


Contents 111111111111111111111111111111111111111111111

Copyright © Melior Via, LLC 2014–2016
Accursed, Melior Via, and their associated logos are trademarks of  Melior Via, LLC in Cleveland, Ohio.
Contact us: info@meliorvia.com or visit us at www.meliorvia.com

This game references the Savage Worlds game system, available from Pinnacle Entertainment Group at www.peginc.com. Savage 
Worlds and all associated logos and trademarks are copyrights of  Pinnacle Entertainment Group. Used with permission. Pinnacle 
makes no representation or warranty as to the quality, viability, or suitability for purpose of  this product.

Publisher’s Choice Quality Stock Art © Rick Hershey / Fat Goblin Games

Lead Developer
Ross Watson

Writers
Chris Avellone and George Ziets

Cover Artwork
Alberto Bontempi

Interior Artwork
Jacob Atienza, Mike Brodu, 

Kamil Jadzcak

Additional Artwork
Gary Dupuis, Rick Hershey, Eric Lofgren

Graphic Design
Kevin Childress

Publisher
John Dunn

Proofreaders
Joseph Hepler, Adam Loyd, 

Kevin MacMillan

Contents
Sand and Stone:     2
Hyphrates 3
UR-XANDRIA 5

LUXARRA 9

SPHINX, MORDEN               12

HYPHRATES HINDRANCES & EDGES 14

Hebron 15
THE HEART OF HEBRON              21

THE PORT OF PARNATH             29

HEBRON HINDRANCES & EDGES 33



Introduction22222222222222222222222222222222222222222222222222222222222222222

Sand and Stone: 
Hebron and  
Hyphrates

“The history of Hyphrates and Hebron is as sand 
and stone, one falling ever apart through one’s 
hands, the other clenched together so tightly it may 
never move again.”

Hebron and Hyphrates: two great nations, sharing a 
common border and a common enemy in the forces of the 
Coven. For centuries, since the colonization of Morden, 
these two shared an enmity. In part, this was because 
of their nearness and competition for many resources. 

heir cultural di erences, however, served to intensify 
the division as well. Hebronites are generally far more 
devoted to family, while Hyphratians tend to embrace 
personal goals. hese di erences o ten triggered 
misunderstandings and hostilities between the two 
cultures, leading to an endless series of con icts. Much 
of this was swept aside in the face of the Grand Coven, 
when all the nations of Morden cooperated under the 
banner of the Armies of Light. 

In the end, both su ered greatly in the ane ar, 
and even a ter the con uest s end, the two nations 
continue their struggles, from evils both within and 
without. Hyphrates chokes on sand and time, waging 
war with the resurrection of its glorious past, and the 
people of Hebron have become as cold and heartless as 
the banes they fought, losing themselves in steel, their 
seeming victory only granting the country a di erent 
death. o some e tent, this su ering has decreased 
their hostilities toward one another. 

As each must deal with internal matters, neither 
has the energy to devote toward con ict with mortal 
foes. However, each nation’s spirit seems to maintain 
its sense of rivalry, and there remain few friendships 
that cross the boundaries of these nations. Cooperation 
might solve many of their common problems, but it 
seems a challenge that they cannot overcome.

The stones of Hebron and the swirling sands 
of Hyphrates hold many mysteries waiting to be 
unlocked by a curious seeker…and many threats as 
well. Conspiracies abound, new breeds of banes lurk in 
the shadows feasting on the esh of the living, and the 
magic of the Crone and the inn have le t marks that 
grow stronger with each passing day. Even decades 
a ter the ane ar, the remaining itches continue 
to unleash new and unexpected horrors upon the 
inhabitants of these nations. As evil’s shadow spreads, 
it is easy for the people of Hebron and Hyphrates to 
lose faith, and the feeling that any victory only delays 
the end. owerful banes still pose a signi cant threat 
to each nation’s survivors.

There is hope, however, in the ranks of the Accursed. 
Hebron and Hyphrates are nations where the Accursed 
can draw great strength, nd acceptance, and gather 
allies to ght the evils the itches have in icted on 
Morden. With the Accursed standing beside the people 
of these realms, great good may be accomplished…or 
great ruin for those who seek to make the Grand Coven’s  
victory complete. 
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Hyphrates
Merciless

Sand
The story of Hyphrates begins with two great 

rivers—the Iteru in the west and the Aparna in the 
east. According to the old religion, these rivers were 
sister goddesses who raised the rst haraoh as their 
foster-son and set him upon his throne.

For centuries, the Hyphratians say, their country 
was a lush and fertile plain. It was lled with spirits—
children of the river goddesses—who brought life to 
the land. Native plants and fungi, consumed during 
religious rituals, allowed people to see the spirits, to 
commune with them, and sometimes to join in their 
dances and celebrations.

Such was the limit to any interactions between the 
spirits of ancient Hyphrates and the people who shared 
their land, until the rise of the haraoh nuris. nli e his 
predecessors, nuris sought to discover more about the 
spirits and gods of his country, to learn their ways, and 
to gain the wisdom of the river goddesses themselves. 
This is how he rst heard of the jinn and learned the 
forbidden arts that he used to summon and bind her. 

nuris challenged the jinn to a game of strategy and 
chance, winning magical wishes for himself and his 
heirs for as long as his dynasty survived. Though the 
wishes o ten went awry, they nonetheless gave the 

haraohs a greater aura of magic and majesty, which 
they used to strengthen their grip upon Hyphrates.

As the power of the haraohs grew, they began to 
loo  beyond the traditional borders of their land. They 
assembled vast armies to conquer the neighboring 
nation of Hebron. Again and again, Hyphratian 

soldiers poured through the passes of the Baal-Goleth 
Mountains and besieged the fortress of Matzeda. But 
because they were so far from the sacred rivers, the 
spiritual strength of the Hyphratian forces was wea  
(or so the stories say), and the invasions always failed. 

f course, the Hebronites o er a di erent 
explanation. Their scholars point to the common 
Hyphratian practice of appointing two or more 
generals to lead the invading armies—so that no single 
general could claim credit for a victory and threaten 
the power of the haraoh. The generals inevitably 
quarreled amongst themselves, ma ing it easy for the 
Hebronites to repel them. 

Frustrated in their attempts to vanquish Hebron, 
the haraohs turned their attention to a greater threat. 

ver several generations, nochian missionaries had 
begun slipping into Hyphrates from neighboring 
countries. They o ered the promise of a better life to 
the common people of Hyphrates, who had nown 
little but poverty and servitude for centuries. 

The haraohs understood the danger posed by 
the nochian faith, so they brutally oppressed the 
missionaries. They were aided by the river goddesses, 
who foresaw that the nochians would turn the 
people against them. Terrible battles pitted the gods 
and spirits of Hyphrates against nochian warriors 
and priests. Wherever the missionaries succeeded 
in converting the populace, the gods and spirits of 
Hyphrates would lay waste to the land, punishing the 
people for abandoning the old ways.
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Still, many Hyphratians clung to their traditional 
elie s  haraoh tepi the reat, ho as perhaps the 

most rutal oppressor o  the nochian aith, as ise 
enough to grant concessions to the common people. 

his, more than anything else, pre ented the nochian 
aith rom spreading unchec ed across Hyphrates. 

ut then, uite suddenly, tepi died, struc  do n 
y a sudden illness. he nochians re oiced, seeing the 

death of their persecutor as a sign of divine judgment. 
Atepi was succeeded by his grandson, Memmon, 
who revo ed his grandfather s concessions and too  
a pitiless stand against the underclasses. nraged, 
Memmon s people rose against him, overthrowing the 

haraoh and embracing the nochian faith. 
A cabal of rich commoners, who had been 

among the rst to convert to the nochian hurch, 
established a new regime led by a onsul. Many 
Hyphratians devoted themselves to the pursuit 
of wealth by any means. heir nation grew wea , 
dysfunctional, and corrupt. 

This was the state of Hyphrates when the Bane War 
began. ew Hyphratians new anything about Hasani 
or his terrible wish. Instead, they witnessed the return 
of haraoh Memmon and his undead hordes and saw in 
them the hand of retribution. The people of Hyphrates 
were being punished for abandoning the old ways.

Now Hyphrates is divided between the undead 
realm of Memmon-Aswar in the west and the failing 
and corrupt onsular state in the east. Hyphratians 
pray for salvation to nochian saints and old gods ali e, 
but as yet, there is no sign that anyone has heard them. 

Who Are the Hyphratians Today?
Traditionally, social hierarchies and respect for 

authority were important Hyphratian values—if only 
because those who de ed the haraohs inevitably 
paid with their lives. ver time, the common people 
accepted their place in society. When orders came from 
the haraoh s court, they obeyed without uestion.

The authority of the haraohs was founded upon 
the old Hyphratian religion. Now that the old ways 
have been overturned, it is increasingly di cult for 
Hyphratians to ta e their leaders seriously. What right 
does onsul Bi heris have to rule  They sha e their 
heads at the bic ering, bac stabbing merchants who 
claim to be running the country. Some have begun to 
suspect that a strong, authoritarian hand is needed 
again—perhaps the hand of a true haraoh, even if he 
happens to be undead.

Still, centuries of ingrained obedience are not 
easily overturned. The majority of Hyphratians feel a 
sense of powerlessness over larger events and would 
never dream of organizing another revolution unless 
they had no other choice. Instead, their dissatisfaction 
emerges in other ways.

More than ever before, escapism has become the 
national pastime, though it can ta e many di erent 
forms. The most common is drug addiction. A large 
proportion of the population are addicts, spending 
their days in blissful oblivion. In the past, drugs 
sometimes enabled the people to see gods and spirits 
of the old religion, but ever since the Great Betrayal, 
the benevolent spirits are gone. At best, addicts sin  
into a pleasant haze. At worst, the drugs reveal dar  
and malicious spirits— nseelie ey, perhaps—who 
torment those who can see them and gradually drive 
them mad.

scapism also ta es the form of outlandish stories 
that Hyphratians tell one another, featuring the 
storyteller himself as the hero. The more absurd and 
impossible the stories become, the more the audience 
enjoys them, and they are encouraged to shout 
derisively at the teller. Foreigners who have witnessed 
this behavior are o ten ta en abac , thin ing that the 
storyteller is really claiming to have performed all 
manner of outrageous feats, but the whole spectacle is 
just an elaborate game.

Games of strategy and chance are popular, too—
particularly efet, the game played between haraoh 

nuris and the jinn. Hyphratians at all levels of society 

StSSSt lililll manyy HHyphhhratitianss lclunng toto ttheh irir ttttrradidd tiionall
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mingle in the gaming halls, which are present in every 
village an  t wn  n imitati n  hara h n ris, the 
winner in a game of Qefet earns a favor from the loser, 
which can be called upon at any time. This custom 
creates a vast networ  of secret obligations that further 
complicates Hyphratian society, especially in the halls  
of government.

Hyphratians are well aware that their state is 
a bureaucratic disaster. The onsular regime is 
blatantly dysfunctional and corrupt. tate o ces 
multiply at an astonishing rate, most with con icting 
claims of authority over the same functions. 

onsul i heris lac s a sense of legitimacy, even 
within his own court. To ma e matters worse, the 
whole government is undermined by a convoluted 
networ  of obligations and favors that e ists 
between bureaucrats, mostly determined by games 
of chance. As a result, no one in government trusts  
anyone else.

Throughout central and eastern Hyphrates, the 
nochian religion is o cially dominant, but the faith 

is not as fervent or heartfelt as in other nations. Many 
people thin  that haraoh Memmon represents 
divine retribution for the abandonment of the old 
gods. For his part, Memmon is happy to encourage 
this belief. In some circles, the old religious rituals 
are quietly returning.

Ur-Xandria
The sprawling metropolis of r andria, at the 

mouth of the Iteru River, is perhaps the most ancient 
city in Morden. entrally planned by the haraohs of 
old, its neighborhoods are arranged around a series of 
public squares, connected by wide avenues. 

The sound of r andria especially at night is 
dominated by the incessant humming of huge, 
human-sized locusts. These creatures are survivors 
of the countless swarms that swept across Hyphrates 
in the past, devouring crops and leaving famine and 
starvation in their wa e. At the end of these swarm 
events, the locusts would devour one another with 
cannibalistic glee until only a few very large insects 
remained. The luc y survivors migrated to the 
Iteru delta, ta ing up residence on the at roofs of 

r- andria. These giant locusts are thought to be 
immortal, or at least very long-lived. Thousands of 
them rest on the roo tops by day, sunning themselves 
in the desert heat. By night, they scatter across the city 
to hunt vermin, but they always return to the same 
roof by dawn. Having one or more giant locusts living 
on your roof is considered luc y  a sign of divine favor.

If any emotion pervades r- andria in the present 
day, it is fear. Rumors of haraoh Memmon s imminent 
approach, or of spies and saboteurs within the city 
walls, sweep through the populace on an almost daily 
basis. The only people una ected by the constant 
anxiety are the addicts, who wander aimlessly about 
in a smiling daze. espite the congestion they cause 
in the busy streets, hardly anyone dares to mistreat 
them. The people of r- andria still remember the 
importance of drugs in the old religion, and they 
regard every addict as potentially holy.

A police force, mostly composed of Hebronite 
mercenaries, eeps order in the city. Many of these 
mercenaries are hard-eyed veterans of the Bane War, so 
citizens wisely avoid antagonizing them. It is a telling 
sign that onsul Bi heris can no longer rely upon his 
own people to eep his regime secure. ome among the 

r- andria s underworld insist that the onsul also 
employs a small but growing force of Witchmar ed 
who serve as his eyes and ears in the city s shadows. 

Though most of the city s populace is Hyphratian, 
signi cant enclaves of foreigners can also be found 
in r- andria. A large and thriving Hebronite 
community has persisted here for centuries. 
Hebronites are widely accepted in the city due to the 
long history of trade and commerce—not to mention 
the occasional war—between the two peoples. ther 
foreigners, especially those from Manreia and 

al enholm, are still associated with the disastrous 
years of the nochian conversion, so the locals view 
them with greater distrust.

To the Conclave of Bishops
Stories of ancient Hyphrates depict a people who 

were vibrant and strong. The haraohs of old had 
to earn their respect, and when a ruler overstepped 
his bounds, the commoners stood rm against him. 
What a sharp contrast to the defeated, beaten-down 
people of later years! 

I have come to suspect that the power of the 
inn somehow changed the nature of a society. In 

sealing her bargain with nuris, she established 
a grip upon this country, subtly undermining the 
spirit of a whole people. erhaps this is the fate of 
any culture that endures the power of a Witch over 
many years. In Hyphrates, we may be loo ing at our 
own future, if we cannot throw o  the oven s yo e.

—By the reator s race, 
Bishop Luciano Tierno
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Sepiru, The Pyramid of the Living
Towering high above the rest of the city is Sepiru, 

co on y nown as the yra i  of the iving  
ccor ing to egen , haraoh nuris bui t Sepiru 

as a twin to his own monumental tomb at Luxarra. 
n a clear ay, one can allege ly glimpse the istant 
yrami  of nuris from the very top of Sepiru.

Sepiru stan s at the center of r an ria, a city 
within a city. ts tiers are ec e  with magni cent 
gardens and shrines. Grand stairways lead from one 
level to the next, and marble porticos o er access to 
galleries carved into the pyramid s depths. Sepiru s 
massive stones are whitewashed, with nochian 
scripture painted across them in crimson and gold, 
large enough to be read from the streets below. haraoh 
Memmon has vowed to erase these “profanities” from 
the pyramid and replace them with words of praise 
to the reigning haraoh, as was common practice in  
the past.

t the very top of the pyramid are the o ces 
of onsul i heris and his inner circle. n the 
past, this was the royal residence of the haraoh. 
Its grandeur belies the tenuous authority of the  
reigning government.

i heris lives in constant dread of spies and 
assassins from both Memmon and his own internal 

enemies. xecutions of supposed enemy agents are 
common, with the bodies hung from the upper tiers 
of Sepiru for all to see. i heris believes that this 
will comfort his citizens, showing them that the 
government is strong and diligent in their defense, but 
it only adds to the pervasive climate of fear.

espite the incompetence of his regime, the 
onsul is a relentlessly optimistic man. e is willing 

to contract with anyone who might be able to reveal 
the enemy agents who are—supposedly—pervasive in 
the city and his court. To this end, his aides actively 
see  out li ely candidates. nfortunately, the targets 
of their supposed investigations are ust as li ely to be 
rival bureaucrats as real enemies of the state, and the 
hunters can very uic ly become suspects themselves. 

The middle levels of the pyramid are r andria s 
commercial hub. The broad galleries carved into 
the depths of the pyramid contain the city s central 
mar ets, head uarters of mercantile companies, and 
o ces of the bureaucracy. very mar et gallery has its 
own distinct personality, and all of them are ancient, 
dating from the time of nuris and his successors. 

erhaps the most heavily tra c ed gallery is the 
gaming hall, where hundreds of people play Qefet at 
all hours of the day.



Hyphrates 7777777777777777777777777777777777777777777777777777777777777777

levels of Sepiru, where pharmaceutical laboratories 
produce a vast array of mind-altering drugs, and addicts 
descend into blissful torpor in subterranean drug dens. 
n the time of the haraohs, these galleries had religious 

signi cance and were supervised by priests of the old 
religion. ow they are run purely for pro t.

A common superstition that has gained prevalence 
in recent years—especially among the bureaucratic 
and mercantile classes of Sepiru—concerns a hidden 
cabal of phidians who dwell in the depths of the 
city. They are said to squeeze themselves through 
impossibly tight ssures to reach open chambers and 
voids in long-buried city districts, far beneath the 
surface. n fact, these rumors are true. The phidians 
are not aligned with the itches or the rder of the 

enitent, and for nearly a decade, they have merely 
tried to eep themselves apart from society at large. 

Recently, the little cabal has fallen under the 
leadership of a woman called Tehepsut, a descendant 
of a priestly line whose family was disgraced and 
humiliated by a much younger i heris, long before 
he became onsul. Tehepsut has dedicated herself to 
engineering the onsul s downfall. To this end, she 
sends her agents to win in uence over ey bureaucrats 
at the gaming hall, laying the foundation for a coup that 
will, she hopes, bring down i heris and his entire 
government. The rder has recently become aware of 
Tehepsut s activities and is trying to nd a way to stop 
her, since the fall of the onsular government would 
play directly into haraoh emmon s hands. ut no 
one is sure where she hides, who her agents are, or 
which government o cials owe her favors.

Amanaksa: The Flaying Stone
A massive, ancient stone stands at the northern 

edge of r- andria, loo ing out upon the desert. 
uring the years of the nochian conversion, this was 

a place of e ecution, where the haraohs condemned 
hundreds of missionaries to die. In that era, the 
grasslands of old Hyphrates had already begun to give 
way to desert sand, and the spirits were constantly 
awa e, soaring upon the winds as they waged their war 
against the nochian invaders. aptured missionaries 
would be chained to the cyclopean stone, and then the 

haraoh s priests would call to the spirits, begging 
them to e act vengeance against the hated nochians. 
Time a ter time, the winds would rise, carrying with 
them the desert sand, and lash the stone with brutal 
fury. The esh of the screaming missionaries would be 
blasted from their bodies, until nally they died. 

The roc  became nown as Amana sa, the laying 
Stone, and the executions continued until the day 
when three Manreian women were condemned to 
die. Their names were Istina, iara, and aviola. i e 
all the missionaries before them, they were chained 
to the roc , and the winds lashed furiously at their 
bodies. Then one woman s voice rose in the midst of the 
storm, spea ing strange words and commanding the 
spirits to withdraw. She was answered by a cacophony 
of inhuman shrie s and moans. The swirling sands 
retreated, revealing that Istina—whose voice had 
been heard in the storm—still lived. Though the sand 
had poc ed her face and arms, she was otherwise 
unharmed. The haraonic priests were convinced that 
her nochian faith had triumphed over the spirits of 
the land, and they ed in disgrace. Amana sa was 
never again used as a place of execution. Istina is 
now regarded as the patron saint of Hyphrates, and 
the image of the three women chained to the roc  is 
prominent in local nochian iconography.

In the present day, a city district has been built 
around Amana sa. It is a quiet and stately community, 
populated by wealthy families of mixed Hyphratian-
Manreian descent, most of whom can trace their 
lineage to missionaries who arrived in the early years 
of the nochian conversion. 
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reminds them of their home country, from food and 
architecture to festivals and songs.

ot far from the laying tone is the athedral of 
St. Istina, where Bishop Luciano Tierno presides over 
the yphratian church. s a friend to the rder of 
the enitent, Tierno hides new itchmar ed arrivals 
with local families, giving them a place to stay, as they 
grow accustomed to the city. em ers of the rder 
are generally accepted in the district of mana sa, 

ut elsewhere in r andria, they are wise to eep a  
lower pro le.

Lately, Tierno is increasingly concerned about 
rumors that the Blood itch s vampires are in ltrating 
wealthy families in the district. If true, it seems that 
the banes have been inserting themselves into the 
retinues of prominent men and women as musicians, 
artists, and trusted con dantes, then using their magic 
to charm their unfortunate patrons. nce a family 
member has been charmed, the vampires bring more 
of their number into the household, which becomes a 
secret den from which to plan attac s upon the rder. 

If such reports can be trusted, the vampires have 
also been moving leech-men downriver by barge—
carefully concealed, of course—to serve them as 
guards and thugs. Tierno hopes to determine whether 
these rumors are true, and, if they are, to nd out 
which families have been in ltrated and drive the 
vampires out of r- andria.

The district of mana sa is also home to the 
haraonic useum, built by wealthy anreian 

merchants before the Bane War. At its height, it 
contained splendid treasures from noble tombs in 
western Hyphrates, including several mummies. But 
a ter Hasani s wish, the government suddenly closed 
the museum. Many people believe that the mummies 
in the museum came to life, so the onsular authorities 
sealed them inside. Recently, though, several corrupt 
o cials have secretly reopened the museum to wealthy 
visitors willing to pay outrageous sums to see actual, 
living mummies. Apparently, the mummies have 
somehow been con ned, at least for the moment. Bishop 
Tierno wants these mummies destroyed—or turned to 
support the rder—before they manage to escape, but 
local o cials refuse to allow any Witchmar ed inside. 

Senekek
n rare occasions, one of the giant locusts that dwell 

on the city roo tops will be possessed by a malevolent 
spirit and becomes a sene e . By day, a sene e  loo s 
ust li e any other giant locust, lapsing into a dormant 

state on its chosen roo top. But at night, the creatures 
rise to stand on two legs and travel the city roo tops in 
great leaps, serving as spies and assassins for haraoh 
Memmon. Sene e s ac uire cruel weapons that they 
hide on their roo tops during the day. Typically these 
include agged nives, metal cleavers, or short strands 
of hempen rope with which they strangle their 
victims. Because the sene e  is bipedal at night, it can 
use its remaining four legs  as arms, so it o ten wields 
at least two weapons in addition to a strangling rope.

When a sene e  is in ured badly enough that its 
e os eleton is split, its innards begin to spill from 
the wound. n such occasions, the creature tries to 
withdraw from battle, so that it may consume its own 
viscera. Surprisingly, this can partially heal the creature. 
If successful, the sene e s e os eleton reseals.

Anyone who sees a sene e  and ma es eye contact 
with the creature is in terrible danger. Sene e s 
endeavor to eep their activities secret, and they 
remember the faces of those who have seen them. 
At some point in the ne t few days, the sene e  will 
hunt that person down and strangle them until they 
are nearly dead. Then they will carefully cut open 
their own carapace and force the victim s body inside, 
sealing the carapace over them. 

The Game of Qefet
Qefet is a game of strategy and chance—the same 

one that haraoh nuris played against the inn. The 
pieces represent an array of traditional Hyphratian 
characters—viziers, assassins, scribes, desert spirits, 
and more—and each has particular abilities on the 
game board. A player s main ob ective is determined 
by drawing one of several cards at the start of the game, 
representing commands from the haraoh. These 
objectives range from the capture of particular parts of 
the board to the removal of certain enemy pieces. The 
two players must wor  to achieve their own objective 
while simultaneously guessing what the other player s 
objective is—and preventing them from achieving it. 
Whoever completes their objective rst is the winner.

In imitation of nuris and the jinn, the sta es in 
a game of Qefet are an obligation. The winner earns a 
favor from the loser, which may be redeemed at any 
time. Qefet debts pose a particular problem for the 
government, as many bureaucrats spend their free 
time in the gaming hall, incurring all manner of secret 
obligations and favors to one another. 

ailing to ful ll a Qefet debt is a serious matter. 
Rumors of such behavior can destroy a person s 
reputation and lead to a lifetime ban from the  
gaming hall. 
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This process destroys the human victim but 
rants the sene e  a reater measure o  stren th and 

c everness  Thou h most yphratians don t be ieve 
that sene e s are rea  they have a  heard ta es o  
the creatures and superstitious y avoid oo in  out 
upstairs windows by night. 

o one nows how many sene e s are current y 
active in r andria. ishop Tierno be ieves that their 
numbers are few—perhaps a score or less.

Attributes: Agility d8, Smarts d6, Spirit d6, 
Strength d8, Vigor d8

Skills: Athletics d8, Fighting d10, Guts d8, 
Intimidation d8, Notice d8, Streetwise d8, Taunt d10, 
Trac ing d8

Pace: 6  Parry:  Toughness: 9 (3)
Gear: Two short swords (Str  d6). ther gear 

varies.

Special Abilities
Armor +3: Sene e  have thic , chitinous shells. 
Flight: Sene e s can e tend their wings to y, 

with a Flying ace of 6  and an Acceleration of .
Four Limbs: Sene e s can stand on their bac  

legs, ghting with four arms. They may ma e two 
attac  actions each turn, without penalty. 

Low Light Vision  Sene e s su er no penalties 
for im and ar  lighting. 

Self-Consuming: uring a round in which a 
sene e  is not attac ed and ta es no other actions, it 
may attempt to consume its own viscera. a e a Vigor 
roll. n success, the sene e  heals a wound or removes 
Incapacitated status. ach raise heals an additional 
wound. 

Witchline (Djinn):  anes of the inn can be 
sensed by Mummy Accursed within 25 feet.

Luxarra
North of r andria lies a vast comple  of 

ziggurats, memorial temples, and domed mausoleums, 
surrounding a truly massive pyramid that rivals 
Sepiru in size and magni cence. This is the ancient 
funerary complex of Luxarra, and at its heart is the 

yramid of nuris, where the legendary haraoh has 
been entombed for centuries.

Nearly all the historical haraohs of yphrates 
were buried at Luxarra, and every tomb is unique. 

hile none of them equal the yramid of nuris in 
sheer size, each is a masterpiece of architecture and 
artistry. resent day yphratians insist that these 
tombs are not the wor  of human hands. Instead, they 
believe that the spirits and gods of Hyphrates designed 
and built the haraohs  tombs, and they did so much 
faster—and on a larger scale—than ordinary humans 
ever could. Though foreign scholars sco  at this notion, 
it cannot be denied that some of the architecture seems 
to defy gravity, and many of the tombs employ forms 
and structures seen nowhere else in Morden.

Interestingly, all the tombs appear to be connected 
to one another, and most cannot be accessed from the 
outside at all. In order to reach the older buildings, 
explorers must enter through one of the newest tombs 
and then wor  their way inward. In recent years, the few 
who have braved the depths of Luxarra (and returned 
alive) report hundreds of carvings of hideous little 
creatures throughout the complex. ten they depict 
dwar sh humanoids, no higher than an ordinary 
human s nee, with a variety of animal features li e 
the tail of a ac al, the mane of a lion, or the spotted 
pelt of a hyena. Some have speculated that these might 
be the self-portraits of the original architects, if the 
stories of supernatural builders are true.

Very few of the tombs have ever been successfully 
looted. Spirits of some ind—possibly nseelie Fey—
are still thought to exist in the depths of Luxarra. 

xplorers report doors closing behind them, traps 
resetting themselves a ter being sprung, and corridors 
shi ting into new con gurations. 

Further complicating matters, all the haraohs 
buried in Luxarra have been reborn, raised as mummies 
by the power of the inn. They are accompanied by 
the servants, soldiers, and pets who were buried with 
them. For now, the ma ority of the haraohs and their 
courts seem to be trapped inside the tunnels and 
chambers of Luxarra, where they have begun settling 
old scores with one another and battling for primacy. 
A full-scale war between a hundred mummy haraohs 
is raging underground, dubbed the ar of ead 

ings  by the rder. No one on the outside nows who 
might be gaining the upper hand. 

The Senekek’s Prey
The young daughter of a prominent bureaucrat 

claims to have made eye contact with the sene e  
on a recent night. She is terri ed that the creature is 
coming to ill her, but her parents don t believe her 
story—and in fact don t believe in sene e s at all. Her 
older brother (barely a teenager himsel ) has been 
trying to contact members of the rder who might 
be willing to protect his sister. nfortunately, the 
children s parents refuse to indulge this ridiculous  
notion—let alone pay for it. “Kidnapping” the girl 
may be the only way to eep her alive, a tactic, which 
will surely draw the attention of the girl s parents 
and their politically prominent friends.
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focused on their own internal struggle for as long 
as possible, lest a victorious faction tip the external 
balance of power in an unpredictable direction.

Very few people have the opportunity to visit the 
exterior of Luxarra in the present day. Apart from 
a slow barge upriver or a long and dangerous tre  
through the desert, there is only one convenient way 
to travel from r andria to the tomb complex. ot 
long before the start of the Bane War, a consortium 
of wealthy Hyphratian-Manreian families began 
construction of a rail line from r- andria to Luxarra. 

riginally meant to encourage foreign tourism, the 
project was badly mismanaged and vastly exceeded 
its budget. A lac  of funds forced the rail line to stop a 
few miles from Luxarra, just within sight of the tomb 
complex, on a wide hill overloo ing the river. According 
to tradition, this hill was the place where the corpse 
of haraoh harses an eccentric who married a 
Hebronite princess in an e ort to secure peace between 
the two nations—was burned on a great pyre, his ashes  
scattered to the wind, a mar  of profound disrespect.

n this site, the wealthy families decided to 
commission a gaudy train station, built in the style of the 
old haraonic court. n the end, it was only half- nished, 
but they named the building ing s yre tation and 
resolved to gather more funds to complete the station 
and continue the rail line to Luxarra. nfortunately, the 
Bane War bro e out shortly a terward, so they nally 
abandoned their dream. Today, a decrepit locomotive 
runs occasionally between r- andria and ing s yre 

tation, but service is sporadic and ine cient. Buying 
passage on the train is absurdly expensive—unless, of 
course, one of the o cials in charge owes you a favor.

Lately, an adventuring company of Witchmar ed—
una liated with the rder—have been ma ing 
fre uent trips bac  and forth from Luxarra by train. 

nbe nownst to anyone else, they have discovered a 
secret way into Luxarra through old scarab tunnels 
beneath the site. The adventurers are looting artifacts 
from underneath the noses of the warring haraohs, 
thus far remaining undetected. nce they smuggle 
the artifacts bac  to r- andria, they sell them to 
rich merchants li e ajeev e ani. The leader of 
the Witchmar ed is a giant metal olem—a former 
blac smith who has altered himself so that he can 
appear as part of the train, allowing him to smuggle 
treasure without being seen. Though the rder 

nows very little about these clever thieves, they have 
recently learned of their existence. Bishop Tierno 
wants them stopped, the sooner the better, lest they 
draw the attention of the warring haraohs in Luxarra 
to the outside world. Memmon-AswarMMMMMMMMMMMMMMMeeeeeeeeeeeeemmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmooooooooooooooooonnnnnnnnnnnnnnn----AAAAAAAAAAAAAsssssssssssssswwwwwwwwwwwwwwwaaaaaaaaaaaaaaaarrrrrrrrrrrrrrrr

The Mummy Charlatan
A Witchmar ed mummy who calls himself 

“Atepi the Great” has begun holding court in one 
of the memorial temples outside Luxarra. “Atepi” 
is drawing a considerable following of desperate 
Hyphratians, playing on the fears of the people, 
feeding them false spiritualism, and telling them 
that he can spea  to the gods and spirits of the 
old religion. Many poor Hyphratians are selling 
everything they own to pay for the journey by train 
to Luxarra, setting up camp outside the memorial 
temple in a ma eshi t shantytown.

nfortunately, “Atepi” is not the great 
warrior- ing that everyone believes him to be. n 
reality, he is a former tomb robber who was buried 
alive as a punishment. A ter he reawa ened as a 
mummy, he managed to steal some royal regalia 
before escaping from Luxarra.

vents have nally caught up with the clever 
charlatan. haraoh Memmon is sending agents 
to discover if his dreaded grandfather—the 
overbearing tyrant in whose shadow he lived most 
of his life—has truly returned. The rder fears that 
“Atepi,” whether he is real or not, may pose a threat 
to stability in Hyphrates. And the real haraoh 
Atepi, if he nds out about the impersonator, might 
be enraged enough to put aside his war with the 
other haraohs and emerge from Luxarra at last.
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The Reborn Dynasty
realm that encompasses all of western Hyphrates, 
from the Iteru River in the east to the Baal-Goleth 

ountains in the west  ost of emmon s ominion 
is a hostile desert wasteland. The towns, cities and 
farms of the past—swallowed up long ago by the 
desert—have risen again from the sands, restored by 
the power of the inn. Thousands of mummies ll 
their streets—men, women, and children who lived 
and died in centuries past. Some go about their ancient 
routines, while others mindlessly repeat a single, 
dimly remembered action or just stand in the ruins 
of their former homes, awaiting emmon s call. The 

haraoh can command these hordes of undead with 
a thought, but he has so many of the creatures at his 
disposal that he has not yet called upon most of them, 
and they remain in the places where they lived their 
mortal lives.

The majority of emmon s living subjects dwell 
along the southern coast, where shing and trading 
villages still thrive. These people surrendered 
peacefully to the haraoh s authority, nowing that 
they could never stand against him. Their ancestors 
lived under a long succession of living haraohs 
who were, as far as they could tell, little better than 

emmon. The haraoh put a mummy noble from his 
court in charge of each town to eep his new subjects 
in line.

Gideon bar Heshet, military leader of Hebron, 
believes that Memmon poses a future threat to his 
country, and he sees the southern towns as a possible 
wea ness in the haraoh s defenses. gainst the 
advice of many in his court, Heshet has devised a 
daring plan to secretly replace some of the mummy 
nobles in the southern towns with mummies from 
the rder. These imposters will gather support in the 
towns and act against Memmon at a critical moment. 
So far, the Hebronites have found a few itchmar ed 
mummies willing to serve as false nobles, but they 
will need additional help to in ltrate the towns, 
remove the real mummy nobles, and set up the 
imposters in their place.

In the west of Memmon-Aswar, along the edge of 
the mountains and the border with Hebron, runs the 
river Khedef. In ancient times, the people of Hyphrates 
saw the Khedef as a dead  river. nli e the Iteru and 
the Aparna, no goddess lived in its depths. Scholars 
in the present day have discovered that the Khedef 
repels all manner of Fey and causes their magic to 
fail. reatures of the jinn cannot touch its waters, 
and haraoh Memmon s minions must rely on the few 
remaining bridges if they wish to cross.

The rder of the enitent would li e to understand 
the power of the Khedef River—or better still, discover 
its source of its magic. But the region is extremely 
remote and dangerous, reportedly occupied by 
savage human tribes who are s illed in some form of 
witchcra t, as well as strange, multi-headed and multi-
armed Golems that climb the nearby cli s li e spiders. 

Urukdria, the Caravan of Tombs
In ancient times, the sacred burial site of Luxarra 

was forbidden to all but the haraohs. Their families, 
courtiers, and other prominent men and women of 
Hyphrates were instead laid to rest across the river in 
a sprawling necropolis. When Hasani made his fateful 
wish (see Accursed page 27), the necropolis came alive. 
All the greatest citizens of the Hyphratian past—
nobles, generals, brilliant architects, alchemists, and 
poets—were reborn as mummies. Now nearly all of 
them serve haraoh Memmon.

Hundreds of the most resplendent tombs, 
belonging to mummies who have fully embraced their 
curse, have become mobile. Some are pulled by heaving 
undead slaves, some by teams of s eletal beasts, while 
others move by their own magical volition. 

Traitors to Memmon’s Court
Several important mummies from Memmon s 

court, including a pair of nobles, a famous alchemist of 
the distant past, and possibly a member of Memmon s 
own extended family, have recently abandoned the 

haraoh and hidden in the walled town of Ba ty. This 
settlement lies on the western ban  of the Iteru River, 
just north of r- andria.

ntil now, Ba ty has escaped the attention of 
haraoh Memmon, ma ing it the only uncon uered 

town on the western side of the river. But word has 
reached the onsul that ru dria has been sighted 
in the desert, heading directly for Ba ty. haraoh 
Memmon intends to reclaim his traitorous courtiers 
before they escape.

Bi heris is desperate to save the town of Ba ty, as it 
provides his only secure access to western Hyphrates. 
His vizier, Amen het, wants to hand the mummies 
over to Memmon, hoping that the diplomatic gesture 
might lead to a pause in the war, allowing the onsular 
government to catch its breath. Meanwhile, the rder 
secretly plans to send agents who can nd and rescue 
the mummies—or at least interrogate them—before 
Memmon s army arrives.
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They form a vast caravan that crisscrosses 
emmon s ar at the haraoh s i  servin  as 

his trave in  ca ita  of r ria  an  s ortin  his 
troops as they expand the boundaries of his realm. 

ru dria is nearly al ays surrounded by a reat 
sandstorm that Memmon can raise and lower at will. 
At the sight of this roiling storm on the horizon, even 
the staunchest onsular forces beat a hasty retreat.

The bul  of the haraoh s army accompanies 
ru dria, though separate regiments operate under 

Memmon s numerous mummy generals. yphratians 
traditionally buried their soldiers along the Hebron 
border, symbolically protecting the ingdom in 
death. Since this land lay entirely within the bounds 
of Memmon Aswar, the haraoh now controls tens 
of thousands of mummi ed warriors all the dead 
soldiers from centuries of the ingdom s past, buried 
in their battle regalia.

n life, haraoh Memmon was a cold and brooding 
man strict and severe in all things. ven in his 
own court, he removed many of the trappings of 
power, allowing himself few of the luxuries that his 
predecessors en oyed. eath has not so tened the 

haraoh at all.
In matters of war, Memmon is a cautious strategist. 

He nows that he can overrun i heris at any time, 
but that would draw the full attention of his enemies 
against him. Instead, Memmon pushes at the onsul s 
defenses, trying to undermine his enemy from 
within, hoping to win the war without expending 
his resources or revealing his full strength. nce 
Hyphrates has fallen, the haraoh s ultimate goal is to 
conquer Hebron, as his ancestors tried so many times 
to do. He will be the rst to succeed.

Memmon also wants to exact revenge—or 
justice, as he sees it—upon the Hyphratian people 
and the nochian church. hen Memmon s subjects 
overthrew him, they slaughtered him and his family 
and threw their bodies into an unmar ed pit in the 
western desert. The haraoh blames the nochians 
for his demise and grants no mercy to the clergy or 
their allies.

n the other hand, Memmon lives in fear of 
the reborn haraohs in uxarra—particularly his 
brilliant and ruthless grandfather, Atepi. Rumors 
swirl of other haraohs, too. Some say that the very 

rst haraoh, the foster son of Iteru and Aparna 
who founded the dynasty, has escaped the depths of 

uxarra and now wanders the desert, see ing allies 
to overthrow Memmon and re-establish the ancient 
Hyphratian state. 

Sphinx, Morden
Sphinxes once existed as living creatures, highly 

intelligent and magical beasts with the bodies of lions 
and the heads of various animals li e falcons, rams, 
and jac als. ut they sided against the nochian faith 
and were hunted to extinction by zealous nochian 
warriors. Many years later, when the jinn brought 
the mummies bac  to life, she also restored the 
sphinxes. ow they serve haraoh Memmon, see ing 
vengeance against those who wiped them out.

Sphinxes are composed almost entirely of sand. 
This material ta es the place of the creature s lost esh. 
These undead sphinxes do not loo  at all li e corpses—
observers have o ten li ened them to animate sand 
sculptures. Their sandy s in  constantly shi ts, 
and bones are sometimes visible underneath. These 
glimpses are few, since most sphinxes died in the open 
desert and even their s eletons were poorly preserved.

hen they wish to spea , sphinxes can reshape 
their heads into human form. However, this requires an 
immense e ort, and they rarely choose to do so. They 
can also transform into a whirling cloud of sand and 
bones, spinning with such force that it can shred exposed 

esh. art of the sandstorm that surrounds ru dria is 
composed of sphinxes in this form. They can ta e solid 
shape at the haraohs will and aid his forces in battle.

OnOnOnOnOOneeeeeeee
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Attributes: Agility d8, Smarts d12 + 1, Spirit d10, 
Strength d10, Vigor d8

Skills: Fighting d8, Guts d8, Intimidation d10, 
no ledge u les  d12, oti e d8, ersuasion d10, 

Taunt d10
Pace:  Parry:  Toughness: 8
Special Abilities
Bite/Claw: Str+d6.
Flight: orden sphin es ha e a Flying a e o  10  

and an A eleration o  .
Puzzles: I  a potential opponent spea s to a 

Morden sphinx before combat is initiated, the sphinx 
remembers its love of puzzles and challenges it to a 
duel of riddles. If the opponent wins the duel of riddles, 
the sphinx will not initiate combat. Riddle contests are 
resolved with an opposed Smarts roll, though GMs are 
encouraged to provide bonuses for good roleplaying 
leading up to the contest.

Size +2: Morden sphinxes are comparable in size 
to lions.

Animate Sand: No additional damage from 
called shots  Fearless  Immune to disease and poison.

Sandstorm: Instead of ta ing any other actions, a 
Morden sphinx may transform into a proportionately 
sized sandstorm and ma e a single attac  roll to hit all 
targets within a Small urst Template. very target 
successfully hit while under the template su ers Str + 
d6 damage. Neither cover nor worn armor provide any 
protection from the swirling storm. 

Witchline (Djinn):  anes of the inn can be 
sensed by Mummy Accursed within 25 feet.

Aparna Riverlands
In ancient depictions of the two river goddesses, 

Iteru was the golden-haired spirit of the harvest, her 
arms over owing with a cornucopia of fruits and grain. 
Aparna, on the other hand, was the spirit of celebration 
and indulgence, with a wide smile and a heavy face, 
bec oning the yphratians to forget their cares and 
lose themselves in drug-induced visions and dreams.

The old depictions of the goddesses were 
remar ably apt. Much li e the goddess that shared its 
name, the Aparna River is wide and languid, its waters 

owing tran uilly down to the sea. In ancient days, its 
ban s grew thic  with mangrove forest. The Aparna 
riverlands were poor for growing crops, but local 
plants and fungi were the source of myriad narcotic 
and hallucinogenic drugs.

hen the inn raised an undead army in western 
Hyphrates, another Witch slipped into the east. This 
was the inn s ally, Melusine also nown as the 
Gorgon—who hid in the mangrove forest and gradually 
extended her power up and down the Aparna. 

With the Gorgon s arrival, the very nature of the 
river began to change. lants grew more poisonous. 
Melusine s banes were sighted in the forest. The local 
people—who had never been numerous—began to 
disappear, abducted by the Gorgon and transformed 
into phidians. Indeed, a large proportion of 

phidians can trace their origins to eastern Hyphrates.
In the present day, everyone who drin s from the 

Aparna su ers a debilitating disease that petri es 
their bones. The disease is horribly painful, inevitably 
fatal, and a ects everyone who lives in the region. nly 

phidians and other creatures of the Gorgon seem to  
be immune. 

nder the Gorgon s in uence, the river has also 
petri ed most of the native trees and plants. Along 
the ban s of the Aparna, the lush green foliage is gone, 
replaced by the s eletal stone trun s of mangrove 
trees. However, Melusine s chosen plants—those that 
are poisonous or otherwise intoxicating—continue to 
thrive, tended by a dwindling, wretched population 
who whisper superstitious prayers to the Witch as 
they once did to their river goddess.

The Sanctuary of Melusine
In the foul, mud-cho ed Aparna delta, Melusine 

built a sanctuary for herself, hidden from the eyes of the 
other Witches. A vast, primordial mound of slime and 
muc  rises in the midst of the languid current. igging 
into the mud reveals a writhing mass of giant, poison-
secreting caecilians—blind and wormli e, thousands 
of them are twisted together, forming a barrier several 
feet thic . eneath the s uirming caecilians is a solid 
surface—the outer wall of a colossal stone sphere. 

The sphere is smooth and featureless, with no 
visible entrances or exits. The only way inside is to 
spea  a magical word, which is nown to Melusine, 
a few of her trusted phidian servants, and no one 
else. When that word is spo en, a secret door on the 
surface of the sphere slides open, allowing access to 
the interior.

Inside the sphere is a vast labyrinth of stone. 
Bizarrely, the sphere has its own internal gravity so 
that those inside are always oriented toward its core. 
It consists of at least ve layers, li e an onion, each 

lled with twisting stone passageways and galleries, 
guarded by Melusine s hideous banes. Invaders must 
see  out the secret oor panels that lead from one layer 
to the next, each of which can only be opened with 
the appropriate incantation. At the core is a spherical 
space where gravity is controlled by Melusine s will. 
This seems to be a refuge for the Gorgon—a place of 
power—and she is always aware when it is in ltrated. 
But it undoubtedly contains some of her most carefully 
guarded artifacts and secrets.
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Hyphrates Hindrances
A player whose character is from Hyphrates can 

select from the following Hindrances, in addition to 
those listed in the Acc rsed setting oo

SOUR DEAL (MINOR/MAJOR)
The character made a deal using wish magic, 

and now ears the urden of ful lling his side of 
the bargain. However, the debt can never be fully 
repaid, due to the essence of the original bargain. The 
character is regularly compelled to perform some 
inconvenient favor to one of the inn s servants when 
a contact is made. There must be some way to solve 
the problem without the character endangering his 
life. At the start of each game session, ip a card. or a 

inor Hindrance, an  appears demanding a favor 
on a  or less. or a a or Hindrance, an  appears 
demanding a favor on a 6 or less. 

TRAIL OF DUST (MINOR)
Requirements: ndead, onstruct
The character s body is constantly decomposing, 

leaving small fragments of dust, sand, and grit behind. 
Any opponent attempting to trac  the character or 
identify him when he is in disguise or hiding receive 
a +2 to their roll. Note that, in spite of the fact that 
the character appears to be visibly decomposing and 
fragmenting, the body never actually loses any mass 
or volume. The trail manifests as if from nothing.

Hyphrates Edges
A player whose character is from Hyphrates can 

select from the following dges, in addition to those 
listed in the Accursed setting.

ANATOMIST TO THE DEAD

Requirements: Veteran, Mummy, Smarts d8+
The Mummy has spent so much time among the 

unliving that he recognizes the physical limitations of 
them. hen attac ing a foe that is normally immune 
to called shots or wound penalties, the Mummy s 
attac s can still cause wound penalties or gain the 
bonuses from called shots as normal. In addition, with 
a successful Smarts test, the Mummy can share this 
information with allies, so that their attac s also cause 
wound penalties and gain bonuses from called shots.

MAJESTY OVER THE UNLIVING
Requirements: Seasoned, Mummy, Spirit d8+
The Mummy recalls the full glories of the past age, 

and nows the role that was its purview. It now conducts 
itself with an air of authority, which other ndead 
creatures can recognize. Any itchmar ed or bane 
that is no longer alive—including Golems, Mummies, 
and Revenants—senses an air of tremendous power 
about the Mummy. When interacting, with such 
undead, the Mummy gains a +  harisma bonus.

RECOVERED ADDICT

Requirements: Novice, Vigor d6+
uring the character s prior life, he was a heavy 

user of hallucinogenic and narcotic substances. He 
retains a high tolerance to any into icant and is s illed 
at identifying the e ects of most drugs and poisons in 
others. The character receives a +2 bonus to any Vigor 
tests to resist poisons, toxins, or drugs. In addition, he 
receives a +2 bonus to any Knowledge or Streetwise 
tests regarding pharmaceuticals.

Gods and Spirits of Hyphrates
Were the “gods and spirits” of ancient Hyphrates 

real or imaginary  No one nows for sure. Some 
scholars suspect that they were actually Fey, of both 
Seelie and nseelie varieties. The river goddesses, 
they speculate, may have been queens of the Fey 
fol , nearly as powerful as King Auberon himself. 
Most Hyphratians frown on such notions, and we 
will probably never now the truth, since the Seelie 
Fey are gone and may never return. 
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A Culture 
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Hebronites Today
“Gone is the laughter of children, replaced with 

nighttime rhymes and the whisper of steel.”

Hebron Military

Sons and 
Daughters
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and their armor, as if they were their true sons and 
dau hters somethin  the eo e of anreia oth 
admire and s o  at anreia ears itt e res e t for 
how e ronite hi dren are now raised  

ordin  to the ta e on ernin  the e ression s 
ori in, the term was rst used a ter a e ronite en oy 
to anreia dis ayed her mau  at ourt initia y to 
ma e a rm oint on ernin  a threat  where she 
dis o ered her audien e was more fas inated y the 
intri ate ar in s et hed into her wea on than her 
de i ery, and mu h of her isit e ame ed with 

uestions on ernin  the ra tin  of the mau  hen 
as ed if her hi dren he d the same sty e of wea ons, 
the en oy sti y said that she he d her sons and 
dau hters  ose at hand at a  times, and as ed the 
wea ons at her e t to em hasi e the oint
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ANTI-BANE UNITS

ANTI-GOLEM UNITS

rams or hammer heads made from the spine, hand, 
or e en forearm of a o oss s has pro en in redi  
po erf , a tho h there ha e een times, s h as 

ith the ammer of the atriar h see pa e , here 
the o ner ma  ret rn to re aim hat as ost

ANTI-COLOSSUS UNITS

e ron is p a ed ith another rse of the rone  
iant o ossi roam the o ntr , esie in  to ns, ities, 

and a in  aste to an thin  in their path i e reat 
ro in  storms  he omparison is apt  i htin  these 

erna ts is i e htin  the eather, or htin  the 
o ean hi e ta es of ra er  in the fa e of this easts 
are man , so are the ra es of the so diers ho fe  in 

att e a ainst them  er in  in anti o oss s nits 
is either a mar  of ra er  or s i ide  ome famed 
anti o oss s ompanies in de the  i s so 
named not for the o ossi destro ed, t the m rders 
of their o n the  see  to a en e , nto st hi h is 

hat the so diers see  to do to these onstr ts , and 
the tone ide mn an o d h mn said to p t the 
earth to s eep in inter

Beasts to Hunt Beasts
ome anti ane nits emp o  a dist r in  

te hni e in their h ntin , a pra ti e that is ro in  
in e ron  the  emp o  tort red, maimed, or other 

anes to sense their rethren  ome of these anes 
are a t a  rsed  some ho ser e i in , 
others ho do not  he  are sed and treated  i e 
ho nds to i  their o n ind, and re arded or 
tort red dependin  pon their s ess or fai re

nti ane nits, in another dan ero s pra ti e, 
a so apt re anes for st d  and for pra ti e  in the 
mi itar  amps  ome of these anes are rsed, 

t the e ronite mi itar  does not a a s are to 
ma e that distin tion, and fe  e ronites o d 
defend an  rsed ho ha e een ens a ed
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Dealings with Hebronites
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The Growing Storm
without, but there are three that are at the forefront 
in the in  of o t ebronite  to a  ne threat 

te  fro  a rowin  e ent of the o u a e 
that hun er  for ent er ti e  an  ee  to en  the 

i itar  tran eho  on the nation, a re o utionar  
o e ent a e  the eart of ebron  nother i  

a rowin  threat fro  a new bree  of bane , the 
tri en, awne  b  the hi era that ta e the art  

of their i ti  into the e e  to fee an  for 
erha  a ore ini ter ur o e  he thir  threat i  

a ur i or fro  the ane ar, a e enant a e  the 
a a , who refu e  to be i en e  unti  arnath ha  

fa en an  e het a on  with it  
etween the e ountin  threat , e het i  htin  

a war on u ti e front , o iti a  an  i itari  f 
he oe n t re ei e he  oon, ebron it e f a  fa  
into i i  war or fa  entire  

The Hammer of the Patriarch
ea on  ha e  fro  hun  of ai e  o o i 

ha e been both a our e of ri e an  o  for ebron  
ne of the o t fa e  wea on  fa hione  fro  

a a a e  o o u  wa  a batterin  ra , ta en 
fro  the e ere  forear  an  en he  t of the 

atriar h,  a o o i that aro e fro  an an ient triba  
buria  a e in aa o eth  

The forearm was shattered from its body in 
batt e with ebronite troo s who then dro e o  
the o ossus  hen used a ainst other o ossi and 

o ems, the new batterin  ram ro ed in redib y 
e e ti e  This ram was res onsib e for fe in  many 
other o ossi in the year to ome, unti  the atriar h 
returned and re aimed its arm in a b oody batt e 
near e entan e oad  

t is now said to be arryin  its own arm as a ub, 
its surfa e oated with the b ood and remains of the 
troo s that on e he d it roud y  f any ursed 

an re aim the ammer, it wi  ma e them heroes, 
ra yin  further su ort for their ause in ebron
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The Heart of Hebron THE COUNCIL OF ELDERS

The Darkwall Juggernaut
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The Stricken

eyes, hands, hearts, and more from humans and 
an ma s to susta n the r o n e sten e  t s e e ed 
th s s done e ause the r or ans atro hy u y 
and o ten from the dama e the reatures ause 

themse es , and they need to assume ne  ones 
and t ssue to stay a e  he a sor t on of these 
ne  t ssues o urs o er m nutes not on  a ter the 
str en eefu y tears out ts o n esh to a o  the 
ne  art to ta e ho d

n no n to many, ho e er, hate er ody art 
the str en ta e nto the r od es a ha s eyes, a 

h d s ton ue, a s r e s hand  rants the str en 
oth the a t es of the ody art and the a ty to 

ta e on the er e tua  memory of the sto en esh for 

e am e, a str en ho too  the eyes of a ha  ou d 
not on y e a e to see as shar y as a ha , ut t ou d 

e a e to see hat the ha  had seen o er the ast fe  
months  he ton ue of a h d ou d a o  t to s ea  

th a h d s o e a thou h s m y  and a so a o  t to 
no  a  the h d had s o en for an e ua  t me er od  
a n  the hand of a s r e ou d a o  t to no  hat 

the hand had r tten and the hand of an e e ent 
s ordsman ou d a so m art the s ordsman s 
a t es onto the str en as e  h s a ty ma es 
them e e ent s outs and nte en e see ers, and t s 

e e ed hy these reatures ere reated  the h mera 
s sear h n  for someth n  n e ron

tr en are a a e of end n  nto t es and 
to ns and many an ass themse es o  as human 
f they ra  themse es th enou h othes to 

h de the r d s urements and f they don t s ea  to 
anyone  ea n  to a str en an re ea  ts horr d 
d s urement es e a y f t has sto en the ton ue of 
another reature   

en f they st  oo  ar e y human, they are 
s m em nded  ten, they are a a e of on y 

arrot n  a  hat someone says to them, usua y 
th a man a a  a  tr en ho ha e sur ed 

many feed n s are o ten una e to ass the r rotes ue 
features o  for human

wwwwwooooooo
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Attributes:

Skills: 

Pace: Parry: Toughness:
Special Abilities
Fear:
Low Light Vision:

Regeneration:

Organ Replacement:

Natural Degradation:

Ooze:

Witchline (Chimera): 

Repentance Wall
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THE JACKAL’S VOW

The Rhyming Night
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The Jackal

HUNTING THE JACKAL
THE SHIFTING HILLS

“Mind Gates, Locks, and 
Those That Knock”
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Parnath, Besieged

determination of those within and without to remain 
fast ife ontinues on  oth in the refu ee am s 
and in the heart of the it  to  the standin  wa s  
so diers an a wa s e seen  and the interior of the it  

eats on a stri t s hedu e  the an as sea surroundin  
it seems to ha e an untamed ife of its own  

arnath is om osed of three reat on entri  wa s  
a ed as the distri ts within and without  he wa s and 
it  streets are twisted i e u e ie es  e iden e of 

the it s on  histor  of e ansion and e er ad an in  
ar hite tura  te hni ues  his  om ined with a ride in 
the ast that re ents man  o der stru tures and routes 
from ein  torn down and re ui t  has reated a o a e 
of st es and distri ts that somehow ha e rea hed an 
e ui i rium within the wa s  
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The Silent Siege

The Canvas Sea
The Embrace
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HESHET’S INNER COUNCIL
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“What Falls May Rise…”
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The Port of Parnath

The Kibbutzim

Elder Secrets
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The Glittering Ballroom

 
  

      
          

         
         
            
         

     
       

       
        

         
         

      
         

           
           

         
        

           
        

       
         

        
          

          
  

Repentance Road
        

         
          

          
          

         
      

        
      

        
    
         

        
         

        
          

          
         

         
         

         
    

Matzeda
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The Hymn of Sacrifice

The Martyr’s Rest
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Golem Construction

 
  

         
      

          
         
         

       
       
         
         

          
          

         
         

        
         
         

            
        

        
          

         
         

        
        

        

Many Header
         

          
       

         
         

         
            

          
        

          
          

       
         

        
          

        
           

the mouths of the heads at the ends of its arms to 
ri  thin s  on defeatin  foes  man  headers ma  

ta e their se ered heads and inte rate the remains 
into the anes  odies  t is un ear hat moti ates a 
man  header to a uire additiona  heads  ut the fa es 
of their a ies turned a ainst them ertain  horrif  
those ho o ose the it hes  

Attributes: i it  d  marts d  irit d  
tren th d  i or d

Skills: i htin  d  ntimidation d  oti e d
Pace:  Parry:  Toughness: 
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Special Abilities
Bite:
Construct:

Elemental Breath:

Eyes Everywhere:

Weakness (Bashing):

Witchline (Crone):

Hebron Hindrances

HESHET’S CHOICE (MAJOR)

FERAL BEACON (MINOR)

Hebron Edges

HYMN OF SACRIFICE

Requirements:

COVEN TAINT

Requirements:

SACRED COMPONENTS

Requirements:
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