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Welcome to Golem Arcana 

The Great Khan is dead and the world of Eretsu is at war. While the Khan’s heirs vie for control of the 

Gudanna Dominion he forged, the Durani Empire, unchanged and unchallenged for almost a thousand 

years before The Khan conquered its southern provinces, moves with surprising speed to recapture its 

former lands. 

From the Tel Najar to the Great Gardens, the ground quakes beneath the feet of monstrous Golems 

marching off to battle. Arcane titans crafted from bone, branch, stone, and blood, the fearsome Golems 

stand in the forefront of the rival armies.

With Eretsu descending into chaos, now it’s your turn to choose sides and take command of a Golem army.

The Best of Both Worlds
There is a certain magic that happens when people gather around a table to play a game. Golem Arcana 
harnesses that magic and combines it with the depth and accessibility of electronic games to create something 
new—a digitally-enhanced miniatures boardgame.

Golem Arcana seamlessly connects your smartphone or tablet to the game’s figures, board, and cards via 
the Bluetooth-powered Tabletop Digital Interface (TDI) Stylus. You can tap any of the game pieces with the stylus 
at any time to send information to the Golem Arcana App running on your mobile device. The App adjudicates 
the game, helps you understand the rules, manages record keeping, and provides the kind of dynamically evolving 
gameplay previously found only in online games.

The Golem Arcana App
To play, you’ll have to download the Golem Arcana App and install it on your smartphone or tablet. For 
instructions on how to download the App and a list of supported mobile devices, please visit  
www.golemarcana.com/app.

This booklet contains a basic overview of the game to get you started, but don’t worry about trying to absorb 
everything you read. The Golem Arcana App will take care of all the record keeping and walk you through the 
rules as you play. You’ll soon get the hang of it!

Getting Started
Let’s get you up and playing!

Create Your HBS Account
Before you get started, you’ll need to create an HBS Account so you’ll have access to your army designs and digital 
playing pieces even when you’re using a friend’s smartphone or tablet. The Golem Arcana App will guide you 
through this process. Once you create your account and sign in, you’ll be able to access the tutorials and start a game.

What’s in the Box
• Six Golem figures with TDI bases
• Six Golem TDI cards matching the figures
• Six 3×3 double-sided TDI map tiles
• Two Control Cards   
• Six double-sided Mana Well Tokens
• Six double-sided Blessing & Curse Tokens
• Twelve banner stands & thirty-six banner stickers
• Two ten-sided dice
• The TDI Stylus

    

Preparing the Playing Pieces
Before you play, carefully peel off the banner stickers and wrap them over the banner stands. Once assembled, 
these banners fit in the small hole on the base of each Golem miniature. During play, these banners will help you 
distinguish your Golems from your opponents’ Golems and from each other. The App will help you place banners on 
each of your figures before each game.
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The Durani Cleric: The Holy Warriors 
of the Durani Empire vary in practice and 
vestments depending on their particular 
cult.  Regardless of their individual 
orthodoxies, however, all clerics reaffirm 
the mandate of the Emperor’s rule.

The Gudanna Raider: After the Khan 
discovered the secrets of Arcanum Gudanna, 
his people, already fearsome warriors, 
quickly adapted their tactics to their 
fearsome new mounts. 
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Prepare the TDI Stylus
Your next step is power up the TDI Stylus and 
connect it to your smartphone or tablet. Follow these 
simple instructions.
1. The TDI Stylus ships with batteries already 

installed. Remove the red tab to allow the 
batteries to make contact.

2. On your smartphone or tablet, make sure that 
Bluetooth is enabled.

3. Turn on the stylus by momentarily pressing the 
power button. You’ll see the light on the stylus 
blink green.

4. In the Golem Arcana App, select 
Bluetooth from the main menu and then tap 
“Scan.”

5. Once the App locates your stylus, a default 
device name (a random string of numbers and 
letters) will appear. Tap the stylus’ name on 
the screen.

6. The App will request a four digit PIN number. 
The default PIN number is 0000. Use your 
device’s keyboard to enter the default PIN and 
tap “OK”

7. Once the stylus is connected, tap the “Menu” 
button and then the “Stylus” button. Here you 
should enter a custom name and PIN number 
for your stylus. This is important to do so that 
you can identify  and pair with your stylus 
when other styluses are close by, such as at 
Organized Play events or conventions. 

8. If your device “loses” the stylus during play 
(by walking too far away from the table, for 
instance), the App should automatically re-pair 
when it detects the stylus again. In future 
games you only need to select your personally 
named stylus and enter your PIN to pair it.

Using the Stylus
The TDI stylus connects Golem Arcana’s 
figures, cards, and map tiles to the game’s App.

• When tapping a Golem card, the Control Card, 
or a Map Tile, point the stylus straight down.

• When tapping a Golem figure hold the stylus 
at roughly a 45 degree angle and tap the angled 
surface of the figure’s base.

• When touching the screen of your mobile 
device, turn the stylus around to use the 
conductive tip on the back of the stylus.

• The Tutorial Scenarios included with the 
Golem Arcana App will walk you 
through how to use the stylus to scan and 
activate the various playing pieces and their 
individual capabilities.

 
If your stylus stops working:

• First, try rebooting the Stylus. (Power it down 
by pressing and holding the Power button. 
Then Press the Power button again to restart.

• Next, try replacing the batteries.
• If neither of those steps gets you up and 

running, try restoring the Stylus to its 
factory defaults by pressing all three buttons 
simultaneously and holding for several 
seconds.

Using the Control Card
The Control Card provides access to deeper levels 
of information and gives players the ability to 
make selections without using a mobile device’s 
touchscreen. Of course, if your mobile device is 
handy, you can it use it for any of these functions. 

You can tap the Control Card to:
• Get an Army Status report. Tapping “Army 

Status” brings up a report on your own Army; 
touch the arrows on either side of the Army 
Status icon to toggle between your army and 
your opponent’s army.

• View the Ancient Ones in play and access 
their powers. Tapping the Ancient Ones icon 
brings up the first Ancient One in your army. 
Use the arrows on either side of the Ancient 
Ones icon to toggle between your Ancient 
Ones and, ultimately, those of your opponent. 
(You can view your opponent’s Ancient Ones 
so you know what you’re up against, but you 
obviously can’t access their powers!)

• View the game map. If something happens 
to displace your game pieces (cats!), you can 
check the location of all Golems, Mana Wells, 
and other status effects by tapping the Map 
icon on the Control Card. To “zoom” into a 
specific part of the map, use the stylus to tap a 
region in the area of interest.

• Make a selection. Whenever the Golem 

Arcana App asks you to make a selection, 
touch the appropriate Rune Symbol on the 
Control Card rather than tapping the screen of 
your smartphone or tablet.

• Enter dice rolls. The Golem Arcana App 
can roll the dice for you, but you can roll the 
dice yourself if you’d prefer. If you choose this 
option, after you roll the dice, use the number 
icons on the back of the Control Card to enter 
your dice roll. You’d tap the “0” icon, then 
the “7” icon to indicate a dice roll of 07, for 
example.



5

Playing the Game
To begin a game of Golem Arcana, choose “New Game” from the App’s Main Menu and then choose the first of the Tutorial 

Scenarios. The scenario will show you how to lay out the map tiles on the tabletop. Each tile has a number in its upper left hand corner 
and features an “a” side and a “b” side. (Tile 1b is on the flipside of Tile 1a, etc.) Set up the map tiles in the configuration indicated in the 
scenario’s description, then place Mana Well tokens of the appropriate size on the indicated game squares.

Next, choose sides and set up each side’s Golems in the indicated squares. Place the appropriate Golem Cards in front of each player.
The Tutorial scenarios will explain all the game’s rules. Once you’ve completed them, you can move on to any of the other scenarios 

available in the App. Keep an eye out for new scenarios that will be released and automatically downloaded into your App!
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Your Army

Each army consists of Golems, Knights, Ancient Ones, and Relics.
Golems: Golems are giant magical constructs that are armed with various physical and magical capabilities. 

Golems come in four classes indicating their relative size and formidability: Warsprite (the smallest), Ogre, Titan, 
and Colossus (the largest). Each Golem is represented on the board by a pre-painted figure and a corresponding 
Golem Card.

Knights: Each Golem is ridden and directed by a Knight. Most Knights have special powers or abilities. 
Knights aren’t represented by pieces on the game board; you access their abilities via the Golem Arcana App.

Ancient Ones: Ancient Ones are powerful gods who have chosen to intervene on behalf of an army. Ancient 
Ones have one or more supernatural powers that can be accessed once its army has harvested enough Mana. Like 
Knights, Ancient Ones aren’t represented by game pieces; their abilities are accessed in the App.

Relics: Relics are powerful magical artifacts of the Ancient Ones. Relics have a wide variety of magical powers 
that can be used in various ways. Relics are represented by Relic Cards which are provided in expansion figure sets.

Victory Points and Endgame

Each Golem Arcana scenario specifies the conditions under which the game ends and how the players 
accumulate Victory Points (often by destroying enemy Golems). When the game ends, the player with the most 
Victory Points is the winner.

This is Just the Start

One of the most exciting elements of Golem Arcana’s TDI system is that it allows the game to evolve and 
expand on an ongoing basis. Keep playing, because every time you launch the game and your device is connected to 
the internet, the Golem Arcana App will update itself with new functionality, new Knights, new Ancient Ones, and 
new Scenarios to keep the game interesting.

The Combatants

As the vast Gudanna Dominion and the 
ancient Durani Empire maneuver to war, 
dozens of Zikia Tribes and Urugal Clans 
within their borders answer their liege 
lords’ call to arms. Some fight for their 
host nations with pride; some are coerced, 
and some avoid the fray altogether, 
hoping that the coming conflagration will 
provide them an opportunity to claim their 
independence. 

The Gudanna, Durani, Zikia, and 
Urugal each field Golems created using 
their respective Arcana—ancient religious 
texts that are part philosophical treatise 
and part magical grimoire.

Teaches the crafting of Golems from 
precious stones and minerals. 
The Golems of Arcanum 
Durani are typically heavily 
armored and employ powerful 

ranged attacks to besiege and wear down 
enemies.

Teaches the crafting of Golems from the 
soil of the earth and blood 
of the fallen. The Golems of 
Arcanum Gudanna move fast 
and strike hard. They are well-

suited to hit-and-run warfare.

Teaches crafting of Golems from the bones 
of the dead. The Golems of 
Arcanum Urugal are blunt 
instruments, built to withstand 
punishment while battering 

their opponents into the dirt.

Teaches the crafting of Golems from living 
things. Golems of Arcanum 
Zikia are tailor-made for 
ambush tactics, using an array 
of special abilities to surprise 

and defeat their enemies.

Arcanum Gudanna

Arcanum Durani

Arcanum Urugal

Arcanum Zikia

This device complies with Part 15 of the FCC Rules. Operation is subject to the following two conditions: (1) 
this device may not cause harmful interference, and (2) this device must accept any interference received, including 
interference that may cause undesired operation.

Golem Arcana is © and ™ 2014 Harebrained Holdings Inc. Patent Pending
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Folios of Urtu, the Master Scribe: As a young man Urtu, a skilled draughtsman as well as a brilliant scholar, travelled 
Eretsu, recording the wonders he encountered. His folios reveal a gifted intellect full of an infectious curiousity; one page 
might record the rites and customs of a Gudanna Letting Blade (the blade is considered unclean if it cuts anything other than 
its owner), while another might show a compassionate sketch of a servant carrying water from a well.  Still another might 
feature cogent arguments about the nature of Mana.  

It is something of a tragedy, then, that after acheiving so much as a young man, he spent his later years recording the vain 
boasts of the rogue Ranqay (self-styled “The Ever Humble”).  

Though, it must be said, those later pieces remain the most popular of Urtu’s works among the more ignorant masses.   
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The Khan

From Tashmitum of Ru, ON THE DISPOSITION OF THE KNOWN 
WORLD, v. III.

Before our most beloved Khan, the world was imperfect, filled with a 
thousand tiny realms—the bickering Urugal Clans, the wild Zikia tribes, and 
others—all surrounding the huge, yet crumbling Durani Empire. Each was at 
war with the other. None knew lasting peace.

Then, Jahnu Khan forged his great Dominion and brought the world to 
heel. With the knowledge he gained from Arcanum Gudanna, he fielded 
an unstoppable army of Golems that could be crafted from the blood of the 
conjuring sorcerer and mere sand, giving him an edge over his enemies. He 
eventually fought the Durani to a stand-still and demanded huge tributes paid in 
his name. The Durani complied rather than risk total war and a possible end to 
their empire.

Once treaty, marriage, and bloodshed had united most of the world under his 
banner, Jahnu declared himself the first Great Khan. When the world was finally 
at peace, the Khan had many children and started to build his dynasty. But then, 
his untimely death reminded all that there is no such thing as lasting peace.

The Forces Arrayed

Once, the Durani Empire was the only force of order in Eretsu. The Durani 
brought law, enlightenment, and structure to the world. While dozens of 
unaffiliated tribes clashed along its borders, the Durani Empire held firm and its 
army of stone and precious metal Golems stood sentinel.

Then came the Great Khan and the Arcanum Gudanna that allowed him to 
forge a new species of Golem requiring no exotic components for their creation, 
just sand and blood. This allowed the Khan to move, regroup, rebuild and strike 
almost anywhere at a moment’s notice. He soon swept up a huge portion of the 
world under his banner before turning his attentions to the Durani.

The Khan eventually met the Durani’s best on the battlefield of Rue and 
fought them to a standstill. In the wake of that great clash, the Durani realized 
they would never best the Khan’s armies and sued for peace. For the next fifteen 
years, they begrudgingly paid tribute of the Jahnu Khan.

But then, the sudden and mysterious death of the Khan triggered the 
beginning of the War of Blood and Stone.

“The death of the Khan is the wheel on which this world spins, 

and blood greases its turning.”  
—Jyotis Six-Finger, War Master of Tel Najar
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The Gudanna Dominion: 

What Is Said

The map, drawn by long-dead hands in some 
isolated monastery, was jostled by the head that 
landed on it and ruined in a spray of blood. The 
head, eyes goggling at its predicament, once 
brown, was now blue black. The blood a perfect, 
bright red.

All at the table recognized the head. It was 
Tamras, the Durani ambassador. A fat, jovial man 
who peppered his conversation with constant 
praise that said, “I know this is your land, but 
never forget that I represent the largest army in  
the world.” 

On one end of the table was Samdat, the 
Speaker of the Law, the dead Khan’s most loyal 
and trusted advisor.

Nadanna, the Khan’s daughter, flung the head 
from the other end of the table. She smiled, 
unevenly, and wiped her glove on a nearby 
merchant lord, ruining his silks with one, long, 
bored swipe of blood and gore. The man squealed 
in fear and stepped out of her way.

“I see I have the attention of court.” Nadanna 
pulled her sword as the men at the table all took 
a step back. “Just as I predicted, the Durani pigs 
have taken advantage of my father’s death to 
attack our lands. They think we’re weakened. I 
will show them that we are not.”

Nadanna’s eyes marked each man, one by one. 
None returned her gaze, not even those who had 
already secretly sworn to support her when the 
time came for her to claim the Dominion’s Saddle 
Throne. There were other heirs, for certain, but 
few that could match her abilities and none could 
match her determination. 

“I will ride to meet the Durani; and then, 
through them, until I behead their Emperor 
Hamazi, just as I butchered his lying ambassador 
like a spring hog!”

“My princess, it is too late, the troops have left 
the city,” Samdat replied.

Nadanna’s rage overcame her, but she quickly 
recovered.

“Where have they gone?”
“To Aram, at the fork.”
“On whose authority!?”
The sound of a man clearing his throat in 

the dark, beyond the lamps, made all eyes 
turn. Rudatha, Nadanna’s toad-like brother, 
stepped from a curtained alcove behind Samdat. 
His talcum covered hand gestured to the exit, 
gracefully. The remainder of the court filed out 
and the siblings were alone.

“Father would have met the Durani and turned 
them back!” Nadanna’s vitriol wilted in the face 
of her brother’s eerie confidence. “Do you have 
nothing to say? Are you in league with Hamazi 
the soft? The master of trinkets? It has always 
been so with you. You know nothing of father’s 
ways of war! He taught me to--”

Her voice froze when Rudatha cut her off 
with a wave of his pink, fat hand. He was called 
the Spider Prince, because everyone knew that 
his web of spies stretched from one end of the 
Dominion to the other, and beyond;  few secrets 
ever eluded him. His presence made even the 
stoutest souls noticeably uncomfortable. As 
Rudatha emerged, even Nadanna had to draw 
upon her deep reservoirs of courage just to meet 
his gaze. She hated him for that.

“I offer you a word of advice, my sister, 
because I love you as I loved our father,” His 
voice was sprite-like and young beyond its years. 
“Rule is what lies between what is said and what 
is understood.” The Spider was pleased with 
himself, she knew; gloating. He developed the 
habit as a child at court. Giggling. Watching. It 
was his weakness.

Nandanna turned and strode towards the door 
yelling back to her startled brother  “You may 
own Aram, a single general, but I own the hearts 
of the men and women who master Gudanna 
Golems into battle. It is I that they will look to 
when the battlefields run with blood.”

The Gudanna Raider: When the Khan 
began teaching the recovered Arcanum 
Gudanna, his people, already fearsome 
warriors, quickly adapted their tactics to 
their new mounts.  So the rumor of the 
Gudanna Raiders began to spread across 
Eretsu as refugees arrived from Southern 
regions with tales golems as red as blood 
and the merciless savages that commended 
them. 
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Golems of Arcanum Gudanna

When he was still a child, Jahnu Khan heard his mothers’ tales of 
the old city of Libir and the secrets of the Ancient Ones thought to be 
hidden there. The Khan’s cruel father, an Uruk warlord, insisted these 
claims were nothing but fantasy, but after her suicide and Jahnu’s bloody 
ascension to his father’s throne, the Khan began to suspect differently.

It was in a secret vault located deep beneath Libir that the Khan and 
his advisors finally discovered the secrets of Arcanum Gudanna, setting 
the stage for his rise to power. The new Arcanum explained how to craft 

Golems from soil and blood, allowing the Khan to build up his forces and 
replenish losses right on the battlefield. 

The speed and martial prowess of the Golems of Arcanum Gudanna 
make them ideal raiders, well-suited to devastating hit and run attacks. 
With forces like these at his command, the Khan was able to strike deep 
into the Durani Empire, wounding the great kingdom for the first time in 
a millenium.

Many learned to fear the roar of the Sand Lion 
during the rise of the Khan’s Dominion. Cadres 
of the fast-moving Lions often arrived ahead 
of the main horde, sowing confusion and panic 
in their wake. Their speed and ferocity make 
them choice mounts for the Dominion’s scouts 
and spies.

Sand Lion Demon Lash

In the hands of a capable Knight, the Demon 
Lash with its swirling whip and spiked legs, 
can scale any surface. It remains the Gudanna 
Dominion’s best weapon against Durani 
strongholds, able to scale sheer walls and vault 
over fixed fortifications.

The Dune Viper strikes with preternatural 
speed, then darts out of range. Some Arcanists 
speak of the mimetic quality of their craft and 
note that in order to animate their creations, 
they must draw inspiration from the fury 
they’ve experienced in the wider world. 
Perhaps that explains the tendency of every 
Dune Viper, upon awakening, to strike 
  its creator.

Dune Viper Grappling Death

The scholars of the Great Khan opined that 
Arcanum Gudanna was the product of a lone 
Arcanist. They concluded that many of the 
bindings used in the creation of the Grappling 
Death were also used in the Valkali. It is a 
testament to the Great Art that such similar 
bindings can be strung together to create such 
wildly different constructs.

A relentless wave of fire, violence and death 
follows the Devil Djinn into combat. They 
march behind the fast Sand Lions, and decimate 
those enemies left standing in their wake. The 
Great Khan would pierce, bypass and then 
cleanse with the Devil Djinns, lending them a 
reputation as the “gravesmen” of the Gudanna 
Dominion.

Devil Djinn Blood Channeler

The Blood Channeler softens up opponents 
by removing its mask and projecting magical 
energy from the huge vortex in its chest. 
Then it wades in to finish them off with its 
enormous twin blades. Channelers are often 
seen operating back-to-back on the battlefield, 
sowing chaos and weaving an ever-growing 
wave of magical destruction.

Valkali Colossus

All the other Gudanna golems were essays in preparation 
for the creation of the mighty Valkali. It took the Khan 
and his loyal scribe Ekara over a year to translate the 
mysteries of the Valkali and when they were finished, the 
Khan wept—not out of joy, but because he knew he must 
slaughter his friend in order to keep the final mystery of 
the great Valkali’s construction a secret.
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The Durani Empire: 

The Clarity of Rule

Raja Sudhamra considered the map again and looked back upon the 
messenger. The boy was young, but his markings indicated he was one 
to be watched. Dahr was his name, a slum child of the lower city who 
scrabbled his way into the corps, just like Sudharma had. Dahr’s uniform 
was perfect, but missing one thing: the red rubies that marked battlefield 
victories. He was all too eager to earn them. 

The boy was likely to be dead within the next moon.
“Orders, sir?”
“Is there word from the Sublime Court?”
“Just the ‘All Forward’ message.”
“And what does this make you feel?” Sudhamra was fully uniformed 

himself, dressed as a soldier several steps below his actual station. They 
called him the Beggar King, but he looked more like a military captain 
on leave, lost in some grand palace, not the ruler of the Lower Durani 
Empire and vassal of the great Emperor Hamazi. As he and the boy 
walked, their voices and footsteps echoed in the rooms of worked metal 
and stone.

Dahr’s face betrayed no fear, only caution. This boy was one to watch, 
though he couldn’t know how close the Empire once came to breaking 
upon the rock that was the Khan. Fifteen years ago, at Rue, the Gudanna 
armies nearly encircled all four arms of the Durani’s ponderous defense, 
all four winds.

“I … This soldier’s will is the will of the Empire.”
“A very careful answer for one so young,” Raja Sudhamra said. 

He crossed the room, away from the map that was his one demanded 
extravagance, a perfect representation of the frontier, of the Khan’s 
fortresses. His mines. His roads. There was no supposition on 
Sudhamra’s part. These things would belong to the Khan, alive or dead, 
until his last heir was in the ground and the Durani flag flew over the 
golden Saddle Throne.

“Why do you suppose that of all the indulgences I might demand as 
Raja, I have requested only this map? It is known I am frugal, yes?”

“Yes sir; it is known. I believe you have the map to plan strategy, sir. 
Yet you gaze upon it like one treasures a lock of a lover’s hair. The map 
conjures memories—perhaps, a lesson that must never be forgotten?”

The emerald marking Rue on Sudhamra’s map would forever remind 
the Raja of his two thousand men of the Western Wind turned inside 
out and scattered on the field of battle. At the end of every one of their 
last moments on this world, was the Khan on his Sand Lion—the terror 
of Eretsu, banner flapping in the wind, rich with the smell of blood. 
Sudharma was Raja now only because he had survived that day.

War was not coming, it was already here. Even now, it rushed to fill 
in the empty spaces, a poison of the mind that undid everything in its 

wake, a thread once pulled which unravelled the world. War—the thing 
he fought so hard to end, an idea that was repugnant to him; empty of 
honor and meaning. He had seen too many things in his time to have any 
illusions. He must teach this; his people must learn and understand it, 
before he himself waded into the fire. He was not likely to return.

“Precisely,” Sudhamra answered. The boy still did not see. The Raja 
scanned the map again, his mind running the calculations. Two dozen 
army groups would have crossed the frontier by now on the Emperor’s 
order. Yalo, that idiot, will have marched his huge force right past the 
raiders at Metis. Luja and her moronic brother must have already seized 
Two Rock, as if anything in the world could keep it once the Gudanna 
regrouped. One may as well try to hold on to the sun.

The mantle of protector and general would again fall to him. The 
Durani Empire would challenge the world with its might, and wait for its 
response. It will fall upon him to make up the difference between Durani 
might, and Durani self-confidence, a gap only the Raja could fill. With 
his mind’s eye he saw a thousand Gudanna Golems on a hill, flying the 
banners of the Khan—dead, revered. He saw the Durani Empire burning, 
each city a charnel house filled with a hundred thousand dead. He saw 
his civilization in its tomb.

“And why do we fight?”
“The Empire fights for the glory of—” the boy began.
“No, no, no!” Sudharma roared, his voice echoing like a thunderclap. 

The boy kept his ground but disappeared into himself as the Raja grabbed 
him by the arm and dragged him to the balcony window and flung open 
its shutters. The city below leapt in. A thousand sounds. Someone selling 
food. Someone yelling. A distant song. Children laughing, just below, 
nearby.

“Not for glory. We fight for our People!”
The boy, Dahr, trembled, looking out the window upon the stone 

towers of the city, and the clear blue sky. The Raja stepped past him back 
to the map, anger instantly gone.

“Say it,” the Raja said.
“We fight for our people, sir,” Dahr said, and something in his voice 

changed. Lesson learned.
“The Emperor fights for glory, but you and I must fight for our people. 

They are the only thing worth fighting for,” Raja Sudhamra said.
Outside the window, a western wind was rising.

The Ancient Ones: The landscape of 
Eretsu was sculpted by the Ancient Ones 
and their legacy  fills the landscape and 
surrounds the people.

The remains of The Ancient Ones range 
from epic sculptures (in various states of 
decay) to mystical relics powerful enough 
to change the tides of battle.  

Valkali Colossus
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Golems of Arcanum Durani

The Durani are the old power of the world, and their empire has 
spanned a thousand years, unbroken.

Arcanum Durani animates Golems carved from stone and forged from 
precious metal by tapping the Mana trapped within huge gems found 
only in the Durani homeland. Atop these glittering behemoths, the Durani 
war masters of old spread out, conquered, and solidified the borders of 
their Empire. They built roads, towers, and castles to fortify their 
captured territories.         

They built schools, universities, mines, and factories, such that their 
prosperity won them even more lands and subjects then their conquest. 
At their peak, the Durani had civilized half the known world.

The staid resilience of the Durani Golems renders them incredibly 
resistant to damage and their ranged powers make them ideal for 
siege warfare.

The fleeting shadow of a Jeweled Harpy sliding 
across the ground is often the last thing enemy 
outriders ever see. Prakrazva, the daughter of 
the First Traitor Vrahna, rode a Jeweled Harpy 
as she hunted her father in the vast expanse of 
the Great Waste.

Jeweled Harpy Vigilant Sentinel

Some say the madness had already corrupted 
the First Traitor Vrahna when he designed the 
Durani Sentinel. Its ferocity and aggressive 
attacks are unlike other Golems from Arcanum 
Durani. The superstition remains that a little 
bit of Vrahna’s madness passes back into the 
hearts of all Sentinel Knights.

One of the few Golems from any Arcanum 
that Knights do not mount. Fire Rams have a 
reputation for being difficult to control, but the 
roar of their ranged attacks is deafening. If you 
can see a Fire Ram, no matter the distance, it 
is in range and a deadly threat. Never let them 
claim the high ground!

Fire Ram Blazing Dervish

Steeped in spells, warded, and perfectly 
balanced, the twin blades of the Durani Dervish 
take longer to forge than the Golem itself. It 
is said that early copies of Arcanum Durani 
included plans for Golems with swords fused to 
their arms, but this so limited movement range 
as to prove ineffectual in combat. 

The Winged Preserver is the paragon of the 
Durani aesthetic, the indomitable symbol of 
the enduring strength of the Durani Empire, 
often referred to as the “Emperor’s Sons.” The 
conquered peoples of the Durani Periphery 
can do little more than watch from the shadows 
as this strong and agile construct enforces the 
Emperor’s will.

Winged Preserver Growling Phalanx

The armor of the Phalanx is so thick as to make 
it nearly invulnerable to foes. At the battle of 
Tel Antara, a single Phalanx commanded by 
the mighty Avetsaka of Cold Shore held back 
the Witching Crown’s forces for more than 
two days before succumbing to the sustained 
onslaught.

Jagara Colossus

This enormous Golem, the largest ever fielded by the 
Durani, stands sentry over entire army groups, a walking 
mountain. It serves as a commander’s base of operations, 
a watch tower, and a devastating weapon in combat. 
Few forces can survive an assault on a Jagara Colossus. 
Before it fell, nine Gudanna cadres broke upon the Jagara 
Colossus at Rue like ocean waves.
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The Mercenary Kings: 

Whom Do You Serve?

The Horned Blight stopped, but the clanking of 
its burden continued, as it reached the edge of the 
stream. The mass of bone twitched and shifted, as 
nervous as its rider. The Urugal Knight, Raza Osa 
Bin Beleem, jumped down to consider the mud. 
The moment he left his Golem, it lost its spark and 
became a frozen statue of bones.

Beleem was looking for tracks. A clear trickle 
of water ran in a thin line through a sea of red 
mud. There were scattered markings, but they 
were indecipherable to his eyes. He was not of the 
Forest Folk.

“All is well, girl,” Beleem whispered to the 
Golem beneath him.

Above him, the trees seemed to lean in close 
and listen. He noticed the cloud of gnats and 
flies that were attracted by his Horned Blight and 
smiled. This Golem was crafted before the Khan 
came to power. His father gave it to him at his 
naming ceremony. Ever since, he and the Blight 
were inseparable, traveling first the Upper Empire 
and now the Lower.

Somehow he seemed to commune with 
the beast.

“Zikia raiders? Nonsense! You always did have 
an overactive imagination.”

Earlier, Beleem crossed the frontier into the 
Samula lands in the Akka Woods at the dawn, 
trying to find his way to Zul Basir on the other 
side of the forest. It was a shortcut which might 
save him a week, but which could just as easily 
end with his head on a pike. Within these woods, 
no law held, though they fell within the borders 
claimed by the Durani Empire. Here the Emperor 
was only just another a man.  

“Whom do you serve?” a strange voice asked.
The figure had been standing opposite him for 

some time, it seemed. A Zikia tribeswoman—
stout and tall and covered head-to-toe in robes. 
Her hands were painted with dried red mud. She 
wore no weapons.  

Beleem was foolish, but not foolish enough to 
believe they were alone.

“Interesting question, that,” Beleem said as he 
removed a Durani gold cup from his robes, He 
lifted the cup to his lips, sipped some water and 
spat it out. “Some say I serve myself. Others, who 
have bought my service, would say I serve them—

Durani, Gudanna, those with coin. My mother 
said ‘Beleem, you serve only your stomach!”  I 
wonder, Zikia lord, what you will say of me?”

“If you babble on like this I shall say, ‘He died 
slowly,” the tribeswoman said. Suddenly, the tree 
behind Beleem took an enormous stride forward. 
Towering twice as high as his own Golem, the 
Wildwood Dryad was certainly imposing. Beleem 
had to crane his neck to take it all in. If this was 
his end then at least there was some wonder in it.

“Still others say, ‘Beleem holds the secrets of 
the Ancients,’” the Urugal said, smiling up at the 
Zikia Dryad. He gestured to a pack on the back of 
his Horned Blight.

“Why should I trust an Urugal? Your words are 
bought and sold along with your loyalty.”

“You should know that death is the greatest 
reward you might give me. But I will say this: 
there is one thing I love above all others, and that 
is a good deal!”

The Zikia tribeswoman stepped forward. As she 
approached Beleem, she left no marks in the mud. 
“Relics?” she asked, suddenly interested.

“The finest in the southern Empire.”
“Do you have something that might teach the 

Durani some respect for our tribelands? The stone 
lords cross our territory, burn our trees, and insult 
us at every turn,” the Zikia said. She unwrapped 
the veil that covered her face and Beleem noticed 
that her teeth were stained a deep green. Her eyes 
were purple, and she wore a curious jewel in 
her nose.

Beleem produced an amulet from a hidden 
pocket in his robes. He always kept his valuables 
out of sight. He was no fool.

“I have just the thing, the Shard of Jahar—the 
power of the earthquake!”

The Zikia lord grabbed for the trinket. She was 
fast, but when money was involved, Beleem was 
faster.

“Since we’ve already established that you 
Zikia are so much more honorable than we lowly 
Urugal, I’m sure you’d be willing to discuss 
a fair price!”

Urugal Battle Witch: Some fight for the 
Gudanna, some for the Durani, and others 
for the coin battle brings, but all Urugal 
Battle Witches are known for their deadly 
intensity and superhuman tenacity – both in 
and out of battle.         

Zikia Rangers: The Zikia Rangers of the 
Mahatavi are forbidden to show their faces 
to the uninitiated when traveling outside of 
the Wildwood.

Jagara Colossus
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Golems of Arcanum Urugal

Once a deeply spiritual people, the Urugal clans, now called the 
Bone Merchants, come and go, moving from place to place and never 
remaining for too long. They are distrusted wherever they go, but are 
known as traders, merchants and fervent mercenaries. They hold their 
oaths, as long as the coin holds.

Golems crafted from Arcanum Urugal are fashioned from the bones 
of the dead that were pulled from living flesh in a corrupt ritual. They’re 
seen everywhere, under any banner, sold to anyone with sufficient coin.

The stamina and speed of the Urugal Golems make them ideal for 
close combat; they are the masters of up-close violence and death magic.

The Horned Blight range before Urugal assault 
groups to charge, hit, and stun opponents, 
leaving them for other units to mop up. At the 
battle of Fennoc, ten Horned Blights fighting 
alongside the Durani Eastern Wind, famously  
broke the Gudanna line.

Horned Blight Necromantic Fencer

Wraith-like, these Golems weave through 
battlefields, darting in and striking with great 
speed and precision. Often, after the battle 
has abated, these are the Golems that drag the 
corpses of the dead onto the great war fires, 
before the Corpse Collectors come.

The Plague Bringer spreads death magic 
wherever it goes. Often, it wreaks havoc in 
combat, moving from target to target, softening 
up resistance during a hectic assault, never 
stopping to engage lone opponents.

Plague Bringer Corpse Collector

To the Urgal, the difference between life and 
death is entirely illusory. Death is just another 
stage in the great journey. The Knights who 
ride the Corpse Collectors are most fervent 
adherents of this creed. Taking wing, they 
cruise above and drop suddenly on their 
opponents like a bird of prey. After, they 
harvest the choicest bones for later use.

Though the Urugal hold all the mighty beasts 
of Eretsu in high esteem, it is the bones of the 
Great Paranya bird for whom they hold the 
most reverence since it devours the bodies of 
the Urugal dead during the Ceremony of the 
Sky. The Carrion Raptor brings that same 
release to foes on the battlefield.

Carrion Raptor Bone Fiend

This huge Golem carries a death magic focus 
with which it can devastate even the most 
formidable targets. A cadre of Bone Fiends 
assaulted the western defenses of the city of 
Ajeem in the Black Rout, killing three of the 
Durani Emperor’s family in one battle.
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Golems of Arcanum Zikia

As diverse as the plants from which their Golems are formed, the Zikia 
tribes—known as the Forest Born—are found all over Eretsu.

Arcanum Zikia is only known in name and function, for none except 
the secretive tribes of the wood can say to have studied it. The Forest 
Born pass it from one generation to the next in the form of traditional 
songs and use its secrets to help carve out roles for themselves within the 
more civilized nations of Eretsu. Thus, one might see a Zikia princess at 
court in the Durani Empire or a war captain of the Gudanna Dominion 

covered in the ritual markings of the forest tribes. Their Arcanum and the 
Golems it creates are the Zikia tribesmen’s key that unlock the halls of 
power in this world.

The Zikia Golems draw power from nature, the wood, and the strength 
of living things. This makes them flexible and versatile in combat and in 
ambush.

It is said that one is watched by the very trees 
the moment one sets foot in the great Wildwood 
of the Zikia tribes. More likely one is watched 
by hidden Zikia Knights mounted on nimble 
Bramblehorns.

Bramblehorn Creeper

The armored shoulders of the Creeper protect 
it from assault in an erupting cloud of spores. 
Creepers are typically used to supplement the 
main battle line, and when needed, to fortify 
chokepoints until reinforcements arrive.  

The lumbering Woodguard emits a magic that 
reinforces all nearby allies. The Woodguard 
are known as unstoppable walls of armor, and 
their relentless march forward is terrifying to 
all but the most resilient troops.

Woodguard Thorn Beast

Covered from head to toe in poisonous spines, 
the Thorn Beast emits a deadly sap poison that 
spreads to any target it can touch. Knights fear 
the poison of the Thorn Beast, as it can cause 
paralysis, insanity, and death.

The Wildwood Dryad is armed with a huge 
scimitar and magic that allows it to ensnare 
opponents in plants and undergrowth. Its 
nimble nature means it is nearly impossible 
to ensnare in direct combat; it dissolves and 
regrows pieces of its body at will.

Wildwood Dryad Fen Lord

The power of the Fen Lord is not to be 
underestimated. Its tentacles lash out and 
encircle enemies, pulling the unwary in close 
to enmesh and overgrow. The power of the vine 
courses through the Fen Lord, and with it, the 
ability to infiltrate, split, and shatter stone.




