyborian traits, adaptability (handle animal, use rope), background skills (bluff, gather information, profession (merchant), spot) 
Space/Reach: 5 ft./5 ft.
Saves: Fort +2, Ref +3, Will +3   
Abilities: Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12
Skills:  Appraise +2, Bluff +3, Decipher Script +2, Diplomacy +3, Gather Information +3, Handle Animal +8, Profession (merchant) +3, Sense Motive +1, Spot +3, Use Rope +5 (note: Enaro spent 2 skill points on literacy)
Feats: Diligent, Exotic Weapon Proficiency (whip), Negotiator
Reputation: 4 (Talented)
Leadership: - 
Code of Honour: Civilised
Allegiances:  Numalia, Kallian Publico
Possessions:  Whip, tunic, helmet, sandals, belt

Enaro was once a Nemedian merchant but he drove up his debts when his business took a hard turn.  His debts put him in the service of Kallian Publico; he is a debtor-slave and bears the brand on his shoulder to show it.  Enaro is now a charioteer, forced to drive for Kallian Publico and his guests.  He is dark-skinned from being out in the sun and has a strong build.  He wears the helmet and tunic of the charioteer and carries a whip.  He bears no love for Kallian Publico.  He longs to kill his master but dares not do so.  He lives in the slave quarter of Numalia.
God in the Bowl
Child of Set
Huge Outsider (demon) 

Hit Dice: 5d8+30 (52 hit points)

Initiative: +6 (+4 Ref., +2 Dex)

Speed: 30 ft. (6 squares); Climb 30 ft.; Swim 30 ft.

Dodge Defence: 13 (+3 natural, +2 Dex, -2 size)

Damage Resistance:  5 (scales)

Base Attack/Grapple: +5/+23

Attack: Slam +13 melee (1d8+10)

Full Attack: Slam +13 melee (1d8+10)

Space/Reach: 15 ft. / 10 ft.

Special Attacks: Constricting grapple 

Special Qualities: Darkvision 60', improved terror of the unknown
Magic Attack Bonus: +5 (+2 natural, +3 Cha)

Saves: Fort +10, Ref +6, Will +6 

Abilities: Str 30, Dex 15, Con 22, Int 16, Wis 15, Cha 17

Skills: Bluff +11, Craft (alchemy) +11, Decipher Script +11, Hide +12, Intimidate +11, Knowledge (arcana) +11, Knowledge (religion) +11, Listen +10, Move Silently +12, Sense Motive +10, Spot +10

Feats: Stealthy, Steely Gaze

Climate/Terrain: Stygia

Organisation: Solitary or Pair

Advancement: 6-11 HD (huge), 12-23 HD (gargantuan), 24+ HD (colossal); or by character class (favoured class: scholar)

Conan stared in wonder at the cold classic beauty of that countenance, whose like he had never seen among the sons of men.  Neither weakness nor mercy nor cruelty nor kindness, nor any other human emotion was in those features.  They might have been the marble mask of a god, carved by a master hand, except for the unmistakable life in them – life cold and strange, such as the Cimmerian had never known and could not understand.  He thought fleetingly of the marble perfection of the body which the screen concealed – it must be perfect, he thought, since the face was so inhumanly beautiful.  But he could only see the god-like face, the finely moulded head which swayed curiously from side to side.  The full lips opened and spoke a single word, in a rich vibrant tone that was like the golden chimes that ring in the jungle-lost temples of Khitai.  It was an unknown tongue, forgotten before the kingdoms of man arose, but Conan knew that it meant, 'Come!'

…At last the movements ceased and Conan looked gingerly behind the screen.  Then the full horror of it all rushed over the Cimmerian, and he fled, nor did he slacken his headlong flight until the spires of Numalia faded into the dawn behind him.  The thought of Set was like a nightmare, and the children of Set who once ruled the earth and who now sleep in their nighted caverns far below the black pyramids.  Behind that gilded screen there had been no human body – only the shimmering, headless coils of a gigantic serpent.

~Robert E. Howard, The God in the Bowl
The gods of old times did not die, but fell into long sleeps.  Their ancient worshippers locked them into sarcophagi so that the hand of man did not disturb their slumbers.  Child of Sets, ancient gods who sleep beneath the pyramids of Stygia, are ancient abominations known as the Children of Set.  Whether that nomenclature is figurative or literal depends on one's religious beliefs.  They have unemotional but beautiful faces with full lips that appear to be carved from marble.  Beneath that fine head, however, is a twenty to thirty foot long shimmering body of a horrible serpent, thicker than a man's arm.  The serpent body is generally black with curious splotches or designs.  

They make reasonably useful teachers of the occult for sorcerers to enter into demonic pacts with, although they generally only know 1d3+1 sorcery styles (unless they have taken levels in scholar).

Combat

It can kill by driving men mad or by crushing them with its black body.

Constricting Grapple (Ex): The child of Set may perform this attack against any target that is immediately adjacent to it or in the same square (if it drops down from above).  The child of Set can attempt a grapple against an opponent.  If successful, the target becomes coiled in the grip of the beast’s sinuous body and becomes constricted.  The beast will automatically deal 1d8+10 (AP 12) points of constriction damage per round until the target manages to break the grapple.  During this time, it cannot dodge attacks.  Unarmoured foes will possibly suffocate.  Normal suffocation rules apply with one exception:  since this is a violent suffocation, the grappled character can only hold his breath for 1 round per point of Constitution.  After this period of time, the character must make a DC 10 Constitution check in order to continue holding his breath. The save must be repeated each round, with the DC increasing by +1 for each previous success.  When the character fails one of these Constitution checks, he begins to suffocate.  In the first round, he falls unconscious (0 hit points).  In the following round, he drops to –1 hit points and is dying.  In the third round, he suffocates.  

Improved Terror of the Unknown (Su):  The child of Set is so unearthly beautiful and strange it adds its Charisma modifier to the save DC for Terror (see Conan the Roleplaying Game).  Also, any character rolling a natural 1 on their Will save dies after a number of rounds equal to his Constitution modifier.  

[[[ Boxed Tex ]]]

Child of Set Apocrypha:  According to apocryphal sources, the child of Set appearing in the Howard story, The God in the Bowl, was named Sschaaronn.  The same sources list its siblings as Hotphaaph, Mehennassar, Nuubissat, Ssarbaarix and Thefertaash.  

Also, these apocryphal sources give the child of Sets medusa-like serpent hair with poisonous bites.  Games Masters who are fans of Marvel Comics may want to add an additional attack mode to their child of Sets with a +9 base attack, doing 1d4 points of damage plus poison, AP 1; Characters who take damage from a child of Set's bite must make a Fort save (DC 14 + child of Set's Con bonus) or take 2d4 Strength damage in 10 minutes, with secondary damage of 1d4 Strength a minute later.  

These apocryphal child of Sets can also cast Entrance and Ranged Hypnotism with a glance.  Blinking one's eyes repeatedly can give a character a +5 circumstance bonus to the save vs. the hypnotic effect.  These child of Sets are possibly abominations instead of demons.

There is also a theory that the Giant-Kings and Monster-Kings referenced in The God in the Bowl are not humanoids but are actually the child of Sets. 
Sorcerous Phrase Vulnerability (Su): Child of Sets cannot say the words ‘Ka nama kaa lajerama.’  These words cause a child of Set pain and forces him to reveal his true nature.  All men retain a racial memory of these haunting words, and will feel a sense of déjà vu when hearing them, feeling they know the words from their dreams but had simply forgotten them.  It takes a Knowledge (arcana) check DC 20 to 'remember' the words for the first time if someone has not already told the words to the character.  The pain lasts for 1 round and imposes a –4 penalty on attack rolls, skill checks and ability checks.  This phrase is sometimes known as the Words that Unweave.
Note that Games Masters favouring the presentation of Dark Horse comics should not use the apocrypha here as that story was truer to Howard's presentation.
[[[ End Box ]]]

Numalian Crossbowmen
Medium Humanoid (Nemedian solder 4); Hit Dice: 4d10 (22 hit points); Initiative: +7 (+2 Dex, +1 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence:  14 (+2 level, +2 Dex); Parry Defence:  15 (+3 level, +1 Str, +1 parry); DR: 1 (helmet); Base Attack Bonus/Grapple: +4/+5; Attack: Crossbow +7 ranged (+8 at point blank range) or stabbing sword +5 melee; Full Attack: Crossbow +7 ranged (+8 at point blank range) or stabbing sword +5 melee; Damage: Crossbow 2d6/ x2/ AP 4 or Stabbing sword 1d8+1/ 19-20 x2/ AP 2; Special Attacks: Formation combat (skirmisher); Special Qualities: Hyborian traits, adaptability (intimidate, search), background skills (intimidate, listen, search, spot); Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +3, Will +3   ; Abilities: Str 12, Dex 14, Con 11, Int 10, Wis 8, Cha 9; Skills: Intimidate +6, Knowledge (local) +1, Profession (inquisitor) +2, Listen +2, Search +6, Spot +2; Feats: Improved Initiative, Point Blank Shot, Precise Shot, Ranged Finesse, Weapon Focus (crossbow), Weapon Specialisation (crossbow); Reputation: 3 (Brave); Leadership: - ; Code of Honour: Civilised; Allegiances:  Numalia; Possessions:  Crossbow, scarlet tunic, helmet, stabbing sword, bolts (10)

Numalian Police

Medium Humanoid (Nemedian solder 3); Hit Dice: 3d10 (16 hit points); Initiative: +6 (+1 Dex, +1 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence:  12 (+1 level, +1 Dex); Parry Defence:  14 (+2 level, +1 Str, +1 parry); DR: 1 (helmet); Base Attack Bonus/Grapple: +3/+4; Attack: Bill +5 melee or stabbing sword +4 melee; Full Attack: Bill +5 melee or stabbing sword +4 melee; Damage: Bill 2d8+1/ x3/ AP 6 or Stabbing sword 1d8+1/ 19-20 x2/ AP 2; Special Attacks: Formation combat (skirmisher); Special Qualities: Hyborian traits, adaptability (intimidate, search), background skills (intimidate, listen, search, spot); Space/Reach: 5 ft./5 ft.; Saves: Fort +3, Ref +2, Will +3   ; Abilities: Str 13, Dex 12, Con 11, Int 10, Wis 8, Cha 9; Skills: Intimidate +5, Knowledge (local) +1, Profession (inquisitor) +1, Listen +2, Search +5, Spot +2; Feats: Improved Initiative, Improved Sunder, Parry, Power Attack, Weapon Focus (bill); Reputation: 2 (Brave); Leadership: - ; Code of Honour: Civilised; Allegiances:  Numalia; Possessions:  Bill, scarlet tunic, helmet, stabbing sword

Medium Humanoid (Nemedian solder 4); Hit Dice: 4d10 (22 hit points); Initiative: +6 (+1 Dex, +1 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence:  13 (+2 level, +1 Dex); Parry Defence:  16 (+3 level, +2 Str, +1 parry); DR: 1 (helmet); Base Attack Bonus/Grapple: +4/+6; Attack: Bill +7 melee or stabbing sword +6 melee; Full Attack: Bill +7 melee or stabbing sword +6 melee; Damage: Bill 2d8+5/ x3/ AP 8 or Stabbing sword 1d8+2/ 19-20 x2/ AP 3; Special Attacks: Formation combat (skirmisher); Special Qualities: Hyborian traits, adaptability (intimidate, search), background skills (intimidate, listen, search, spot); Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +2, Will +3   ; Abilities: Str 14, Dex 12, Con 11, Int 10, Wis 8, Cha 9; Skills: Intimidate +6, Knowledge (local) +1, Profession (inquisitor) +2, Listen +2, Search +6, Spot +2; Feats: Improved Initiative, Improved Sunder, Parry, Power Attack, Weapon Focus (bill), Weapon Specialisation (bill); Reputation: 3 (Brave); Leadership: - ; Code of Honour: Civilised; Allegiances:  Numalia; Possessions:  Bill, scarlet tunic, helmet, stabbing sword

Medium Humanoid (Nemedian solder 5); Hit Dice: 5d10 (27 hit points); Initiative: +6 (+1 Dex, +1 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence:  13 (+2 level, +1 Dex); Parry Defence:  16 (+3 level, +2 Str, +1 parry); DR: 1 (helmet); Base Attack Bonus/Grapple: +5/+7; Attack: Bill +8 melee or stabbing sword +7 melee; Full Attack: Bill +8 melee or stabbing sword +7 melee; Damage: Bill 2d8+5/ x3/ AP 8 or Stabbing sword 1d8+2/ 19-20 x2/ AP 3; Special Attacks: Formation combat (skirmisher); Special Qualities: Hyborian traits, adaptability (intimidate, search), background skills (intimidate, listen, search, spot); Space/Reach: 5 ft./5 ft.; Saves: Fort +4, Ref +2, Will +3   ; Abilities: Str 14, Dex 12, Con 11, Int 10, Wis 8, Cha 9; Skills: Intimidate +7, Knowledge (local) +2, Profession (inquisitor) +2, Listen +2, Search +7, Spot +2; Feats: Cleave, Improved Initiative, Improved Sunder, Parry, Power Attack, Weapon Focus (bill), Weapon Specialisation (bill); Reputation: 4 (Brave); Leadership: - ; Code of Honour: Civilised; Allegiances:  Numalia; Possessions:  Bill, scarlet tunic, helmet, stabbing sword

Medium Humanoid (Nemedian solder 6); Hit Dice: 6d10+6 (39 hit points); Initiative: +7 (+1 Dex, +2 Ref, +4 Improved Initiative) ; Speed: 30 ft. ; Dodge Defence:  14 (+3 level, +1 Dex); Parry Defence:  17 (+4 level, +2 Str, +1 parry); DR: 1 (helmet); Base Attack Bonus/Grapple: +6/+8; Attack: Bill +9 melee or stabbing sword +8 melee; Full Attack: Bill +9/+4 melee or stabbing sword +8/+3 melee; Damage: Bill 2d8+5/ x3/ AP 8 or Stabbing sword 1d8+2/ 19-20 x2/ AP 3; Special Attacks: Formation combat (skirmisher); Special Qualities: Hyborian traits, adaptability (intimidate, search), background skills (intimidate, listen, search, spot); Space/Reach: 5 ft./5 ft.; Saves: Fort +6, Ref +3, Will +4   ; Abilities: Str 15, Dex 13, Con 12, Int 11, Wis 9, Cha 10; Skills: Gather Information +2, Intimidate +9, Knowledge (local) +2, Profession (inquisitor) +2, Listen +2, Search +10, Spot +3; Feats: Cleave, Great Cleave, Improved Initiative, Improved Sunder, Investigator, Parry, Power Attack, Weapon Focus (bill), Weapon Specialisation (bill); Reputation: 6 (Brave); Leadership: - ; Code of Honour: Civilised; Allegiances:  Numalia; Possessions:  Bill, scarlet tunic, helmet, stabbing sword

Posthumo of the Numalian Police
Medium Nemedian Solder 6
Hit Dice: 6d10+6 (39 hit points)
Initiative: +7 (+1 Dex, +2 Ref, +4 Improved Initiative) 
Speed: 30 ft. 
Dodge Defence:  14 (+3 level, +1 Dex)
Parry Defence:  17 (+4 level, +2 Str, +1 parry)
DR: 1 (helmet)
Base Attack Bonus/Grapple: +6/+8
Attack: Bill +9 melee or stabbing sword +8 melee
Full Attack: Bill +9/+4 melee or stabbing sword +8/+3 melee
Damage: Bill 2d8+5/ x3/ AP 8 or Stabbing sword 1d8+2/ 19-20 x2/ AP 3
Special Attacks: Formation combat (skirmisher)
Special Qualities: Hyborian traits, adaptability (intimidate, search), background skills (intimidate, listen, search, spot)
Space/Reach: 5 ft./5 ft.
Saves: Fort +6, Ref +3, Will +4  (+1 vs. Corruption)
Abilities: Str 15, Dex 13, Con 12, Int 11, Wis 9, Cha 14
Skills: Bluff +4, Gather Information +4, Intimidate +16, Knowledge (local) +1, Knowledge (religion) +1, Profession (inquisitor) +2, Listen +2, Search +10, Spot +3
Feats: Improved Initiative, Investigator, No Honour, Parry, Persuasive, Skill Focus (intimidate), Steely Gaze, Weapon Focus (bill), Weapon Specialisation (bill)
Reputation: 16 (Villain) (+2 to Bluff, Gather Information and Intimidate checks against those who recognise him)
Leadership: - 
Code of Honour: No Honour
Allegiances:  Numalia, Dionus, Demetrio
Possessions:  Bill, scarlet tunic, helmet, stabbing sword

Posthumo is a brutal man given to almost barbaric savagery.  He is a torturer and a bully.  He is renowned for his brutal methods of law enforcement.  He does not break the law, however.  He is a firm believer in law and order – perhaps too much so.  If he sees evidence of guilt, he acts on that evidence in an almost psychopathic manner.  Recently he gouged out a girl's eye in the Court of Justice because she was withholding evidence that would have incriminated her lover.  He is passionate and extreme in his pursuit of law enforcement.

Posthumo will dominate and control anyone who lets him.  He tends to appear impassive and unapproachable but he seethes with anger beneath the surface, frustrated sometimes with the law when it interferes with his sense of duty and justice.  He is vengeful, resentful, jealous and brooding.  He seeks a deeper purpose and turns to Mitra for that purpose.  He likes to think about aspects of life others fear or wish to be hidden, especially issues concerning birth, sex and death.  He must always uncover what lies beneath – and he is usually passionately cruel in his search for secrets.
Promero the Clerk

Medium Nemedian Scholar 3
Hit Dice: 3d6-3 (7 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/+0
Attack: Unarmed strike +2 melee finesse
Full Attack: Unarmed strike +2 melee finesse
Damage: Unarmed strike 1d3-1
Special Qualities: Hyborian traits, adaptability (appraise, profession (clerk)), background skills (appraise, gather information, profession (clerk), search), scholar, background (independent), base power points, knowledge is power, +1 power point, 2 bonus feats in lieu of new sorcery styles, +2 skill points in lieu of advanced spells
Space/Reach: 5 ft./5 ft.
Saves: Fort +0, Ref +1, Will +8 
Abilities: Str 8, Dex 11, Con 9, Int 13, Wis 12, Cha 10
Skills: Appraise +11, Bluff +4, Decipher Script +5, Diplomacy +6, Forgery +7, Gather Information +8, Knowledge (arcana) +5, Knowledge (local) +6, Knowledge (history) +9, Knowledge (nobility) +6, Knowledge (religion) +6, Knowledge (geography) +6, Profession (clerk) +12, Search +9, Sense Motive +7
Feats: Diligent, Investigator, Knowledgeable, Negotiator, Skill Focus (profession (clerk))
Reputation: 3 (Coward)
Leadership: - 
Code of Honour: Civilised
Allegiances:  Numalia
Possessions:  Clothing

Promero works for Kallian Publico as his clerk.  An impractical man, Promero is Kallian's right hand man.  He always looks for the easy way out in any situation, especially stressful situations.  He does not handle pain or torture well. His voice becomes shrill when he is nervous.  He is knowledgeable about many things and knows the Stygian symbol for Thoth-amon.  Although as a clerk and an advisor to Kallian, he appears strong-willed, confident and in-charge, he has a weakness for allowing stronger willed people with definite opinions lead him down strange by-ways.  He works tirelessly and unselfishly for Kallian but has a hard time being strict and disciplined with himself.  Making final decisions of any kind just causes anxiety for Promero and he tries as hard as he can to escape harsh realities and obligations.  He has an artistic, creative side which allows him to escape into a world of private imagination.  He is not concerned with the superficial  and is fundamentally unsure of himself.  He prefers to work alone and will often wander off alone, leaving the safety of the group – a trait that leads to his downfall in Howard's story.  Promero is a poor man, without friends or favour and will starve without Kallian.
