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The Scholar 
 
The Scholar is interested in the “archeology” and “lore” side of loot—and can use them to get you to the 
more shiny variety. 
 
Inherent—Expert Linguist 
• Knows all local languages, probably knows dialects encountered. For difficult, dead, or unknown 

spoken or written language, a few minutes and an Awareness test may be able to communicate basic 
information. 

Limitation—Curious 
• Half-mad to go into dangerous situations for academic motivations, you are more interested in 

answers than in safety. This can sometimes cause problems. 
 

Levels Starting Equipment Attribute +/- Experience 
1st   Teacher 
2nd  Professor 
3rd   Expert 
4th   Authority 

A satchel of reference books, a 
spare robe, wide leather belt, bag of 
specimen containers, several 
journals, quill and ink, charcoal 
pencils, magnifying glass. 
 
Starting Coin: 5d10 gp. 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Sketch Artist. Constant ability. Can draw glyphs, portraits, statues, etc.— visual representation as 

needed given a few minutes to do so. Skilled enough for the accurate work to be useful. 
 
• Cartographer. Constant ability. Can accurately read and draw maps. Upon studying a map, can 

identify one useful conclusion from it that others would miss. 
 
• Educated Poise. Constant ability. Can relate to nobility and the educated with comfortable ease, 

gaining +2 to any attribute needed in social dealings with them (usually cunning, daring, 
commitment, charm, and awareness.) 

 
• Scholar of Note. Rested. About once per session or setting, NPCs created with Awesome Points are 

more connected, expert, reputable, or powerful than those normally generated. 
 
• Conversationalist. Rested. Widely read, you can engage just about anyone in conversation on 

something that interests them. Gain +2 on a Charm check. 
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Alternative Adventuring Goals 
1. Your theories about a lost race underground were mocked in academic circles. Get proof. 
2. While a local ruin has been thoroughly scoured over time, you have evidence they missed something. 
3. To gain tenure at your institution, you must publish an academic paper requiring some field work. 
4. Your uncle dug too deep into forbidden knowledge and became a necromancer. You aren’t like him! 
5. Banished from your university for dueling. Well, now you’ll need that sword. 
6. A whirlwind romance with a student led to a lot of angry male relatives pursuing you. 
7. The Dean stole your work and got promoted. He’ll not enjoy his new post long. 
8. You wish people would just shut up about the fire in the library. It was an accident. 
9. Only three books left to collect, and you’ll have all 87 that Dovidicai the Sage wrote on zoology. 
10. Your father insists you’ll be a lawyer. So you traded your inheritance for all this wonderful freedom. 


