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Other races and cultures boast greater antiquity, but at 1,900 years, the Kingdoms of
the Sphinxes is the oldest nation still officially in existence. Within 400 years, the single
empire, a nation that had weathered assaults by the fierce legions of Hekata, splintered
into its current form. Within its borders, the sphinxes are absolute rulers of their domains, - |
elevated above the masses they lord over by dint of their supposed divine ancestry or
blessings. Many sphinxes consider themselves enlightened beings, but many see them as
theological despots and tyrants. After centuries of being downtrodden, the other races
sense the time for rebellion is nigh—many of the cities are beset with problems, and the
sphinxes’ attentions are diverted. _
The first part covers the Kingdoms as a whole, and details only general facts or areas -
of interest not within the boundaries of one of the eight great cities. Each great city has
its own unique section, providing specific information to that territory. This supplement
expands on material found in Hellfrost: Land of Fire. While not essential, Realm Guides b
#19 and #20 respectively detail the core tenets of the Devoted and Faithful creeds.

WHERE DO ALL THE PEOPLE LIVE?

The population of the seven great cities and the territories they directly control ac-
counts for 50% of the total population. With nomads numbering a further 10%, that leaves
just under one million souls unaccounted for. The great majority live in villages and towns
along the rivers and coasts, with smaller pockets clustered around wells, springs, and
oases in what city-dwellers ignorantly refer to as the “wilderness.” Except in the case of
those governed by nomads, these settlements are lorded over by noble sphinxes.

GeoGgraphy

The northern coast has a colder, wetter climate than the rest of the Kingdoms, and
greater and more varied amounts of vegetation grow here. Despite higher rainfall and
rivers that rarely run dry, the region is under threat from the desert, which continues to
advance each year from the west and south. In winter, the exposed northern cities take the
full force of icy winds howling across the sea from Rassilon. Sea blizzards wrack the coast
and smother the cities, while snowfall blankets the northern face of the Prophecy Hills.
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RULES OF CTHE REALM
These setting rules apply in the whole of the King-
doms of the Sphinxes unless superseded elsewhere.
* Education: Unless a character has Smarts d8+, the
Rich Edge, or an Arcane Background, he must take
the Illiterate Hindrance during character generation.
The character can elect to take this in addition to his
normal allotment of Hindrances. If he chooses it as
an additional Hindrance, he gains 1 extra skill point
to spend on any skill except Fighting, Investigation,
Shooting, and Throwing. Most Knowledge skills can
be learned by word of mouth and practical experi-
ence, and thus are not expressly forbidden.

A character who meets the above requirements is
deemed to have attended school and must choose
Sphinx as one of his initial languages.

* Food: Even cities that export food endure short-
ages in the markets. Food prices, including rations,
are double normal prices.

* Magic: Mages must have a license. This costs 200
dinars per year and a separate license is required
for each city.

* Religion: Though the Kingdoms is predominant-
ly Faithful, characters are free to pick their faith.
Those who chose to be Devoted may be from an
old family that migrated here after the slave exodus,
former slaves, recent settlers, or going against fam-
ily tradition.

* Social Order: Non-sphinxes rarely rise to positions
of authority in the cities, and those awarded honor
titles are rarely adventurers. Native heroes cannot
take the Noble Edge unless they are nomads.

* Temperature: The temperature in Alak Paret is
Warm along the north and east coast (and for 25-30
miles inland), and Hot in Jizah, Mizdah, and inland
regions. At night, the temperature in the coastal cit-
ies drops 1d2-1 levels.

* Transport Hub: Save for Jizah, the great cities are
major coastal ports. Characters who make a suc-
cessful Streetwise roll can locate a ship departing
for one of the other coastal cities in the Kingdoms
in the next 1d6 days. On a raise, the ship is leaving
in half that time. With a suitable bribe (200 dinars
per point of the ship’s Toughness), the ship can be
made ready to sail on the next tide (assume the next
morning or evening for ease).

Caravans take much longer to assemble. A success-
ful Streetwise roll locates one ready to depart in
2d8 days, or 1d8 days on a raise.

Hiring a ship costs 50 dinars per point of Toughness
per week or part thereof if the captain is allowed
to trade on the voyage, or 200 dinars per point of
Toughness per week or part thereof if not. Allow-
ing the captain to conduct trade is cheaper, but it
trebles the journey time unless the characters are
heading to the next port anyway.

Icebergs, while still uncommon, pose an ever-increasing
a hazard to shipping.

The green coastal belt has shrunk by as much as 75% in
places, sand having swallowed forest and farmland alike.
Scrub grass suitable for grazing sheep and goats has sur-
vived, but these flocks are not enough to sate the appetites
of the local communities, forcing them to look to the sea
for more of their dietary requirements. Within a decade,
the desert and sea will meet where the gap is narrowest.
A few decades more, and the coastal belt will effectively
cease to exist. Elsewhere, sand prevails, save for a green
belt following the course of the River Harad, and even that
is under threat from the encroaching sands.

Though the sphinxes collectively claim the land up to
the eastern border, there is little to interest them. Reluc-
tance to be seen as expansionistic or to risk weakening
armies has allowed orcs to increase their strength in the
mountains. Between the rivers and along the Sphinx
Road live several Bedu tribes.

Social Hiecrarchy

Society is divided into two distinct groups—sphinxes
and non-sphinxes. Power rests in the hands, or paws, of
the former, and only rarely does a member of the latter
rise above the faceless masses. Blood ties (even fictitious
ones like those claimed as fact by the pharaohs) are ex-
tremely important to sphinxes.

Among the sphinxes, those of royal descent rank high-
est. The descendants’s of Hamapta’s seven children and
rightful heirs to the kingdom (at least on paper and in
verse), the pharaohs are the absolute spiritual and tem-
poral rulers of their domain. As divine representatives of
their chosen deity, they are infallible and unquestionable
in their authority.

Unlike the emirs of the other great cities, the seven
pharaohs do not see their peers as social equals. Each is
a pretender to the throne, a rival whose presence must
be tolerated. Such is the ill-feeling between them, that
the pharaohs do not even engage in political niceties
with each other. Instead, they openly ignore their rivals
while simultaneously spying on their every move. Down
the ages, many pharaohs have refused to even use the
title when referring to other city leaders.

Similarly, while the title of pharaoh is equal to that
of Caliph and Sultan, no sphinx would ever consider a
lesser race to be his equal. Even the lowliest hakar would
treat the Caliph or Sultan as beneath his station to deal
with directly. This is one of many traits that has failed to
endear sphinxes to the other races,

All the direct relatives of a pharaoh are titled iry-paht
(prince/princess). This title is wielded so long as the
sphinx lives, even if his branch of the family loses the
throne. In essence, every royal sphinx who is not a pha-
raoh is automatically a prince or princess. In the event
a new family takes the throne, members of the previous
house lose all titles (and frequently their lives).
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Despite this seeming equality, a strict pecking order
exists. Children outrank grandchildren, grandchildren
outrank great grandchildren, and so on. Uncles, aunts,
and cousins of the pharaoh are always ranked lower than
the pharaoh’s issues. Fortunately, sphinxes do not have
large families—they breed late in life (usually after their
100th birthday) and produce only one or two children
in their lifetimes.

Beneath the seven royal houses are the nobles houses.
With no blood ties to Hamapta, they are considered a
lower order of sphinx, albeit ones divinely blessed and
far above other races. The noble houses are divided into
two camps—those who answer directly to a pharaoh and
those who do not. The former are considered to hold the
higher station, for they bask in the pharaoh’s presence
and have his ear at court.

The division arose during the great civil war. Some
houses curried favor with one of Hamapta’s seven chil-
dren, and swore fealty to them. Others chose to remain
neutral, either because they had no interest in politics
and war, or because their holdings were far from the
centers of power. In the latter case, picking the wrong
side may have cost them their titles. When the pharaohs
retreated to their cities to consolidate their power, these
noble houses became the absolute rulers of the few
settlements beyond the city’s direct sphere of influence.

Large or small, each noble family is ruled by a sar-
nesu. His children hold the title imy-er, while lower
generations and offshoots are always hakars. As always,
direct blood lines from the sar-nesu count higher. Thus,
the brother of a sar-nesu is outranked by his nieces and
nephews, not to mention their children, and their chil-
dren’s children. Should the position of sar-nesu switch
to a different branch of the family, titles are gained or
lost accordingly.

Except in a few very rare cases, no non-sphinx has
ever achieved high office. Nothing prevents a member
of a lesser race becoming a military officer, cleric, judge,
or bureaucrat, but he will rarely rise far. Those few given
a degree of power are frequently awarded honor titles
as a mark of favor and are regarded as mak-shabrum.
Naturally, no matter the title they are awarded, they still
rank beneath the lowest sphinx socially.

On the few times non-sphinxes have reached high of-
fice, it has lead to situations sphinxes find most disagree-
able. For instance, in =302 CJ, during the last war against
Hekata, a human was appointed general of the armies of
Jizah. Serving beneath him were several sphinx nobles.
Among other races, such events are not uncommon, but
sphinxes are arrogant and conceited. One can almost
imagine their teeth grating as they accepted orders from
a human military protocol demanded they address as
“my lord.”

With sphinxes claiming all the jobs with any degree of
authority save one, the shabrum stratum is occupied by
those whose rank or occupation would normally warrant
a lower standing in other cities. For example, middle-
ranking bureaucrats and military officers fall into this so-
cial class. Elsewhere, society is pretty much unchanged.

SPHINX NAMES
Naming follows a rigid tradition. First comes a
sphinx’s noble title. This is followed by any other
titles, such as military rank or clerical title. Then
comes the sphinxes given name. No matter his sta-
tus, a sphinx only has a single personal name. Except
for pharaoh, whose noble title is enough to identity
him, sphinxes always add “of House X” after their
given name when formally introducing themselves.
This is a means of stating their lineage and avoiding
confusion with sphinxes with the same name.
Many sphinxes have adopted unofficial titles in the
style of the pharaohs, both as a means of further
individualism and to appease their ravenous egos.
While a sphinx can pick any title he wants, he faces
ridicule from his peers if he cannot live up to his
boasts. These are always placed at the very end of
the name.
Sphinx names are unisex.

SAMPLE NAMES

Achoris, Ahmoses, Amenemhat, Anzti, Ashmenho-
tep, Busiris, Chephren, Djedefra, Hamanth, He-
sira, Hetephras, Illahun, Imyremeshaw, Khaba,
Khasekhem, Khentamenti, Mentuhotep, Merenra,
Merikara, Merneith, Naharina, Nikara, Nynetjer,
Nyuserre, Pianki, Qakare, Rekhmara, Sahura, Sakir-
Har, Sekhemkhet, Sekenenra, Senebmiu, Senedj,
Serdab, Shashank, Shemai, Shepseskaf, Siptah,
Taharka, Tefnakht, Thesh, Tushratta, Userkaf, User-
hotep, Wahanakha, Wepmaat, Zazat.

The sole exception to sphinxes and authority is imams.
The few sphinxes that have converted to the Devoted
creed have been stripped of their titles and cast out into
the wilderness. Thus, even the senior iman in a city is a
non-sphinx. However, with the Kingdoms officially being
Faithful, imams are held in low esteem by the rulers, and
count as jaleepa.

EOucatioN

Although non-sphinxes are no longer seen as slaves,
they have no basic entitlement to education. Even basic
education costs money, resulting in a population that is
largely illiterate. The sphinxes aren’t stupid, though—the
cities require bureaucrats, clerics, and military officers,
not to mention judges, merchants, and scholars, and
there are simply too many posts to be held by sphinxes
alone. Children are rigorously tested at the age of five.
Those who show intelligence are given a basic education
at the state’s expense.

For most, childhood is spent learning common knowl-
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edge from elders, clerics or imams, and storytellers, play-
ing with one’s peers, and learning a practical skill the
family can use to make money from an early age.

Those who achieve an education and excel have the
option of attending university. Again, higher education
comes at a price beyond most families. Scholarships are
available, but places are very limited and the entrance
exams notoriously difficult.

More on universities and how they can be utilized
during by characters during play can be found in Realm
Guide #19. Typically, player characters cannot pick up
most Knowledge skills without some form of advanced
education or extensive traveling. Either way, it has taken
them time. For each die in an arcane or Knowledge skill,
a character should be one year older than the typical
starting age (around 16, the age of adulthood).

In terms of languages, Sphinx is the language of the
temples, military, bureaucracy, and courts (both legal
and noble). Sandspeech is rarely heard outside the
major cities—most traders are Bedu, and thus Beduan
has become the de facto language of commerce in rural
regions.

R€IGION

Sphinxes have been Faithful since the days they first
walked the earth. Although exposed to the teachings of
Suleiman (both the Devoted creed and the new versions
of the gods) over the centuries by incomers and visitors,
the religion of the sphinxes is an older version. Aside from
variations in titles, festivals, and prayers, and perhaps a
more serious point of doctrine (denoted in the sidebar
on p. 5) that might result in theological disagreements
and charges of heresy being leveled elsewhere, the core
beliefs are identical to those followed elsewhere.

Within any settlement, the deity worshipped by the
highest ranking sphinx automatically becomes the state
religion. Inhabitants are free to worship who they want,
of course, but the ruler’s cult is always the most impor-
tant. During the centuries immediately following the civil
war, new rulers often chose whatever deity they thought
would serve them best as patron. Today, it has become
tradition for the pharaoh to honor the god of his more
recent ancestors, thus providing continuity.

Without a single civil ruler or spiritual authority, and
with sphinxes holding titles of high priest in every cult,
the cults have become highly localized. The cults within
a given settlement place no value on proclamations
made by high priests in other communities, nor those
of the Caliph (whose spiritual authority the sphinxes
consider both self-appointed and sacrilegious). The frac-
tured nature of the cults does mean that clerics from the
Kingdoms’ are not subject to the Orders Hindrance from
cult members outside their city’s reach.

Clerics from the Kingdoms may not suffer the same
sins as others, but this does not permit them to practice
their version of the faith openly in other lands without

potentially encountering problems. A cleric of Upuaut
who fails to speak out against an oppressive regime, for
example, may be tried for heresy in another realm if
he flaunts his views in public. This is the price a native
cleric pays for having a much weaker Orders Hindrance.
Of course, these obvious differences in doctrine can
be avoided simply by the cleric following the standard
teachings when in other lands. In the case of Upuaut’s
clergy, their freedom from having to support totalitarian
governments does not mean they have to actively sup-
port their policies or stand up for them.

Of course, the reverse is also true. A cleric of Upuaut
from the Caliphate, for example, who speaks out against
the tyranny and excesses of the sphinxes in the name
of his god may be charged with heresy, among other
things.

While permitted to practice their religion openly, De-
voted pay higher taxes for the privilege and are held in
low esteem by the Sphinxes. Regardless of their skills and
experience, few Devoted achieve anything approaching
high station out of blatant religious favoritism.

SPHINXES § CTHE GODS

While it was humans who shaped the Faithful creed
followed elsewhere in Al-Shirkuh, they have always ac-
knowledge that not every god takes their form—Qedesh-
et has the head of an ibis, for instance, Tamarni has a
feline head, and Upuaut is always a cakali.

The sphinxes’ legendary arrogance demands depic-
tions of the gods within the Kingdoms are always in their
own image—to accept the gods as having the form of
lesser races would weaken their claims to be superior
to those races. More often than not religious statues and
engravings are reworked to mirror the face of the local
pharaoh or sar-nesu, thus reaffirming the link between
the deity and his mortal servant.

HIGH PRIESTS

During reconstruction of society after the civil war
ended, all the pharaohs realized that too many or too
few nobles houses living within a city caused problems
when it came to the cults. Some heads of rival houses had
the same patron deity, and thus were direct competitors
for the position of high priest, while other gods lacked
any major support from the sphinxes, meaning the title
might have to be wielded by a non-sphinx.

To get around these thorny issues, the pharaohs ruled
there would be exactly ten noble houses, and thus ten
sar-nesus, within their city. (Talawdi has just nine noble
houses. The heir to the throne, or an appointed regent
where there no heir has been named, serves as high
priest of whichever of the two deities is not honored by
the pharaoh, thus keeping power in royal hands.) This
also limits the number of potential enemies a pharaoh
might have to face. Which pharaoh started this practice
is argued to this day by the seven royal houses, each of
whom claims it was their “ancestor.”
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Each noble house holds a different deity as patron.
None honor Iblis, though individual sphinxes might, nor
do they follow the same god as their pharaoh. Members
of the house save for the direct descendants of the sar-
nesu are entitled to honor a different deity. They are
forbidden this privilege, so as to maintain continuity
(not to mention retain the house’s power) down the
generations.

Sphinxes do not trouble themselves with the daily
running of the cult’s business affairs or lesser matters
of doctrine—those they leave to a lesser being of their
choosing. Normally he is a disciple, but any cleric the high
priests deems competent (and loyal) can be appointed.
For all intents and purposes that cleric is the high priest,
though he does not wield that title and has much lower
status than his sphinx peers. His official title is “Steward
of the Temple.” This applies even among cults that do
not have temples, such as Duamutef and Upuaut.

As with Faithful elsewhere, high priests, while carrying
the same title, are not necessarily equal in status within a
cult. The top tier of the standard cleric hierarchy detailed
in Realm Guide #20 is slightly different in the Kingdoms
of the Sphinxes. The order used is as below. Remember,
cults in one city are not answerable to spiritual author-
ity figures from another city, even pharaohs, in matters
of the cult’s spiritual or economic affairs. Even with the
peculiarities of the sphinxes’ supposed divine or blessed
status, the separation of cults between different cities
means such instances are not considered refusal to obey
a sphinx’s orders.

* Sphinx high priests of the major deities within a
given city. As the head of the family, only these sphinxes
use the sar-nesu title.

* Sphinx high priests of temples in towns and villages
beholden to the local pharaoh. These are usually mem-
bers of the same noble house as the sar-nesu.

* Sphinx high priests in charge of a shrine within
a pharaoh’s domain. Except when a minor deity has a
dedicated temple, high priests of the cult are of this tier.
In both instances, the high priest is normally a blood
relative of the sar-nesu.

* Any sphinx cleric of the cult.

* The top three tiers above are repeated for stewards.
Since any sphinx outranks a steward, even a common
cleric, situations may arise where orders concerning the
cult conflict. In such instances, orders from the higher
ranking sphinx always take precedent. Sphinxes lower
down the pecking order must tread carefully when giv-
ing a steward orders relating to the cult, especially if the
order might be seen as being issued for personal gain
or to undermine a superior, lest word get back to that
superior—sar-nesus take a dim view of underlings who
abuse their authority for plot against them.

SPHINXES § MIRACLES

Except among sphinxes, the topic of whether or not
their ancient ancestors were truly celestial beings incar-
nate (see p. 8) is open to much heated debate. What is

SIN CHANGES
The deities worshipped within the Kingdoms are
almost identical to those honored elsewhere in Al-
Shirkuh. Whereas other races and cultures not en-
slaved by the jinn have adopted the new teachings
of Suleiman, the deities worshipped by the sphinx-
es are an older form. This means there are some
differences between the gods presented in the core
rules and the gods of the Kingdoms.
For instance, in the Kingdoms, Upuaut has never
been associated with standing up against rigid
and oppressive governments—that was added to
his aspects by Suleiman. This doesn’t mean that
the aspect is totally unknown—the downtrodden
masses have learned of the deity’s freedom aspect
from outsiders and hold it in high regard. The local
cults, however, do not consider it part of their doc-
trine. The owning of slaves is still a sin, though, but
only because an enslaved creature cannot travel,
Upuaut’s most important aspect. However, the cult
has long learned that directly opposing the owning
of slaves by non-worshippers with too much fervor
is not a way to make friends among the sphinxes.
Similarly, Qedeshet has never been the god of lit-
eracy or teaching in the Kingdoms, though he is the
god of knowledge. Equally, clerics of Shamash teach
how to live a virtuous life by example, but they do
not police immoral behavior unless it breaks the
laws of the land.
As a result of the differences between older and
new faiths, there are a few variations in the sin list
for clerics born, raised, and, more importantly, or-
dained in the Kingdoms. Changes to what consti-
tutes a sin for clerics ordained in the Kingdoms are
noted below.
All: Add (Minor) disobeying a sphinx; (Major) injur-
ing a sphinx; (Mortal) killing a sphinx.
Qedeshet: Remove (Minor) refusing to teach some-
one; (Major) refusing to teach an illiterate person to
read and write.
Shamash: Remove (Major) not standing up against
immoral behavior. Add (Major) acting against a
sphinx or a fellow cult member, actively promoting
immoral behavior.
Upuaut: Remove (Mortal) supporting rigid and
oppressive governments. Add (Minor) deliberate-
ly harming a bird; (Major); damaging a chariot or
ship; (Mortal) destroying a chariot or ship.

undeniable to even the most closed mind is their close
relationship with the gods, as expressed through their
ability to invoke miracles.

Typically, a sphinx chooses his patron deity when he
reaches adulthood. This is not a strict requirement—some
nominate their patron much earlier, while others prefer
to wait and see which one will benefit them most. Regard-
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less, once a patron is chosen, the sphinx has access to that
deity’s miracles, even if they are not ordained as a cleric.
With regard sins, sphinxes once again appear especially
blessed—they ignore minor sins, major sins are treated
as minor sins, and mortal sins are treated as majors ones.
Changing patron deity carries with it the same punish-
ments as it would any cleric, though—total loss of access
to miracles and the ability to gain access to new ones.
Sphinxes may be blessed, but they are not that blessed.

Some scholars of theology have argued that sphinxes
are not the descendants of blessed beings. More likely,
they say, that they know secret prayers and sacrifices that
bestow them with their powers. Others refute this on the
grounds that no other race, even those whose empires
rose before the sphinxes first recorded appearance in
the annals of history, have such knowledge.

The Aftenrlise

Entrance to the Afterlife for natives of the Kingdoms
is as per the standard Faithful creed—souls are collected,
judged, and either assigned according to their station or
condemned for their sins. However, the nature of the
celestial realm differs. Note that references to “every de-
ity” excludes Iblis by default.

Every soul is deposited in Akert (“Realm of the High-
est”) by Djemuti. Only the pharaohs are destined to
reside there for eternity, though, for Akert is the realm of
the gods (both major and minor) and the highest of their
divine followers. Akert is a single realm, vast on a cosmic
scale but not infinite, for there are dark places beyond
its borders where the power of the gods is limited or
challenged by foreign deities. Physically it appears little
different to the mortal realm, having mountains and val-
leys, and rivers and deserts. Naturally, it is a paradise,
dotted with magnificent palaces (for the settled deities)
and grand tents (for the nomadic ones). It is a land with-
out war or want, disease or despair.

Enter a god’s palace and one steps into Amenti
(“Realm of the Faithful”). Although every deity has a spe-
cific Amenti, they all share the same name. When mortals
use the name it invariably refers to the Amenti of their
patron deity. The name of the appropriate god is added
if clarification is likely to be needed. Amenti is reserved
for the great bulk of sphinxes, a few select members of
the lesser races (such as the Stewards of the Temples and
disciples), and lesser divine servants. It exists only within
the walls of the palace, but these heavenly structures are
truly infinite. Like their earthly counterparts, there are
immense gardens, private orchards, and even workshops
where chosen commoners spend their working hours.

Pass beyond the palace through the right door and
one enters Tuaut (“The Blessed Land”). Unlike Amenti,
there is only one Tuaut, but there is one version of it for
every major deity and all versions exist simultaneously—
it is a realm shaped by a souls’s perception, not a fixed
reality. This is the realm of commoners and elementals,
the latter the lowliest of divine servants. Life for souls

sent here is much as it was during life, though slightly
less arduous and without the many perils.

The lowest realm is the Bottomless Pit. It is separated
from the heavens by the mortal realm, which it is said to
lie beneath, though direct routes exist.

Military

Throughout the reign of Hamapta, there were eight of-
ficial armies—the army of the pharaoh and seven smaller
city armies Hamapta could summon to his banner when
required. Since the civil war ended, the Kingdoms has
lacked a central military.

Although the sphinxes have faced no major threats
in some 800 years, mistrust has seen the size of each
pharaoh’s army steadily grow over the centuries. With-
out a central authority to curb growth, the only limit to
how large an army a pharaoh can support is limited only
by his willingness to spend money. Preferring to lavish
money on grandiose projects and pampered lifestyles,
most armies have reasonable strength for their size but
suffer shortages of equipment or inferior armaments,
average training, and low morale.

By law, nobles beholden to a pharaoh are entitled to
maintain a militia to protect their assets, whether inside
or outside the city. In order to reduce the likelihood of a
coup, numbers are fixed under law and carefully moni-
tored. As high priests, the sar-nesus also have authority
over their cult’s clerics and fadeen. Although they are not
supposed to use them as a private security force, many
consider them to be exactly that.

As befits his station, every sphinx is entitled to main-
tain a bodyguard, but must do so from his own coffers.
No laws govern the number of bodyguards a sphinx
might have. Arrogance in their own superiority and not
ishing to be seen to be fearful coupled with the cost of
maintaining such a force (who are a cut above common
soldiers) keeps their numbers to a sensible limit. Most
are paladins, but it is not unusual for a sphinx to hire
wizir mages or former adventurers.

The pharaohs’ unwillingness to expand their territory
has allowed the independent nobles a largely free hand
to rule as they wish and raise whatever size armies they
feel suitable. Aside from money, fear keeps the outlying
communities from raising a vast horde—the pharaohs
may be overly cautious, but none would allow a poten-
tial hostile power to blossom right on their doorstep.

The rivalry between the seven royal houses is the King-
doms’ weak link, and one a determined invader could
easily exploit. In the event a major foreign army ever
crossing its borders in the modern age, it is very likely
the pharaohs would do nothing to aid their neighbors.
Rather, they would see the invasion as an opportunity to
rid themselves of a troublesome pretender. Of course, if
the invading force is large enough it could sack each city
in turn, or at least secure a major chunk of land, without
fear of meeting combined resistance.
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INFANTRY AND CAVALRY

Despite centuries of independence, the
pharaohs retains the basic structure employed
by the army under Hamapta. Partly this is
convenience, and partly an attempt to prove § Name
that they are following the same practice as
laid down by their illustrious “ancestor.” Sataba

The smallest unit is the 10-man dathaba,
or squad, which is commanded by a sergeant.
Ten squads form a sataba, or company, led
by a captain. The largest current unit is the
hazarabam, or regiment, which is under the § Name
authority of a commander.

Cavalry formations use the same basic for-
mations, but as prefixed “Ar-” (“Horse”) and
are based around five, 25, and 125 person-
nel respectively. For every five men there is
a squire, who doubles as a veterinarian. The
armies of the Kingdoms are the last to employ chariots
as standard military units. Chariot formations are based
on multiples of six. Each squad of six men has two
war chariots, each with one driver and two passengers
equipped as archers.

Companies are always made up of the same specific
troop type, such as medium infantry, skirmishers, or
archers. Regiments often contain different types of com-
pany. Given their reluctance to spend money on equip-
ment, most troops are light infantry and archers, with
medium infantry serving as shocktroops, a role usually
performed by heavy infantry. Cavalry are invariably light.

The rank of commander is always held by a sphinx
appointed personally by the pharaoh. Some have train-
ing in strategy or experience of battle against orcs, but
many are political appointees or potential heirs to the
throne learning the art of leadership. In order to prevent
their men forming any bond with them, commanders are
routinely rotated between regiments.

Traditionally, the senior captain (the head of the first
company in a regiment) is a non-sphinx with combat ex-
perience, or at least a thorough education. Barring some
special favor, it is the highest rank a non-sphinx can hold.
With sphinxes rarely making public appearances, it is the
senior captain who runs the regiment on a day-to-day
basis and who leads the regiment in battle. Naturally, his
superior takes the glory for any victory and passes on
the blame for any failure. Many common soldiers cannot
actually name their commander, and those that can have
rarely seen them in the flesh except at a distance.

The head of the army, no matter its size, is the highest
ranking noble in the realm. No pharaoh has led an army
to battle since the war against the jinn. Most rulers have
nothing to do with running the army on a daily basis,
and a stand-in is appointed. Since the army belongs
to the ruler, his replacement is almost always from his
close family—to appoint a sphinx from a different family
is to risk his house gaining popularity with the troops
and masses. Again, lack of interest in public appearances
means the army is without a visible head except on civic

Dathaba

Hazarabam

Ar-Dathaba
Ar-Sataba
Ar-Hazarabam Battalion 125/216

MILITARY UNITS OF CTHE RINGDOMS

INFANTRY § ARCHERS

Sandspeech Name Personnel Commanded By
Squad 10 Sergeant
Company 100 Captain
Regiment 1000 Commander

CAVALRY/CHARIOTS

Sandspeech Name Personnel Commanded By

Squad 5/6 Sergeant
Company 25/36 Captain
Commander

and religious occasions—units receive signed orders,
and they are expected to obey them without question.

Some generals do make the occasional, and usually
announced, appearance in some distant camp or fort—
watching a sphinx parade around in full gilded battle
armor with iron-tipped claws is enough to remind the
troops who is in charge and convince those who might
be thinking of deserting or committing mutiny to recon-
sider their unwise act.

NAVY

Every city maintains a navy. Some navies are used to
escort merchant vessels, but most are merely an exten-
sion of the need to prove one’s superiority by having the
largest military.

Individual ships are commanded by a captain. Rarely
are they sphinxes. Ships are grouped together in squad-
rons of varying sizes and are overseen by a commander.
This is normally a sphinx, but as with the army a senior
captain wields effective control on a daily basis. The
squadrons together form the fleet, which is led by an
admiral. While a sphinx of royal blood, like his army
counterpart, the admiral is largely a figurehead with no
real interest in running the navy.

Solar barques are extremely rare items. Every pharaoh
has at least one, which he uses as his personal barge.
Since the pharaohs never leave their city, the vessel is
only used during major festivals, when the pharaoh and
his family use it to awe the masses into remembering
who is in charge and the power they wield.

Law § OROER

The first unified codex of laws was laid down by Pha-
raoh Hamapta, and is largely followed to this day. This
means a traveler can expect the same basic laws to apply
in every city, though not necessarily to the same degree.
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ORIGIN OF THE SPHINXES
The origin of the race is a mystery that is unlikely to
ever be solved. That sphinxes claim to be creations
of the gods is nothing unusual—every sentient rac-
es holds itself as being created by a higher power.
Where sphinxes differ is in their specific beliefs.
Though arrogant and haughty, sphinxes do not claim
to be the oldest race—that honor they leave to drag-
ons. They do not even question the great antiquity
of the scorpionmen or ophidae. Contrary to popu-
lar belief, they have never denied that humans are
older than their kind (though obviously humans are
far less intelligent and civilized). Sphinxes claim that
their ancestors were divine servants, members of two
higher orders of beings, sent to the mortal realm in
corporeal form to punish sinners, for the races (es-
pecially man) had grown wicked and had forgotten
the teachings of the gods.

Other races refute this grandiose suggestion, for no
holy text known to any race (except the sphinxes,
who wrote their own history when the first Kingdom
was founded) makes any reference to this. A small few
go so far to suggest sphinxes were created by Iblis or
Druj, for they epitomize many negative traits—arro-
gance, greed, pride, selfishness, and vengefulness.
The origin of their name is open to much interpre-
tation. Sphinxes favor it as a Hekatic word, shese-
pankhb, which translates as “living image,” for they
are the living image of the gods. Most scholars and
sages agree the name is likely much older, though
they do not deny sphinxes were held in high es-
teem in early Hekata—one only need look at the
rows of crumbling statues to see this.

Where sphinxes originated is as much an enigma as
when. Until contact with Rassilon, no one doubted
Al-Shirkuh was their home. The discovery of a race
of northern sphinxes, the so-called cryosphinxes,
left this open to debate. Their northern cousins
have obvious physical differences, such as shaggy
coats and batlike wings. Were these beings created
at the same time as their desert cousins? If so, why
are they evolved for a climate that, until 500 years
ago, was found only in the far north, beyond the
realm of most sentient races?

The possibility that there were several distinct rac-
es of sphinxes has been further fuelled by statues
unearthed in Hekata and Magor. Here, there are
sphinxes were the heads of hawks (hieracosphinxes)
and rams (criosphinxes). No living sphinxes display
such unusual features, nor do they feature in sphinx
myths. Did the modern sphinxes war against and
wipe out their cousins in antiquity, leaving only folk
memories? Perhaps they never existed at all, and the
sculptures of Hekata are fanciful creations. One ques-
tion remains unanswered—if sphinxes are so old,
why do they not appear in cakali art or literature?

Each pharaoh has also taken it upon himself to create his
own laws as he desires, meaning visitors are advised to
read up on by-laws to avoid running foul of them—igno-
rance of the law is not an excuse.

'The Watch

The city watch is a civil force, and thus separate from
the military command structure. The Commander of
the Watch is the senior officer. Although considered the
lowest civic appointment possible, the position is always
held by a royal sphinx. Most watches run three eight-hour
shifts, each commanded by a non-sphinx watch captain.
His role is mostly administrative. Individual patrols are
led by a watch sergeant.

The city watch exists to maintain law and order, not
impress the populace. Many watchmen are little more
than uneducated thugs imposing their masters’ will on
the people through threats and force, and most are open
to bribes. The watch has the authority to use violence in
the apprehension of criminals, and killings carried out in
the line of duty are rarely matters to concern the court.
Often the death of a suspect doesn’t even warrant any
extra paperwork. Of course, low arrest rates, whether
through bribes to look the other way or killing suspects
in the course of an arrest, means fewer potential slaves,
so the watch must rein in their corruption and brutality.

Many temples of Shamash also operate watch shifts.
These are sanctioned by divine law, not civil law, and
the patrols are answerable only to the high priests of
Shamash. Members are rarely well educated unless they
are clerics, but they are, on the whole, scrupulously hon-
est. Opinion is divided as to whether this is a good thing
or not—offering a bribe may leave one broke and fuel
already rampant corruption, whereas as a slave one gets
feed and housed.

Unlike in the Caliphate, the city watch has royal
backing, and thus has the authority to enter temple
compounds in the pursuit of criminals. It cannot enter
the inner areas of the temple reserved for clergy without
written authority from the Commander of the Watch or
the invitation of the high priest. The former always over-
rules objections by the latter. Sensible watch command-
ers never abuse this privilege—little good ever comes
from upsetting the cults.

PRIVATCE LAW ENFORCEMENT

With the watch normally both corrupt and lazy (or
inept), citizens who want justice must often call upon
the service of private investigators. Licensed by the state,
these businesses have the same basic rights as the watch,
though they are not permitted to kill during the course of
their investigations. Maiming is usually ignored, so long
as the accused can still work as a slave if found guilty of
the charges. Prices, experience, and competency vary.

For those who can afford nothing, justice is delivered
by the Brotherhood of Unfortunate Souls. Rarely con-
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cerned with bringing the courts into it, the organization
delivers street justice. While members are careful not to
go up against a sphinx in person, they have no compul-
sions about targeting one’s businesses that exploit the
weak, or non-sphinx employees who willingly prey on
the poor and helpless. Naturally, the Brotherhood is out-
lawed in the Kingdoms. Every watch has standing orders
to take suspected members alive so they can be tortured
into revealing the whereabouts of more of their kind.
Not surprisingly, many lower-class citizens are prepared
to risk their lives in return by offering Brothers shelter
and what little food they have.

WANTED!

The lack of cooperation between cities can benefit
criminals. While the sphinxes regularly send out wanted
posters, rivals are likely to ignore them unless the crime
was committed against a sphinx. Even though they are as
keen as anyone to punish those who transgress against
their kind, lest it encourage others to do the same to
them and their allies, rulers will want something in re-
turn for handing over the felon.

Crimes against sphinxes always warrant the Major
Wanted Hindrance within the Kingdoms. Criminals with
the Minor Wanted Hindrance have very little to fear if
they move to a different city from the one in which the
crime was committed (unless they commit a crime there,
of course).

‘Che Counts

Since the time of Hamapta, the sphinxes have recog-
nized three separate courts. The High Court oversees
civil and criminal breaches of the law. The Military Court
tries soldiers charged with specific military offences. The
Religious Court deals with religious crimes. The includes
all offences where a sphinx is the victim. All judges are
expected to be versed in the various laws of their city,
plus both major creeds. This allows them to sit in any
court equally. Except where a sphinx is involved, judges
are usually members of other races.

SPHINXES § THE LAW

Given that the laws are created by sphinxes and the
courts overseen by them, it is hardly surprising the legal
system favors them. In general, sphinxes are only sum-
moned to face criminal charges when they make the mis-
take of committing a crime against another of their kind.
More often than not the matter is dealt with privately to
avoid bad publicity. In all of the recorded history of the
Kingdoms, no non-sphinx has ever brought a sphinx to
trial. More often than not, the accuser is arrested and
charged with besmirching the name of the sphinx, a
crime for which the death penalty is sanctioned.

That sphinxes bother to involve the courts at all when
a lesser being commits a crime against them is more a

public show of following due process than true regard
for the law. In practice, many such criminals never get to
court—they are either killed while “resisting arrest” or
just disappear. When a non-sphinx defendant is found
guilty of a crime against a sphinx, the aggrieved sphinx
has the right to set the sentence, albeit within certain
guidelines.

Sessions are held daily, due backlogs may mean a
defendant rots in jail for as much as a week unless he
is prepared to bribe the court officials to bring about a
speedier trial. Evidence is heard from both sides, eyewit-
nesses speak, and physical evidence is presented. There
is no cross examination. When the judge feels he has
heard enough to make an impartial verdict, he ends the
trial and passes sentence.

Although the law allows sphinxes to be enslaved as
punishment, it happens more rarely than sphinx actually
being dragged before the courts. Instead, they are given
heavy fines, stripped of office or titles, or made subject
to house arrest (hardly a punishment given the opulent
palaces they inhabit and rarely leave).

PUNISHMENT

Except in Talawdi, slavery is legal in the Kingdoms,
with the noted exception that no sphinx may be enslaved
save by due process of law. Slave markets are held regu-
larly and few buyers are concerned with how the slave
came to be in chains. Visitors used to crimes carrying
fines or public flogging are in for a rude shock—virtually
every crime carries a sentence of slavery, with durations
ranging from a few months to life.

Crimes committed against sphinxes by lesser races
always carry a more severe punishment than if commit-
ted against another race. Failure to show proper respect
warrants enslavement for several months at minimum,
while disobeying a lawful order from a sphinx can mean
a sentence lasting years. Even touching a sphinx without
its permission can warrant public flogging.

Except in crimes involving debt or a sphinx, those
found guilty become the property of the state, and the
state can use them as it wishes. Most are put to work
for the good of the community, or at least its ruler. This
typically means becoming a laborer on a building proj-
ect or being sent to a farm or mine. With slaves being
easy to replace, most are literally worked to death, Long
hours, high work quotas, little sustenance, and frequent
floggings are all part of the average day. Coupled with
unsanitary living conditions, many sentenced to more
than a year never live to earn their release. Those with
particular talents beyond being able to lift heavy objects
or wield a pick or shovel for hours on end might be
spared hard labor, at least until their usefulness reaches
its end. Others, especially those facing life sentences,
may be sold to raise funds. With slavery legal, auctions
are held in public and are open to anyone, irrespective
of race, nationality, creed, or gender. If he is very fortu-
nate, a strapping young man or attractive woman might
end up the plaything of some bored sphinx.
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Though slavery is preferred, some crimes carry the
death penalty. Physically harming a sphinx, sedition,
treason, and religious crimes that warrant a death sen-
tence in other realms always carries this punishment in
the Kingdoms. The traditional fate for the condemned is
death by consumption (i.e., the guilty party is eaten).

Some sphinxes have convicts publicly beheaded as
a warning to others before having his corpse stuffed
and cooked. A few prefer to let the meat hang for a few
days, both as a public reminder as to the fate that awaits
criminals and to allow the meat to acquire a more gamey
flavor. Others take a sick enjoyment from hunting the
naked and unarmed party through their palace—fear,
they claim, adds a certain piquancy to the meat.

APPEALS

All appeals are heard by the highest authority in the
land, at least in theory. When it comes to dealing with
lesser races, the great lords leave this onerous duty to
the chief judge, himself often a sphinx.

Appeals for non-sphinxes are dealt with quickly—no
one wants convicts who could be put to good use as
slaves loitering in the dungeons. Few appeals are ever
successful—refusing to accept the original verdict is
paramount to disobeying a lawful order from a sphinx,
itself a criminal offence. At best, the convict can do little
but throw himself on the ground and flatter whoever he
faces. Few will ever have their sentence completely over-
turned, but they might earn a degree of clemency by hav-
ing their sentenced reduced or being swiftly beheaded
rather than having to suffer the terror of being hunted by
a ravenous sphinx.

Sphinxes who somehow fall foul of the legal system
always have appeals heard by the highest authority. Of
course, if their crime was against the pharaoh then the
appeal is a mere formality before sentence is duly carried
out.

Magic, Miracies, § Law

With the exception of sphinxes, who may cast miracles
as they desire so long as no other sphinxes or their prop-
erty are harmed, the use of supernatural powers in pub-
lic is subject to the misuse of magic laws at the whim of
the city watch. A sphinx’s immunity is not carte blanche
to go around dropping blast spells wherever he wants,
though. Sphinxes are physically impressive beings, but
they are vastly outnumbered by their subjects—those
who flout their privileges are made examples of so as to
prevent unrest from turning into an armed uprising.

Mages are not as tolerated as clerics. Mages who fail
to acquire a license are considered to be enemies of the
state if discovered, even if they have not wielded any pow-
ers in public. Knowing that it is hard to keep a mage in
captivity for long, the punishment for this crime is always
mutilation (sometimes before the trial even takes place)
followed very quickly by death by consumption, assum-

ing the accused survives being arrested, that is. Since the
average watchman is no match for an angry mage armed
with offensive spells, the duty of arresting wayward
mages falls to clerics, mages in the employ of the state,
and licensed mage-killers. Most of the latter are simply
mercenaries with Improved Arcane Resistance. While
Jinn Slayers have no special rights to operate openly, few
law enforcers persecute them—in many cases the watch
does not even bother to investigate the murder of mages
unless they work for a sphinx.

The greatest threats faced by the Kingdoms came
from Hekata and the jinn. In both cases, the pharaohs
were reluctantly forced to work together to defend their
borders. Lack of battlefield cohesion meant that while
victorious they suffered heavy losses. Ironically, being
called upon to cooperate only widened the divide be-
tween the cities—the rulers realized just how weak they
were individually and thus how open they were to assault
by their neighbors. Instead of seizing the opportunity to
create a new unified realm, they retreated to their forti-
fied cities and began rebuilding their armies in fear of
imminent attack.

Since then, all aspects of khem-hekau have been
outlawed. Jinn magic is not expressly outlawed, but jinn
not bound into spirit relics (items that only sphinxes
are legally permitted to own) are subject to immediate
destruction if found within the Kingdoms. In the case of
summoned jinn, the summoner is charged with aiding
an enemy of the state, a crime that once again involves
the guilty being eaten.

Jinn blooded are tolerated simply because it is very
hard to detect one for what he is unless he manifests his
natural abilities. Even then, Faithful jinn blooded have
little to worry about—the sphinxes see them as being
blessed by the gods rather than the offspring of ancient
jinn/mortal relationships. Devoted jinn blooded who use
their innate powers may be considered no better than
true jinn, and thus subject to immediate termination
with extreme prejudice.

Trade § Tribute

The six coastal cities have direct access to the markets
of eastern and central Rassilon via Sandvik, and the Jade
Empire via Barbarian Island. Despite centuries of regular
trade, the sphinxes have opened no official embassies on
foreign soil—the Jade Empire refuses to allow them, and
the Saxa of Ostmark are considered beneath the atten-
tion of the mighty sphinxes. The sphinxes’ monopoly on
exotic items from these foreign lands has been severely
damaged by the rise of Jadid, City of Trade, and the Free
Emirates. Caravans still make the long trip along the
Sphinx Road (the Snake Road has become too danger-
ous for many), but their wares are less sought after and
profits are steadily falling year on year.

Should Jadid fall, of course, the other realms would
have to purchase Jade Empire wares from the sphinxes,
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so reversing their ailing fortunes. Unfortunately, lack of
cooperation not only makes this unlikely to happen any
time soon, but success would probably lead to a bitter
trade war to corner the market.

Most internal trade is carried by ship, with barges
catering to settlements further up the rivers. Small over-
land trade roads link all the cities, but ships carry larger
cargoes more quickly. Smugglers are fond of the over-
land routes—they rarely carry heavy cargoes, and the city
guard on the gates are notoriously easy to bribe.

Being fully independent, each pharaoh sets his own
taxes. Few are considered fair by the locals—sphinxes
live opulent lifestyles, and that costs money. Poverty also
keeps the locals in line, or so sphinx mentality insists.
Naturally, sphinxes pay next to no taxes.

All Faithful must pay a tithe (10% of their annual in-
come before other taxes). Each ruler typically demands
that 75% go to his cult (some independent nobles are
more lenient, though even they never reduce this below
50%). The rest may be given to whatever cult the citizen
desires. Devoted are not exempt from tithes. They must
pay 20% of their annual income directly to the state. This
is tantamount to a protection racket, for this tax permits
the citizen to worship without persecution. Devoted who
wish to donate to their local kada must do so separately.

Major Locales

The following locales are situated outside the control
of the pharaohs, and thus are part of the greater King-
doms rather than an individual city’s territory.

‘CHE DESERT OF DECEPTION

It does not take a genius to see that Muqlad, City of
Woes, could easily forge a caravan route to the eastern
section of the Snake Road, thus giving it a quick route to
the Sphinx Road and the markets of the southern cities
without the need to rely on the port at Jawf, City of War.
That it has not done so is the result of an ancient and
powerful curse.

The sphinxes cannot agree on the origin of the curse,
for it was laid down long before Hamapta’s death. Most
claim it was laid down against Duamutef by the gator-
men in revenge for the shrinking of their marshy realm.
Others blame the ophidae, who, foreseeing a time when
sphinxes would dominate the northern continent, cursed
the land to thwart their expansion.

Between the western banks of the River Damasc
and the end of the Prophecy Hills lies the Desert of
Deception. Bedu are experts in desert navigation, using
patterns in the dunes, ancient ruins, patches of grass,
geological features, and the stars to guide them. Here
even they are stymied. The dunes change direction and
size overnight, ruins appear and disappear, and even the
stars are wrong. Travelling close to the mountains brings
no relief, for there are days when they cannot be seen, or

appear on a different part of the horizon. Even the most
experienced caravans become turned around, traveling
for days on end only to spy the glittering waters of the
River Damasc ahead. Others walk in circles until their
water runs out and death claims them. The sphinxes of
Muglad would pay a rich reward to anyone who can end
the curse.

DRY RIVER FORT

Population: 400 (<1% sphinxes, 90% Hadaree, 10%
other races)

Ruler: Imy-Er Tao-Shemsu of Jawf and Imy-Er Seqgen-
shamash of Jizah

Before Hekata crumbled under the weight of its own
malign deeds, the River Ankh flowed from the Firebarrier
Mountains to Jawf, City of War. Outside of Hekata, all that
is visible of its course today is the wide depression east of
Lost Tomb Oasis, along which the Sphinx Road runs.

On the junction that leads to Jizah, City of the Sphinx,
and Jawf, the Sphinx Road bends either side of a long,
narrow, steep-sided plateau accessible by a winding oath
cut into the southern flank. When water flowed this was
an island, a trading outpost of the Haranites.

Here they fished the water, traded with merchants
from the distant Hekatic Empire, and worshipped the
sun in a magnificent temple. Although the inhabitants
turned to worshipping the sphinxes as living gods (c.
—1300), little changed until the River Ankh dried up in
—1085. When it became obvious the waters would not
flow again, and with no other water source capable of
supporting the population in the vicinity, the settlement
was abandoned and left to the elements.

On the western tip stands a small fort, a modern
construction raised by the sphinxes from the stones and
bricks of the ruined city. It serves to protect the Sphinx
Road. It does not serve as a caravanserai, being reliant
on imported water (which is stored in cisterns), though
merchants with their own supplies are welcome to shel-
ter within its walls for a nominal fee.

Roughly equidistant from Jawf and Jizah, the fort has
been a point of contention since the idea of building it
was first mooted. Neither pharaoh trusts the other to
fairly govern such a vital junction on the Sphinx Road.
In order to resolve the matter, the fort is under dual
governance. Naturally, each sphinx serves to further his
pharaoh’s aims and stymie the others. This has lead to
an impasse when it comes to making important deci-
sions. A diplomatic treaty limits each side to exactly 200
personnel (regardless of occupation or race), and both
cities have ensured they have a full quota at all times. Not
surprisingly, soldiers make up the great bulk.

Pharaoh Kauakht’s son, Wendjeb-en-djed, has already
started making plans to secure the fort for Jawf. Unfor-
tunately for his kinsmen, his plans involve the poisoning
of Jawf’s garrison. Just to make sure blame cannot be
placed elsewhere, evidence will be left framing Jizah.
Faced with such open hostility, his father will be forced
to act against his rival.
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DRY THROAT CARAVANSERAI

Situated in the shadow of the northernmost peaks
of the Godhome Mountains, Dry Throat Caravanserai
caters to caravans heading to and from the Salt Basin.
The caravanserai offers no luxuries, but few visitors com-
plain—its strong walls offer shelter from orcs and desert
winds, and that is welcome enough.

Water is the caravanserai’s biggest problem—caravans
heading to the salt mines load up with great quantities
in preparation, while those returning are keen to sate
their dire thirst. The owner constructed a channel that
would funnel spring water from the mountains into the
cisterns, but constant orc sabotage has limited its effec-
tiveness (there was also a concern that orcs might poison
the water). These days, guards enter the peaks to fill great
barrels from the springs. These are then lowered down
the gentle incline. Knowing that the caravanserai is the
only viable supply depot in the region, the owner has
imposed strict export limits of one gallon per person.
Additional water can be purchased at 2 dinars per quart.
Caravan masters frequently complain at this outrageous
charge, but they can do little but pay up or go thirsty.

The caravanserai is run by, and home to, Hakar
Semdjedwa. Serving the sphinx are 30 servants and 50
guards. He spends his days in his chambers, entertain-
ing important visitors, feasting, and counting his money.
The daily operation of the business is left to Wakeem bin
Lukash, an overworked underling who takes the brunt of
caravans’ anger at the water situation.

An essential supply depot, the caravanserai has a well
stocked market. Treat it as a Village with regard to item
availability. Dry Throat is a popular stopping point for
slavers, who sell their wares to caravans. At any one time
there are 2d4 laborers for sale.

‘CHE EMERALD CAVERNS

Also known as the Glittering Caves, the Emerald Cav-
erns are said to be the location of two enormous emer-
alds. In ages past, these fabulous treasures were stolen
from the temple of Geb-Agni in Mizdah, City of Power,
and concealed deep within the earth—or so the popular
tale goes. Many have searched for the cavern, which sup-
posedly lies in the Prophecy Mountains, but so far they
have remained elusive.

The twin emeralds do exist, in a way. They are not
gems, but the unblinking eyes of a gargantuan snake.
Long ago, the caverns served as a temple to Ss’esslis, lord
of serpents. Though the cult was thought exterminated
centuries ago, it has grown in recent years. A mixture of
assassins, fanatics, and madmen, the cultists worship the
huge snake as an aspect of their deity.

The main reason the cavern has gone unnoticed is that
the entrance is extremely low and narrow, a mere slitin a
rock wall. Those wishing to gain entrance must crawl on
their bellies through a labyrinth of passageways before
the tunnels begin to open out. Another reason why it has
remained secret is the large number of serpents and con-

strictors living in the caves. The low passageways are no
obstacle to the snakes, whereas explorers find it difficult
to effectively bring their weapons to bear when prone.

‘CHE FROZEN OASIS

In the wide, arid plain between the Mountains of Fear
and Prophecy Hills is a small oasis. Summer or winter,
the water is frozen solid, and the surrounding land blan-
keted in a thin layer of ice. Beneath the icy skin is regular
sand, but dig a little deeper and it becomes a frozen mass
as hard as stone.

Stories, passed down by Bedu eyewitnesses and writ-
ten down later by storytellers, tell of a titanic struggle
between two immense dragons that occurred around 45
CJ. One dragon had scales of glittering gold that shone
like the sun. The other was white-blue, and shone like
the moon. For a day and a night they battled high in the
sky, their roars carrying for many miles, their blood falling
like rain. In the end, the sun dragon was victorious, and
the “moon” dragon fell to the earth. The moon dragon
was, in fact, a Hellfrost dragon, an advanced scout gath-
ering information in preparation for an invasion once
the northern lands fell to the Hellfrost armies.

The decaying flesh of the dragon has created an area
of permanent winter. Originally just confined to its car-
cass, the aura has since grown to cover an area 30 miles
in diameter. It has now stopped expanding. Within the
affected area the temperature is the same as the High
Winterlands all year round.

Ice is a prized commodity among the desert dwellers,
but few are brave enough to harvest it from the oasis.
The land has an unearthly origin, and talk of those who
consume the snow being frozen solid from the inside is
commonplace, if unproven. That Shamash cannot melt
the ice is further evidence it is a place of great evil.

Others are afraid of the Blue Man, the only soul who
lives in the vicinity. That he possesses fantastic magical
powers is well attested. He walks naked in the frigid
waste, seemingly impervious to the bitter cold, can call
forth biting winds and jagged icicles, and knows the
secret of summoning jinn made of ice and snow. Some
believe he is a khamsin jinni. He lives in a felt tent at the
heart of the frozen region.

The Blue Man is Hrimberht, a frostborn priest of
Thrym. He seeks a way to not only expand the aura
of winter, but to create a permanent gateway to the
Hellfrost. This achieved, Thrym’s minions can enter Al-
Shirkuh in secret to continue the war.

‘CHE GOD TOMB

The first, and so far, only reference to the God Tomb
is from a 129-year old travelogue. The author, who gives
his name only as Hassan, claims to have entered a mud
brick ruin in the hope of unearthing inscriptions. Instead,
he found a shaft sunk deep into the ground.

Bravely venturing into the unknown void (his words),
Hassan emerged into a small cave which held but another
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shaft. Descending this one, he entered a larger cavern,
around the edge of which were seven burial chambers.
In each was an enormous monolithic granite sarcopha-
gus, far too large to hold the remains of a normal human.
Finding no inscriptions or pottery by which to identify
the builders, Hassan continued exploring. Finding a
third shaft, he ventured downward once more.

This chamber was more interesting. Save for a small
island in the middle, it was flooded waist deep in cold,
fresh water. At each corner of the island stood a granite
obelisk. Hassan notes that these were covered inscrip-
tions, but his attention was drawn to what lay in the cen-
ter of the island. Flush with the floor was another huge
sarcophagus, this one horizontal with a lid carved from
an unknown blue stone. There the explorer’s adventure
ended. Hassan records an unearthly green glow emanat-
ing from the sarcophagus. Being no seasoned warrior or
spellcaster, Hassan ran for his life.

His last entry notes that leading from the partially
flooded chamber were five tunnels. Each sloped down-
ward and none were navigable because of the water level.
Hassan provides no notes on the obelisks’ inscriptions.

Hassan named the place the God Tomb because of the
size of the various sarcophagi and the eerie glow. Schol-
ars who have studied the text are less inclined to fanciful
imagination. Despite Hassan providing no measurements
for the sarcophagi, most sages argue the tomb was prob-
ably built as a burial place for sphinx nobles during the
early years of Hamapta’s reign. That the creators might
be minotaurs or ogres, is instantly dismissed—no sage
considers them capable of such labors. As for fire giants,
the size of the shafts, described by Hassan as “narrow,”
would appear too small for their needs. Perhaps, some
insist, the complex was constructed by the Haranites as a
temple for their version of Tammuz, god of death.

According to Hassan’s journal, the veracity of which
has never been proven, the site lies in the rugged upland
south of the Mountains of Fear. Alas for those who plan
on seeking it out and traversing its as yet unexplored
depths, the sphinxes, for reasons unknown, demolished
the mud brick structure 30 years ago. No one is sure
whether or not they backfilled any of the shafts.

GOLDEN TOMB OF KING SADIM

Legend is the story of King Sadim of Hittar, his fabu-
lous wealth, and his lost tomb. A covetous king of an
ancient and now forgotten nation, his lust for gold was
insatiable. All the tales agree he possessed a unique and
powerful relic—a hand of gold that transformed every-
thing it touched into pure gold. How he acquired such a
relic depends on which version of the tale one hears.

One version says it was a gift from Iblis, who appeared
in disguise after the king, whose kingdom was poor, la-
mented that he had no wealth with which to benefit his
people. Another speaks of a demon lord, an artifact of
Hekatic origin, and even a liche. Regardless of the story,
the source is always evil, for evil soon befell the king.

No matter how much gold he possessed, Sadim al-

SPHINX PHYSIOLOGY
Sphinxes are leonine creatures with a human head
and feathered wings. A fully grown adult is approxi-
mately the same size as an elephant and weighs as
much as two tons. Sphinxes have two genders—
male and female. Male sphinxes are more correctly
known as androsphinxes, and females of the spe-
cies as gynosphinxes.

Sphinxes are long-lived by the standards of many
races. Barring accidents, one can reasonably expect
to live for 300-350 years. Rare individuals do live
longer, but their mental state rapidly declines. They
become sexually active at around 100 years, but fe-
males produce only one to four cubs during their
entire life. Twins are extremely rare, and a source of
much celebration.

Sphinxes are muscular creatures, yet their average
strength is only at the high end of human possibili-
ties. This means they are comparatively weak for their
size—even ogres possess greater strength. What they
lack in strength, they more than make up for in stam-
ina. A sphinx easily shrug’s off blows that would fell
a lesser creature, and they are quick to recover from
physical (and mental) shock. For creatures of such
enormous size, they are remarkably graceful.
Sphinxes are almost entirely carnivorous by nature,
and have powerful jaws and sharp claws. Their fore-
paws are a crude approximation of human hands,
having an opposable thumb, three fingers, and a
dew claw. The claws on all four limbs are retractable,
and the dew claw can be extended independently
of the others. Rear paws have five claws, lacking a
thumb and dew claw. Manual dexterity is poor, and
the size of their paws precludes them from using
tools designed for smaller races. Their tail is similar
to that of a lion, though obviously much bigger.
Despite being listed among the civilized races for
many centuries, sphinxes retain a fondness for hu-
man flesh. Where perhaps they once hunted their
favorite prey, today they dine exclusively on con-
victs sentenced to death. As agents of the gods, they
see nothing wrong with this diet—they are merely
consuming the flesh of sinners, as can happen to
those found guilty by Tammuz.

Though possibly descended from a race of primi-
tive hunters, the various senses of a modern sphinx
are comparable to those of a human. Their paws
are padded, and sphinxes are capable of moving
stealthily when the need arises.

A sphinx’s feathered wings, though relatively small
in comparison to its mass, allow true flight. Averag-
ing a steady pace of 4 miles per hour on foot, they
soar at 6 miles per hour when airborne. As well as
being a mode of transport, sphinxes use their wings
to intimidate rivals (by making themselves look big-
ger) and in their elaborate courtship rituals.
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MUMMY, GOLDEN
These rare creatures can be found lurking in the
dark passageways of the Golden Tomb of King Sad-
im. Whether other variants were ever created is un-
known. It is certainly possible that mummies belong-
ing to clerics of Shamash, who were once entombed
bedecked in gold jewelry, may have been transformed
into undead by necromancers or servants of Iblis.
For the most part, golden mummies resemble stan-
dard mummies. Indeed, save for a few alterations,
the creation process is identical. The first major
difference is their fingernails, which are made of
solid gold. Their spines are coated in a thin veneer
of gold, though this is only apparent if one is torn
apart. The second major difference is they are drip-
ping wet. Naturally, this means they are impervious
to fire. Sadim had their sarcophagi filled with brine.
(Periodically, this is replaced from a central reservoir
by a cunning mechanism.) When thoroughly soaked,
the mummies can deliver a powerful electric shock
through their claws.
Attributes: Agility d6, Smarts d4, Spirit d8, Strength
d8, Vigor d8
Skills: Fighting d8, Intimidation d6, Notice do,
Stealth d6
Pace: 4; Parry: 6; Toughness: 8
Treasure: Worthwhile (fingernails and spine) or
Meager (fingernails only)
Special Abilities:
* Electric Shock: By making a Fighting attack (+2
Fighting), a golden mummy can deliver 2d6 dam-
age with an electrical trapping. This is not a magical
attack, but is foiled by the appropriate energy im-
munity. After making five such attacks, the mummy
must either rely on its slam attack or return to its
brine-filled sarcophagus to recharge. For each hour
it spends soaking, it recovers one use of this ability.
* Immunity: Takes no damage from any magical or
mundane electricity, fire, or heat-based attack.
* Recharge: When struck by a damage-causing
spell with an electricity trapping, the mummy gains
a charge for its electric shock attack for each die of
damage the spell would otherwise have caused. Non-
damaging spells with such a trapping affect it as nor-
mal, but it also gains one additional charge. Neither
can increase its current charges above five.
* Shuffling Gait: Mummies roll a d4 running die.
* Slam: Str.
* Undead: +2 Toughness. +2 to recover from being
Shaken. No additional damage from Called Shots.
Immune to disease and poison.

ways craved more. By the end of his reign, he had taken
to transforming his subjects into gold statues, for every-
thing else was already turned to gold. His final act was to
transform himself into a statue.

While many of his advisors plotted to acquire the
hand, the priests, men of higher virtue, acted quickly.
Partly they wished to spare others from the curse, and
partly they feared the nation would be torn asunder by
civil war as competing factions strove to gain the magical
hand. Sadim was interred along with his wealth (which
the clerics considered equally cursed) in a labyrinthine
tomb. Popular consensus places it in the Prophecy Hills.
Here the tales end.

In order that none might possess the golden hand,
the priests installed special traps and guardians in the
labyrinth. The traps comprise gold plates fitted to the
floor and walls. When activated, brine gushes from the
ceiling, creating an electrical circuit capable of deliver-
ing a powerful jolt. His guardians are undead, a form of
mummy known as golden mummies. At the center of the
labyrinth lies the body of King Sadim and his immense
haul of gold objects. Encased in a golden sarcophagus,
his mummy retains its golden hand. The only way to ac-
quire its power is to sever it from the king’s corpse and
attach it to a living stump.

Whether the hand is truly a relic is left to the individ-
ual GM. Below are a few suggestions as to how it might
work. Regardless, the labyrinth traps and guardians are
as described above.

* The story is a myth. Sadim was immensely wealthy,
and did indeed possess a gold hand. However, it was
mundane, valuable in its own right, but not a relic. Un-
fortunately, any would-be possessor who fails to check
this first will only discover the error after he has severed
his own hand. Sadim’s corpse is merely wrapped in gold
leaf within a golden sarcophagus.

* The hand can generate wealth, but its curse is far
worse than simple greed. For each 5,000 dinars worth of
gold it creates, the owner must sacrifice a sentient being
to its creator. Until this is done, the hand remains inert.

* The curse drives the owner to extreme greed. He
gains the Major Greedy Hindrance. He has absolutely no
desire to spend or share his gold—he simply wants to
possess more and more of it. Over time, he will grow
increasingly paranoid that everyone is out to steal his
wealth and shun family and friends.

GREAT WIND OASIS

Population: 795

Ruler: Sheikh Mahmoud Tent-Shaker

Religion: Faithful (Ashtart)

Imports: Trade

Exports: Beans and onions

The tiny oasis lies close to the Sphinx Road, near to
where it crosses into the Great Northern Desert. Sur-
rounding it are a handful of verdant fields full of beans
and onions. Once harvested, these are sold to passing
merchants heading to the sphinxes’ lands.

Its name comes not from the power of the air, nor
any bound khamsin, but from the water. Something in
it causes drinkers to suffer from chronic and extremely
loud flatulence. The expulsion is mostly air, and not par-
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ticularly fell smelling. Locally it has become something
of a prized asset. Farting has become part of every day
life, with loud noises being heard from dusk until dawn.
Each year, the tribe holds a competition to see who can
fart the loudest with and without aid of the water. The
winners receive the title Prince of the Dry or Wet Wind
respectively, and are treated like nobility until the next
year’s contest.

The water’s reputation has spread far and wide. Those
seeking to embarrass or trick others substitute the oasis’
water for regular water. Farting is seen as a perfectly nor-
mal bodily function, but there is a right time and place
for everything.

KHAMEL'S RECTREAT

Khem-hekau may have been created in Hekata, but
the art quickly spread throughout neighboring lands.
Modern practitioners agree that Khamel the Tainted was
one of the greatest masters of the art. Legends abound,
for his wickedness was such that his reputation has
weathered the passage of millennia and spread to all
corners of the continent. Some say he could kill with a
simple touch, summon a host of undead with a gesture,
or speak a word of power that caused the gates to the
Bottomless Pit to open and demons to bow in servitude
at his feet. The latter ability has confounded khem-hekau
mages since the birth of the art, for none has yet man-
aged to summon a demon.

Above all else, Khamel desired to become a liche. Not
a liche-wizir bound to the eternal service of a withered
pharaoh, but an independent greater undead whose
mastery over death and undeath would be without peer.
Knowing his work would take decades, and having no
wish to be disturbed, Khamel retreated into a cave system
in the Mountains of Fear. It is said he had in his posses-
sion the Black Libram, the oldest and darkest repository
of khem-hekau lore, from the unholy pages of which the
first necromancers learned their unholy art.

Sages agree that it is unlikely Khamel succeeded, for
his name vanished from historical records and stories at
the same time he retreated inside the mountain. Perhaps
he perished while performing one of the many fell and
complex rituals required to earn eternal life, or his al-
lotted days expired before he unlocked the final terrible
secret. Maybe he lies inside, weakened by his efforts, a
genius necromancer’s mind trapped in a helpless body
or reduced to nothing more than a disembodied spirit.
Then again, it is not unthinkable to imagine that Khamel
succeeded, and that he has been devoting the centuries
to a deeper understanding of khem-hekau. If the latter
proves true, who knows what dark and terrible powers
he might have mastered, or what vile abominations he
has at his beck and call.

Anyone trying to gain possession of the Black Libram
must first find the cave, no mean feat in a region dotted
with hundreds of cracks, crevices, and caves. Then he
must battle past the many animated skeletons and bone
golems Khamel set in place to protect him.

‘CHE MARID’S GROTTO

This unusual site is actually located at the western
end of the hills that tumble down from the Mountains
of Fear, just inside the modern border. Carved into the
living rock is a labyrinth of winding tunnels and small
chambers. Every inch is decorated with murals made up
of colored seashells. It is this unusual decoration that
gives the site its name.

Discovered 430 years ago, the first explorers com-
mented on how it looked like a greater marid’s home
(in their minds, at least). No one ever suggested a marid
had actually called the tunnels home (the lack of water
makes it unlikely), but the name stuck.

This leaves the questions of who built the grotto and
for what purpose? While it is the sort of lavish waste of
resources a sphinx might have invested in, the tunnels
are too narrow to permit one of the massive beast’s in-
side. That it was built by the Haranites is not given any
credence—that ancient culture was exclusively devoted
to sun worship, and caves were anathema to their beliefs.
The two main theories debated by scholars and sages are
that it was the tomb of a nobleman from some forgotten
culture or was a temple raised in antiquity to honor a
water deity.

Both theories have flaws. There is absolutely no
signs the grotto was ever inhabited by the living or the
dead—throughout history and in every land, tomb rob-
bers always leave some trace of grave goods behind.
The shells themselves would actually be valuable in
landlocked cultures for us in jewelry, yet the mosaics are
undamaged. As for it being a temple, there are two main
issues. First, why build one devoted to a water deity in
arid hills? There is no sign a spring ever bubbled up
inside the structure, nor is there one nearby. Second, the
presence of seashells would indicate it was devoted to a
deity of the sea rather than fresh water, an oddity given
the site is over 200 miles from the coast.

The tunnels have never been thoroughly explored
(mere talk of it being a marid’s home is enough to keep
the local Bedu away), and the solution to the mystery of
its origins may yet lie inside.

SILPHIUM VALLEY

The only reference to silphium appears in a Mago-
rian codex of medicinal herbs. Referred to as the “hair
of Ashtart,” it was by all accounts a wonder herb. The
medicinal properties of its leaves, petals, sap, and roots
were seemingly without end, and its fragrance was so
pure that the petals were used in the creation of perfumes
for the kings of old. The codex continues by saying that
although the Magorians knew of it, they believed it to be
extinct. It grew only in one place (a secluded valley in a
range of mountains in a land dominated by the sphinxes
in their time), could not be cultivated outside the valley,
and no herbalist had used it in many centuries.

That the Magorians knew of it at all is down to their
origins. Before the sphinxes rose to power, Hekatic
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SPHINX PSYCHOLOGY
Sphinxes consider themselves divinely appointed to
rule over the lesser races. Others are less inclined to
agree, for among the many traits found among their
race are arrogance, bloodthirstiness, gluttony, greed,
jealousy, pride, stubbornness, and vengeful nature.
Indeed, it is hard for non-sphinxes to find a single
positive trait outside of a few rare individuals.
Sphinxes are possessed of high intellect and great
cunning. Some of this is undoubtedly the result of
schooling, but much of this appears innate—idiotic
sphinxes are very few are far between, save in old
age, when their mental faculties rapidly diminish.
Their physical size allows them to swat aside lesser
beings as humans would a fly, but sphinxes take a
perverse pleasure in establishing their own superior-
ity. Indeed, every sphinx suffers from a deep seated
superiority complex. Words are their favorite weap-
ons, with cleverly worded taunts favored over base
threats. Those anticipating on giving a sphinx of its
own medicine are frequently disappointed—they
have strong minds, and rarely raise an eyebrow when
threatened or ridiculed, save in shock at their foe’s
audacity or stupidity. Of course, when an enemy’s
words do bite home a sphinx’s pride demands the
creature be suitably punished as a warning to oth-
ers. Not to do so is considered a sign of weakness,
though clever sphinxes can turn this around with
well chosen words or gestures of amusement.

Their superiority complex is a weakness that can
be exploited. Lesser beings skilled with words can
avoid a sphinx’s immediate wrath through flattery.
Caution must be taken, though—if a sphinx thinks it
is being ridiculed by excessive flattery it will quickly
show its displeasure.

That they enjoy riddles is common knowledge.
Quite why this should be is open to debate. Some
scholars argue that this is how their ancestors tested
the other races—those who failed to reply correctly
were eaten. Others argue this love comes from their
need to continually show their superiority, for even
a wise man can be left stumped by a riddle. Another
possibility is that it arose as a means of settling dis-
putes. Sphinxes are not a numerous race, and con-
tests of wits may have replaced contests of strength.
Instead of culling the weak through violence, they
use words to remind lesser sphinxes of where they
stand. Regardless, there are plentiful stories of he-
roes of escaping a sphinx’s wrath by offering a rid-
dle contest. Again, a warning is required—sphinxes
live a long time and they know many riddles.

That sphinxes own slaves is yet another display of
their need to show their superiority.

Finally, sphinxes enjoy pleasure objects and activi-
ties. Presenting one with an amusing toy (living or
inanimate) is a surefire means of earning its grati-
tude, if only for a short while.

merchants purchased it from the people in whose lands
the valley lay. Unfortunately, Hekatic records refer to
them only as the “Valley People,” a meaningless title in
the modern age and little better even in ancient times.
Depending on which mountain range the plant grew, the
Valley People could have been the Assarites, Haranites, or
Hittari, or perhaps a minor culture whose existence has
been erased from history by time and sphinx oppression.
The codex ends by saying that silphium was considered
more precious than any gemstone.

Since the codex was discovered 50 years ago, herbal-
ists across Al-Shirkuh have sponsored numerous expedi-
tions to find the lost valley. Although each mission failed
they continue to finance ventures—the potential rewards
are immense and hirelings are cheap—though fewer are
sponsored in the modern age due to a growing belief
either the herb is extinct or its existence a fable.

PERSONS Of Note¢

GOUBAK DUNG-HANDS

Goubak, a sand goblin, has a strange knack of turning
up at travelers’ camps just as they are serving food or
coffee. He survives in the wilderness by bartering dried
dung to caravans in exchange for food and basic goods.
Although his personal hygiene leaves a lot to be desired
and he has a tendency to “borrow” unwatched objects,
Goubak is rarely turned away by those who know of
him—he knows the wild lands of the Kingdoms like the
back of his smelly hands, travels far and wide, and is
always happy to pass on rumors and news to those who
show him any degree of kindness.

GRAY SAGE OLVIR
DRARETONGUE

A Saxa priest of Hoenir, Olvir is in Al-Shirkuh research-
ing material for two new books. The first is a study of
the native species of dragon in Al-Shirkuh. The second
is a discourse on sun dragons, with emphasis on the
differences between those found in Rassilon and their
desert-dwelling cousins. So far he has spent his time trav-
eling between the great cities of the Kingdoms, trawling
through libraries and questioning sages. Having gleaned
all the knowledge he can from these sources, his next
step is to venture out into the wilderness in order to
study the habits of local species of dragon in their native
environment and interview as many as possible.

Olvir is middle-aged and in good health. He speaks
Saxa, a smattering of Sphinx, and fluent Draketongue.
He knows a handful of common sentences in Beduan.
The heroes might encounter him in one of the cities,
where he is trying to hire guides and guards without
much success, or in the wilderness, where he is likely to
be in some tight spot from which he needs extricating.
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FARAF
City of Voices

All is relatively calm on the surface, but beneath the
veneer of civility the city is in chaos. Bankrupted by the
pharaoh’s last decree and with the pharaoh’s three chil-
dren each plotting their ascension to the throne, Faraf is
a city teetering on the brink of civil unrest.

Social Hierarchy

Whether Ankh-Psamtek is the oldest sphinx ever re-
corded is open to debate. Hamapta certainly ruled for
three centuries, but his age upon attaining the throne
is unknown. Stories abound he was extremely young or
already old, and historical records from that early age are
incomplete. Regardless, Ankh-Psamtek is assuredly the
oldest living member of the species, and it shows—his
golden fur has turned steel gray, he has only a handful
of teeth remaining, his face is craggy, and his skin hangs
from his withered frame.

His title Font of Knowledge was well deserved. In
his prime, the pharaoh was regarded as wisest of a race
renowned for its wisdom. Many had hoped that he might
be able to reunite the cities under one pharaoh, but
Ankh-Psamtek lacked the ambition. That he has all but
lost his mind is well known in Faraf and much lamented.
It has also cast a shadow of uncertainty across the city, for
after centuries of stability under the same pharaoh the
dawn of a new monarch is approaching.

Who will succeed him is as yet unknown. Even if he
was to name an heir, it is very likely his other two children
(or all three if he nominated someone else) would refuse
to accept the decree. No heir-apparent has yet secured
the full support of the cult of Qedeshet or the military,
ruling out assassination of the elderly ruler. Until such
time as he succumbs to old age, all his children can do
is plot and wait. Of course, none of them is getting any
younger, and if their father continues to live on one of
them may be forced to play their hand early.

Of the noble houses, three are planning coups, believ-
ing that Ankh-Psamtek’s line has had its day in the light and
that the time has come for a new house to rule. They must
tread lightly, though, for if their plans became known it
could lead to bitter reprisals from the pharaoh’s children
and potentially plunge the city into utter chaos.

Although traditionally the noble houses grew rich
from their status as priests and owning land rich in pa-
pyrus, over the centuries they have branched out into
general trade. Each of them controls a share of the city’s
economy, making the sphinxes economic as well as po-
litical and spiritual rivals.

Ankh-Psamtek has long patronized education, at least
at higher levels, bestowing wealth and honor noble titles
on the wisest people in the city. Among the lesser races,
clerics of Qedeshet and true sages (those employed by
a school or university) are held in high esteem. Even
the lowliest member is treated as being mak-shabrum,
regardless of his influence or wealth.

Indeed, among the lesser races education is seen as
more important than social contacts or material wealth.
Thus, bureaucrats, scribes, and clerics in general are
treated as being higher socially than merchants or crafts-
men. Even mages and imams are accorded respect, for
they are usually educated beings.

The illusion of education is just as important as actu-
ally knowledge. So long as one sounds authoritative and
no one corrects any flaws or fallacies, anyone can earn
the respect of his peers simply by recounting a few facts.
This rarely fools sphinxes, for they are learned in many
topics (though they may go along with the illusion for
their own amusement), but many a “sage” has earned a
free meal and bed for the night from peasants in return
for teaching them a previously unknown fact or two.

EOucatioN

Education is highly prized among the lesser races in
Faraf, for it promises a way out of poverty. From the time
a child can talk, parents push them to absorb as much
wisdom as possible in the hope they will be accepted
into state-sponsored schooling. Many, of course, fail to
meet the required standard. Even then, parents encour-
age their offspring to attend street schools in the vain
hope they might learn something of use.

Unless a child is exceptionally gifted, comes from
wealth, has a rich patron, or joins a cult, advanced edu-
cation is an aspiration too far. The fortunate few enjoy
a wide choice of higher educational establishment, for
Faraf boasts a total of six universities. Of these, the Uni-
versity of Faraf and University of the Sphinxes offer basic
courses. Despite the name, the latter is open to all races
who meet the entrance fee.

The Imperial University was founded by Hamapta to
school courtiers, and continues to provide instruction
in the essential skills of the court—heraldry and law—as
well as stewardship, an essential skill for running a city,
government office, or a business.

Founded after the jinn invasion of —505 CJ, the Uni-
versity of Adversaries initially instructed pupils in the
ways of the jinn, so that later generations might know
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RULES OF CTHE REALM
These setting rules apply in Faraf.
* Education: Due to the street teachers, the generic
setting rule for being Illiterate is ignored.
* Herbal Remedies: Increased demand has led to
the price of antibiotic herbal remedies (see Realm
Guide #15) rise to 100 dinars per dose (75 on the
black market). Dried herbs to create antibiotics cost
20 dinars a batch but are hard to find. Fresh herbs
(see Realm Guide #20 cost three times normal and
are even rarer.
* Native Heroes: A native character may choose
to be a graduate of one of the advanced universi-
ties. Each grants certain benefits, as listed below,
but only during character generation and the hero
must meet all other requirements. Unless otherwise
stated, these benefits are only open to heroes with
Smarts d8+, Rich, or Arcane Background (Miracles).
In all cases, a maximum of one skill point may be
spent on university perks.
Adversaries: For one skill point, a hero may take
two of the following Knowledge skills at d4 or one
at d6: Area: Hekata, Area: Jinn Lands, Monsters:
Jinn, Monsters: Undead.
Ancient Lore: For one skill point, a hero may take
both of the following Knowledge skills at d4 or one
at d6: Folklore, History.
Esoteric Lore: For one skill point, a hero may take
two of the following Knowledge skills at d4 or one
at d6: Alchemy, Arcana, Riddles.
Imperial: For one skill point, a hero may take two
of the following Knowledge skills at d4 or one at
d6: Heraldry, Law, Stewardship.
* Scholarly Materials: Parchment costs 3 dirhams
per sheet, scroll cases cost 2 dinars, and writing
equipment 10 dinars. Tomes of lore cost 125 dinars
per point up to +3, and 450 dinars per point from
+4 to +6.
* Slaves: Educated slaves are highly sought after by
the native sphinxes. Average prices are higher than
in other cities. Base: 2000; Skills: +150 per die in
Knowledge skills; Edges: Investigator (+100), Sage
(+150), Scholar (+300).
* Tainted Water: Faraf receives its water from wells,
which are as yet untainted. Anyone drinking from
the River Nyl, who eats crops grown in affected re-
gions, or who falls into the black water must make
a Vigor roll at -2 or contract black pox.
Black Pox (Ingestion, —2): Victims suffer from boils
and weeping sores that lead to a lingering death is
untreated with antibiotics. Victims must make a Vig-
or roll at -2 each week after infection or drop one
die in Vigor, dying when Vigor is reduced below a
d4. Lost Vigor dice return at the rate of one per two
weeks if the patient is active (i.e. adventuring) or one
per week if he is resting once the infection ends.

their enemy. Although there was no further violence
between the two lands, knowledge of jinn ways proved
useful as trade slowly developed (the jinn weren’t going
to go away, and both sides had lost the appetite for fur-
ther wars). After the Hekatic invasion of —302, the land
of Hekata and its undead inhabitants was added to the
curriculum. Few sphinxes attend courses these days as
both threats have ceased to exist.

The University of Ancient Lore specializes in folklore
and history. Again, much of the student body is made up
of lesser races. As well as being an educational establish-
ment, students conduct field trips to acquire physical
historical artifacts for the growing antiques market.

Finally, there is the University of the Esoteric Arts.
Its syllabus includes the study of alchemy, arcana, and
riddles. Although sphinxes view all forms of magic with
suspicion, mages with a valid license are accepted—bet-
ter to keep them close and control what they study than
let them vanish into the shadows and learn lore the
sphinxes might see as a threat to their power.

Since the separation of the cities, the royal lines have
shunned sending their children to Faraf to be educated
Partly this stems from their having no wish to admit Faraf
offers better education than their native universities
and partly because they are loathe to let their heirs be
educated by a foreign power, lest they be corrupted or
fall under Faraf’s sway. The nobles are less concerned by
these factors—they want their offspring to have the best
education, and that is what Faraf offers.

R€IGION

Qedeshet, who sphinxes hold as the god of knowl-
edge rather than literacy or the act of learning, has been
patron of Faraf since the days of Hamapta, when the
pharaoh decreed it would be the center of learning in
his new Kingdom. Even on the odd occasion when the
pharaoh opted to follow a different deity, Qedeshet re-
mained popular.

The cult is extremely rich. Not only does it have a hand
in matters of trade (seen as a lesser aspect of Qedeshet in
Faraf), but it has full control over the Education District
and a large share in the other schools and universities. As
the royal cult, it also receives the lion’s share of all tithes.
This is further augmented by the antiques trade, which it
dominates (though not without competition from one of
the thieves’ guilds).

The cult is currently sundered. Each of the pharaoh’s
three children, all of whom are clerics, have declared
that Qedeshet sent them a vision declaring them the
rightful heir. Never one to argue against a sphinx, clerics
of the lesser races have taken sides based on whom they
believe is most sincere, and who is most likely to advance
the cult’s standing in the city. A small few have taken the
unusual step of declaring their support openly. Should
their candidate win, they can expect to be rewarded.
Failure, though, might mean they are reduced in rank for
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backing the wrong side or, if deemed influential enough,
permanently silenced lest they stir up resentment to-
ward the new pharaoh. The noble houses, having no ties
to the cult, have been unable to secure any margin of
support among the clergy.

The division within the cult is largely theological, with
clerics debating the meaning of each sphinxes’ vision.
A few have received beatings for daring to speak out
against a given heir apparent by that sphinx’s support-
ers, as have those who argue that perhaps another aspect
of Qedeshet (such as diplomacy or trade) will ascend to
dominance under the new pharaoh.

Qedeshet may be the chief god, but Ashtart has more
devout followers. The city’s economy relies as much on
papyrus as education, and that falls under the auspices
of the goddess of plants. With its power lying outside
the city walls, the cult has little direct influence over the
court, and even its high priest is apolitical. The pollution
of the River Nyl has led many to abandon the countryside
in favor of the city, weakening the cult’s standing.

Since the pollution of the Nyl, the cult of Apsu has
suffered a drastic loss of influence. When the clerics were
unable to remove the corruption, the city was reluctantly
forced to rely on jinn mages. Fortunately for the cult,
they too failed. Otherwise, the cult may have suffered
a loss of influence and faith from which it might never
have recovered. Despite previous failures, clerics con-
tinue their quest to find the source of the pollution.

Apsu’s loss has been Marqod’s gain. Though their
miracles can only cure the plague within the first few
minutes of infection, antibiotic herbal remedies offer
a glimmer of hope for the afflicted. Loss of the herb’s
natural habit and increased demand for the remedy have
led to prices dramatically increasing in the last two years.
While the cult struggles to meet demand, smugglers are
growing rich selling antibiotics on the black market.

LOCAL FESTIVALS

Graduation Day: Tamith Yaus al-Niwt Tamith Alak
Shemu marks the day students receive their exam marks.
For those at the end of their course, it is the day they
either graduate or learn whether they must repeat the
previous year (if they have the money) or enter the
world having failed to earn one or more qualifications.
Traditionally, graduating university students receive their
diplomas from the pharaoh in person, one of the rare
public civic duties he performs. In recent years, that
honor has fallen more and more to one of his children
due to the pharaoh’s ill health.

Students taking part-time or short courses take their
exams and learn their results at varying times during the
year, but they must wait until Graduation Day to receive
written evidence of their educational achievements.

Pharaoh’s Birthday: Pharaoh Ankh-Psamtek was
born on Anshi Yaus al-Ittrou Baot Alak Paret. The anniver-
sary is a public holiday across the realm, and is marked
with feasts and celebrations. For his 400th birthday, of-
ficials are planning a gala at the palace. Naturally, while

all resident sphinxes will receive an invitation, few lesser
races will be able to enjoy the spectacle, despite having
funded it through their taxes.

Military

In order to conduct a coup, an usurper needs the back-
ing of both the royal court, which includes the bureaucra-
cy, and the military. While the three main heirs apparent
conduct political battles and attempt to use religious au-
thority to stake their claims, they have forgotten about the
army. The three nobles houses, however, have not. Since
the commanders are sphinxes, the nobles have taken the
unusual step of courting the captains, despite them being
of lesser races. This has led to different companies within
the same regiment backing different would be successors
to the throne and, in a few cases, different squads within
the same company having a different allegiance.

Their grip over the army is far from absolute, though,
with perhaps a quarter of the military currently loyal
to one of the three factions. Most soldiers still hold al-
legiance to the pharaoh, making civil war unlikely. Of
course, were the pharaoh to die suddenly, the army
might decide it has the strength to appoint a pharaoh of
its own choosing. Whatever the future holds for Faraf; it
is likely to be very messy.

ARMY

Despite being a major pawn in the unfolding drama,
Faraf’s army is quite modest in size. Its present strength
is two infantry regiments, two cavalry battalions, and one
chariot battalion. The first regiment has two medium in-
fantry companies, six light infantry companies, and two
archer companies. The second regiment has six light in-
fantry and four archer companies. All the cavalry is light.

The general, Iry-Paht Shemhoru, self-titled Shield of
Faraf, is the pharaoh’s great-nephew. Although loyal to
the pharaoh, he sees the army in much the same way a
child does toy soldiers, a plaything of little practical use.
Lacking all inclination to be a true military commander,
and ignorant of the power he wields when it comes to de-
ciding the next pharaoh, he is content to spend his days
playing wargames against the five commanders under
his authority, recreating battles of old and planning for
conflicts unlikely to ever occur, such as another Hekatic
invasion. The sphinxes’ apathy has given the captains a
largely free hand in how they run their companies and
allowed the nobles to gain influence.

Protecting the city is the city guard—one company of
light infantry and one of archers, and two squads of artiller-
ists. While the guard is considered a lesser position in the
military, its current leader, Commander Iry-Paht Hekhotep,
is no armchair general. Proud of his station, he takes an
active interest in the affairs of his men. He has never seen
battle, but he is well versed in siege tactics, something he
has passed onto to his captains and sergeants.
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Hek-hotep has not been approached by the scheming
nobles. Everyone knows his first loyalty is to the person
of the pharaoh, not the throne itself. Fortunately, his po-
sition means he has not deduced the gradual splintering
of the army into rival factions, for he would certainly alter
the pharaoh if he did. The nobles consider him a thorn
in their side and are planning to have him removed from
office one way or another.

The pharaoh’s bodyguard is known as the One Hun-
dred Wise Men (even though it accepts women). Every
member must be not only a capable warrior and fiercely
loyal, but also educated to a high standard (Smarts d8+
and two Knowledge skills at d6+). Around a quarter are
paladins of the cult of Qedeshet, who see this as a religious
duty (the pharaoh being the deity’s representative among
mortals). Their commander is Quill Anshur ibn Jezzail,
a human paladin appointed personally by the pharaoh.
Fully aware of the trouble at court, he has made it a matter
of honor to ensure the safety of his liege. In private, he
has told all three of the pharaoh’s children that he will
support whoever becomes the new ruler of Faraf, but will
play no part in helping them secure the throne.

NAVY

Faraf has never bothered with much of a navy. Its
main exports are not likely to attract corsairs, and the
antiquities and books its sphinxes crave usually enter via
a land route. As a result, a token ten light warships are
responsible for patrolling the river and protecting the
approaches to the harbor. These are divided into the two
squadrons of five ships each.

Law § OROER

The city watch, a mere three companies of light infan-
try, is struggling to cope with the influx of refugees and
an increase in crime.

With citizens abandoning rural life, the city watch is
coming under mounting pressure from the nobles to in-
crease arrest rates so that more slaves might be available
to work the farms and reed beds. So far the Commander
of the Watch has refused—as a royal sphinx, he sees the
current problems as an opportunity to weaken the noble
houses and so ensure his family remains in power.

The guard is currently busy investigating a spate of
deaths among astronomers. In other cities these would
be treated like any other murder and thus likely to at-
tract much attention from the authorities. Here, though,
true sages (as opposed to the crackpots on the street
corners) are not only greatly respected, but are patron-
ized, or slaves owned, by sphinxes. Many were clerics of
Qedeshet, which means their deaths are an attack against
the royal cult, and thus the pharaoh.

Educated slaves are highly sought after by the sphinx-
es. Although slaves, and thus lacking more common free-
doms and rights, they enjoy a relatively comfortable life.

Much of their time is spent researching pet projects for
their masters (trusted slaves are even allowed to go out
into the world unaccompanied by bodyguards), answer-
ing questions sphinxes’ pose them, and cataloguing the
household’s collection of antiques and manuscripts.

Faraf has three thieves’ guilds—The Brotherhood of
Thieves, The Quills of Injustice, and The Shadow Sages.
The city’s economic woes have proved a golden age for
them. First, the pharaoh’s divisions of the royal treasury
means that many citizens have money stashed away;,
making every household a target. Second, shortages of
food and medicine have proven lucrative for smugglers.
Third, poor newcomers looking for any work mean that
their ranks are at a greater strength than ever before.

The guilds are rivals but refrain from open violence—
there is plenty of wealth to go around at the moment.
The unspoken rule is that if a thief is already burgling a
house, any latecomer must find a new target.

Committing crimes has become more difficult since
the pharaoh passed the Law of lllumination. After dark,
it is a crime to walk around the city with one’s face not il-
luminated by a lantern or torch, and clearly visible to the
authorities (so wearing a hood isn’t a loophole). Those
who flout the law are subject to blinding in one eye and
three months slavery. A second offence gives the criminal
the darkness he obviously desires, for he is blinded in
the other eye.

Trade § Tribute

Faraf is facing a growing economic crisis. The pol-
lution of the River Nyl has destroyed much of the last
two harvests, and the remaining agricultural land is not
enough to sate the inhabitants’ basic needs. The grana-
ries, which have kept the city fed since the water turned
black, are almost empty. With its coffers equally barren,
the city lacks the funds to purchase enough supplies to
stave off famine. The price of food is currently stable and
most basic foodstuffs are still available in sufficient quan-
tities to avoid mass unrest, but shortages will soon bite,
causing prices to skyrocket.

The papyrus trade has yet to be seriously affected,
though few are convinced things will remain good for
much longer. Several reed beds have failed, and a serious
flood in the coming year could endanger many more.
With papyrus in raw and finished form its major export,
any further reduction in harvests would be disastrous.
Currently, it is only Faraf’s educational establishments
that are staving off complete economic collapse.

Adding to the problem is a growing migration of rural
workers into the city in search of better prospects. As
the city grows more crowded and its economy slows, so
skilled craftsmen are migrating to other cities, further
damaging industry.

The city’s main imports are ancient artifacts and
books. These are destined not for the main markets, but
the private collections of sphinxes and other rich citi-
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zens. Traders, including adventurers, who deal in these
objects can make good money, but little of the riches are
seen by the common people.

COINAGE

Although the pharaoh emptied the treasury and
divided the wealth among the populace, inflation has
remained relatively stable. A few spent their new fortune
in a matter of days, but many sensed the dark cloud on
the horizon and wisely opted to set the money aside for
harder times to come.

The city is minting new coins so it can pay the military
and bureaucracy, fund essential projects, and purchase
vital supplies, but is careful about the amount—too
many would lead to rampant inflation. Most bureaucrats
and soldiers have been on half pay since the pharaoh’s
madness. In order to prevent unrest, they are issued
credit notes they can use at any shop in the city. Unfortu-
nately, this means the shopkeepers are not getting paid,
since the credit notes are not being honored in a timely
fashion. All told, the economy is a shambles.

Local coins have the head and name of the pharaoh
on one face. Dinars are stamped with an ankh (a cross
with a looped top) on the reverse, while dirhams carry
a quill design. For over two centuries, the design has
remain unchanged.

The standard coins seen on the streets are the one
gold dinar (“Ankh” after the reverse face image), one sil-
ver dirham (“Quill”), one-half dirham (“Half-Quill”), and
one-quarter dirham (“Quarter-Quill”).

LOCAL TAXES

Commoners (i.e. all non-sphinxes) lose a minimum of
50% of their wages in standard taxes and tithes, and many
face a tax bill that consumes as much as 75% of their annual
income—a rate that will make survival extremely difficult if
famine strikes. By comparison, sphinxes lose around 10%,
since they pay only tithes and a few minor taxes. In order to
restore the city treasury’s wealth and pay for the pharaoh’s
birthday celebrations, new taxes and tax increases have
been introduced. Needless to say, they are not popular.

Birthday Tax: To help fund the pharaoh’s 400th birth-
day celebrations, all citizens, regardless of age or financial
status, pay 10 dinars a year. Visitors are charged 10 dinars.
A wooden token is issued to show the visitor has paid.

Customs Duty: Faraf has recently raised its customs
duty from 2% to 4% in an attempt to strengthen its eco-
nomic outlook.

Docking Fees: Ships are charged 10 dinars per day.
Ships owned by sphinxes resident to Faraf pay no dock-
ing fees, and those of other sphinxes a token 2 dinars.

Gate Tax: Sphinxes and their slaves pay nothing. Non-
natives are charged at 1 dinar for pedestrians, 2 dinars
for mounts, and 5 dinars for wagons. Natives are charged
in dirhams, but must prove their citizenship.

Sales Tax: A surcharge of 5% is placed on all pur-
chases within the city.

ARchitecture

Although large, as demanded by the sheer physical
size of the occupants, the palaces of the sphinxes are less
architecturally splendid than those in other cities. This is
not down to modesty (a trait few sphinxes have), but the
simple fact that Faraf has never been a truly wealthy city.

It boasts a goodly number of statues and obelisks, as
befits sphinxes egotism, but years of financial hardship
have left these in desperate need of repainting and, in
some cases, recarving. In poorer districts, the buildings
are need in maintenance, and even the roads need relay-
ing. Unfortunately, nothing is likely to change any time
soon, leaving Faraf a faded shadow of its former glory.

Built on high ground surrounded by marsh, the city
walls were erected at the edge of the available dry ground.
As a result, the streets inhabited by lesser beings were
constructed to be very narrow, with small houses two or
three stories high. Naturally, areas where the sphinxes
might care to roam have wider streets and larger build-
ings to accommodate their bulk.

Major Locales

Detailed below are a number of locations in and
around Faraf that the heroes may have reason to visit.

CITY DISTRICTS

Faraf’s population currently stands at 73,500, or just
under 55% of the total population answerable to the
pharaoh, and it grows daily. The city was built to accom-
modate around 70,000 souls. Although barely over that
number it is already showing signs of strain, with slums
springing up in already impoverished areas.

The districts mentioned below account for around
two-thirds of the city, leaving just one-third dedicated to
residential areas.

Docks: Faraf’s docks are located on a small patch
of raised land along the river and lie 250 yards south
of the city proper. A stone causeway links the docks to
the city. Warehouses, ships chandlers, inns, and brothels
stand among tightly packed clusters of lower-class hous-
ing. The city watch rarely patrols here, and never after
dark. The sphinxes who own warehouses employ private
guards to protect their property and its contents, while
visitors can hire bodyguards of varying bravery and skill
for a few dinars a day.

Educational: Despite more universities lying outside
the district, the Educational District is the local name
for the public part of the palace. Here stands the grand
temple of Qedeshet, Imperial University, the main library,
schools catering only for sphinxes, and an observatory, as
well as houses for clerics of Qedeshet, faculty members,
and visiting students deemed worthy of residing here.
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Noble: The great mansions of the ten noble sphinx
families lie outside the Palace District, south of the High
Gate. Each mansion is surrounded by walls. Inside are
apartments for members of the family, ornate gardens,
courtyards, servants quarters, and work areas (kitchens,
small workshops, and such like).

Palace: The Palace District dominates the eastern
third of the city. It comprises two separate areas—the
pharaoh’s home and seat of government (which occu-
pies the northern portion of the district) and the larger
Educational District. Within the palace are apartments
for the royal sphinxes and senior bureaucrats, govern-
ment offices, barracks for the pharaoh’s bodyguard, and
the city treasury. Beneath it are located the prison and a
multi-level crypt holding the mortal remains of previous
generations of royal sphinxes.

Papyrus: The city’s key industrial center is located in
the south of the city and accessed from without by the
Marsh Gate and River Gate. As well as workshops prepar-
ing raw papyrus for transformation into scrolls, there are
inkers, binders, calligraphers, and illuminators, as well
as lower- and middle-class housing.

Sage: The true educational heart of Faraf is the Sage
District. It borders the Noble District to the east and the
Papyrus District to the south. Crammed within are five
universities, six schools, and a small temple to Qedeshet,
not to mention housing for clerics, sages (independent
and faculty members), students, and workers, small
shops catering for students’ needs, taverns, and inns.

Temple: North of the great avenue that runs from the
palace to the Royal Gate in the western wall stand the
houses of the gods. Within each compound are the main
temple (where applicable), dozens of shrines, statues,
and obelisks, accommodation for clerics, fadeen, and
laity, storehouses, and workshops.

CITY LOCALES

Antiques Auction House: Although the sphinxes
purchase ancient artifacts for their collections, they
rarely buy directly from sellers. Unless they are working
for a sphinx patron, heroes looking to sell such items
should present them to the auction house, where they
are carefully checked and evaluated by experts before
being placed in the next monthly sale. Agents from each
sphinx family, along with other private collectors, then
bid on each lot. The auction house charges 15% a com-
mission fee. This is paid both by the seller (who thus
receives only 85% of the final price) and the purchaser
(who ends up paying 15% more).

The auction house also hires individuals to retrieve ar-
tifacts for the sphinxes to order. Secretly cosponsored by
the Universities of Adversaries, Ancient Lore, and Esoteric
Arts, all of which collect artifacts for rich patrons and their
own collections, it provides training in essential skills
for recovering artifacts from trap-laden tombs. Fees are
waived if the student swears a sacred oath to undertake a
number of missions on behalf of the auction house and its
various patrons. Typically, each mission, which is financed

by the individual student, offsets one month of training
fees. The auction house has no official ties to the thieves’
guilds, but everyone knows thieves train here.

Special: Students must be able to speak and read/write
Sphinx; Skills: Lockpicking; Edges: Tomb Robber.

City Walls: The city walls rise 30 feet above the top
of the small island, which is itself 10 feet higher than
the surrounding marsh. The walls encircle the city but
do not extend to the docks (which has no fortifications).
Thirteen square towers, each 10 feet higher than the wall
and spaced unevenly along the wall, serve as barracks for
the city guard.

Gates: Faraf has three external gates and one major
internal gate. The Royal Gate is located in the extreme
west and is considered the main gate. It leads to a stone
causeway that runs arrow straight through the marsh un-
til it reaches dry land. The Marsh Gate, in the southwest,
leads directly into the marsh. It is mainly used by papyrus
farmers. Further to the east is the River Gate, which leads
to the docks. Internally, the High Gate (which is aligned
with the Royal Gate) separates the greater Palace District
from the city.

All four gates are open between dawn and dusk. After
dark, the Royal Gate is opened for caravans and pedestri-
ans as and when required. Everyone passing through the
High Gate during the house of darkness is questioned by
the pharaoh’s bodyguards, a squad of which is respon-
sible for security. The other gates are opened only if a
sphinx demands access.

Graybeard Tavern: Located in the Sage District, this
tavern is popular not only with learned men and women,
but also with those who seek their counsel. Around the
walls are a number of booth, each containing a table
and several chairs. Day and night, each is occupied by a
single sage whose services are for hire. Each sage hangs
a small plaque bearing his name and specialties outside
the booth he is occupying.

Those wishing to consult a sage are expected to pur-
chase food and drink for the relevant wise man before
entering a booth. This is the price for an introduction,
not a consultation. If the sage accepts the request after
learning of his patron’s needs, he draws the curtains on
the booth to show he is engaged with a client and is not
to be disturbed.

Many of the sages have need of things they cannot
acquire themselves. In return for the patrons performing
a given task, such as tracking down a specific item or
piece of lore (usually from some crumbling monster-in-
fested ruin or tomb or distant location), the sage waives
his usual payment. The difficulty of the task and the dan-
gers to be faced is not always commensurate with the
information being sought. For instance, some who seek
obscure lore that might take months to research have
it easy, while others who seek knowledge the sage can
unearth in a few days face deadly perils.

Imperial University: Although it trains young
sphinxes in the essential skills of the court and gover-
nance, the university accepts lesser races. Many of these
are destined to work in the city’s bureaucracy or as estate
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managers for a sphinx family. A small few are clerics look-
ing to boost their chances of promotion.

Whereas lesser races are trained in groups, sphinxes
receive private tuition. In reality, sphinx students are
few and far between. They make up a tiny percentage
of the total population of the Kingdoms, have very few
cubs, and live for centuries, meaning decades may pass
between sphinxes attending. Some lecturers have spent
their whole lives here without ever teaching a sphinx.

Special: Students must be able to speak and read/
write Sphinx; Skills: Knowledge (Heraldry), Knowledge
(Law), Knowledge (Stewardship); Edges: Scholar (only
applies to skills taught at the university).

Oman’s Used Goods: Oman buys and sells second-
hand goods. When purchasing, he pays a flat 20%. This
is lower than heroes could get if they make a Streetwise
roll, but Oman is well known and offers easy money for
a quick sale. When selling, he charges 75% of the normal
price. He rarely has armor and weapons for sale—he sells
these to the thieves’ guilds, for whom he acts as a fence.

The Prison: The city’s prison, which lies beneath the
palace, holds suspects awaiting trial. Rumors abound that
there is one permanent resident, a prisoner who is kept
in strict isolation. All access routes are heavily protected
not only by living guardians, but also deadly glyphs. No
one knows his or her name, race, creed, or crime. Only
one jailor is permitted to shove food and water through
the hatch at the base of the door, or so it is said, and he
is both blind and mute.

University of Adversaries: The university has an
impressive collection of objects and manuscripts dating
back to before the War of Copper Jars. The most valuable
of these are kept in a secure vault protected by elaborate
magical and mundane traps. Access is at the sole discre-
tion of the curator, Khendjer a cantankerous old sphinx
loathe to open “his” museum to anyone.

Unbeknownst to the cult of Tammuz, the collection
includes several undead, captives taken during the war
of —-302 CJ. The more dangerous specimens are kept in
check by means of a powerful warding relic taken from
the jinn, with further magical safeguards placed on their
sarcophagi. Their knowledge of Hekata has proven in-
valuable over the centuries.

A junior curator, Ara abd Khendjer, is currently wor-
ried for her life. One of the valuable exhibits under her
care, a first generation Hekatic mummy, has disappeared.
She has managed to keep this a secret from her master,
but she knows she cannot maintain this forever as the
sphinx is fond of talking with it. Ara tells adventurers the
mummy was stolen. In truth, it simply walked out after
she forgot to seal its sarcophagus properly. The mummy,
which goes by the name Apephotep, is currently residing
in one of the slums, where it is posing as a beggar until
it decides how to liberate its comrades and avenge its
centuries long captivity. Ara wants it brought back un-
damaged and without attracting any attention.

Special: Students must be able to speak and read/
write Sphinx; Skills: Knowledge (Area: Hekata), Knowl-
edge (Area: Jinn Lands), Knowledge (Monsters: Jinn),

OPTIONAL RULE
The core Knowledge skills represent broad fields of
study and every hero with the same die type has an
equal chance of knowing the same facts. This op-
tional rule introduces specialties as a means of add-
ing a little extra flavor.
A character picks one specialty for each die step in
his Smarts above d4. Once chosen, these cannot be
changed. Whenever one of his specialties applies
to any Common Knowledge or Knowledge roll, the
character gains a +1 bonus. At the GM’s discretion,
he may gain multiple bonuses if one or more spe-
cialties apply equally.
A character cannot benefit from a speciality that has
the same name as one of his Knowledge skills. For
instance, a hero with Knowledge (Monsters: Orcs)
gains no bonus from having an orc specialty. He
would benefit if making a Knowledge (Area) roll to
remember the names of local orc tribes, however.
Example Specialties: Architecture, armor & weap-
ons, art & music, astrology, astronomy, cartography,
cryptography, fauna, flora, genealogy, geology, her-
aldry & sigils, languages, law, mathematics, medi-
cine, meteorology, military history, myths & legends,
numismatics, other planes of existence, philosophy
& ethics, poisons, politics, pottery, religion, specific
culture, deity, magic type, monster, race, or realm.

EXAMPLE

Ahmed the Paladin has Smarts d8, so he knows two
specialties (one for having d6 and a second for hav-
ing d8). He picks architecture and jinn. His Knowl-
edge skills are Area: Jinn Lands d6 and Battle d8.
During an adventure in the deep desert of the Jinn
Lands of Old, the party stumbles across a ruin re-
cently uncovered by a sandstorm. It is devoid of
inscriptions or statues, leaving no obvious clues as
to its creators or purpose. Ahmed asks to make a
Knowledge (Area: Jinn Lands) roll to see if he has
heard of the place. His friend, Suleiman the Nomad,
was born in the Jinn Lands and thus can use Com-
mon Knowledge. His Smarts is d6, and his one spe-
cialty is geology, which is no use here.

The GM knows the ruin was built by the jinn. Since
Ahmed specializes in architecture and jinn, the GM
awards a +2 bonus. Ahmed rolls a raise, while Su-
leiman scores a success. Both know it was built by
the jinn by its basic architecture, but Ahmed rec-
ognizes it as a tomb, the sort in which greater ifrit
nobles were interred.

While exploring the structure the party is attacked
by a band of rogue lesser ifrits. Ahmed has the Tacti-
cian Edge. Because he has a jinn specialty, the GM
allows a +1 bonus to his Knowledge (Battle) roll—
the hero has studied typical jinn tactics, and knows
how best to handle them.
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Knowledge (Monsters: Undead); Edges: Scholar (only
applies to skills taught at the university); Languages:
Hekatic, Jinn.

University of Ancient Lore: A senior lecturer in his-
tory, Fiireyya, a female cakali, has urgent need of adven-
turers. Three months ago, the university sent a team of
students under the guidance of a lecturer to investigate
reports of a tomb complex in the western Prophecy Hills.
Nothing has been heard from them since.

Special: Students must be able to speak and read/
write Sphinx; Skills: Knowledge (Folklore), Knowledge
(History); Edges: Scholar (only applies to skills taught at
the university).

University of the Esoteric Arts: Popular with clerics
and mages alike, the university teaches what are broadly
termed esoteric arts. It does not impart practical instruc-
tion in any of the various magical arts—the sphinxes
of Faraf may tolerate mages, but they have no wish to
increase their numbers.

One of the lecturers, Jusef ibn Fayeed, has heard of a
riddle so cunning that it was never been solved before
being lost to history. According to legend, a noble sphinx
spent his entire life pondering the problem, going so far
as to construct a monastery high in the Godhome Moun-
tains in order to avoid being disturbed. What he does not
know is that the sphinx still lives on in the form of a liche
driven insane by his inability to solve the riddle. Jusef
hopes to acquire the riddle and use it to secure promo-
tion and an honor title by reciting it to a royal sphinx.

Special: Students must be able to speak and read/
write Sphinx; Skills: Knowledge (Alchemy), Knowledge
(Arcana), Knowledge (Riddles); Edges: Alchemy, Scholar
(only applies to skills taught at the university).

HESRA

Population: 240

Ruler: Iry-Paht Nebneferre

Religion: Faithful (Qedeshet, Upuaut)

Imports: Pottery

Exports: Fish, Reeds

The small village of Hesra lies some 30 miles south of
Faraf, City of Voices, to which it is ultimately beholden.
A coastal settlement situated near a salt marsh, it divides
its income between fishing and harvesting reeds for pa-
pyrus. Until recently, the village’s ruler, a young female
sphinx distantly related to the pharaoh of Faraf, had little
to do but bask in the praise of her servants, feast, and
watch the peasants toil in the fields. These days, she is a
very worried sphinx.

Local legends had long told of an eerie glowing mist
rolled across the land every 100 years. So the story went,
the fog would come for five consecutive full moons,
during which time death would stalk the land and sea.
Where such phenomena exist, there is always a differ-
ence of opinions as to the cause. Curses and angry jinn
are usually top of the list, and Hesra is no exception to
that unwritten rule. With regard the curse, it relates to
a ship lured onto the rocks off Hesra by a false beacon.

The ship was wrecked, and the crew and passengers con-
demned to a watery grave. Each century, the gods allow
them to exact their revenge on the living.

For the last three full moons, a glowing fog has indeed
engulfed the village. During that time, some 15 citizens
have met a ghastly end or simply vanished into thin air.
Panic now fills the air, and the harvests have been ignored
despite liberal application of threats and force. Knowing
the pharaoh is a drooling idiot, Nebneferre has so far man-
aged to keep the lack of industry and death of the citizens
from her overlord. However, bureaucrats have noticed the
lack of caravans and are demanding answers. Nebneferre
has learned that they plan to send an investigator to delve
into the situation. Unless she can end the curse, or at least
ensure productivity resumes, she risks being impeached,
stripped of her position, and shamed.

PERSONS Of Note¢

Described below are a few of the city’s many denizens
the heroes may encounter while exploring the city.

DUQAQ ABID QEDESHET

Until three moons ago, Dugaq was an astronomer-
priest of Qedeshet, widely respected for his knowledge
of the heavens and patronized by several sphinxes, who
funded his research. Then he lost his mind. Now he
wanders the streets aimlessly, gibbering incoherently,
and surviving on the charity of donations.

What caused his insanity has never been determined.
Since that fateful day, Duqaq has not uttered a single
sound. He was found curled up in the observatory by his
assistant, who had popped out to brew coffee, his eyes
open wide in utter fear. His telescope was found pointing
toward the northern sky, but inspection revealed nothing
untoward in the night sky. Some say his mental state was
destroyed by working long hours. Others suggest he saw
something that shattered his sanity, though none have
yet presented a plausible explanation for what could do
such a thing. Oddly, no other astronomers working that
night reported anything strange in the heavens.

IMY-ER NEFERKAMIN

Neferkamin, an elderly sphinx sage whose interests
lay in scholastic pursuits rather than following Geb-Agni,
his family’s patron, is a common sight at the University
of Ancient Lore and the Map Room. Until recently his
research focused on the early history of the Kingdoms,
specifically the years before Hamapta united the cities.

Following a chance encounter with a visitor from Ras-
silon, he learned that a race of sphinxes different from
those of Al-Shirkuh inhabits the frozen lands far to the
north. Intrigued, he now seeks adventurers prepared to
travel north and question one of the cryosphinxes about
the history of their race.
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JAWF

City of War

The city of Jawf has long been a fortress. Before the
sphinxes rose to power, it guarded the mouth of the River
Ankh and served as the main port for Hekata. Today, its
mighty walls signal the start of the Sphinx Road. Within
his palace the pharaoh chafes at the bit, eager to go to
war with his neighbors, but only on his terms. Little does
he realize that he is being duped by those who crave war
for their own reasons.

Social Hierarchy

Kauakht’s “ancestor,” one of Hamapta’s sons, served
as general of the royal army. A millennia and more has
passed since the Kingdoms fractured and the title be-
came meaningless, but the pharaohs of Jawf have always
regarded themselves as the true defenders of the King-
doms. When Hekata and the jinn invaded, it was their
pharaohs who commanded the briefly unified armies,
leading their kin to glorious victory yet never acknowl-
edged for the role they played.

Pharaoh Kauakht longs for war, but he is not prepared
to attack his neighbors without direct provocation—his
army and city are strong, but not strong enough to with-
stand a combined assault from the other six cities. When
war comes to the Kingdoms, and it surely will given
unfolding events further north, he will not hold back his
fury or his mighty army, but he is not a warmonger seek-
ing battle for battle’s sake.

His son and heir, Wendjeb-en-djed, on the other hand,
is a conniving weasel who hopes to plunge Jawf into war
in the very near future. Although he is the permanent
commander of the elite first regiment, The Teeth of Jawf,
and second-in-command of the army, an honorable posi-
tion, he sees answering to a human general an insult to
his royal status and a slight against his skills as a warrior.
Still relatively young, he has yet to learn that martial
prowess does not make one a good leader and that
while his men may show him respect for being a sphinx
of royal blood, he must earn their respect as a military
commander. His father has tried to instill an important
lesson in him, but without success—soldiers will fight
and die for any commander who orders them, but a true
leader gets the same result merely by asking them.

Nine of the noble families have prospered by domi-
nating trade and the arms industry. Every armorer and
weaponsmith in the city works for one of the noble
houses. The tenth house, dedicated to Ashtart, has made
its fortune from agriculture, owning sizeable estates
along the banks of the River Harad.

Many sphinxes have succumbed to the charms of the
sphinx Puppeteer in court, who has gently reminded
them that war can be good for business, especially when
that business is supplying arms and armor.

Even the sphinxes of House Harsiese, which honors
Marqod, have been convinced that war is inevitable.
While it will undoubtedly profit from supplying bealing
potions and herbal remedies, it can at least offset the
misery of war by using the income to support worthy
causes. Sphinxes see a “worthy cause” as being some-
thing that directly benefits them, but at least those of
House Harsiese can use the argument to ease their col-
lective conscience. Of course, war will benefit the house
in other ways. It may not have any weaponsmiths under
its control, but it has plenty of armorers’ workshops.

Among the lesser races, the upper class is reserved
for senior clerics and military captains, as well as the
merchants and master craftsmen sphinxes chose to favor.
The latter two are employees, and thus only those who
run a mercantile business or workshop on behalf of their
masters receive this status.

Armorers and weaponsmiths of journeymen rank
(skilled, but not worthy of master status) are the back-
bone of the economy, and thus the primary income
source for most noble houses. They number among the
shabrum, as do sergeants, senior bureaucrats, many mer-
chants, and most clerics. Other crafts are seen as inferior
or of secondary importance, and practitioners rarely rise
above jaleepa status unless they have managed to secure
sphinx patronage.

Although soldiers still number among the barajam,
they sit higher than farmers, laborers, and other unskilled
workers. Not quite skilled enough to be jaleepa, they are
nonetheless respected members of the community.

EOucatioN

Jawf makes no attempts to educate its peasants any
more than is absolutely necessary. Children who meet
the required intelligence level to be schooled are ordered
to attend classes so that the bureaucracy has enough
scribes, the army sufficient officers, and the merchants
enough apprentices. Failure to comply with this order is
punishable by the family being sent to the arena. Fortu-
nately, most parents are only too happy for their children
to have a chance at a bright future.

Whereas many other cities whose economy relies on
one craft (or a number of closely related crafts) operate
trade schools, Jawf does not. Aspiring apprentices must
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RULES OF CTHE REALM
These setting rules apply in Jawf.
* Arms & Armor: All native forms of weapons and
armor can be purchased at 85% of the normal price.
Heroes looking to sell arms and armor receive 10%
of the value on a successful Streetwise roll and 25%
on a raise. Heroes with the Expert Haggler Edge (see
Realm Guide #13) receive the standard 25% or 50%
as appropriate.
* Conscription: Heroes born in Jawf are required to
do two years military service. Heroes aged 18 or over
can purchase Fighting d4 and Shooting d4 for one
skill point during character generation.
* Native Heroes: A native character may choose to
be a graduate of the advanced university. This grants
certain benefits, as listed below, but only during
character generation and the hero must meet all
other requirements. These benefits are only open to
heroes with Smarts d6+ and the Command Edge.
A maximum of one skill point may be spent in this
manner.
Military Academy: For one skill point, a character
begins play with Knowledge (Battle) d6, instead of
d4 as normal.

approach a master and either demonstrate their ability to
learn the craft or have their parents pay a suitable bribe.
Master metalworkers have plenty of candidates, but are
notoriously picky—selecting someone who turns out to
be a poor apprentice not only wastes the master’s time,
but it wastes the sphinxes’ money, something the sphinxes
reward with punishment.

Jawf has just two universities. The University of Jawf
is a basic educational establishment catering for those
whose interests lie outside of military command. The
Jawf Military Academy trains both sphinxes and lesser
races in the art of war. Every sphinx is required to study
here for a minimum of five years, thus ensuring that se-
nior commanders lost in battle can be easily replaced.

Lesser races seeking to enrol do not require high
intelligence or great wealth. Promising candidates are
closely monitored during their two-year military service.
Those who display the necessary leadership qualities are
invited to enrol, their tuition fees paid for by the city. In
return, they must serve for five years with the army. A
player character who elects to be a former student must
thus be a minimum of 23 years old.

Sphinxes from outside Jawf are accepted as students,
but they are trained separately from native sphinxes—
Jawf is prepared to live up to its ancient obligations by
continuing to providing military training to all sphinxes,
but it has no wish to reveal its tactics and strategies to
potential enemies.

Even with the city’s large military, graduates are not
assured a position as an officer. They are, however, more
likely to be promoted when a vacancy arises. To help

commanders determine who has studied at the academy,
graduates are given a silver pin in the shape of a scimitar,
while those who pass with honors receive a gold pin.

ReIGION

The cult of Karmelos is the most prestigious by dint
of being the royal cult, but membership is largely re-
stricted to the royal household and the army. That said,
the temple precinct is large enough for every regiment
to parade simultaneously, something they do only rarely.
On most special occasions, each regiment sends just one
company, so as not to leave the borders undefended. It
also houses the main armory and the House of Standards,
the sacred hall where each company and regiment keeps
its standard in times of peace.

Unless they are already training to be clerics, have tak-
en holy vows, or are Devoted, citizens are automatically
enrolled in the cult for the duration of their conscription.
As Karmelos’ earthly representative, the pharaoh has de-
creed that they may switch allegiance to another patron
after they have served the city without any stain on their
soul. This applies equally to those who reenlist, though
most tend to stick with Karmelos. Religious instruction
in the cult’s tenets is minimal, however (not enough to
warrant any form of game mechanic).

In terms of the number of regular worshippers, Geb-
Agni is the most influential. This naturally means that
the noble house dedicated to the god of metalworkers is
the most powerful, not to mention wealthiest, of the ten
families. Traditionally, it has enjoyed great royal patron-
age, with many royal sphinxes choosing spouses from
the household.

Duamutef, usually a minor god among sphinxes, who
rarely leave their palaces, yet alone venture out into
the desert, has greater status in Jawf thanks to the deity
also being patron of archers. It is this role that is most
dominant, though visiting Faithful Bedu honor his other
aspects normally. In order that the military is not divided
in its place of worship, Duamutef’s shrine stands in the
precinct of Karmelos’ temple.

As is often the case, travel beyond the city walls and
one finds plentiful worshippers of Ashtart. Thanks to the
city being self-sufficient in a wide variety of crops and
able to set aside a portion of the harvest for bad times,
clearly a blessing from Ashtart, not to mention its associ-
ated noble house being very rich, the cult enjoys much
favor at court.

LOCAL FESTIVALS

Blood and Sand Day: Held over Yaus al-Kemi
through Yaus al-Sesht Alak Neteru, this festival is a three-
day gladiatorial spectacle held in honor of the pharaoh.
Admittance to the arena is free, guaranteeing a capacity
crowd. The highlight of the gladiatorial year, every gladi-
ator will fight at some point during the three days.
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The final day is the highpoint. Not only does the most
popular gladiator in the city make his appearance as the
final bout, but the crowd are thrilled with gladiators
matched up against orcs, ferocious beasts, and some-
times even giants. These uncivilized creatures do not
understand the nuances of appeasing the crowd, and
the fight is run as a normal combat (as opposed to the
method listed on page 30).

The true highlight is always an extravagant spec-
tacular recreating battles by pitting teams of gladiators
against undead (normally skeleton warriors) and lesser
jinn animated and summoned specifically for the role.
Since the sphinxes won the historical battles, and the
fight is intended to remind spectators of this, the odds
are stacked in favor of the gladiators.

Military

Jawf prides itself on its military might. Its army is
well equipped, well trained, highly disciplined, and has
excellent morale. No other army in the Kingdoms could
hope to stand against it and win alone, and even with
two or three allies there is still a good chance Jawf would
emerge victorious.

ARMY

Jawf’s permanent army stands at eight infantry regi-
ments and four cavalry battalions, a force equal to 3.5%
of the total population. Whereas other pharaohs favor
light arms and armor to save money and lessen the odds
of a mutiny succeeding, Pharaoh Kauakht has spared no
expense in ensuring his troops have the best equipment
money can buy. Two of the regiments are classified as
heavy infantry, three are medium infantry, three are light
infantry. Regardless of their classification, two companies
in each regiment are archers. Of the cavalry battalions,
one is heavy and three are light.

Since the pharaoh is Karmelos’ emissary, the army is,
by default, an extension of the cult, even if not every sol-
dier follows the god. Clerics and fadeen see no difference
between serving in the army and serving the cult. Each
company has a minimum of one paladin, and each regi-
ment at least one priest. They carry the honorific ranks
of High Scimitar-Captain and High Advisor-Commander
respectively. Fadeen who enlist add Fadeen before their
rank to denote their special status.

Each infantry regiment actually fields 11 companies.
The extra company is made up of conscripts led by
seasoned officers. As a training company, it breaks the
normal rule of no mixed troops types, comprising as it
does five squads of infantry and five squads of archer.
For the first year, conscripts learn drills and the basic of
weapon handling. During their second year, the greater
majority spend half the year serving as a common infan-
tryman and the other half as an archer. Cavalry training
is highly specialized, and only those already competent

in the saddle or who reenlist after finishing their tour are
permitted to train as cavalrymen.

In times of war, every male under the age of 40 and in
good health can be recalled into service. Unless the situ-
ation is dire, only farmers and laborers are conscripted,
leaving the clerics, metalworkers, and other skilled citi-
zens to carry on their normal routines and keep the city
running smoothly.

The city guard is not a military separate force. At any
one time, an entire regiment from the army is garrisoned
in the city. Regiments are rotated every few months to
stop them getting lazy and ensure they are trained in the
latest tactics and strategies. Supporting the city guard
regiment are two companies of dedicated artillerists.

General Harkhuf abd Kauakht is loved by his men and
despised by many of his commanders. No idle courtier
or armchair general, he is actively involved in the daily
business of running the army, personally overseeing
everything from logistics to training. While soldiers in
other armies enjoy quiet garrison duty, Harkuf ensures
his men are kept in fighting shape with frequent ma-
neuvers, drills, and mock battles, not to mention long
patrols. He pushes the soldiers hard and punishes trans-
gressions harshly, but he is never arbitrary or malicious.
Every soldier worth his salt knows that the discipline
being instilled into them will be of benefit should they
ever be called upon to go to war.

Harkhuf may be a human, and a slave at that, but he
does not cringe or grovel before his sphinx command-
ers, nor does he allow them to sit at court while their
men sweat. Every commander is required to be in the
field alongside the army and to actively participate in
daily routines. This has earned him few friends among
the senior officers, but Harkhuf doesn’t give a damn—his
role is to oversee the army, not pander to the sphinxes.
More than one upstart looking to intimidate the general
has slinked away with his tail firmly between his legs.

Guarding the pharaoh are the Fearless Shields, two
companies of infantry renowned for their bravery. Every
man who seeks to join must face the pharaoh and ar-
gue for his position. Those who fail without disgracing
themselves are returned to their units. Any who quail in
the pharaoh’s presence are sent to the arena to serve as
sparring partners for gladiators.

NAVY

Not content with having an impressive army, the
pharaohs of Jawf have long maintained a large navy. The
fleet comprises 40 light warships and 12 galleys, enough
to transport over half the army in one go. They galleys’
oarsmen are slaves, either sentenced by the court or
captives bought on the open market. The former serve a
fixed term based on the severity of their crime. The latter
are destined to work the oars until they die (or become
infirm, at which time they are executed).

The fleet is divided into four maritime squadrons, each
with seven light and three galleys, and a river squadron
of 12 light warships. Two maritime squadrons are usually
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in port while the other two are patrolling the approaches
to the city and visiting coastal settlements.

The navy is currently investigating a number of sight-
ings of khaliya safin (“ships that travel without sailors
to make them move”). By all accounts, these vessels are
made entirely of metal and have no obvious means of
propulsion. The pharaoh has ordered the fleet to ob-
serve these craft but not engage them unless fired upon
first—he is unsure whether the strange ships are war-
ships from the Jade Empire, a new invention employed
by one of his rivals (or possibly Jadid, City of Trade), or
in the service of a yet unknown power. All he knows for
sure is that they are not from Rassilon, as merchants from
Ostmark have reported similar vessels in their waters.

Law § OROER

The downside to conscription is that the average citi-
zen knows how to handle weapons (though arguably not
to a competent level). Not many can afford to purchase
weapons, of course, but the city watch does not take
chances—its members are heavily armored and prefer to
use force first and ask questions later.

The watch comprises just three companies, a small
number for a city of Jawf’s size. In the event of widespread
civil unrest, the watch can call upon the city guard. Each
company patrols for eight hours a day, though individu-
als spend as little as four hours actually on the streets.
Major crimes are given serious investigation, but petty
offences are often ignored unless the victim is a sphinx
or the criminal is caught red-handed.

Slavery is the preferred sentence imposed by the
courts. Criminals sentenced to short periods of slavery
are destined either for the galleys or, if lucky, working for
the city cleaning sewers, sweeping streets, constructing
new buildings, or clearing irrigation channels. Unless
the navy or work parties are short of numbers, the city
has no wish to feed and house excess slaves. In such
instances the guilty party is given the choice of paying a
heavy fine or entering the arena. Given the scale of the
fines, most have little choice but to sell everything they
own or become a gladiator. Those convicted of violent
crimes or punished with long sentences invariably end
up in the arena. Only a small few survive to the end of
their sentence.

Crime is dominated by the Razors, a guild dedicated
to, as they claim, shaving the wealth from the rich. Since
the pharaoh raised taxes on trade destined for Jizah, City
of the Sphinx, the guild has done a lucrative trade smug-
gling cargoes past customs inspectors.

Gambling is not illegal in Jawf, but gambling winnings
are treated as income and are thus taxable. In licensed
premises, this is taken at source to prevent fraud. The
guild runs illegal gambling, focusing mainly on gladiato-
rial fights. In return for a suitable fee, it is also prepared
to rig gladiatorial contests by having combatants drugged
or, for more serious money, physically harmed.

Trade § CTribute

Jawf has grown rich from its position at the start of the
Sphinx Road. Thanks to the geography of the Kingdoms,
that is unlikely to change any time soon—the Desert of
Deception prevents caravans going around the top of the
Prophecy Hills, orcs and ogres control the valley between
the hills and the Mountains of Fear, and the Godshome
Mountains are impenetrable. Jizah’s growing demand for
stone and slaves makes overland transportation impracti-
cal, further fuelling Jawf’s economy. The native sphinxes
know the boom will end when the pyramid is complete,
so they are squeezing out every dirham they can from the
dwindling number of merchants still using the port.

The city’s sphere of influence extends 80 miles along
the Sphinx Road. Every ten miles is a small fort housing
two companies of infantry from one of the medium or light
regiments and one light cavalry company. Caravans can hire
these troops to escort them as far as the next fort. Rates
depend on the number of troops required. The last fort in
the chain never reduces its strength below a company—the
pharaoh doesn’t trust the Jizah garrison at Dry River Fort.

The River Harad is navigable along its fertile belt, but
not for the entire length. At the kink between the two
great curves, the water tumbles over a high cataract, pre-
venting ships from sailing its entire length. Low weight
goods are hauled to higher or lower water by bearers,
where barges from the other city take over their transpor-
tation. Most of the traffic on the lower stretch is barges
carrying crops from the farming settlements under Jawf’s
control, while military ships provide escorts.

While the city produces enough crops to feed its
population and set a little side for poor harvests, it ex-
ports very little. Even though it is self-sufficient, citizens
still suffer shortages thanks to the voracious appetites of
the sphinxes. Fortunately, these are not severe enough to
drive up prices more than is normal in the Kingdoms.

Jawf’s main import is unworked metal. Much of this
comes from Mizdah, City of Power, though the pharaoh is
too wary to place all his eggs in one basket, and thus mer-
chants buy from whoever has ore or ingots for sale. Once in
the city, the metal is worked into an array of goods, though
armor and weapons make up the majority of exports. All
metalworkers are employees of one of the noble houses.

COINAGE

Jawf’s coins carry the head of the pharaoh on one
side and a stylized weapon on the other. The latter de-
signs give the various coins their common nicknames.
The city mint produces four standard coins—the one
dinar (“Sword”), the one dirham (“Spear”), one-half
dirham (“Dagger”), and one-quarter dirham (“Arrow”).
In order to avoid having to import too much precious
metal, the half and quarter dirham coins are minted from
copper. Though they have the same weight, this makes
them larger than the dinar and dirham.
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LOCAL TAXES

Trade income has lowered the burden on the citizens,
with most paying around 25% of their income to the city
and temples. This does not mean individuals are particu-
larly rich—wages are kept artificially low.

Arms & Armor Tax: In a bid to prevent visitors from
selling arms and armor at lower prices than the city’s
shops, a levy is charged on all armor and weapons enter-
ing the city. The current rate is 20% of the full price. Any
items not paid for must be left outside the city or sold for
10% of their value. Surrendered armor and weapons that
fails to meet the city’s standards are melted down.

Customs Duty: Situated at the start of the Sphinx
Road, Jawf profits from merchants from the other cities
seeking inland markets. Imports destined for the local
markets are charged at 2%, whereas those merely pass-
ing through are charged 6%. This is an added burden for
merchants, but it is still cheaper than having a caravan
make a long and difficult overland journey to the Sphinx
Road. Imports from Jizah, City of the Sphinx, and exports
destined for it, are charged at 30%.

Docking Fees: Ships docking at the main harbor pay
50 dinars a day. Barges using the river wharves pay a
meager 2 dinars a day.

Gate Tax: Pedestrians are charged one-half dirham,
mounts one dirham, and vehicles one dinar.

Sales Tax: All general sales carry a 3% surcharge.

ARchitecture

Jawf was fortified long before the sphinxes seized
control. Buildings were built for defense, with low
doors, narrow windows, and thick walls that restrict the
amount of internal space. Sphinxes require more liv-
ing space, and entire neighborhoods were flattened to
provide adequate grounds for their palaces and gardens.
The displaced population had no choice but to build
on top of existing structures, raising the height of the
average home to three stories. Although the palaces are
grand, they too are veritable fortresses, with high walls
and guard towers designed to keep out invaders.

Major Locales

Detailed below are a number of locations in and
around Jawf that the heroes may have cause to visit.

CITY DISTRICTS

The city houses 125,000 souls, accounting for some 50%
of the total population beholden to the pharaoh. Two mili-
tary districts and the harbor facilities dominate the eastern
side. Lower class residential areas are clustered inside the
walls, with more salubrious districts nearer to the center.

Docks: Jawf sits on the estuary of the River Harad, but
its harbor is a natural bay a few hundred yards north of
the channel. The two great defence walls curve around
this to either side, sundered only by the heavily fortified
Sea Gate. Aside from wooden customs posts, there are
no buildings in the docks—any structures would impede
the defenders and provide cover for attackers.

Dockside: Just inside the Sea Gate are rows of ware-
houses. Among these are nestled taverns and gambling
dens, ships chandlers, fish preparation factories, and
lower class houses. The shrine to Upuaut is located here.

Granaries: Jawf hasn’t had to face a serious threat
in some 800 years, but the pharaohs prefer to take no
chances. The granaries (more akin to armored bunkers)
stand near the center of the city. As well as the city grana-
ries, there are storage facilities belonging to the temple
of Ashtart and noble houses with remote estates. Security
is tight, though it is paladins of Ashtart who patrol here
most frequently.

Military: Jawf has two military districts—one to the
north of the harbor and one to the south. Each has bar-
racks for several thousands troops, as well as armories,
granaries, storehouses, workshops, and stables. Each
district has a small temple to Karmelos.

Palace: A veritable fortress built for practical defence
rather than architectural splendor, dominates the cen-
ter of the city. The pharaohs private quarters are within
the central structure, with offices and accommodation
spaces around the inside of the walls.

Riverside: Trade to and from the settlements upriver
is handled in Riverside, which is located up the estuary.
Although passage up the estuary is restricted by sunken
spikes, no buildings are permitted out