
C;J\V 5004 



~, rsca ti®rFm>J1JJ~TM 
and t.he Land of ~pt, 

Campaign Scenario 

By G:AKY G:YGAX 



Dangerous Journeys™ 

Multigenre Roleplaying Game System 

by Gruy Gygax 

presents 

THE NECROPOLIS™ 

AND THE LAND OF .IEGYPT 

Campaign Scenario 

by Gruy Gygax 

DEDICATION 
for my friend. f'rank Mentzer. The proof of the pudding Is with us. comrade. 

&Jlting: Lester Smith and Steve Maggi 
Art Dlredlon: Kirk Wesoom 

Cover lllustratlon: Keith Parkinson 
Interior lllustratlons: Janet Aullslo. Rick Harris, Rob LazzarettJ, 

Thomas Darrell Midgette and fJllsa Mitchell 
Oraphlc Design and Production: Steve Bryant, Amy Doubet. 

LaMont Fullerton, Rob LazzarettJ, and Kevin McQroorty 
Map C.OOrdlnation: Loren Wiseman 

1)'pesettlng l!r Proofreading: Stephen Olle 
Proofreading and Text Processing: Anne Bedard 

e Omega Hellos Limited. Made In USA. Printed In USA. All Rights Reserved. 
ISBN 1-55878-143-9 

Dangerous Journeys, Mythus, Mythus Maglck. Epic of A:rth. and The Necropolis are 
trademarks of Omega Hellos Limited 



TABLE OF CONTENTS 
Preface 
Chapter 1: Introduction 
Chapter 2 Beginning the Saga 
Chapter 3. Aartuat Village 

Map of the Village of Aartuat 

Chapter 4. Pool of Hapy 
Map of the Pool of Hapy and Environs 

Chapter 5. Desert Road to the Gorge 
Map of the General Area of Gorge of Osiris 

Map of the Entrance Pylon of the Duat 

Chapter 6. The Temple of Osiris 
TEMPLE OF OSIRIS: Main Level Map 

Temple Cellars Map 

The Underworld Osirium Map 

Chapter 7: The Gorge of Osiris 
Map of the Gorge of Osiris 

Map of the Funerary Chapel of the Duat 

Map of the Shrine of Bast 

Map of the Shrine of Arnun 

Map of the Shrine of Bes 

Map of the Sun Chapel 

Map of the Shrine of Buto 

Sample Tombs Maps 

Chapter 8: Rahotep's Tomb 
Chapter 9: Adventure Epilogue 
Other Persona Statistics 

Chapter 3 Other Personas 

Chapter 4 Other Personas 

Chapter 5 Other Personas 

Chapter 6 Other Personas 

Chapter 7 Other Personas 

Chapter 8 Other Personas 

Appendices 
Map of .!Egypt 

Blemmyish Tribesman's Overview Map 

4 
6 

8 
18 

22 

36 
38 

44 
46 

50 

52 
54 

70 

72 

86 

88 
90 

91 

91 

92 

93 
94 

96 
100 

154 

158-206 

258 
167 

167 

172 

187 

192 

207-219 

217 

219 



Gary Gygax Is a name familiar to game enthu.5lasts worldwide. 
An avid game player since early childhood, he began playing 
chess at age 6. By the early 1950s, whJie a young teenager. he 

took up military miniatures gaming. and by the end of that 
decade he had begun playing conflict simulation boardgames. In 
1968, Gygax created and ran the first ever gaming convention, 
an event which Is still going strong today, the oldest and largest 

of Its klnd In the world. Gary moved on to create the roleplaylng 
game form. He co-created and authored the first such game In 
1974, when the company he formed published the Dungeons~ 
Dragons* work. 

Gary freely admits that fantasy has been a principal Interest ln his 
life for nearly as long as he can remember. That genre, along with 

those of science fiction. historical adventure, and horror. has con­
tinually fascinated him. Thu.5, the vehlc~ devised by Gary over the 

years for the development of such tales, whether In story form or 
gaming action. have been many and varied. Using make-believe 

worlds as a basis, he has In the past created everything from 
futuristic space war simulations to polltlcal-mllltary scenarios. ~ 
flrat major article ln the gaming field. concerning the Battle of 
Gettysburg. was published ln Avalon Hill's General circa 1960. His 

fl rat game was a set of rules for medieval mllltary miniatures baWes. 
complete with a fantasy component. the work titled Chalnmall. 
released ln 1971. 

Late In 1972. Gary set to work to create a whole new setting for a 
fantasy game. that for the roleplaylng sort he was then devising. He 
had. In fact. created many other such seWngs ln the past. but this 
new one was vastly dlfTerent from those of prior sort from the 

cosmic milieu begun then sprung Dungeons ~ Dragons •. Ad­
vanced Dungeons ~ Dragons •. and World of Oreyhawk •as well 
as countless scenarlo.s for game adventures ln the many worlds of 
thls "multfverse. • 

Although he kept It a secret. Gygax based his Greyhawk campaign 
world on our own Earth. and set his beginning and center of action 
(the City of Greyhawk-e lakeside metropolis faintly resembling 
Chicago) on the North American continent Later, when the pul>­

llsher needed a campaign setting. Gary revised his whole fantasy 
milieu to flt the manufacturing speclflcatlons demanded, but kept 
as much of the scope and variety as po.sslble while retaining as 
secret the · world" of his ongolnggamlng activities. He explalns It this 

way: "When thecompanyasked me to doa campaign world, I altered 
my actual setting so as to be able to pack In as much variety into a 
relatively small area--that constralnt of printable map size-end 

provide an entirely dllferent one than that I actually employed In my 

own play. After all. at that time some 30 or 40 participants were still 
Involved ln active play In that mllleul" 

Becau.5e of this radlcal change. players of the newly devised 

setting could not adventure into the fantasy "parallel worid" lands so 

frequently ertjoyed ln Gygax's own campaign. But while China. 
Indla. and Arabia, for example. were not offered, the reduced scope 
was Imaginative and vibrant nonetheless. The published ·world" 
proved to be exciting, Its Imagery captivating, and the whole most 

playable. "Meanwhile," Gary relates, ·1 kept the 'real world'--Otat Is. 
the milieu of my own campaign- strictly to myself. After all, It just 
won'tdo to have players readlngthe private notesof thegamemaster, 

as It were!" 
And although many adventure scenarios and game accessories 

were adapted from the private milieu over the years, the work as It 
existed was never revealed thereby. Active play ln Gary's campaign 

continued until the mid-l 980s, and as long as thegamlng continued 
thu.5, actual details of the milieu were retained as confldentJaJ. To 
have revealed very much would have ended the usefulness of the 
setting and brought the campaign to an untimely end. 

Now this has changed, of course. A greater cosmos Is belng 
wrought! In 1986, Gary began worklngon a newwayofroleplaylng. 

culminating ln the 1992 release of the Mythus game. the first 
published part of the new Dangerous Journeys multlgenre 

roleplaylng game system. Not surprisingly, the new creation suits 
the old fantasy mllleu very well Indeed. 

In the years since he began developing his new game system, 
Gygax has also revised and expanded his private campaign milieu. 
Why Is this material belng released? "With a multlverse which 
lndudes all probability, time, and space, a whole universe besides 

the maglckal fantasy-ectlve Earth parallel. multiple genres to cro.ss­
play. and a new game system with a scope equal to all that, there's 

no fear of giving the show away!" Gary points oul And so we shall 

begin to see more published material from the private Gygax cam­
paign. One of the results of that campaign's revision over the years 
has been a move of the campaign's center to A:gypt on IErth. And so 
you have this work. .. 

The rteaopolls campaign scenario Is the first campaign-length 
adventure done for the Epic of .t'Plt.h companion volume of the 
Mythus fantasy RPO. The scenario was begun before the Mythus 
RPO had become a reality. and during playtestlng It served as a sort 
of Introduction to what was to come. which would prove challenging 

to the past master roleplayer. Thls brings us to the truly Important 
part of this opening: 

Oamemaster and player alike are alerted to the fact that thls ls 
not, we repeat. not the adventure for the neophyte and inexpert. 
It has a relatively easy Introductory portion, a place ln which the 
Heroic Personas can "get a feel" for the adventures to come and sort 
of · warm up.· The saga also provides a growing complexlty from this 

base. But the level of the problems which the HP team mu.5t face 
quickly grows to that which ls mo.st demandlng--deadly for those 
not truly able to manage this game form. 

So, If you and your group of players are not yet top-notch. pass up 
this scenario-or If you've already purchased It. set It aside for 

another day when you're all more seasoned. 
On the other hand, this Is perfect for the aficionado. If gamemaster 

and players are veterans, old hands at the fantasy RPO form. then 

you are ln for the treat you've been looking for. Here Is an adventure 
scenario the likes of which comes along all too seldom. It has 
reason, plot. motive, and all follows a logical premise to a logical 
condu.5lon. You'll see as you read on. 
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Welcome to the world of iErth's gre.atest kingdom. bold adventurer! 

As Is true of Earth and iErth, the similarities between Earth's historical 

Ancient egypt and iErth's current Triple Kingdom of )Egypt ls quite 

Intentional. Thls great land ruled by Pharaoh Is a place of mighty 

maglck.s, many gods, vast treasures, and deadly perils! Would you have 

It differently? Would the eager player? The Heroic Persona? I think not. 

This scenario Is a series of adventure episodes. The whole Is to 

Instruct gamemaster and players alike In both the settin~d 

the game system as It develops expertise In play. This begins easily 

enough with arrival In the village of Aartuat. There the players become 

used to the cultural setting. meet the people, and have their first chance 

to confront the malign there and around the Pool of Hapy. chief deity of 

the NyUe and all fresh waters. They should have a fairly easy time 

defeating the demonllng that Is threatening the place, feel assured. and 

move boldly off to the Gorge of Osiris. the Necropolis whlch contains the 

locatJon of their goal, the tomb of the dreadful Archpriest-Wlzard, 

Rahotep. But what they meet In the desert will certainly be more of a 

challenge ... 
The bandits are there to prevent the likes of the Heroic Personas from 

stumbling Into the profaned Temple of Osiris, of course, as the Chief 

Priest of Set there Is work.Ing hard to devise a rite whlch will maglckally 

transform the Unllvlng Rahotep Into the Unmortal deity who will walk the 

land and ravage all who oppose Set as the principal one of the pantheon. 

Again. though. the HP team should defeat the opposition of the bandits 

and move Into the Necropolis' entrance with confident caution. Thus, 

their "welcome• at the temple will leave them uncertain. 

Please note the following things we have Included herein to assist In 

gamemastering this adventure In expert manner: 

(1) As much In-depth Information as possible Is given, with plenty of 

background and cross-references, so you will become knowledgeable 

and comfortable with the setting and plot In short order. This Includes 

this portion of the scenario, the overview discussing the history of the 

arch-villain In this story, and numerous other data placed conveniently 

throughout the work as Is pertinent. 
(2) The format Is set to make your gamemastering both easier and 

more fun. !'or example, material to read aloud to the players Includes a 

fair amount of dialog, so that the GM Is an ac:tlve participant In the role­

playing of the scenario. You11 see how this all works as you read through 

the book. 

(~)There are manydescr1ptlonsandiEgyptlan tennssprinkled through­

out the text. These are given to bring the setting Into vivid Ufe and 

enhance the "flavo~ of this mysterious and exotic kingdom. If the 

players have trouble with such terms and It confuses their roleplaylng. 

simply use fnglish terms-8UCs for dinars, etc. It Is indicative of 

Inexperience, butyou'U soon have them seasoned veterans who appre­

ciate realistic theatrical touches. 

( 4) Wherever applicable, a mission statement Is provided for an Other 

Persona, providing you with an Immediate grasp of that Individual's part 
In the skeins of the plot, and with this understanding the capacity to 

personify that OP and thus Increase the sense of realism In the game. 

(5) In close quarters, whether In a building or some underground 

setting, a special SHADOWS notation Is provided to enable the 

game master to scan and know quickly the key data the Heroic Person as 

will be able to glean. This Is discussed In detail at the end of Chapter 2 . 

hereafter. 

(6) All Other Persona statistics and profiles are grouped at the end of 

the scenario, thus easing the task of moving the players through the · 

adventure, while at the same time making access to this vital lnforma. 

tlon quick and easy for the GM. 

(7) Meanwhile, we' ve placed breaks where you will be able to encour­

age the players by having them talk over what they've accomplished so 

far, how well they have managed this, and who did what. Then come the 

awards you bestow upon their Heroic Persona as tokens lndlcatJngthelr 

success and good play up to that point. A little lnstantgratiflcatJon Is not 

only appreciated but, In m06t cases absolutely realistic too. 

JERTH AND JEGYPT 
The parallel worid of iErth should be pretty well known to you by now, 

so only a few salient matters will be touched upon here as a sort of 

reminder to the gamernaster. Although the societies are somewhat 

similar to those of our own world In the Rena!Mance, with admixtures of 

the Medieval and Ancient here and there, the adlvlty of Heka and 

centuries of time have altered the similarities, here a little, there a lot. 

That Is, nearly 500 years of development have piade changes In the 

slmllar!Ues between our h istorical experiences ukn and the aduaUtles 

of iErth now. So too the cultures. The prevalence of rnaQ!ck and the 

course of iErth's history have made It a place whlch Is haunUnglyfamlllar 

but quite obviously different from earth In the Middle Ages of the 16th 

century. 

The vast Central Seas have had an Im pad upon iEropa, of coul'lle. The 

major civilizations. commerce and trade, still remain around these 

waters. With more Intercourse between the continents to the west.­
Amazonia and Vargaard--Ulls balance has changed a llttle, but not 

radically as It did In earth 's history. The destruc:tlon of the AtlanUan 

empire was probably determined by the facts of geography. They were 

outside the most crucial geographic region, while their opponents were 

not. The oldest. richest. and most maglckally potent nation touching the 

Central Seas Is )Egypt. 

In~. this similarity and difference Is quite obvious. Babylonians 

rather th.an Persians ruled briefly. Alexander, greatly admired by the 

it:gyptlans. managed to conquer Its Lower Kingdom. and he and two 

other Macedonian "Pharaohs· actually ruled It from Memphis for around 

aquarter-centurybeforetheywereejected. ANublan, Plye, droveoutthe 

Invaders and restored the whole land to native rule once again. How­

ever, Alexander's dty--Oiat place he bullt from a vfllage to a great. 

cosmopolitan place, Alexandria-ls today still refe.rred to thus, although 

It Is as frequenUy called Roqote, Its original name. The Romans took the 

northern portions of~ for a few decades, then again the )fgyptians 

defeated the Invader and restored their state. No wave of Yarban sort 

ever swept over the land, let alone remained to populate It, Influence 

Its religion, language, and culture. In fact, over the tens of centuries, 

the Pharaoh5-i1ood, bad, and Indifferent rulers and/or generals 

though they might have been-have managed to expand their state 

southwards Into the wild Nubian lands to the verge of the iEtheopean 

plateau, whi le setting up the "Sea Peoples· In the barren Sinai Penin­

sula to be a protectorate and quasl-iEgyptlan people with citizen 

status, and serve as a bulkwark against the aggressions of the Azlrlans 

to the east. 

The process of trade has spread thln{P once unique to certain regions 

out Into other places. l'oodstufTs and dri.nk are good examples. On 
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l!.arth, thmg., native to North and South Amertc:a are now found world­
wide. The same la true. In relatlvetenm. of~rth. Tea. coffee. chooolat.e. 
and whiskey are widely known. So too are tobacco, potatoes, tomatoes, 
and com (mali.e). Certain things will grow only In certain places, but 
that Is the only llmltlng factor. Horaes, the wheel, wrltlng. and all the 
rest are known In the weatern continents because those things were 
brought to such places by Allantlan and Lemurian explorers and 
colonists. So too, J£gypt has those things once exduslve to the 
West.em Hemisphere. 

The OM need not worry too much about seemingly ln~d or 
anachron1stfc things. Centuries of time, new Island contlnents. and 
maglckacoountforanythlnghereln.emllyso-endanythl~youc:areto 

add, as well. Any pla)'er trying to draw strict historical comparlaons to 
Medieval European history. for Instance. just lan't llvlng ln the I 0th 
century AM (Aft.er AtlantJ's hll)I 

M you are aware from perusal of the Epic ol !&th companion 
volume, the -rriple Kingdom· of J£gypt hm been extant for a bit longer 
than nve (count 'em, flvel) millennia. In that period of tlme things 
become pretty well establl.shed. shall we say, and Pharaoh's land does 
ln fact have some problerM with tradltlon and bureaucracy. This see. 
nario Is meant to demonstrate that amply. The historical details of 
Rahotep's treason. his plans to rule the kingdom, and his foretold, 
certain opportunity to return are recorded somewhere. So too the 
matter of !ntltal and Supernatural assistance, the locatlon of the 
tomb, the need to guard the area. and so forth. Memory 1s short, and 
flllng systerM notoriously Inadequate. All the materlal needed Is 
there, lost somewhere In the archives of a Chief Scribe In some 
bureau or other ... 

ROLEPLA YING NOTES 
Pantheons and the Heroic Pawona Teams The multlpllclty of 

pantheons, and thus the multltude of deltles considered In this game 
system, could prove trouble.90me when the HerolcPersonas are outside 
of the temtorial area of their own pantheon, save for the crOSS4SSOda­
t1on of ethol and deltles. This 1s best kept In mind this way: 

Only wamng pantheons are mutual.ly exciuslve. Of course, on Jf;Jth 

there are fewhostlleones. There are basically two factions. the 8abylonJan. 
Lemurtan-Muyan and the rest. Thus, If pantheons are not hostlle to one 
another: 

Service to a deity of different pantheon but like ethos la considered 
meritorious. This applles even to those who are under Vow. 

for those not under a Vow, veneration of a deity of a different 
pantheon but of like ethoi1 and different but necessary ·concern· 
(province) la llkewbe seen favorably. 

Veneration of a deity of a different pantheon but of llke ethos and like 
or similar concern Is deemed the same as faithful adherence, even In 
regards to a Vow, when Individuals In question are outside the bounds 
of their own pantheon. In this case, Vow or no. both pantheons and 
deities concerned gain as lf each were the exclusive recipient of the 
service of the Individual In question. 

This means that the Heroic Persona.9 can and should ally th~lves 
to some extent with the benencent deities of the ..£gyptlan Pantheon. 

naytng the Role1 Roleplaylng Is a crucially Important part of this 

adventure. Aft.er all, It Is a scenario for a roleplaytng game! Thus the 
attention of the gamem&9ter Is drawn especially to those parts of this 
adventure where the HP group must travel and Interact with strangers on 
any basla other than a battle. While we can give you lots of details and 

lines of dialog for set-plece portions, el.9ewhere It Is up to you to bring 
this to life through your own Invention and creativity. 

If your campaign Is hued In t£gypt (or at least If the team Isn't 
otherwise based), you might wlah to augment this scenario by prepara­
tory adventuring of your own. You might have the Hrs actually prepare 
and undergo a aea voyage to the Land of the Nylle, then take barges 
upstream to the dty of Thebes, and flnally nnd and travel with the 
caravan bound for rarnoc. Aartuat, and points west. During the Initial 
pusage there can be storrM, encounters at sea. and so forth. Then, In 
,.£gypt, you can easily Introduce them to the • A%l.YPtlan temper,• and 
have them become familiar with the •do's and don't's• and the powers 
of the land. This will be roleplaylngalmostexduslvely, and l will prepare 
thegroupforlnteradlonwithagentsofOood--aytheTempleof'lboth, 
as we11 soon discuss. In Aartuat then, If the team makes many nrm 
friends at that hamlet, the locals won't be ready to report them If they do 
slip a little C-blow their cover; so to speak). But naked force and 
deflance wlll always lmtate authority-on that you may rely. The officers 
and troops at the c:aravanseral must be a part of thln!J.' In order to have 
the HP group perform splendidly. 

While there are many places In this adventure where planning. explo­
ration. and action preempt roleplaying. these are meant to be points 
which highlight the Interactions which have gone before, the roleplaylng 
sequencesl ln fact. you will see where even as confrontation take.9 place 
and fighting la Imminent. there Is dialog between the Heroic Pel80na 
team and the cvn foes. 

THE ORGANIZATION OF EVIL 
You need this lnfonnatJon only In creating your background and 

handling peripheral matters, and If events after the scenario conclude 
ln something other than a triumph (see Chapter 9). 

In the greater contextr-thst of the Acaimed--Set. hJa allies, and hJa 
forces are simply one of many factions of IMI. Of courae they make a 

potent one! Set's domain has been removed to a daJ1( star (per actual 
f.gyptlan mythology) by the power of the forces of Qood. Through 
Rahotep, he would both expand his territory and return to rule the land 

of ~d thereafter all ~rth. The greatest Serpent, As.pep, would 
share In the gains, a'J would Sebk and Serqet .. IMI would grow. but only 
Insofar &9 those four prospered. 

Thus there Is. at best, no great unity among.9l the Accursed, no 
determination to succeed In this plan. It la Set's and Rahotep's, not all of 
IMl's. In fact, most of the wicked forces would prefer to see failure rat.her 
than a growth of Set's power. An Unmortal Rahotep too Is unpalatable to 
other Poweni and Quasi-Deities, who are the more dlred lords of l!:Vll In 
regards the Material and Preternatural manifestations of this force. 

At worst, there Is outright oppoi1IUon to Set and his pawn, Rahotep. If 
therelslaterneed,perhapshewlllmakeatreatywlththelMlonesofthe 
8abytonlan Pantheon, and then most of the states serving these deities 
will assail J£gypt so as to enable Rahotep to sucoeed-wlthout the Nine 
IMI Objeds desatbed In this adventure, and In co-rule over~ with 
the eled Emperor of Babylon. of course. (After all, between Tiamat and 
As.pep there Is considerable community of Interest ... ) 

In the event of a triumph by the HP team, there will be no great 
lessening of IMI. no dlssolutlon of the Accumed. What will have oc­
curred Is merely the severing of one of the heads of the malign hydra of 
wickedness. !!Yen though two others might not spring forth In Its place. 
those which remain will be as deadly and potent, as determined as 
before. 
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WHO IS RAHOTEP? 
Some centuries ago there lived a man celled Rahotep. He was a 

l"ull PractlUoner Priest and Mage. a devotee of !MI. and a worshl pper 
of Set from his youth. By his early thlrtles. Rahotep was a Chief Priest. 
a force In the ranks of those who served the ass-headed one of 
Gloomy Darkness. Through scheming and treachery he dld away 
with those above him and became the Grand High Priest of Set In his 
forties, taking the name Sethu Neteran.kh. Skilled and unscrupu­
lous. he used his abilities to become a vlzer of Lower )Egypt soon 
thereafter. His amblUon was unsatisfied. of oourse. and he had 
certaln dark Vows to fulfill. Rahotep. now Sethu Neterankh. planned 
to make the malign deity. Set. the principal god of the whole of the 
kingdom. This plot.Ung Included more than that. for to assure the 
matter he meant to assassinate Pharaoh. and take the triple crown 
for himself. 

rortunately for the ruler and all the people. thls machlnatlon was 
discovered before Rahotep had his apparatus In place. The disloyal 
military were beaten In a pitched battle. their leaders executed, and 
the followers of Set throughout)Egypt proscribed. All temples of the 
dark deity were destroyed. and no mention of his name was permit­
ted. But Rahotep and a small band of his faithful servants and 
followers escaped. and his power was such that not even the mighty 
Heka wielded by the wizards and ecclesiastics of )Egypt could bring 
them to bay. finally. the Utchatu, Pharaoh's secret police. managed 
to do so. however. through the employment of several who. like 
Rahotep. were Mage-Priests. the kherl-hebu. 

Although they managed to locate and lmmoblllze their foe. the 
kheri-hebu were unable to actually destroy Rahotep and those his 
great Heka protected. He was oontalned. unable to strike back .• yet 
his power prevented his enemies from physlcelly taking and slaying 
the outlaw band. ror weeks a maglckal struggle ensued, the kheri­
hebu pres.sing In, the malign servant of Set reslsUng. But no single 
mortal, even with such power as he possessed. oould last for long 
against the combined forces arrayed against hlm. Rahotep sought 
guidance from his master, gathered his energies. built an "eternal 
house,· and then shut himself and his followers Into that tomb. 
Before the kheri-hebu assailants could bring death to those within, 
their captives took their own lives. But this was by no means the 
oonduslon of the matter. 

All concerned knew that the act was one of defiance. The hand of 
Set was there to protect the tomb from violation. Rahotep would be 
kept therein for a long time. but In the distant future he would have 
a second chance. Nothing that his opponents could do would pre­
vent this. The burial place which Rahotepselected was ln a necropo­
lls. so that place was abandoned as a site for new internment, and 
immediately a special temple of Osiris, the greatest opponent of Set 
was erected at the mouth of the gorge In which the tomb lay. The 
temple's ecclesiastics would guard the area. using their Heka to 
keep the vile Rahotep bound in his prison, and thus there would be 
no opportunity for him to come forth again. 

Time was on the side of IMI. of course. Memory Is short. Over the 
years the urgency faded. Wild tribesmen. grave robbers from the 
desert, slipped Into the place now called the Gorge of Osiris, and 

even the Temple of Osiris fell into Bvil hands, leaving Rahotep 
unwatched as he worked a plot to escape the tomb. 

Rahotep's l'tlsslon1 Rather than state what the goal of our arch­
vlllaln Is at that point In the text where he Is most active, thls 
Information is placed here for the gamemaster's benefit. It Is the 
main theme of the plot of this entire scenario: 

This vile aesture, a thing somewhere between one Undead and 
a Quas/-Oeity, must become Unmorts/, a Deml-Ood. In this form. 
Rahotep will then ralse the fares of evil, attack A:gypt. SIBJ' Its 
ruler, and seat himself upon the throne as Pharaoh. Set will be the 
chief deity, ~I will hold sway. and after a period or re-organ/mt/on 
and arming, Rahotep will send forth armies to begin conquest of the 
world. But there are a few objectives to be accomplished flrst... 

To complete the transformation and rise as Unmortal, Rahotep 
must yet gain the life forces of a few more vezy potent personas­
such as those of the team of Heroic Personas soon to enter his 
"l!ternal House. · In this regard, Rahotep has always provided 
opportunities for entranc:e--611d the death and assimilation-of 
strong but foolish mortals. The lure Is wealth and power. The 
Impediments are tests of the ab/I/ties of the would-be tomb rob­
bers. Think of all that goes before the final portion as the prepara­
tions typically used to ready the bull for the meeting with the 
matador .... The ultimate reward for success has been death and 

the feeding of the monstrous thing awaiting In the tomb ... at least 
up to thls point. 

Secondarily, Rahotep seeks to have nine andent devices of 
dark mag/cl<al power brought to him and given over wllllngly. 
(These are the Nine lMI Objects which will be discussed fully 
later. ) So far. only one has reached him personally, with half of the 
other eight elsewhere within hls tomb. the remainder without that 
place but nearby. 

In extremis, Rahotep w/11 accept an objective of lesser sort than 
the "devouring' of the Jives of the Heroic Personas. If the HPs are 
too powerlill to be slaughtered. but can be converted, In the name 
of Set to his own service, then Rahotep Is that much do.ser to his 
goal. Besides, failure ls unthlnkab/el Rahotep will offer anything 
he can In order to keep the Heroic Persona group from triumphing. 
Harming him ls bad enough: destroying him Is unthlnkabtel Thus, 
be sure to add In such blandishments, bribes, and pleading as are 
appropriate, and In flnest tvll form, should such a situation arise. 
Naturally, even If offered, Rahotep w/11 glsdly renege and con­
sume the HP team, given opportunity. After all, there Is nothing too 
foul to gain Unmortsl status. 

Heroic rersona Arms tt Armon The team of Heroic fersonas wlll 
need some enchanted weapoos and special protection in order to 
survive and succeed In this adventure. This oonsideratlon is handled 
in stages. beginning In the village of Aartuat and oontinulng from 
there. You will note these provisions ~ you read through this work. 

It Is unlikely that able players will fall to note and have their 
personas acquire items which provide enhanced chances for suc­
cess In combat and where damage to personas Is possible. If, 
however, the players are novices, the gamema.ster should take the 
following steps: 
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Several enchanted weapons must be •acquired" by the HPs In the 
events prior to their arrival In Aartuat. We suggest: 

A spear of +5 Weapon Points, O Speed factor, and +206 
Physical damage. 

A sword, Jong of+ 10 Weapon Points negating 5 Armor factors. 
A dagger with +5 Weapon Points. -1 O Speed factor. + l/PD die. 

and strlklng one additional time each Critical Turn. 
A mace with a-1 O on Strike Location dice rolls. 

Armor protection/protections should Include the following: 
A headband which provides 1 O points of armor against Super· 

Vital Physical damage and Mental and Splrltual attack damage. 
A knee-length cotton tunic which provides Its wearer with 

protection as If that Individual were In full chalnmall, or If worn 
overotherarmoradds+2/4/6/8toprotectlon(+5AverageArmor 
factors). 

Acorseletof culr boulllewhose enchantment makes It equal to 
Half plate armor. 

A Charm whose possessor has a-20 on all Avoidance die rolls. 
A Talisman able to absorb 77 points of Ne:gatlve Heka directed 

at Its possessor before Its potency Is exhausted. 
How to Use this Scenarios Most readers will be familiar with 

commercial scenarios. and this one Is very much the same as others 
In aome regards. The gamema.ster Is meant to read everything 
herein. Naturally. nobody Is going to recall the full text, so It Is 
expected that you'll re-read as you go. All text to be read aloud Is In 
quotation marks and bolded. That material meant to be read aloud 
to the players as Information known to. or being learned by. their 
Heroic Personas will be presented thus: 

"Here la• Nmple of text praent.tJon of the kind which you 
wUI read aloud to pl•yen lmmedlately u Is appropriate to the 
altuatlon. • This Is general Information. that !Jllned from basic 
senses used in a casual or cursory fashion. 

"7bere J.s alao text like thl.t which Is .econdlllY data gained 
only when there la a careful 511n'eY or a atudy of aomethlng, an 
area w object OI' even a creature. perh•J>$. • When to read this 
sort of text will be explained prior to what is to be read, so you '11 know 
when to give out the Information. 

"finally. this sort of text Is the detail very difficult to !Jlln. some· 
thing learned through a very careful search, scrutiny. and so forth.· 
Again, we wlii alwaysexpialn when It is to be revealed by your reading 
it aloud. 

We go over this again In. the explanation of the S!IUAJ[)OWS Nota­
tion· section (q.v.) below. You might want to skip ahead fora minute 
and read that. then come back here. The SllllAIDO'liYS Notation 
section begins on page 16, just before the start of the adventuring 
sections, ao It Is easy to refer back to as you go along. 

With all that has been Included herein, there can be no possible 
way to cover everything. Your campaign Is personal and unique. Your 
player group Is similarly Individual and creative. Many things will 
come up during the course of play which have not, and could not 
have been. anticipated. This Is all to the good for the expert 
gamemaster. As you become familiar with the scenario. add ln your 
personal touches-places, Other Personas, dialog. foes, traps. tricks. 
booty. and/or anything else which suits you. 

Later, as your players have their HPs Interact with your customized 

creation. they'll ask questions, have their HPs say and do thlng9 

neither you nor I thought of. When this occurs, use your spur-of-the­
moment creativity In coajun<ilon with this unexpected player Input to 
devise whatever Is suitable to the situation. Thus. If an HP Is seeking 
a secret area, perhaps one does exist there-or nearby. A feared trap 
Is likewise present or soon to be sprung. Perhaps a desperately 
needed thing wlll be found too. It Is all part of this scenario-even 
though we didn't happen to anticipate such appearance until after 
some player suggested It ..• 

In this regard. weofferasampledevlcewhlchyoucanemploylnthe 
tomb portion of the adventure. Read the whole scenario, and If after 
so doing you are sure your players will have llWe chance of success, 
use It to modify the difficulty. There are two symbols which appear In 
many places In the tomb. The one for "luck• Is chiseled Into the stone 
of the floor before the correct ways to proceed in the tomb. as well as 
where the team wlll gain considerable reward for exploration. Its 
counterpart. the ·unlucky" hieroglyph. Is before all other crttlcal 
places. If used blaantly In such obvious manner this Is very much a 
begnner'sdevlce. blt If It ls necessary for survival of the HPs. and thus the 
eajoymmdptayhereln.ltcanbeemployed.Hereare\hetwohlero!l)'PM: 

Lucky Unlucky 

Therelsn'tmuchelsetorelate. Readtherestofthlswork.andwhen)'OU 
feel readyto!Jllllemaslertheadventure, assembleyourplayergroupand 
begin at the be.g!nnl11J. In fact. thc;t's what we will talk about nextl 

ADVENTURE SUMMARY 
There are two premises for Introduction: The first assumes that 

primary motivation for the adventure Is service on behalf of Good. 
The HP team will set forth as agents of the wise and benign, In order 
to discover If an ancient and deadly IMI lurks ln the wastes of a nearly 
forgotten necropolis. They expect~ of course, blt this Is seconday 
to preventing the wicked from becoml111 all-powerful In N.gypt. In this 
case, the lnfonnatlon they gain beforehand, the Blemmyl.s#J ntbesman's 

Account is delivered to them by the lf.gyJXlans who reault the HPs, not 
acquired outside and used as a devlre to get the team to N.gypt. 

The second relates to wealth as motivation. Ancient )Egypt was 
fabulously wealthy. That hordes of treasure were buried with the 
mummies of the dead In olden days is common knowledge a thou­
sand and more miles from the Kingdom of Pharaoh. Prior to actual 
play, the group of Heroic Personas gains information regarding an 
untouched tomb, the Blemmylsh Tribesman's Account. and the 
appropriate background Information. Thus, they learn that this 
tomblsathousandyearsold,mustcontainmassesofvaluables,and 
can be found and looted by theml 

In either case the team is brought to the area of the adventure by 
means as discussed hereafter. Once the HPs are "In the locale" -end 
that means ln place for you to begin to use the actual adventure 
text-the activity Is presented In stages commencing with Chapters 
3and 4. each successive stage is meant to assist the players towards 
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expertise, while building their Heroic Personas to abilities commen­
surate with the greater demands of the next stage. 

Briefly, Chapter 2 Is a whirlwind journey to get to know ~t. 
something akin to a guided tour of the sort one might take today. Too 
much toaee to really comprehend, expensive too, but lacking In real 

challenge and non-dangerous. Chapters ~ and 4 leave the HPs 
outside the •tour group,· and the time Is spent by them getting to 
know the natives, understanding more of their culture, and learning 

about the area and Its dangers. Chapters 5 and 6 toss the team Into 
the dangers of the wild lands away from the village, and alert them to 
the organized (and strange) foes who oppose them. Chapter 6 Is a 
channelled activity which really immerses the HPs In danger, and It 
demands some unusual skills for them to remain unscathed and 
victorious. Chapter 7 Is a sort of warm-up, an additional practice. 
which, along with Its Immediate predecessor. should have the team 
ready for the last part of the scenario. Up to this point the whole Is 
relaUvely relaxed, and the group can return to Aartuat for ·R~R· 
whenever too battered to continue on safely. Chapter a Is truly a 
demanding. dungeon-style adventure filled with deadly tricks, traps, 
and foes. 1bere are places where the HPs can break off If they mwt. but 
beyoOO a certain palm they a-e committed to ·do or dJe. • Unless the 
~ers have performed to perfection prior to, as well m st this point. they 
am't actually achieve total success. Here Is a more detailed summmy: 

Initial Stage: The base for the adventure Is the vlll~e of Aartuat. 
Here the team gets some familiarity with ~lans. learns a lltUe 
about the bad guys, picks up some crucial •helpers• In the form of 
figurines of ~tlan deities. and meets Its first demonic opponent, 
the weretherlon crocodile. Chapter 4, that portion dealing with the 
area of the Pool of Hapy, Is an extension of the village, really, and 
detalled separately only because of Its size and the nature of what 
could happen there. When the players are ready to have their HPs 
move on, they should have learned quite a bit and Improved their 
personas likewise. 

Second Stage: Chapter 5 deals with planned outdoor movement 
and tactlcal combat with bandits. It Is meant to alert the players to the 
power of the foe, and to give them pause, too. -nils might be a bit 

harder that what occurred In Aartuat ... • 
Chapter 5 concludes with a strange encounter at the entrance to 

the necropolis area. With Its resolution, the players should be 
lntelllgenced, suspicious of the seeming appearance of what they 
encounter, and aware that there are some very potent evils around. 
And that takes them to Chapter 6. 

1bls Is the Temple of Osiris, a place taken and run by the servants 
of Set some time ago. They pretend to be otherwise; the HPs get In 
trouble, and there Is really deadly peril to all. This portion Is meant 
to prepare the players and the HP party for some of what lies ahead 
In the Tomb of Rahotep. After success here, they are veterans, and 
they might be feellngjusUycocJ<ylftheydld particularly well. In truth, 
this feeling Is encouraged In the Introductory part of the final portion 
of the adventure. It ls likely to be crucial that personas have statu­
ettes of deities In this stage. 

1hird Stage: Chapter 7 Is the necropolis. The abandoned shrines 
and various sorts of tombs there are meant to mislead the HPs even 
as they actually learn. There are a few dues to the nature of the 
challenges In Rahotep's burial place, and lots of red herrl~. The 

size of the tombs, the guardians and evils, aren'taccurate reflections 
of what's ahead. lnaddltlon, thlslsalsoanopportunlly forthe<Xll'lOl?:rned 
gimernBel to devise such trainl1'll sul>«enar1os as he thinks needful 
for the survival of the players' Hf's. Regardle.s9 d exactly how this portion 
Ls used. It leads Inevitably to the denouement: ~p's Tomb. 

Chapter a Is that place. Here, figurines of deities will fade Into 
the background a bit. They will be of some help stlll, but the 
players will have to rely more upon their own ability, and thoae of 
their Heroic Personas, rather than such •outside· forces' assl~ 
tance In most difficult situations. There are three sub«agea In­
volved In this last part, a sort of miniature of the adventure whole. 
After only a bit of the place Is explored, the scenario makes It seem 
that the work Is complete. Of course It Isn't, but the stage Is set for 
the next scene In the act, so to speak. This occurs again about 
midway through the tomb. Mter both false conclusions, there ls 
opportunity for the players to discuss their progress, analyi.e their 
play, and gain assistance from the gamemaster In the form of 
critical commentary as their Heroic Personas are bolstered by 
awards of various sorts. When all Is finished, the team will have 
attained one of four levels of completion of their goal. Towards 
providing a "Triumph· against a foe whd must otherwise be too 
powerful for even a team of HPs to defeat, this scenario has 
provided a maglckal aid. This device consists of nine separate 
Items which must be found, retained, and eventually utilized 
properly by the Heroic Personas. 

The Nine IMI Objects: As noted, the Nine IMI Objects are critical 
to the total success of the HP team In this scenario. l"our are placed 
so as to be acquired with relative ease outside the TombofRahotep. 
The other five are within its confines and more difficult to discover 

and acquire. A completeexploratlon orthe tomb Is nece.nuy to get 
all nine. These objects are: 

The first. the Serpent Ankh, found In the village of Aartuat. 
The second. the Bloodled Moon, Is with the desert bandits. 
The third and fourth are In the Temple of Oslrl.s-the CJeaverof 

Set with the High Priest of that evil one, and the Book of ltemlt:y 
In the Island shrine of the Oslr1um. 
Within the Tomb proper are the remaining five: 

The scepter of Set lies In Area 6 of the Tomb of Rahotep. 
The BlacJ<ened Sun rests hidden In the altar In Area 12 d that 

tomb. 
The Nether/adder Is In the crypt In Area 17 of the tomb. 
The Seal of Shadow Is In the hands of Utat-nebbu, Area 22 of 

the tomb. 
The Cursed Star (a representation of Set's own domicile) lles 

upon the crypt In which ls the mummified body and preserved 
heart of Rahotep. 
If all nine of these things are held by the Heroic Persona team, 

taken Into Rahotep's hidden tomb area beneath the Mortuary Pal­
ace, and properly destroyed In the Hall off'lllars, as Is detailed In that 
portion of this scenario, then the group can actually destroy him 
totally. once and for all. If they fall to do this, they can at best check 
his progress towards arising as Unmortal. If they bring all Nine evil 
Objects Into the place but allow them to fall Into Rahotep's grasp, 
then It Is disaster, and the Unmortal Rahotep wields the powers of a 
Minor deltyl 
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GETTING THE HEROIC PERSONAS 
TO JEGYPT AND ONWARDS 

lf your players' Heroic Personas are not In !Egypt already, then refer 

to the Cssua/ Hethod of how to get them there. If action In your 

cam palgn has moved Into Pharaoh's kingdom, then sklp ahead to the 

Dired Hlssion portion. 

Casual Method 
The team has discovered the "Blemmyish Tribesman's Account" 

(see the end of thls work) and accompanying map (flayers' Over­
view Hap of the Oorge of Osiris Area). Investigation In their locale 

uncovers some or all of the story of Rahotep (as determined by the 
GM, but revealing his vUe purpose and the legend of his return one day 

certainly), save his current state and the dreadful power he will wield 

If he Is brought to Unmort.al status. They are thus Impelled to journey 
to the "Triple Kingdom• to seek the vast riches and to destroy the 

lurking IMI which guards this wealth. Stress that~ Is the most 
Heka-potent of lands, and because of this still the wealthlest too, but 

In Ancient times there were such vast riches as to make modem royal 

treasuries pale by comparison. How much might be buried In this lost 

tomb? enough to buy a whole JEropan kingdom perhaps) 
Travel Arrangement.s:Assumlng the prior acquisition of the In­

formation needed to locate the treasure site, the journey to !Egypt 

must certainly cost the characters plenty-50,000 to 100,000 BUCs 

each might be appropriate. This cost assumes ·on-world" travel. 

Think of the whole process. The story, the map, and all sorts of 
background data must be gathered. sure, you'll "feed" that to the 

players. but those portions of this work subsume the active research 
of the Hfs. Put another way-after you have read this scenario, It Is 

quite possible to set the stage personally forthe adventures herein by 

conducting a whole series of actions for your players to undertake 

with their personas. 
How do they get the ba.9lc Information? f"rom whom, and why? 

Where must they be to get It? What parts do they find In those 

locations? How much does the Information cost? Or can they obtain 

It by means otherthan payment? 

If you have the time, and If your players are active and capable, this 
scenario becomes the terminal segment of a far greater adventure. 

Oetting to~ can be quite a trick for the HP team to accomplish If 
theOMsodeslres. Yourtlmeandthetemperofthegrouparethemaln 

determinants of how this should occur. 
The simplest method Is to have the Hf group, or Its main elements, 

approached by a •mysterious" Informant (possibly an agent of some 
group opposed to the Accursed) willing to divulge Information for a 

price. They Investigate, find it is true, buy, and then make a "speedy 
and relatively uneventful journey" to that place where you can begin 

using this material. 
If you wish to spin It out. have the adventurers find dues to thls 

scenario during the course of a prior one. 1ben have them hunt down 

the specifics. And finally they determine how to get to .IEgypt. There­

after, they must. of course, actually make the passage to the place. 

The complexity of all that Is entirely dependent upon your creative 

Input; the work could well fill another scenario such as thls. Although 

you need only prepare as much as Is needed for the upoomlng 

episode of play, that's still a lot of work. Butnotethatthlslsagoodway 
to irepere your players for the rigors c:i this aclverE.lre, should you have 
any doubts abol.t their expertise. In any evert, think abo\.t the matter 

carefully, then choose the oi::tJon that be.<t suits you and )\'.)UT players. 
Then, according to your style, have them arrive In Rosetta and 

move on to the flayers' Starting 
lnfonnation sedlon below. That 
places them Into the stream of ac­
tion according to the plot .. 1be text 
wlll cany them all the way to the 

village of Aartuat before you know 

. ~. It, with whatever stops along the 
..---..- waythegamemastermlghtchoose 

-' "!""....::::!'.'. 
to liven thlng.s up ... 

Direct Mission 
If the campalgn Is based In, or 

play has brought the Heroic Pel"SC> 
nas to, /Egypt, then the game­

master will use a different ap­
proach. They must be brought to 
some city near, or actually to, 

Thebes by whatever clever ploys 

you devise. Thatshould be no prob­
lem, as It Is the royal capital and a 
teeming metropolis which should 

suffice. However you manage It, It 

Is done well. Tum next to the ap­

propriate section of the Players' 

Foreword. 
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PLAYERS' FOREWORD 
In the case of the campaign being set In A!.gypt. or where the HP 

team Is In the land for some reason. there Is llWe need for any special 
lntroductoiy material for the players. save the actual foreword. The 
Direct Mission approach can be used, so they will be met by the 
disguised Superior Priest of Thoth. Tehl-neken. and he will then give 
them the appropriate backgroW1d Information (see below). 

cuuaJ Approadu for the casual Mission approach. though. you 
need to read the following material to the players prlor to their 
receMng the backgroW1d details: 

• Aa far u the rest of~ Is concerned. theR ls no forgotten 
tomb In the neaopolls wlUtln the •ea known u the Gorge of 
Osiris. In facl It's likely that most A!gypUans haven't even 
beard of that placd To the wor1d, the site Is lost forever. but you 
and yom usodates know otherwise, and you even have a map 
which shows the gena-al location of the place. 

--rile map'• acquisition and a translation of the ancient 
hieroglyphs, and Its arcane code. have cost you deariy, but now 
you are certain that yom party will •trike what can only be 
likened to the mother-lode of b'euures, an untouched tomb 
sealed up a thousand years ago. after It was ftlled with riches 
and maglckal devlc:a suitable to the Internment of a great 
ardlprlest of all N4JYPt. 

-nie one burled. Rahotep. wu possibly a pretenda- to the 
throne, a virtual "1araoh for a brief period In any event. lbat you 
are •ure of. 'lhus. his burial place wlJI reflect his power and 
position when he lived and wu the first ecclesiastic In the 
mighty kingdom of A!gypt. rlo question. the effort. time. and 
money expended wu a worthwhile Investment. •• you hope.· 

This Is a good point for you to break and hand the players a copy of 
the Overview Map of the Gorge of Oslrls on page 46 for their perusal 
as you read on: 

-nius having already spent a sum equal to the treasure of a 
petty state. more has had to be paid over to get your group all 
the way to Thebes, a dty not too distant from the location of the 
gorge and Its lost tomb. Arriving In the 'Triple Kingdom.' and In 
the guise of noble and wealthy folk bent on seeing the wonders 
of this land. you have managed to progress from the shores of 
the Mare Llbrum all the way up the "ylle River to the great 
metropolis of Thebes, the capital dty of the llllddle Kingdom. 
seat of many of the temples olthe deities N.gypt. and 'Palace of 
"1araoh,' the place from which all the empire ls ruled. 

-in keeping with your roles. you have stayed In theflnestlnns. 
eaten ln the most expensive restaurants. entertained lavishly, 
visited the famous plac:a and seen all the sights-including the 
four great pyramids and twin sphinxes. Hunting. l\shlng. luxu· 
rlous accommodatlom. entertainment. the grand barge. and 
more have brought your purses to low condition by the time you 
reached Thebes. 

·such news therel A recent proclamation by Pharaoh 
TUthmosls IX announced that anyone caught desecrating an 
andentgrave(letalonedespolllnganoble'stomb)lssubjectto 
summary execution on the spol aam trlall What colnddence 
triggered this decree you can't guess. and you dare not query 
any native on the subject. So, knowing that there Is offldal 

concern over old burial sites. and spec:UlatJng that there wlJJ be 
watchfulness. and certain that If you are caught robbing such a 
place your end will be death. thlng.9 no longer seem quite as 
rosy as they did ••• Tough and capable as you are. the repute al 
the Prlests, l'lages. and warriors too of ~t makes It unlikely 
that force will prevail In case yom true purpose for being here 
Is dlscova-ed. 

"Knowing that once alerted, the minions al Pharaoh will be 
able to cany out their duty. you determined to be even more 
cautiom and drcwmpect as you proceeded. Thebes Is. u 
noted. not too far from the location you Ultlmately seek. Get­
ting to the town of Farnoc and on to the village of Aartuat Is not 
likely to be a dlallenge. Penetrating the Oorgeof Osbis without 
alerting any of the local population might be more diflkult.1be 
village ls only some ftve miles distant from the necropolis. 
f'Urthermore. there Is a temple, a place of Oslrls, ln the gorge. It 
might still be tenanted by clerics or that deity. 

-nie greater dlfftcuJty Is at the other end. so to speak.. that 
time when you've ftnlshed and are loaded down with wealth. 
You could not be seen carrying such spoils from the desert 
necropolis back through A!gypt. Some route of ult other than 
a retradng of your journey to the place needs be found. But you 
have had an inspiration. 

"rlomad ralda's manage to get through the westan blilrrms all 

the time. Your party could do the sameJ Howev~ that requires 
someone to guide you through the wales theft. and who betta' 
than the raiders. the nomam of the deserts of the west? 1'4one. al 
course. By careful. seemlnglycasuaL lnqulrles, you managed to get 
In touch with certain tribesmen. For a price these men put you In 
contact with other nomam. T\w'eg Warriors. Again. for a fee now 
and a larger one~ they agreed to mmt your party. 

-niere are ways through the Harkh·A~e range of old 
mountains, hills, and badland area on whose eastern verge ls 
located the Gorge of Osiris-known to them. In one month'• 
time. they promise. they will be waiting for you nes wheR the 
hidden track to the Dakhla·Amun oasis meets the main route. 
1bey will waft for 'two hands of moon-rises, no more.' for 
otherwise Tharaoh's Soldiers will come In 20 tJmesour numba' 
and attack u.s-and even warriors so great as Tuareg.9 can't 
ddeat that many enemies: 1bey will have extra horses. water, 
food. and everything needed for an escape all the way acroas 
the desert to the lands around the Mare "1onedum. Of course, 
you will have to give them a quarter share of your loot then. but 
that ls a small price to pay. "1onedan merchants, while thieves. 
will pay you handsomely for andent goods. antique Items, old 
coins and jewelry. MUUons. millions each. are the prospect tha'd 

-nie 50 desert flghters promised should likewise serve u 
sufltdent deterrent to other brigands too, whether Blemmylsh. 
Bedouin. or Berber. But the matter ls one which requires nice 
timing. You have suffldent time to manage It alL but not llDlch 
to spare. Become familiar with the locale. get In solidly with the 
natives. and make them think you are mere explorers-tourists, 
not tomb robbers. Then ftnd the lost burlaJ place, break In. 
gather up the wealth. and follow the track whose location Is 
shown on your map to the rendezvous. 
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•At Jut. all that .Wed upon. you returned to the matter ol 
travelllng from 1beba to the caravanseral ln AartuaL Bqying a 
place ln a train ol camele. lllllks, and honel aanylng goods 
watwanll to the deMl'U wu notcUlllculL YolU'route wlU carry 
you about a ecore olleagme l'J'om the rtver to the outpo11t town 
oll'llnloc:. and ..... nalmoet•tralghtoa an equal distance to the 
vlDage and lta way station. 1ba-e you wlU leave the caravan. 
remaining to 'aeetheland. hunt. and learnaboutthewayufthe 
N.Qyptlan barrens.•• 

Direct JlllMlona for the Direct Mission, you may devise such 
preamble u you deem be.st for your particular campaign situa­
tion. The account of the Blemmylsh nomad and the Overview Map 
(see end of scenario) will have come Into the posse89lon of the HPs 
Jn the course of their sojourn In N.gypt. Thus they will have some 
Interest In this area already. albeit one dampened by the knowl· 
edge that tomb pilfering Is a capital offense punishable on the 
spot. Meanwhile ... 

The Archpriest of N.gypt. Shemsi Neteru.f. a devotee of Thoth, Is 
concerned. He has meglckally a9CeJtalned that sornethlng Is afoot. 
for such dweomers as cloak the facts must rouse the suspicion of the 
one unable to penetrate the darK mists. Pharaoh Tuthmosls, how· 
ever. Is Indifferent to such matters. and his closest confidant and 
oompenlon Is the Set-worshipping Marshal Ahau-ahtlbek. Could the 
king be under the Influence of darkness? could he not bel Therefore, 
the prime cleric, Shemsl Neteru-f, oontacts secretly his fellows In the 
greater Temple of Thoth organlmtlon In the city of IQlemunen (sorne­
Ume.s called Khmun) ... 

The High Priest of this group then begins a careful Inquiry. and as he 
dlacovers details which point towards the worst. this Priest sends out 
his agenta to find suitable candidates for a certain mission. That 
mission Is. obviously, one to the Qorge of 0Slr1s to gain firsthand 
Information. eventually. the HP team oomes to the attention of the 
Temple of Thoth. or appears on the scene. and a superior Priest of 
Thoth. Tehl-neken, disguised appropriately, finding them of a nature 
suitable to the task. contacts them. After appropriate preamble 
devised by you, this one asks: 

•'Wfl1 you uncfertalre • llllMlon?'• 
As foreigners, the Heroic Personas will be violating no ethical or 

moral tenets. as reliable minions of N.gyptlan nationality would fear 
to do. by entering the proscribed gorge and doing one of two things 
asked by this eccl~astic: 

•y poM#ble. ftlllOve the IMI ona we are caUln ""* there. 
Mllcenoemn. though. andbdngproofaofthewklcedneaaand 
llJllllga deeda done by any you alay In the procetta. 11Jat done. 
iwtltNlll'ed that au ofyouracu wlU be regarded byl'halaoh • 
deed• he appl'Ovea. /fot oaly will you be allowed to retain audl 
pdae wealth u you mlsht take ln UU. J'l"OCOM• but the Royal 
'J'Ut.flnHNla wlUgntntyou~ too.AtwonLyouwlUbemade 
not only dd.,,. of JPgypt but Cbld• of l'halaoh •• .IUld you 
""9IJt be gnnted poaldom u wamo.. of ,,...oh w even 
5af"--' lie -. yoa are uacertaln and adda. "Die honon I 
~of lllC ,eae. IJdng made a Ollet l• something almllllr to 
lm/sllthood batowed by • .awnlgn ln A!ropu ldngdolDIJ, 
wlJIIe thel'1Ulb ofW.,,,,,,. and Salbearem«e prestlglouudlL 
and beal' gnnta of land.' 

•"lhllt la tbe optl111111D. If yoa lfnd the foe too powaful to 
conteaL you muat gather all the lnl'omJ11do,...._.,..oo{a are....,,.. 
datory--and bdng them heft to me. l'w UU., my organlatlon 
will pay yow apen.tet, at leut •gold drachma fOI' elldJ bit of 
proof twned over. plm thl'ee gold at.em apiece fw yow,.., 
aonal aenke. You wllJ haw: the ftfendahlp to 11Joth'• temple 
too. and If au goa well. tberelllf« the freedom to go wlHn you 
will ln Phanoh'• landa - honored guesta •• 

Doing a qukJr bit of mental calculation. you n:allu lhat the 
latta' otfa- comes out to 3,000 lWCa clear fw elldJ of~ no 
expenses. Any aort of aolld endence could pub lhat up to 
,,ooow JJ.IQre. /Yotbad fOI' a bltofnotllns around• you alshtaee 
ln new placal 

-n.lnldngyourhealtadonlaltomuna:rtalnty, theda1ctMet 
aomethlng lt'om hi• robe. and at he pl'Olfa It to ~ he ..,., 
'llere la a pane o/ allt'S", I 00 c:race.ata total, u an adt'IUICe 
against apen.tet. Talre IL and the ba1JJa1n la Miiied.' 

·you wonder how you wlU reach the place. ao quay the 
felJow. DJedetic.....u you that will beno problem. Traw:lup 
the /YyUe River will be a1Ta1J9ed, YtHB" party going u explon:n 
come to riew the mlshty atretchea o/ the Triple Kingdom. 
l'leara- to your destJnatJon there will be hoA.e. and au neca­
sary gear awaiting. De wlU turnl5b you with all ll«etN#'Y 
papen. but uatJI you MCCeed to MCb extent a• poaalble and 
retlun to him. you wlU otherwlae be on yo,.. own. II there ltt 
trouble. the Temple of 'IJJoth will deny all knowledge OI' coa­
nectJon. • 

Khemunen Is the seat of the Temple of Thoth. as noted. butAbydo8 
also has a major temple. from these two places. agents will be In 
contact with Thebes. f'arnoc, and so forth, and with the HP team, or 
their agent with that group. of course. 

To & From Famoc to Aartuat 
casual Approach:No matter how the team gets to Its jumping.off 

point. Thebes. where It will join the caravan headed west, the follow­
ing will occur: 

-an the namelae Jumble of mud dwelllnga acroes the river 
from the 1beban metropolis. you come to the uwe buallr to 
which you have been dlrectecl. 1bere Is lndeecl a caravan ready· 
Ing to head to Parnoc and westwards.• 

Oetting back can be by any means. Including the escape to the 
west. 

Direct Miss/oo:Assumlng that the HPs are on a Direct Mission. read 
the material below. (If not. do your utmost as gamemaster to see that 
they have no better armor than whet Is provided for hereafter In the 
Direct Mission material.) 

• your contact la there. and he bu aews whldl bnpacta you 
gra-vely. De teU. you lhaL 1n onf• to PllfN without delay and 
undue attendon ltvm o/lklala, none of you c:an wmr foreign 
1111JJOI'. Due, I haw: good A!gyptJan anDOl'fOl'yau, IJne aocodlle 
and hippo leathel', bolled and aet with plate. of pollahed hont 
urdnlorcemenU See. lalaohaw:camelsfOl'you todde. You do 
tide camd.s. no? Dona are not adnMble beyond Pamo<:. you 
bow. Sometlma Uwre are Nnd atonm. and tlHMe poor_,,,, 
mals do not aunl-ve them. •• •• 
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Tue protection be~ provided Is equal to 3/4 reinforced leather 
armor. If the l1Ps have better protection, and If there Is hesitation. read: 

•'Come, come/ To be seen la othel' than tbl~ wiH mean being _,/ 
detalaed. q~tJon~. and ~bly an ln..-eadEJlldoa. 11Je foes ) 
might leltrn ofyoul Do not wony. Yow pl'Opoty wlH be • waltJng 
YOW' relunl. ,. 

Nothing of Interest then occurs, unless perhaps It pertaln.s to riding 
camelback. The caravan leaves for rarnoc, a town of some 10,000 
souls, about 60 miles by road and track from the Nylle. rrom there It 
Is about the same distance to the little village. although as the crow 
flies It Is closer to 50 miles. forthose without the ability to ride camels, 
check twice per day for a fall. using PMCap + PNcap total at DR 
"Difficult.· ra11ure means a fall and 203 PD. In the case of Special 
f'allure 6 points PD times a l D6 exposure rolll 

Nobody pays muc.h attention to the HPs, and they manage the trip 
quite handily. It requires a total of sl.x days to reach Farnoc. everyone 
gains the K/S Sub-Area for riding camels at the end of the sixth day, 
with a STUP of 6, plus 1 point for each fall. Any HPs already with the 
ability to manage camel riding gets 3 points added to their S'rnef. 
(Already you're making the players happy!) 

Speclal Note: Although this Introductory material assumes that 
!Egypt will be found In the GM's campaign world, It Is certainly not 
difficult to manage the scenario on an entirely different basis. If this 
location can't be found ln your regular milieu, then add ltto the whole, 
even If the addition ls just the UWe piece herein. Mer all, what else are 
demlurges and wizards' guilds and the like for? Naturally, results will 
be expected by the Individual or group respon.slble for sending the 
party to N.gypt. The party's failure Is sufficient material upon which to •:.. 
plot a whole series of adventures after this one. 

If you use the above means, then at a set point In the adventure-­
say. after the group has done all It seems likely to be able to accom-
plish-utilize a similar one to retrieve the personas. As you read this -
work and prepare for play. lt will be necessary to add certain Items. 
Portals. et al. (Into areas of your own selection) which will enable the 
HPs to return to their own world. 

PLAYERS' STARTING INFORMATION 
Casual Approadt1 '111ow that you are well along yow way to 

Ute l'illage of Aartuat you have time after Ute end of eadt day's 
trek to dl5CUSS what you expect. how you will behave, what 
actions and ~ctlom might be needed to s ucceed. 1hus, Ute 
time passes swiftly.· 

Have the players actually take some time to do what Is related 
above. make final plan.s and preparatlon.s for the adventure ahead. 
Then move on. 

DlrectMlsslon1 -rto questJon. all of you feel coa.fldent of doing 
right. e..-en If you are unca1lilln of uacUyhow to deal with thoa 
uU..-ea with whom you wlH ha..-e to lataact. how weH you wiH 
manage the lnt'estlEJllUon. or what you wiH encounta and ba..-e 
to o..-ercome. But you know why you are going. ha..-e purpose, 
and are 51Ue of yow capabJ.utJes. Some more dlscus.slon •nd 
thorough preparaUon win be helplW. though. caretuI plillllllag 
15 a prerequisite to succe,s, (though you are fUlly • ware that 
mo.st planning goea out the pro..-erblal window on<Je the •ctlon 
begins ••• ).· 
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And here you have your players make their plans. Thereafter tum 

to Chapter 3. 
Also, please see the comments below for you, the GM, regarding 

the Blemmyish Tribesman's Account (also see the end of this sce­
nario for a complete copy of this •document•) which Is other Informa­

tion needed by the player team, and which you will furnish for them 

before this point when the action of adventuring commences. 

BLEMMYISH TRIBESMAN'S ACCOUNT 
The ·accounr Is what gets the Heroic Persona team started off for 

..t:gypt and the Gorge of Osiris In the first place when the Casual 

Approach ls used. lflt lsn 't k~ to their being there, It Is a part of their 

background Information nonetheless. Because they need this, we 

have Included the material as a separate page In the back of the work. 
If you do not choose to photocopy and hand It to your players, please 

tum to Appendix II and read It aloud for them. 

THE SHADOWS NOTATION 
In this sc.enarlo, as with all oommerclally prepared adventures, It Is 

lna.imbent upon the gamemaster to read the material thoroughly. 
GMs must familiarize themselves with the whole. They need then 

prepare for Its use In their Individual campaign play. This step In­
cludes altering what doesn't flt their approach to the game. and 

adding thoee personal details and touches which make the scenario 

·nt.. • When this Is done property, the players can ha"dly tell the work Isn't 
onewhlchtheganema5terdevisedhlmorherself,forltlslnthesame!lyle 

asthe restof thecampelgt. that which they have come to know and eq)oy. 
While all this Is fine In principle. In reality the execution Is usually 

lacking. That Is. there Is limited time and the group demands action 

nowl Thus. often times the harried OM scans the scenario, skims 

through the main portions of the adventure, and bashes on so as to 

keep the group happily engaged In roleplaytng activity. Then '9fn, 
even when there has been extensive reading and preparation, the 
material Isn 't the gamemaster's own. Perusal and famlUarizatlon. 

lndudlng those editorial changes mentioned. cannot make up for 

one of the following two factors: 
1. When GMs devise an original scenario. they perform all of the work 

from plotting the story to outlining the actlon seps. Labyrlnths are drawn 

by the GM. and challellJe.S set up and timed to suit that OM's group. The 

GM places with care each puzzle. foe. trap. and treasure. No anoort of 
reading and reworX!ng is quite the same as this creative process. 

2. However; after mastering several parties of Hrs through a sce­
nario created by another, commercial or otherwise, and making those 

on-the-spot changes. additions. and deletions as suit the GM. the 
story and setting become second nature. Then the adventure Is 

Indeed almost the gamemaster's own. 
You are reading this work. likely for the first tlme too, so It ls now 

logical to be asking yourself, •ttow can I possibly make this a success­
ful adventure? After all. I haven't a week's time to spend on ~ 
al I zing this. My players want me to start yesterdayr-So. spend as mudl 

time as you can. 1'1rstread everything. with frequent references to the 

maps. underlining. scribing In whatever notes you think appropriate, 

and so on. And as~ go, take a careful look at wta we have done to 

make your job ea51er so a5 to make this more liXe your own scenario. 

One Innovation we have herein Ls something we are sure will go far In 
ass~ you to better mastering of play-and help the players become 
more expert In marajng their personas too. In etx:olmter Key areas look 

for S11!AIDOWS. No, wedon'tmeanthoseUndead~suchasA. Meritt 

wrote about In his dasslc novel, Creep, Shadow, free p I Nor do we refer 

to the dangerous creature.fulng.s met In g:imlng or areas where llglt rays 
are blocked. S!nA!l>OWS means lnfonnation ... 

In those places where danger Is always imminent. the Heroic 

Personas must automatically receive some. then ask for and rely on 

Information supplied by you. the gamemaster. To assist you In this 
responsibility we have devised the SlrlADOWS notation. Whenever 

you see such notation, you can be assured that something Important 

and/or highly dangerous Is covered In the location. What you are to 
relate to your players through reading (or paraphrasing) Is, as usual, 

set In quotation marks, but the typeface will not always be the typical 

bold face one. There are three typefaces used Indicating three sorts 

of details given under thls form of notation: 
Bold: Cursory Information. Material written In boldface type Is, as 

usual. what you furnish automatJcally when some Hf enters or Is able 
to observe the Key area. This Is obvious Information, that which Ls 
readily apparent. gross detail. etc. 

Bold ltallc: Detailed Information. That printed In bold Italics ls 

data which you will add If an HP Is using careful examination. asking 

for details thus lndicatJng a scrutiny. 
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SHADOWS: l!.xceplional lnformalion. When something can be dlscov· 
ered only through the use of the Pen:epdon K/SAreas. maglc.k. or the like, 
we will Indicate the means by which theinfonnatlon cat be gained and the 

mat.erlal to be related will appea- In shadowfare type. 
Here Is what each of the letters of Si!ilADOWS stands for: 

ight, visual lnformatlon, what the HP or team can see 

earing. audial sensory lnformatlon 
lerts and/or Auras. lnduding the ·seeing" of (Heka) energy 

etectors and/or dweomers, another special sensing abliity 

required 

dors, the smells noted by an HP or the team 

amings, something which would be noted thus by an ob­

server 

pedal. whatever we haven't covered with the areas above 
To familiarize yourself thoroughly with these symbols, details of 

each letter follow: 

Sight: Humans rely on sight for about 90% of their sensory lnfor­

matlon. Ught Is the first conslderatlon. Is the light whatever kind It 

might be, sufficient forthe persona(s) In question to be able to gamer 

this Input? To assist you In this matter we add to the Sight category an 
·m· -Illumlnatlon and Dimensions. 

Under the ·1· wlli be noted visible light, and possibly informatlon on 

low and high light spectrum radiatlon. 

Under the ·o· we will give the area's dimensions, for the extent might 

prevent visual lnformatlon lnpl.t beyond a radial lllumlnatlon area. 
Next we'll call your attentlon to any outstanding thing which would 

be seen Immediately-possibly fuwted upon so as to preclude ·1ook· 

Ing" elsewhere without a specific lnstructlon from players as regards 
their own HPs. Otherwise, the wealth of visual data will be covered in 

the broad general players' informatlon and OM sections as appropri· 
ate. Good players have their personas "Look up, look down, look all 

aroundl What do I see11· Where possible we'll give you details of the 

ceiling. floor, walls, and area features and contents. You'll be able to 
managesuchexpertplayma.sterfullythuslYourplayerswlll·feel·that 

their HPs are ·there,· and the adventure will be ju.st that! 
Hearlnga Auditory Input Is a human's second most relied-upon 

sense. Regardless of the actual Importance of sounds discernible In 
an area, some lnformatlon will be given, for few places are absolutely 

still-especlally maglckal ones. You, as gamema.ster, might well de· 

cide to withhold such lnformatlon from a party of noisy personas, of 

course. or those lnattentlve to what you are saying. They are, obvl· 

ou.sly, not listening ... 

Alerts/Auras: A device (of majckal or technical sort) will ~bly 
trigJer al alert. Auras are another matter. In truth, m06t of us haven't the 

f<>ooiest Idea about Auras and as to how they mlgit appear. Yet the ability 
to ·see· or otherwise ·sense· personal or flowilYJ energies is not unoom­
mon In many genres. Because of thelr Importance, this lnfonnatlon Is 
presented next In order aft.er the two major sensory abllltles. 

Alerts are some personal sensory or like stimulus which bring 

notlce of something to the Individual able to get the message from the 
device. A light might bllnK. a tlny voice speak in an Implanted micro­

phone. a maglckal Charm pulse or gro~ warm, etc. 

Auras are detailed under ·Heka-engendered Powers, Powers, and 

castings• In the rules. of course. However, the simpler ones which 

follow might be used Instead or In addition: evil/Good, Death/Life, 

Fear /Calm, Madness/Sanity. Depresslonjexhllaration, Danger /Safety, 
Hatred/Benevolence, and so forth. 

Aural manifestatlons will be noted as faint. dim, moderate, or 

strong. Thus. you might read: ~ere is a faint Aura of calm and a dim 
benevolence prevading this area.· These might be falsely engen· 

dered, of course. There might be one Aura several, of none thus 

detailed in a given area. 
fnergy (ffeka) radiation Is likewise detailed under •tteka-engen­

dered Powers, Powers, and castings· In the rules. The modifiers for 

the strength-faint. dim, moderate, and strong-will be used for 

sensing (maglckal) energy of this sort. 

DetectorsJDweomers: Detectors are general sensory devices 
which tell the group about something they are not otherwise able to 
notlce. A Geiger counter's dicking to Indicate hard radiatlon level is 
a typical example. The detector might be a maglckal device, of 
course, such as an Amulet, Charm, etc. 

Dweomers, on the other hand are magjckal castings or Powers 

employed to get lnformatlon of the same sort as might be delivered 

from a device. The sort of detail given will be generalized thus: 
Heka Source: Preternatural (P), Supernatural, or (rarely) fntl· 

tai (f). Mixed, Negative, or P~itlve Heka force will be stated. The 

strength of the energy will be noted as Is usual-faint, dim, 

moderate, strong. Thereafter a detail of the type of effect which 

has been engendered will be given, so that the QM can inform the 

player If the persona Is able to detect such data Typically this wlli 

mean that something about Illusion. shadow maglc.k. a Curse, 
sorcery. witchcra:ft, etc., wlli be given to you. 

Odorsi The olfactory sense Is liWe used in humans. Occasionally, 

though, some smell is so strong as to be obvious and Intrude upon the 

consciou.smlndofthelndivldualsexposedtoit. lnsuchacaseyouwill 

see emphasized typeface. lnall otherlrW.anoes the data will bestaed for 

the gamemastet and it will be left to him to dedde if and when It will be 

passed along to the players bealJse of the actions of the Hf'S. ~ 
sanethlrll such as : ·My persona tests the air with his noee. • a "Du!Jll 
sniffs fa odors,· 1s a call for Immediate reJea9e d aqy such Information. 

Warnlng.s: Sometimes there are obvious signs which would alert real 

adventurers similar to those be1r1J enacted by the players through thelr 
Heroic Personas. Sometimes there are Ies.s apparent. muted danger 
signals. True or false, when there Is anything d this nature, even though 

It might well have been mentioned in a foregoing section. extraitiention 

will be given to that thing herein. OUtstandl1'] ones will be noted boldly, 
while those more difficult to discern will be treated as are odors. 

Spedal: ftnally, this catch-all category Is here to pick up anything 

of note or of critical Importance which was not Included in any of the 

other categories. Feel, for Instance. will detect heat, air movement, 

slippery footing. etc. Taste will sometimes be germane. If there 
should be a notation here In bold type, be sure to carefully consider 

the material and relay it in appropriate fashion at the correct moment. 
In summation. the purpose of the SllnAIDO'WS notatlon Is to 

convey to gamema.sters all of the key data and to assist them in 
passing It along to the player group as such sensory lnformatlon 

would be learned by actual persons undergoing a real experience of 
this sort. Mast. albeit not 90%, of the mate.rial will be found In the visual 
sedion; bl.t the remaining 40%, a even 10%, will be of helpful. often 
crtticai, nature. 
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1be true beginning of this adventure Is this moment. the tlme 
when the Heroic Personas arrive by caravan atAartuat. They will have 
come along the farnoc Road for six days. and the sight of the bright 
green vegetation and rest.Ing place should gladden their hearts. 
Thus: 

'"The caravan winds through the rock and sand all day. but 
near sunset it ftnally arrives at the place which you plan to 
make your lnltJal base of opuatJons. the village of AartuaL It 
is a welcome sight to all. Tall palms and a variety of lower 
vegetatJon glow with lush verdanc:y before you. 1here ls water 
ahead.thlck·walledbulldingstokeepoutthechlllofthedesert 
night and the heat of the day's bladng sun. A bath (with any 
luck), a propu meal, and a good rest aR all you really need 
right now. 

'"The distance you've covered since leaving Parnoc is nearly 
60 miles. your route heading generally west from that town to 
bring you to AartuaL Your destJnatJon isn't much of a place, 
but It is better than the wastes you've passed throughl 1he 
village ls a collection of small buildings or mud brick or stone 
surrounding a large caravanseral so strengthened as to serve 
as a forL 1'omad raiders certainly abound in thlsreglon, as that 
construction testJftes. 

-romorrow. the hundred camels. mules, and uses which 
bear the burdens carried by the Famoc caravan will depart at 
dawn. Amidst a great uproar of yeUlng and shoutJng. as drom· 
edaries groan and spit. and mules and asses bray. whipped. 
pushed, and pulled to start them westwards once again. the 
train will be on its way. By sunup they will be gone. wending 
their way towards the Dakhla·Amun oasis, Aarlwtt being the 
halfway point on this leg of the endless caravan routes which 
criss-cross 1'orthern AJ'rlk's deserts and barrens. 

•According to your rough map, this unprepossessing collec­
tlon of habitations is very near to the necropolis hidden In the 
Gorge or Oslm. Certainly the villagers will wonder why you 
stayed in Aartuat instead of leaving with the caravan. but you 
have a story prepared which should suf'ftce to cover that 
matter. 

-nte master or the train has Informed you that your group 
can stay in the caravanseral for an lnddtnite Ume without 
charge. 'Our Great Pharaoh thus provides comfort and safety 
for au travellers within the boundaries of his mighty king· 
dom.' the fellow related to you with pride. But you have heard 
of such wayside rest houses elsewhere. If those or ~ypt are 
similar, there will be a big dormitory room or two with wooden 
benches for beds, much noise and commotion. and sand 
flea.-the permaneat tenants-by the score to give you glad 
welcome. 

-niere is a litUe stream running across the track. bisectJng 
the village. .You see that it flows generally northwards out into 
the waste: tangled brush at the edge of Aartuat giving way to 
saubby growth marks its course u It stretches on Into the 
desert. You know that the sand will swallow the trickle before 
a few furlongs further travel. However, before it disappears, the 

water makes many litUe ftelds and garden plots grow, and you 
see domestic ducks and geese in numbers here. 

•As you come near to the square comtructJon of the caravan­
seral. you see uniformed men bearing arms. 1here •e solcllen 
h~. and that's good news, ln one way at least. llllth military 
present. Udevery will be kept to a minimum. You'll Dad but a 
single member olyourteam on watch through the nldll to MllAft 

that no one steals your bdonglngs lWbfle the rest slumbft'. • 

If the team Is on the Direct Mission, then continue on with the 
following: 

•Somewhere la tbla "'1l•gela tbe penoa who la yOlll'coatact. 
ud you will mve to begin aeardJIDg forblm. «her, tomonow. 
Comlderlng the alze of tbla place, It aboulda't be mucb of• 
chore. •• 

-rhea there'a themattaofthecamela.It would be far better 
If you could 11J1UJage to trade thoae thlnga I« good boneal 

·/Yo question about It. you'H bare plenty to do tomorrow, 
checldng out tbla place, gettlng to know bow th.Inga opa-•te 
here, and trying to nnd decent •nlllMla to ride,. 

GAMEMASTER'S NOTES 
first, because of Its location, the villagers all know at least a 

smattering of Trade Phonedan. M05t have a fair command of the 
language. so the HPs should have llWe trouble. save In trying to read 
hieroglyphic wrltlng. Both the ancient and newer fonns are used 
lndiscrlmlnately In Aartuat. 

1be caravanseral Is both a hOBtel for passing travellera and a small 
military post. It Is a relatively busy place, the east•west trade being 
active and a caravan from each direction stopping at lea once per 
week. Combined with the soldiers. this brings a fair Income to 
Aartuat, and the folk are content thus. They have water. plants. fields 
and livestock. Income from passersby, and protection from their 
king's troops. 

1bere Is some commerce with the residents of the Temple of 
Osiris and their minions. Nobody In the village wlll speak of that, nor 

will they Identify anyone as being associated with that place. It Is as 
much due to superstition as to any Intransigence. The forbidden 
nature of the gorge has been Ingrained Into these folk from earliest 
childhood. just as it was In their parents. grandparents. and so on. 
Some suspect that the new servants of the temple In the forbidden 
place aren't •rJght. • but that makes them all the more uneasy and 
silent. Only the Priest. Merha-eptut. Is certain that they are of dark 
nature. but that matter Is covered later on. 

1bere Is no question about It The Hf team should, even If casually 
cometoAartuat(asopposedtobelngdlrectedherebytheTempleof 
Thoth). remain In the environs of the vlltage fora few days to learn the 

lay of the land and to get to know the~an culture a UWe better. 
Naturally. the train master examerated when he spoke of the hospl· 
tallty of the caravanseral. After two nights. nobody Ls allowed to 
remain longer. save In emergency such as stonn or attack. Thus, If 
they haven' t already decided to move to more comfortable-end 
private-quarters, the HPs wlll be forced to take lodgings at the 
tavern. This has benefits .. . 
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While the HPs remain In the caravanseral. the guards there wUJ 
keep a suspicious eye on them. for these troo!>-' have no love for 
foreigners. Most they've enoountered have been either raiders bent 
on killing them or else merchants and traders desirous or fleecing 
them or their pay. Although the oommon folk or the village will be 
suspicious. they will not shun the Heroic Personas. and they treat 
them with a show or respec:t-65 long as they pay In good colnl 
Remember, the people here love to bargain a UWe. so prices will be 
lnlUallylnnated to about twice the expected amount. The~lans 
haggle as well as any Yarban trader or Phoneclan merchant. It Isn't 
dishonesty. but 1r the HPs agree 
to pay more than they should, 
then they are "cheated" out of the 
extra cash. That's the way of the 
land and In no way Immoral. 

If the group decides to stay at 
the tavern. all well and good. Their 
property will be left untouched. 

Stealing Isn't permitted ln this es- E~.f!::.~~~~ 
tabllshmen~bad for business! 
Of even greater Import Is the con­
tact with the village folk and oth­
ers too. Besides getting to know 
the hone.st villagers and possibly 
meeUngKhonsu-khalbet here. the ... .._--=-,=- -. 
HPs might run Into some of set's 
followers Incognito, oome from 

theTempleofOslr1sto buy provi­
sions In Aartuat. or else a handful 
or similarly disguised bandlts. If 
the ff Ps are liked by the locals. 
they will learn that the ones they 
seek areseenregularty: •strang· 
en come hue from the north 
once every few days or so. We 
seldom see the same faces 
twice. although after a while 
you can recognize them. 1bls 
has happened for almost an an 
(year) now. They buy food from 
us, get much from that viper, 
Hept-f-hra. eat and drink hue, 
and then dlsappear back to 
whuevutheycametrom. • The 

HPs won't be able to flnd and 
capture/ questJon any of these ln­
dlvlduals. but the Information 
should be Invaluable tothelrptan­
nlng. 

In addltlon, If y ou are con~ 
cem ed about the viability of the 
Heroic Personas, due to player 
Inexperience or persona ablllty 
development. you can Insert one 
or more mercenary OPs here. 

The OP(s) will be ·pass1ng through, · seel<Jng to join up with a 
caravan In order to earn some dinars by serving as guards. It ls up 
to the OH to devise the Information for such Individuals, but using 
the stats for the guards of ffept-1-hra or the bandits (Chapt.er 5) as 
a base and altering them a bit works very well. It Is lnadvlsable to 
bring In more than four or so. If need be. this can be done first airer 
any encounter, or more can be hired later, say after the encounter 
with the outlaws on the way to the Oorge of Oslrls and/or airer 
completing the adventure In the Temple of Osiris. Remember, 
though, this Is a measure which Indicates a definite lack on the part 
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of the plqen and their ffaolc Personas ... 
Should they think It better to not stay here but camp out near 

Aartuat. then local folk will pay nlghUy visits to their plac.e In order 
to see If there Is anything they can •find.• Again. remember that 
90Cletles and cultures differ. Here, strangers are fair game as far as 
theft Is concerned. Compared to the poor residents of the village, 
the Heroic Personas possess considerable wealth. Taking thinWI 
from outsiders Is accepted practlc.e. not a a1me or evil, and 
anyone not attempting to do so would be considered either wealthy 
or crazy. So. each night a few locals will creep Into the encamp­
ment and see what they can pilfer. Once each night at least an 
Initiative roll must be made, and If the result Indicates the ffPs 
are SUrprlsed, then they have Jost something belongng to them. 
You must decide what this Is, based on where they }(eep their 
animals and belongings. No Swprlse means that the personas 
"hear something near their camp, but what.ever It was must have 
been frlght.ened off. .• • 

In truth, there Ls plenty to learn. acquire, and do In Aartuat. 
Obviously the HPs need to meet Khonsu--khalbet. the elderly eccle­
siastic, and ddroy the demonllng sent to slay the villagers or 
frighten them off so as to make the place one suitable for yet more 
evil folk to Inhabit-bandits, rogues, the faithful of Sebk and Set. 
There are minions of Rah<tep In Aartuat, and they have been telling 
fearsome tales, stories aimed at ridding good folk from the locale. If 
the Heroic Personas get to know the villagers, become friendly with 
Atmu-OtotlHahatandsomeof the regular people. as well as Khonsu' 
and Priest Merha'. all will be well. Should thereafter they become 
embroiled with the wicked ones there--Hept.f·hnl's group and the 
malign trio ofpeasam brothers In Small Swelllng 13--the villagers 
will side with the HPs. and this will sway the troop commander to 
report favorably. Then again, all of what they say and do will eventu­
ally get back to someone of Importance .•• 

What happens If the Heroic Personas cause trouble In the vil­
lage? Perish the very thought! The soldiers and villagers will com­
bine to redress the matter with all due haste, of course. The troops 
are neither stupid nor rash. They will assault the Heroic Personas 

only If they must do so In the course of their duty. Murder. unex· 
plained disappearance, robbery, burglary. and the rest will point 
In but one dlrectJon, straight at the newcomers! The first thing to 
occur will be the sending of a message reporting what has oc­
curred. This communication will be by carrier pigeon (about three 
hours flying Ume) and a galloper (about 12 hours riding time) too, 
to ensure that headquarters In farnoc knows the situation: •ror­
elgners In Aartuat. Serious crimes being committed.• from receipt 
of such Intelligence, farnoc will use both maglckal and mundane 
means to learn more and Investigate. A team of police Investiga­
tors, a troop of horsemen, both, or even a full«:ale rescue mis­
sion will arrive In two or three days after re<:elvlng such an alertJng 
message. In a worst-case scenario (for the offending HPs). a full 
regiment or 500 cavalry, with a Priest-Mage or two along as special 
Investigators. will show up In three days' time. These men will be 
there to take the offenders back •dead or alive.· There will be no 

aid from the Temple of Thoth. ~en the ~ants of lMI will shun 
them, for the strangers will have brought unwanted attention to 

the area. 

Behavior of the •1east undesirable• aort will rouse the Ire or the 
local commander. not to mention making the villagers hOlltlJe. One 
or both or the following will then occur: 

1. A normal mes.ge reporting susplcloua strangers In the 
area of Aartuat and the Oorge of Osiris will be sent to l"amoc by 
carrier pigeon. This will bring a Priest-Mage and several warrtor­
clerics to the scene In three days, and the former will have the 
authority to arrest the group If he believes them to be a1mlnals. 
If the offenders have left. these worthies will follow ... 

2 . A troop of cavalry consisting or two officers. one medial 
grade Priest. five NCOs and 4-0 men will come riding Into the 
village In 103 days time after the above group has arrived. They 
will take note of all that has oocurred. and then they will aeek to 
set matters right. Alone. or In coztjunctJon with the kherl-bebu 
and his men. they wm aeek to take the offenders by the heels, 
as It were. 

Meantime. naturally, those residents of Aartuat able to be of 
service will do just that. volunteer &!Slstance In whatever manner 
they are able. The Priest of Hapy and Khonsu-khalbet lend the 
soldiers considerably more force. tool 

In short. Instead of an adventure to defeat ivn. my situation like 
those cited above makes the HPs trouble-makers and puts them ln 
a position leagued with the forces or wickedness and corruption. 
This ruins the scenario. Prevent rowdy behavior and afmlnal actM· 
ties by Heroic PttSOnas by whatever means are apropos to the 
campaign, your style of gamemastertng, and the players' capacity for 
remon. 

But let's be positive and assume that the peraonas are played 
· Intelligently. They show themselves to be tough but honest folk, not 
all that different from the villagers despite their strange appearance, 
speech. and dress. They make friends, do useful thl11g9, and stay the 
Demoncroc (~unter Area 16), possibly uncover and deal with 
those who caused It to manifest Itself In Aartuat and then ac:tualJy 
bring back evt~ of the malign ones and the M Infesting the 
Oorge and Temple of Osiris I Then soldiers and civilians alike will tum 
a blind eye to all else the HPs do, within reasonable parameters. of 
course. tven higher ranking authorities coming to Investigate 
whatls going on will be prone to favor the Heroic Personm. moving 
carefully and cautiously, giving them time. and possibly overtook­
Ing t.ransgressfons which are legally wrong but harm the baneful. 
After all, not many /Egyptians. outside the narrow cult of true 
wickedness, want an Unmortal thing or monstrous sort and a sea 
of vilest IMI flourishing In the neighborhood. let alone ruling their 

natJonl 
Before the HP team set.s out for the Oorge or Osiris, they should 

Investigate the Fool of Hapy, or course. The pre~ text directs 
them thus pretty strongly. but If they somehow manage to bypass It. 
lt isn't a fatal thing, They wm probably return to the village, and you 
can then get them to visit thePriest. lfnot. well, that's the W81)' ltgoesl 
There ls nothing to prevent them from riding off through the desert 
without further ado. 

If they ride around In the desert. be sure to consult the OUt.doors 
Random .fncount.ers section In the appendix. If they leave Amtuat 
by road north, then move ahead to Chapter :5, Desert Road to the 
Oorge. 
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ENCOUNTER KEY 
The following e:itrl'!S are descriptions of the numbered build!~ 

and areas indicated on the map of the Village of Aartuat. All structures 
shown without number key are miscellaneous UWe dwelll~. shops. 
agricultural storage bulldlngs and the like. They contain no one or 
thing of slgnlflcance 

1 The Caravanserai of Aartuat 
The contact, Khonsu-khalbet, can be met here. See 17, below. 
Observant personas will note that the sand.stone walls of the 

structure are some 30 feet high and about four feet thick at the base. 
The buildlngs Inside the place are 25 feet high, the rooftops providing 
both space for normal activities such as evening cooking and eating, 
sleeping. etc .. and for fighting In time of attack. 

The exterior dimensions of the place are 180 feet east and west, 

120 feet north and south. 
This place has a contingent of soldiers. of course, a.s the Hf's will 

soon learn. 
Ouard force Hlssion: The military ls present at Aartuat Qnvan.. 

seral to keep the peace Jn It and the village, as well as to see that 
commerce flows smoothly, and that traders and merchants and 
their animals and goods are secure anq unmolested. Thus, they are 
ant:J-alme and are present to prevent raiders from stt:acklng this 
place or caravans travelling nearby. To a lesser extent they watch 
to see that no large force of nomads penetrates the l<lngdom 
undetected. The communications system with l'amoc, pigeons 
and riders both, Is almed at bringing thJs SOit of Intelligence to 
higher headquarters. They garrison the strong point too, keeping It 
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as a thnW Jn times of peril while they await reinforcement. It Is 9596 
c.ertsln that their messages 'WIU get through to fsmocl 

I.As Gatdlouae P..ntrywayi -ibe line of men and anhnals ap­
proac:ha the c:aavamenl. A high towa- altuated In the central 
portion ol the north wall HIWll • the gateboU9e. You ride 
through the pMNge. for the entrance 19 IO feet wide and some 
15 feet high. A eoldler on either aide of the gala watchell the 
newly arrlvecl train with keen eya. • 

8oth soldiers at the gate wear culr boullll (as do most other such 
herein) which Is the equivalent or hair reinforced leather armor. 
Sheathed short swords are at their waist. f.ach holds a six.foot-long 
spear. They have small tower shields resting against the wall behind 
them. beside which are their unstrung medium composite bows and 
C8.9eS holding 12 arrows each. They wear knee-length white smocks 
belted at the waist. over which their armor Is fitted. Their leather 
cops are likewise covered by a white cloth. for night and desert 
wear each has a long. cowled cape or pale yellow with narrow 
stripes or brick-red. 

If there Is an attack. the two guards will defend as they shout the 
alarm. Any commotion will bring their renows running. There are 
other guards In area 10. below. and also sleeping In the tower. 

The tower Is~ by 30 reet square. 40 reet high (lndudlng a five.foot 
high, crenelated battlement), and has five-root-thick walls. A narrow 
passage flanking both sides or the entry passage enables archery 
through slits. Stairs from these side passages lead upwards to the two 
upper floors of the tower. There are arrow slits piercing the side and 
outer walls or both stories, shuttered windows on the wall which 
overtooks the Inner yard to the south. 

These two chambers are barracks for the enlisted men or the 
Infantry platoon mslgned to this post. Thus, each floor houses a 
squad or 10 soldiers and two corporals. 

In addition to the two 80ldlers on guard duty, there are at the time 
or arrlval of the caravan 11 soldiers sleeping on the second floor 
barracks room. If there Is an alarm. these men will each don their 
armor and be armed In 203 + 4 8attle Tums. for full details or these 
menandallthesoldlerslntheplaceseetheOPStatlstlcsaft.erChapter 
9 of the adventure. 

18: Inner Yanb -You are now Inside the caravameral. There 
are atructmee built to either 8lde and against the south wall eo 
astomaketheopenspacehefteome 1 IOfeeteastandwest. 75 
feet deep. 1he main building seems to be the one to the south. 
that directly opposite the gate tower. 

91he yard ls open. duaty, and dirty. How many thousands of 
pack animals have left their wastes on the dry ground here you 
can't guess. It smells Uke a farm yard, of course. even though 
there eeems to be a fellow ready to clear any dung dropped by 
yourcaravan'sbeastsofbunlen.Besldesthecotofdoves, eome 
rabbit cages. and a score of chkkms wandaing about. there 
are a dozen people In the yanL lndudlng another pair of armed 
eoldlf:l'll lounging at the entrance ol the big place which ls the 
chief bulldlng of the caravanseral. • 

If any Heroic PenJOna asks for details of the people In the oourtyard. 
read:· A quldf cormt.eveai. JOdvlllam. onei. tbe•weep« with 
wfledbmTow and shovel ready to collect droppings. 7he othen 
appear to be u follows: 

·A food coo.Ir« with bna:ler ud aewn of meat ud 
Wlfletablet: 

•A MJaJI ..min begg#lts for colm: 
•...tnoldwaelllnglblnlJaldllc:lunlsfatbeAMPW..a.r... 

udtbellli~ 
•A womo with beslret.. of bnlHI me i. .abtg: 
•A grubby lad wlJo ._....to be ollafatl to ...W with the 

an/ma's •Mable boy JD09t Deir, 
•A.not11er womo adllng ber nres, tbla being aome falrly 

nice looldDg pottery: 
•A feUow alttlag Giii tbe ground bedcolllng to the new 

anlNJa: 
•A mu with a C:.C and bulreta ofNl'low .ftwlJ ltulta ud 

wesetable&. 
The folk here are villagers. They will be around every day, save for 

the peddlers who come only when there Is a caravan. 1bere are two 
of special Interest, but each Is detailed In brtef: 

The dustman Is an OP or very ordinary sort whose job Is to des the 
refuse from the caravanseral. He gets only a few BUCs a day for this. 
butthegarbegeandwneheremoveslsusedtohelpfeedhlsanlmals 
and rertlll7.e his llWe garden plots, so he Is oo~nt and well enough 
off. 

ThebaldPrlestlsMerhaeptut.servamorthedeltyortheNyUeRlver 
and all fresh waters or A!.gypt too. Hapy. Merha' la a plump and sm11lng 
fellow. g:>od. honest. and kind to all-e perfect one or Hapy, In fact. 
Any donation will be welcomed. If an HP "ves more than 20 BOC.a. a 
silver ~ perhaps (25 8UCs), he will receive warm thanks. If 
one or the group In toto contrtbutes 100 8UCs or more and demon­
strates any Interest In his deity, Merha' will offer to take them to the 
shrine In his dwelling place to pay respects to ttapy and learn about 
him.~ Chapter 4, 8-10, hereafter, for details olthls. 

The food cooker's kebabs have a wonderful aroma when they are 
cooked sizzling over the fire. They are quite tasty too. One little 
wooden skewer or mixed Ingredients CO!U 1 dinar (8UC). Two or 
three will satisfy a light eater. The man lives In one or the uwe huts 
nearby. 

The ulChin beprls a shifty llWe chap who wm ftltch anything from 
stranger&-eSpedally those who don't treat him welll When watched, 
he Is smart enough to do nothing more than ask fora few amall colM, 
say tin 11181u1Ju (0.05 8UCs) and brass abtu (0.25 BUCs). If he gets a 
copper tek (5 8UCs) or that equlvalem In d/nam and other cdns. or 
more. he will disappear for the day and trouble nobody. If not bought 
off and unwatched, the boy will attempt to ateal 80llle snail and 
valuable Item. His Q1mlnal Actlvltles. Physical K/8 81UP In this 
regard Is 40%1 This small villain Is the 900 of one of the two bad men 
located at Dwelling 13, and the 91ntemmter Is referred to that text for 
more data. 

The Amulet seller offers worthless llWe trinkets which have no 
value at all. even those he Intimates me good to protea eglllMl 
poisonous animals, wild be.ast& etc. He ~ from a ~ (l5 

8UCs) to a tek (5 8UCs) for the trmltles he has. but be wm take about 
one-fifth that prtce. the real trinket value of the 8lUfl'. 

The woman purveying bread sells a small loaf for I dinar. A loaf 
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Is round. flat. about two Inches hlgn. and nearty one poW'ld In weJght. 
The bread Is nothing special. but It Is nutritious. 

The stable boy Is a "volunteer.• He hopes to get a few colr~ for 
helping to unload, feed, water. rub down. and otherwise care for the 
pack animals. The soldiers put up with him. but lf he gets In their way 
they give him a klc:J(. m do most membenl of the caravan. If an Hf 
treats him well and gives him more than S dinars. he will warn that 
Individual about the t>emar boy's stealing. 

The woman with poltery Is from Area 7. below. She comes to sell 
excess wares to the passersby. The plates. bowls,~. pots. cups. 
etc .. are rather welJ.made and nicely colored. Pr1ces range from a 
dinar for something small to about 2 to 4 teku (10 to 20 BUCs) for 
larger ones. 

The slttJng man Is a local storyteller. He first a5M all newcomers for 
news, tales, and so forth. Natives. of course. know what he does. and 
they usually come readily to his presence. When he hM a good group 
assembled and their talklnghM brought him all the news and ~p. 
he laW'lches Into his work. All who stay and listen to him are expected 
to gve him money-a dinar or two ls the usual fee for a tale well told 
and liked. 

The fruit and vegetable peddler b~ the produce of the local 
gardens and groves to thecaravansera.I. The stuff he offers ls fresh. He 
grows some himself. buys surplus from other farmers of the village. 
and sells It to caravans. The provisioner. Hept.f-hra (2, below) l1'ed to 
sell here as well. but the competltlon drove him awff:I, for this fellow 
doesn't lPugel J"rult or vegetables cost about one-half to 2 dlnsrs for 
a large serving for one or two peRIOll~. or a nibble for each of a half­
dozen or so. say. The people of the caravan buy his produce for their 
evening meal. breakfast. and the trek ahead. Small melons. oranges. 
onlon.9, leeks. carrots. and big radlshes seem to be the favorites. 

1 Cs West stablei "You see a long building with large woodm 
doors In the cientc:r of Its east wall. the one fadng the yard. of 

If the Hfs happen to go In.side: "'lhe lntaior Is about 70 feet In 
length. l5 feet deep. It ls all open. with brkk pillars supporting 
the celllng. To the 90Uth there Is a narrow ftlgbt of steps going 
upwards. The cidllng ovahead Is about 1 O ~ and tha'e •e 
openings In It and ladders golng U.ougb them.• 

This ls the place where camels are kept. The.re ls room for some 20 
such animals herein. If there are more animals than this. they shnply 
5tf!li outside In the yard. A flight of steps Inside leads to an upper 
storage area and quarters for four civilian laborers attached to the 
caravanseral. 

If the HPs venture to the second story they will flnd nothing of 
Interest there save some odd bits of camel tack. fodder, empty sacks. 
and pellets and personal belonglng9 of the two workers. The.re are 
steps and two wooden ladders a.. well leading to the flat roof above. 

ll>i East Stables "You see a long buDdJng with large wooden 
doors In the cienla' of Its west walL the one facing the yard. of 

If they happen to go Inside: "'lhe interior 18 about 70 feet In 
length. l5 feet deep. lhereare aght boxstalls to the north. and 
the Rmalnda' of the area Is open. save for occulonal brick 
plllars supporting the cdllng. To the south there ls a IWTOW 

fllghtof atepe going upwards. 1he callng ovahead Is about I 0 

feet. and there are openings In It and laddua going through 
them.· 

1hlslstheplacewherehorses, mules, andassesarekept.1hestalla 
hold the excellent genets belonging to the Sth Ueutenant (CO), his . 
subaltern. the plaoon sergeant. and the cavalry squad attached to 
the Infantry platoon: nine total war ho1"8eS. 

Above are storage for fodder and equlpmem for the troopers and 
the quarters for the flve men and their sergeant. In ca.<Je of an alarm. 
these men will be armored and armed, with steeds saddled, and 
ready to fight afoot or moW'lted In 403+2 BTs. They wear belted 

smocks of pale mustard hue and have protectJon equal to half cbaln 
mall. lance (mounted), short composite bow. quiver of 12 arrows. 
sabre. and small throwing axe. for full details of these men and the 
soldiers tn the place, see the OP Statlsdcs after Chapter 9 of the 
adventure. 

1 El Mala Bulkllngs "You see a big. rectangular bulldlng taking 
up the better portion of the south thbd of the caravamenl. A 
pair of big. l>lrn·llke doors open outwards In the cientc:r front of 
It. and there are no ground noor window. at all. Howew.r; you 
see there are a numba' of windows higher up, each with stout 
abutttta. There are open steps at alha aide of the front ot the 
place. they lead up to a walkway and a pair of regular doorways 
there.• 

Any Hf who sautlnlzes the exterlor will note: -nu. .sucbtooe 
comtnlctloa J5 ceataed oa tlJe .uth WlllL almost 90 ledloDg 
ea5t to wat 111Jd .JO teetftom boat to bedr. lthau ,,_.pdlllJd 
crenae& 011 lt.t root, ao lt.t laJHr height la about tlJe aame M tlJe 
waJJ'5 30 feet.· 

1helncomlngcaravansstorethelrgoodslnthelowerportlonofthls 
place. and they are safe from theft herein. The big doors are locked. 
and the soldiers guard the place with some care. The civilian laborers 
assist In the work of unloading and repacking merchandise If the train 
master peys ~m a few dinars. 

Above. the tnmtor Is about 80 by ~5 feet. This floor ls where the 
caravaners spend the night. In the center Is a dormitory room of 
roughly square shape, about ~5 feet square. It has 20 narrow wooden 
pallets with straw· (and vermin) filled~. The ordlnaryw<n­
lng men of a caravan sleep here, flra oome, flra choloe of pallet. To 
the east and west are a total of eJght mlrror-bnage rooms. The bQler 
two south corner rooms are a.bout 15 feet square. the other six are 
some 10 by IS feet. The beds here are doubleS7.ed. but they are 
likewise straw-mattressed and lou,,y. The mmter of the train. mer­
chants, and freeman &ay In these rooms. lf they are empty. 

In short. whoever gets to a bed or a room flra hM It for the night. 
I fl AdnJnlstratlon Buildings "'In the southwest COC1MI' ot the 

yard ls an L-ehaped bulldlng Kt back a bit fUrUHr' than Its 
fellows. lhls gives Ila little patio-like area some 30feet wide by 
15 feet deep. It Is mla'ed throUgb a door facing north. narrow 
windows with ehutten face the llWe cowtyarcl. • 

Any HP who scrutlnlzes the exterior will note: "'Jbe aoutbenl 
porlloa of the place la &O OI' ao fed loag 1111d 30 deep, wlllle tbllt 
,,..t1U1gledaorthwardsla l&feetlOag lllJd 30feetdeep. rouaee 
the ma.tUr of the train 90 la. 1111d a soldier al.to eat.afDg, tbea 
IUIOtbet' lea.a. ao you co1JCIUde tbla la tlJe c:arat'ameni'• 
command post. 
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lmmedJalely upon entering there ls a sort d waiting room In which 
the platoon sergeant, Hetet.f, has a small desk and a soldier serves as 
orderty. A dvlllan scrlbe. Tcharqu (5ee 7. the !owe.st d the non­
hereditary arlstocracy. and a true bweaucrat), sits at a table. f.ach 

arrMng caravan must register here with this functionary. stating the 
name d Its master, number of persons and anlmals In the train. and 
If there are non-A%1.YJ>tians pre;serX. Such Individuals must also be 
regbtered by name, nationality. and purpose for being at Aartuat. If 
the Hfa do not come he.re wlUtln a short time after entering the 
caravan.9eral. a guardsman will come to fetch them to do this. The HPs 

should be cooperative and U.9e their cover story, d OOU1'8e. The scribe 
Is a typical mlddl~ male or of a Scholar-type of VOCBtlon and 

fUS9)' sort. He doesn't f1ght. but he does use Heka In the Divination 
K/S Area (30 S'reer). If he learns anything. he gossips It to the 
subaltern. Ba!H-py. rather than reporting the matter to the com· 
mending officer, Hamephat. 

l"artherln Isa conference area In which the subaltern. Bas·f-py. has 

a desk. and two separate rooms. The scribe's UWe records office Is to 
the we.st. In the north is the office of the 5th Ueutenam and com· 
mander d the post Hamephat. 

The.re are stairs In the Interior leading up to the second story. There 
the.re are four rooms: that d the scrlbe. that d the CO, one for his 

subaltern, and that shared by the platoon and cavalry sergeants. 
Hetet.f and Nemekh. 

l"or full details d the Individuals In the place. see the or Sta.lstlc:s 
after Chapter 9 d the adventure. 

I Gs Rdrectory: -in the southeast coma' of the yard ls an L-
811.aped buDdlngeetbacka bltfarthu than lta fellows. 'lhls gin• 
It a llttJe patlo-llke area 90me 30 reet wide by 15 feet deep. It ls 
entaed by a door facing north. rllnow windows with abutters 
race the llttle courtyard.· 

Arty Hr who 90'Utinlze.s the exterior will note: ·me soutbenJ 

porlloa ollbe place& MJ Ol'llOfedloag aad 30 deep, wblle that 
,,.-taagletlaol1bwards& Uleetloagud30feetdeep. J'ou.tee 

aevenl penom entering, aad the odOI' of food wafts b'om th& 
place. It might be a dining lulll. • 

It Is, ln fact. the military mess hall and where the attached civilians 
and visitors to the caravanseral can eat. A morning and evening meal 
are served. The food Is pretty bad. and visitors are charged a tek (5 
BUC:.S) per meal so most fo~ buy ready~stuff or fresh food and 
cook lt for themselves In the yard. 

The Interior is open and Its dimensions are the same as the 
admlnlstrallon building. Above ls a dormitory for two squads of 20 
men and four corporals total. They are armed and armored as are all 
the regular mllltary here. 

Any Inquiries seeking a clue as to whom their contact mlgtt be 

brll'J{J9 on(Y blank lool<s or hard stares from officers or men alll<e. 
l"or full details dthe soldiers In the place. see the or Stallstlcs after 

Chapter 9 of the adventure. 

2 Merchant & Provisioner, Hept-f·Hra 
With the traffic through Aartuat. this establishment does a brisk 

business In sales and trade. and Its propr1etor thrlves accordlngly. He 
Is a follower d Sebk. and so has been recruited by the servants of Set 
In the locale to assist them as a spy. He thus has two missions: 

Principal JllMlona To &sSst In the return d Rahotep. and In the 

oourse of this to spy on and hinder tho8e opposed to this end, and to 
aW.st th08e dedicated to Set and his agent Rahotep. 

Secondary Mlsalona To gain wealth by cheating others, partle;u­
larly foreigners! 

The total population of this place Is 10 persons: Hept.f-hra. his wife 
f'a.t-tep. their eldest son St..bennu (age 19), their beaiafful daughter 
NektJnefar (age 18). their middle son f'ambek Cage 16), thelryoung. 
est son Afu.ebtem (age 1:5). and two guards. Nehsl (a Nubian) and 

Maq-t, the nomad warrior. There are also two e1dert.y slaves. the 
husbend Tefu.tep. and his wife Hunltper. 

All except the yoWlgeSt boy and the two slaves are dedk:ated to 
Oloomy Darkness and are malign. In confrontation. the males will U9e 

hand weapons.while wife and daughter ply Ught aossbows. 
Afu.ebtem. the youngest. however. knows of his father's vile pur· 

poses and hates his family for what they do. He speak.s ow and ls 

beaten, derided. and made to work as a slave. Thu.s. he and the two 
servants have become a family ... 

'"You see a bulldlng ol mixed construction. atone rrom the 

ground to the upper story. and mud-brick thereafta'. ltls about 
10 reethlgb. ltbas a stonewall num1ng rrom It to eacloee 90me 

lntalor space and Include a .epante atructme ol stone to the 

rear(nortbea9t).1ha'elsa91gn palnteclln thedaa9k:biaoglypb9 
of Andent A!gypt banging above the big entry docw. • 

If anyone can read this writing. or If they have a tmnslator/gulde: 
-n.e sign says1 11ouae of HepW-hrll. Honest Men:hanta ror 

1.000 Ans.'. 
It Is a lie, of course. for Hept' started this enterprise about six yess 

ago ... The main building Is lA>haped. 90 feet by 30 feet emt-we.st the 
northern running portion being 60 feet by 20 feet. 1be trading portion 
Is the whole southern (90 x 30) pert. Residence Is In the northern part. 

To the northeast Is a barn 60 feet by 45 feet. 1be whole forms a 
rectangle connected by stone walls. as shown on the map. 

The enuy room Is pecked full of g:>ods that are useful to caravan 

traders. This lndudes peck frames for camel, mule, and ""'· various 
saddles and tad(. and Below Average Quality weapons and armor. 
There Is a list below of thll'lG' which the Hrs can find, and nothing 
other of use Is available. 

To the right d the entry are (worthless) Amulets. Charms. etc.. and 

variousrellglousltemsandtrlnkets. Offtothewestsldeareprovislons 
and other thing9. 

In the barn are tbo8e animals for sale wtuch are stated hettafter. 
The asking price and the real values are llkewlae shown on the goods 

list below. 
Upon entering the place Hept.f-hra will appear to gJ'M the party: 
•'You honor my wrworthy eetabllsbmmt with yow auguat 

presence.' says a large A!gyptlan. as be steps from behind a pDe 
of leather aaddlay and tack.1 am HepW-bra. proprietor ol th1a 
place of wonderful bargains. neuc do not ta1'e too much 

advantage ol my unhappy condltlon. for I am fCll'Ced to HU 
goods at 9Uc:h ridla&lously low pdcel here that I loee abMer 
with each pure.baser 

If any players have their HPs observe the merchant and the Interior 

In a careful manner, read the follo~ 
.,,e & a fellow of about .to. but aee.ms la ucdlmt phyM:al 
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condltJoa. If• trlfle beefy. lie amlles JngratlatJngly, but hl.5 eyes Bows. Camposlte. Small 500 MO 
are aa/ly, measwing y ou. Aa you $ClllJ the plil/U you al.so 5ee Bows, Self, Medium 350 200 
thathehasapalrolbnwny u.slstant!Jorguard.swatcblngyou. Buckets. leather 30 25 
one off to the Jell. the otlwr on the right. each about 30 feet Chain Mail, ruu (1) 17.500 9,500 
dlMsuJt. One loolca to be• desert nomad: the otba" la a blac:Jt. O\al.n Mail. Half (2) 9750 5,.250 
They •e unobtnulve. nearly unnoticeable, but are lll'DJed wltb Chain Mall, 3/ 4 (1 ) 13.250 7.500 
daggen. and each ha • weapon near at bsmd--tbe l'lublan a Charms 20-200 Trtnket 
momlngst.r, tbe nolDlld a heavy war axe.• Containers, Small 5-30 2-20 

You will note that everything here Is overpriced. Haggling Is ex· Cooklngges 5-50 ~30 
pected. and He.pt' will come down to 10% above true worth. or Cord (per foot) 0 .2 0.05 
actually sell at l D5% below the value Indicated. In cage of a Special CosmetJcs. Jtemale 10-100 5-50 
Success In bargain ing. Here Is a list of the main Items available. Use CosmetJcs, Male 5-50 3-30 
a Quality of Below Average as base. but a few of the kind will be of Crossbows, Ught 300 225 
Average rating. The number In parentheses after an Item Indicates a Daggers 130-180 70-120 
lim ited quantity. Qamemasters can add whatever else they desire. of Drills (metal spike) 21·30 11·20 
course: Garments 50-500 20-200 

:iarmners (work) 25-30 11·20 
Item Asking Price Value Harness (weapons) 50-140 30-80 
Amulets 20-200 Trinket Herbs. cooking 1-10 0.5-3 
Arrows 6 per 3 Herbs. Herbalism »180 10-60 
Axes. Hand 75 so Knives. Large 1»180 70-120 
Beads 10-60 2-12 Knives. Small 70-120 30-50 
Bells 5-50 3-30 Laooe.s. Ught 210-300 150-200 
Blankets 100 60 Lamps 50-300 20-200 
Bolts 4 per 2 Leather Armor, Half (5) 575 375 
Boots 220-400 110-200 Mauls 32·50 21·30 
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MedJdnes HHOO 5-50 
Mirrors, round w. hw;ldle 70-120 50-70 
on. cooking (Qt.) ~5 2-4 
Oil. lamp (Qt) 2-4 l-:5 

Packs 40-240 20-120 

Picks 5().80 :50-50 

Razors. atralght 31-40 21-30 
Relnf. Leather A., f"ull (2) 1,650 975 
Relnf. Leather A., 3/4 (2) 1.075 (SAi.ei) 725 
Rope (per foot) 1 0.5 

~Small 50-300 20-120 
Rugs, Large :500-3,000 100-1,000 

SacldlebaQ9 7()..420 ~ 

Saddles 500-3,000 :500-1.800 

scabbards. weapon 60-120 so.ao 
Scarabs. ·anc1ent• 100-1.000 20-120 

Scarabs. new 20-200 Trinket 
Shields. Bucklers (4) 260-280 180-200 

Shields. Round Small (3) 310-360 230-250 
Shields, Tower, Small 240-260 170-190 

Shoes a sllppers 120-300 20-120 

Shovels :55-60 21-:50 

Speas 130-220 90-110 
Swords, Sabres (4) 550-600 :550-400 

SWordS. Sdntltars 420-520 :50().:550 
Swords, Short (2) 390-570 320-340 
Tack (all animals) 7<>-420 50-300 
Talismans 20-200 Trinket 

Tents (sm.-lg.) 200-2.000 100-1.000 

Water skins 
Wine. date (Qt.) 

Animal 
As5(5) 
camel, Drom. (2) 

Horse, Courser (4) 

Horse. Dray (4) 
Horse, Oenet (3) 
Horse, Jade (:5) 
Mule (5) 

25-:50 
1~18 

Asking Price 
l,200-1.400 

6,600-12,000 
45,()()().55,000 

7.000-12. 000 
40.()()().50.000 
:5,000-12.000 

2.100-3.()90 

20-25 
3-8 

Quality Value 
Average 850-900 

B. Avg-Avg 5,200-7,000 
Average 32.500-37 .500 

B. Avg-Avg 4,000-6,000 

Average :50.000-35.000 
Average I.000-1.200 

AV{TA. Avg 1.500. 2.000 

Hept..f-hra will buy goods and animals In reasonable condition for 
between :50% and 50% of their actual value. 

If the HPs gve any hlnt that they are here to Investigate the gorge 
area (and any query aimed at seeing If this man Is their contad will 
rouse hls suspldons almost as If they had asked about the Temple 
of Osiris, for example). the merchant will engage them In conversa­

tion, pumping t{lem for Informstlon, while pretending unctuous 
Interest and concern by sug;Jesting that they refraln from going 
near such a dangerous placer ffe, or one of hls sons or guards, will 
contact the chief agents of lMJ (see 1,, below) as SOOl1 as seems 

warranted by wh~ Is learned from observing and talking with the 
Heroic Personas. This mif11t mean even as the ffPs shop. someone 
Is heading for help, and they will be attad<ed In the place Jn short 
order. 

In most ~es a first visit will not be suffldent. and only after the 
team has been around for a time will ffept' be Instructed as to how 
to get rid of them, success bringing a I 0,000 BOC per head reward 
to this fellow from his superior, Shenau (see 1,, below) ... 

At some Ume, Afu-ebtem, the youngest son of this villain. will see 
what Is happening and attempt to speak to the HPs. When you believe 
It Is appropriate In the course of play, use some or all of the following: 

•A boy ol about 12 comes shyly Into the area. He has larg~ 
dark eyes whldt stare Into yolD"S as If he Is bylng to read your 
soul. When he comes closer, Hept-f·bra notices. He wffs the lad 
soundly, boxing his ear and kicking him off towards a bead­
curtained doorway. 'Forgive m~ mast.en, but the dtlld ls. .. 
touched.' He makes a drcllngmotion wiUta ftnga- pointed athls 
temple. and gives you an oDy smile. looking c:ardully at eadt of 
you to see what your reaction ls.• 

At such time as he can. as determined by the QM, the boy will seek 
out an HP and: 

'You see the merchant's youngest boy. ne comes nar, statt.s 
at you with a $flange gleam In h1s eyes. and speaka. 'Beware/' 
h15Se$ the lad. 'My fatha- and many others are part of a wicked 
plot.' He look.s ahald. He stares at you again. then tmm and 
darts off.. 

At such Ume as the merchant believes It Is necessary, or has been 
so Instructed, Hept' will offer wine to the HPs almost as soon as they 
enter his establishment Note that he has, as do all members of the 
Rahotep cult. a bone necklace which Is dweomered to foll any attempt 
at Aura reading, The device causes the wearer's Aura to appear fuzzy 
and vaguely warm-friendly in color. However. there Is nothing prevent­
ing a scan of the drink ... 

Tue wine Is drumed so as to knock-out for 20~ ATs all who fall a roll 
against P TRAlT at DR · rnfficult, • and unless a Special Success Is 
rolled. all not unconscious from the stuff will suffer Dazing for 20:5 
ATs. The merchant and the others will have weapons nearby. Wife and 
daughter will have crossbows ready too. of course. Then. He pt'. his 
two older sons. and the guards will see to the beating into uncon­
sciousness of those still on their feet. tying up and ~their 
victims, and tossing them Into the llttle root cellar under the dwelling 
portion of the place until midnight. 

At that time they will drag the bound personas to the mill pond. slip 
them Into the water. and glvetheDemoncrocthesnackhe lovesmostl 

Alternately. these fellows wlll aid thelr IMl leaders ( 1 ~. below) In a 
nighWme ambush of the party. if that can be arranged ... 

If defeated, any and all survivors will Bltempt to mount a horse 
and flee Into the desert. joining the bandits there. See Chapter 5. 

In the event that they search the establishment. here ls what the 
Heroic Personas will discover: 

The cash box just Inside the entry to the dwe!Ung portion of the 
place contains from 1.50 I to 2.500 BUC.s. Under questioning. all will 
swear that this Is the wealth of the house. If the dwelling portion Is 
ransacked. each AT of time so spent will produce 20-200 BUC8 of 
additional coin, up to a maximum of 2,000 BUCs. 

Asmallroomoffthemalnchamberlnthedwelllngareaha<laledge. 
and this Is a shrine: 

"'Upon a wooden shelf projecting from Ute wan. you see a 
statue of a deity In mummlform. green·vlsaged. about two reet 
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tall •• 'Ibis ls certainly Oslrls. Beside It are two empty vases. 
Before It ls an unlit lamp and a wooden bowl which ls empty.· 

This Is a decoy, of course. By pushing down on the ledge and 

pulling. a 6 x 4 foot section of the wall swings out and opens the real 
household shrine. Inside a gilded wood shrine Is a malachite statue of 

Sebk (5.000 BUCs value). his crocodile headset with two brilliant 

rubles, gems worth 7 .500 BUCs each I However. normally unseeable. 

are a pair of poisoned needles beside each gem.eye. A touch and the 

vlctlm suffers a Poison of Strength 40, the effect coming In 303 BTs. 
repeatlng In like periods until all I 00 PD points are delivered. 

There are various malachite and copper service pieces worth 

2.500 on the stone slab altar. The top of this can be slid sideways and 
then lifted off. Inside are all sorts of coins-end two deadly black 

scorpions. Hfs reaching Inside carelessly wlll enable one or both to 

Inflict their attack upon exposed flesh. r.ach has a BAC of 90 and 

causes 5010 + 50 one-time Polson Physical damage. Any 3 PD point 

hit kills a scorpion. Coins inside are: 

201-JOO copper teJts 
1 O l ·200 silver and electrum crescerLs and nebs 
21·30 each gold drachmas (500) and stens (1.000) 

U> plat.lnum anl<hens 
If the HPs give this wealth to the boy, Afu..abtem-e.s they should. 

for It Is rightfully his-he will thank them profusely. They can have all 

Incidental monies found elsewhere as a •reward,• and he will ask 

them to remove the shrine to Sebk. too. This can be disposed of for 

the value Indicated ( 15,000 BUCs) at Atmu' the Trader's (5, below)­

elsewhere for 10,000 BUCs. Better still, each Hfagreelngtothlsgood 

deed will receive 1 Joss ractor. 

See Of StatJstlcs Immediately after Chapter 9 for details of the 

merchant, his wife, two older sons, daughter. and the pair of guards. 

3. Smithy & Hames.5 Repair 
The man, wife, and three children who live and work here do metal 

forging and repair. and saddle. harn~ and tack repair too. The smith 

has 11 o PTRAIT and a Combat. ff and Weapons IVS srnu of 50 with 

hlshammer(equalto306+6 PD). Helsaquletfellow. peaceful, heand 

his family venerating ftah. 
•Adjacent to the merchant's, on the east. ls a long but flat 

con.slnlcUon from which you hear a rhythmic clanging. An open 
gate In the walled portion of the place enables you to see that 
ll ls Indeed a smith's establlshmenL· 

The smith, Uptupl. Isn't very bright. and he will merely shrug during 

the whole of most conversations not COMected with his worK. 

4. Tavern & Brewery, 
"The House of Horus' Fortune" 

The contact, Khonsu-khalbet, can be met here. See 17, below. 

This Is where the Heroic fersonas will make their headquarters If 

they are wise. It stands In plain sight and Is the place where well-Off 

travellers lodge. knowing all too well the discomforts and noise of the 

caravanserall 

-nus mud-brick place ls built in a square of about 90 feet per 
side. The back side. the north portJon. ls simply a walled·olf 
compound. Thal portion facing the road appears to be a pair of 

ac\)olnlng buildings forming a lJ.shape. 1bae stiuctura ue 
some 25 feet tall and flat-roofed. 

•Signs on both walls of the southwest CCll'Da' are written In 
both NQ'ptian and Trade Phonedanl 1bey proclaim the place 
asol'1beHouseolHorus'Portune: Althougbtha'earebarn-llke 
doors on the eastenunoet building facing 90Uth overlooking 
the road to Dakbla·Amun oasis. the mtnmc:e ill on the west 

side. By the traflkln and out. the oclon. and the SOllDds coming 
from within. ll ls cataln that this Is a tava-n. 

In.side Is a big common room (running east) with tables. wall 

benches of brick with mats to soften them, and a scatter1ng d chairs. 

A plain board serves as the bar. and usually the owner, Abfernehu, or 

his wife. Behutt-ea. will be there to serve ~le beer and date wine 

brewed by them right here. They are approaching middle-age, and 
their two young children and one small slave boy help In serving. 

cooking. etc. The family lives In the northwestern wing. Cooking Ls 
done In the open kitchen near the entrance. A st.airway at the~ end 

of the place leads to the sleeping rooms above. In the evenlflP when 

a caravan Is In the village. a bartender named Rut.st-om comes to 

assist. 
ead1 evening after dinner. a trio of musicians and two dancing girts. 

Mastutl (Attractlven~ 15 but a very good dancer) and Kheplfar 

(Attractiveness 17). perform for a half hour every how; from around 

eight until midnight. As there Ls nothlng else to do. whenever any 

villagers want entertainment (have money. and can get out), they 

come here. The musicians live free thus. at 4A. and the dancers too, 
at 4B. They receive meals at the tavern but depend on watultles for 

their spending money. 

If and when the team seeks lodglngi. here read the following: 

"1be ownerte~ you that there are seven large rooms over the 

stable building. and three smaller ones above the common 
room. You have your choice of any ftve you wish. Unlike many 
other places In this land. the prices hue are stated for all to aee. 

Rather than bargain. he simply points to the 9lgn. ll llkewlse 
bang done in hluoglyphs and Phonedan. the prices In bronze 
dinars: 

Large room. dally, 35: by the week. 200 
Small room. dally. 25: by the week. 150 
Stabling horse or camel. 10: by the week. 60 
Morning or noon meal as prepared. 4-6 
Evening me.II as prepared. 8-1 O 

Coffee or tea (sugared a minted), I 
Beu, pot or date wine. aap, 2 
Ouzo or raid. shot. l 
&ead or bowl of dates, dgs. fresh vegetables, etc., 2 

Whole roast rabbit or chicken. 10 
Whole roast duck (advance order). 12 
Whole roast goose (advance order). 35 
(Please be generous to our servants and entertalnen. 

1hank you.r 
Because this is the place where the evil plotters oft.en meet, they 

have taken care to secret a number of the enchanted objects In the 

tavern. Thus. anyone attempting to read the Auras d the patrons 

herein will find the ~ glow of uncertain and benign nature whlch 

typtnes all of the Evil ones encountered In Aartuat. 
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In c:meoftroubleln thetavun, both Abfane.h.land ~-Om will WOOe 

In toquell ~The former hM COmbat lf111, Non-Lethal. K/SS'IUf 
or 45. the latter a S1UP of 60. They will~ employ a small 
blacJtjack or bludgeon to msure quieting thif9 down In a hwry. 

If the dancing girts are approached by a male Hf to find out If one 
or the other Is the Hfs' contact. each will be posltJvely evasive. leading 

thelnqulreronandmeantJmehlntingthehomeneb6(electrumcoins 

worth 100 6UC9 each) must change band.1 first. After all. a girl must 

make a living ••• 
If the tavern owner and/or the barman are approached likewise. 

they will llsten attemlvely. respond In a nonoommlttal wy. and keep 
pushing beer and wine, oum and rakl. They aren't really hearing what 

Is being said. simply doing their world 
Be swe to refer to the CJamemasters Note.s for this S«tlon as to 

the If Ps getting lnformBIJon regudlng •strangers.• Also, aid In the 
form of meteen8fY (Soldier) Ol's can be found In this place. 

5. Trader's Estabishment 
The contact. Khonsu-khalbet. can be met here. See 17. below. 

This Is the ~11.shment of one Atmu.tboth-rahat. a philosopher. 
pantheologlst. and mystk who aeives under Vow to Sekhmet. the 

lJones.9.headed Oreater deJty of retrtbl.tfon. consort of Ptah. one or 

the chief powers of the l!:thos of~ In ~ Th1s place Is 
dedicated to her In particular and to all deltJe.s generally. Th1s will be 
evidenced by the profusion of lion satue.s and Idols. and the many 

figures of Sekhmet throughout his place. The whole lower floor Is a 
shop filled with his wares. 

Atmu' Ls a dealer In all thl119" having to do with religion. He supplies 

sutuettes and other similar Items to passersby. He likewise buys from 

any who come with such unng, for sale. Atmu' Is a noble. a dllef 

scrtbe. and reasonably wealthy. He doesn't depend on this business 

for lnoome. He purveys and collects because of his deep faith In the 
Pantheon of Jt.gypt and his f~natJon with au other pantheons. 

Thus, he Is willing to purch&9e an,y figure of ddty or demoo. and 

an,y and all 8etVlce pieces and things cledlcakd to reJJglous pur­
~. from aeyooe. He usually buys at 6096 of full value, but will 
pay up to 9096 for very old. rare, or strange Items. 1hJs Is all detailed 
under Bazylng ~ Selllng. below. 

There are C89eS and shelves. nooks and aaMles filled with delta! 

sutuettes of three or foW' lndles heJghL Assume there are CNer 600 

different flgurlnesof thls nature. ~ut 200 or one to three feet helght. 
and over 50 of h~ or larger 9C8ttered here and there In the 
shop. About 90% are of ,qypt1an sort. bl1 the remainder are of 

Atlmltlan. Babylonlen. Orec»Romat. Pbonedan. \Oudon. and vaJ1. 
ous minor pentheons. lntemilited with lbe3eare ~and mosa­

la depicting !till more delt.les. alter pieces. censers. ewers. fonts. 
jaB. and devotJonal objects and symbols such a,, ankhs. beads and 
the like. One whole aect1on of the ea9tem part of the e3tabllshmem 

Is gSven over to. book,,, scrolls. pepyrt. and other wrltten rellgfous 

materfal. There are prayers for the living. dying. and dead. funellllY 
ones and for ju!t about whatever else can be Imagined. 

-rhls la the only other all-sandstone building In Astwlt. It la 
• tall • the caraWll8a'lll. 30 feet or .o, although there la no 
battlement ldop It. '!be whole appcara to be a rectangle. 90 feet 
long eut and west. 80 feet north and llOUtb. Above each of the 

UveedoonyouhaveeeeatherelaaslgnpelntedoatbewalLtbe 
wrlUng done la bealtJfu.Uy drawn and colored blen>gJyphs. 
Beside each entrance there LI painted a figure ol a llone.­
headed godclea. crowned with a eolar cll9c and a 1D11eUa. • 

The Hfs will probably have to find someone to tell them what the 

slwi says: 
-,t pl""Wrm the p~ to be "DJe llocue ol AH 1'dem' the 

term kw goda Ill Hsn>ll•. 7lx foodow dtlty llaaldag e.dl 
dO«" called Sddamet.. 

The place Is open from just after sunrbe to just before sunset. If the 
Heroic hrsonas enter, read t.hls: 

-rhls LI catalnJy the moet umlll'lllll place you bawe Hell la 
many a day. 1be whole ground ftoor of the t.Wldlng LI llterally 
bulging with religious etatuary and ...odated matalal.r 1ba'e 
LI an Inner courtyard of about 30 by 40 feet. and auallgbt l'tom 
there comes la through nat-arc:bed opealnp lacllng tolt. Tha'e 
are also gJo'Wlng. HeklHngeada'ed 90UlaS ollDumlnatloa. IMwn­
lng candk:s ol all .u.a and ahapa. lamps too, and ....... IDd 
burDa'a from M1k:h day wl9pe ollaceme 9moM ..-. 

-ibe pluterecl Interior waUa se 11.Ued with ebdwa or mme., 
or else bidden by nc:U and c:aes. or things buglQg on them. 
1bere are tabla and •taad8. too. crowding the floor upon wblc:b 
Und a c:ompuy of big ldola. ~you look you w 
aatueeancl.tatuettaof anlnwk, ani.mal-Maded deities. godl. 
and•traageldoleandftgaaa. 

·Just lm&de the eat ec::rance 8laads a ftaaklng pmr ol big 
Ilona carwd lrom .ome 80ft. reddlsb-hued .tone. In fact. .tat. 
ua ollloasand lloaeMeS. and lloa- and llow-beaded lllatue. 
must make up at least a tenth of all that are IHnJn. 

"You note that there are a fair lllUDber of ibis-beaded ones.• 
well• llgure:soljackal8andjac.kal-badedhnnwm. In r.ct. you 
can llndjust about every llOlt of thlag repraented la one form 
or anotha'-epblnxes with all llllUUla' of mages. bumaa-bod· 

led figures with 8udl heacl8 • tboee ol an-· bull. cat. coin. 
COW, aocodUe. dog. falcon. frog. hawk. blppopot.amm. OWi. 

nun. and eo forth. Some are of blue- or green.eldaaecl bwnlla­
llke forms. othen ofmummlform. A lealng Dwarfwltb a cap of 
feathen Raad.8 nut to a •bild.agJy bemldtuJ womaa-

-ntae fonm are of cut metal. carYed •tone. pottay, wood. 
Ivory. and bone. Some few se u blgh a the 1 CM'oot-tall Cldllng, 
while moet •e butUWe ftgwina which would fttla the palm ol 
your hand. 

-rha'e are ceDMn. bone. altars.~ allrtnes. pdnUnp 
of deldee. tabld.8 of •trange wrtt1ng. candle8dcks and candela­
bra. ewaa. plata, bow. and all eon. of eenk:e lmplemmt.8 ol 
rdlgloU8 \Ille. 

•An elderly man approecha. Two cata Waft aroa:ad .. feet 
• be walU. You note be wan u...W dlw a long lddte 
gown and a baddlw ol yellow and onmge 8trlped lam. 
bound with a tore Mowing a lloneN' bad la Its l'toat. He bow. 
and emllas 'Oreetlap tnveDt:n: be latoaee In a eGft but 
raoaaat vo&c:le. 'Welcome to the Hw of AD God• IDd may 
they watch ova- you alwaye. I am Atmu-tbothftbat. the OWDS' 

of the atabllahmeat. Have you come to look?Buylng cw.elllng. 
I am at your Nnke.•• 
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Atmu' ls a widower, his wife having died a few years ago. He has a 
family of slaves. a young couple with two children, who take care of 

the house. gardens and his few wants. In fact. the male slave ls very 

much devoted to Atmu' and loves the shop. often assisting custom­
ers. The four slaves are currenUy outside somewhere looklng aft.er the 

garden and taking care of the small livestock the old man keeps. 

When Al.mu' dies. the slave famlly will be manumitted and become 

the owners of this place. Of course. they don't know this. for their 
master has a son, Heru Nebtc.heru. whom they assume will Inherit 
them and the property In Aartuat. This son ls a ReJ<h.khet a scrl be and 
sage. Heru lives In his father's villa In Memphis, being employed by 

the Royal Court there. Heru Is a devotee of Thoth, and because of this, 

and his abilities and position. he Is aware of what ls happening with 
the HPs. If this Is a Direct f1jss/on for the HPs, It Is Heru Nebtcheru 
who has arranged for a cxmtact In Aartuat to assist the team come 

to Investigate. (see 17, below.) 
Obviously, the old man loves his merchandise. Hls apartment on 

the upper floor of this place ls filled with his personal collection of like 
goods-the mo.st ancient, rare, exotic, and unique of that which he 

has acqulred over the decades. 
Al.mu-Oloth-rahat has, In a table drawer, a llWe box filled with 

various coins from bronze to electrum. so he can make change In the 

course of sales. The total therein Is 700+20% in BUCs. 
In the upper chambers Is his strongbox with 501 O In electrum. 506 

each in small and large gold coins. There ls also therein jewelry and 

1005e gem stones to a value of 21.000 to :30,000 BUCs. 
AH.ercaUom: The Heroic Persona.s will surely get lrto serious trouble 

lftheyaresofooll.shastomole!tand/orharmanyoneherelThetraderhas 

a pair of domestic cats as hiscon.stamoonpanlon.s. Beth animals are sorts 
of fetishes. and they serve as splrlt receptacles for the prese.noe of 
SeXhmet. If Atm~ ls ever harmed each will transfonn Into a 
h~ tlone.$ (see the Of>~ after Chapter 9 of the adventure) and 
viciously attack the old fellow's assalJart.s. 

This Isn't the worst to happen, however. Atmu' will also Curse his 

assailants with the following; "'May every god I have pleased In my 

life now rtject your Naturally, no A!gyptlan deity save those of 
Gloomy Darkness will ever ald the guilty ones thereafter. However, If 

such Individuals should reconsider, humbly apologize. and beg for­

giveness. the fellow will be lenient If they do some service In atone­

ment (OM's dlscreUon), and when that ls completed to his satisfac­

tion. Atmu' will withdraw his Curse. 

Should this man ever be slain. the whole of the village (save the evil 

ones). thegan1son. and Merha.eptut (see Chapter 4) will combine to 

bring the felons to a swift and speedy justice. Khonsu-khalbet reveres 
th.ls old fellow. being a pupil. and a friend of Atmu's now-absent son. 
He will swear vengeance upon the crlmlnals. and he will then dedicate 

himself to hunting down the killer or killers. Ukewlse. Atmu's son, 

HeruNebtcheru. wlllseekoutanywhoescapesuch punishment, and 
nowhere In or near )Egypt will be safe for such personas. 

Buying lit SeWng1 l'trst and foremo.st. If the HPs evidence no 
Interest ln acquiring a statuette or figurine. Atmu-Oloth-rahat will 

suggest that having such would be of beneflt, for they are In the land 

of~· Second. he will sell no one more than one. If any persona 

lnslst.s on buying another. the trader will open a case In which there 
are vartou.s llWe sphinxes. ··aioose one or these If' you must, and 

then that ls enough for you,·· he will say. and nothing more will he 

sell to that individual. TheQM Is refeired to Chapter 5 fora~ of sane 
of the types of sphinxes available. Others can be added as desired. 

lf theHPsdeslreanythlng other than theUWeflgures. thegameml9er 
will have to decide how best to handle thlng5. There could be a 

Casting or useful Charm am~ the thousands o f written wooo. 
Handle the matter as you see flt. 

If an N.gyptlan (f.gyptlan) deity Is named (by a player), Atmu' will 

have a llWe figure of that god. f.ach and every figurine the Heroic 

Personas ch005e to examine will have a dim radiance of Heka of an 
t':ntital or supernatural potency. However. there will be no due m to 
what purpose that energy has. Nothing will operate the Heka, for 

these IJWe figures have no enchantment upon them, no casting 

within. However. some of these statuettes have special benefits at a 
later time (In the Temple of Osiris or the Tomb of Rahotep) for the wise 

or lu~ enough to have purchased ltl 

Merchandise 
N.gyptlan .t1gwe, large (4'·101 
lf,gyptlan figure. medium (l '-:3') 

A'.gypt1an figurine• 0--3.) 

foreJgn figure. large (4'-101 
rorelgn figure. medium (l '-:3') 

foreign figurine 

Service pieces. A'.gypt1an 
Service pieces. foreign 

Artlstk: pieces 

Written work.~ 
Written work, foreign 

Price 
5.()()()..50,000 (5010) 

l.~10.000 (1010) 
200-1.200 (2D6) 

7,()()()..70.000 (7Dl0) 

2.~12.000 (206) 
300-1.800 (~) 

500-5.000 (5010) 
1. ()()().6,000 ( 106) 

50().5(),000 (5010) 

lOC>-10,000 (1010) 
200-20,000 (2010) 

"Including the miniature sphinx statuettes. 

About half the value of any Item Is In Its material (Ivory, metal, rare 

wood. Inlays) and the remainder In Its craftsmanship. age, and rarity. 

A lower priced one ls of wood or soapstone and relatively common. 

and so on. so the gamernaster should have no trouble Inventing 
descriptions based on the dice roll. 

Selectiom lf the Heroic Persona In question asks for a figurine but 

doesn't name a deity or otherwise select a statuette, Atmu' will select 
one (the OM rolls for a random pick) for examination and approval by 

the Individual who Is the prospect.Ive purcha9er. The table below 

provides deity names. ethos. and a brief description. Note that this 
table Is by no means exhaustive and contemplates the forms of these 

delUes as they are on~ not neoessarlly the same as their andent 

counterparts of earth. The old trader tends to favor Moonlight and 
Shadowy Darkness (orTwlllght) ethol ones for casual foreign custom­
ers (he being of Sunllght}-much to the team's advantage! Thus. If 

asked, he will suggest figures of those groupings In the order shown. 

He dislikes Gloomy Darkness and will not favor any selectJon from 

those deities. sumestlng that the persona might be better advlsed to 
ch005e some other figurine. 
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Ethos Shadowy Darkness 
1D%Roll Result 1D%Roll Deity Ood/Ooddess Description 

01-10 Balance 01-05 Amemt Monster goddess llon-hlppo<rocodlle monster 
11-15 Oloomy Darkness 06-10 Amset Qod mummlform man 
16-60 Moonlight ll-25 Anubis God jackal-headed man 
61-8~ Shadowy Darkness (TWlllght) 26-00 Duamutef God mummlform jackal-headed man 
86-00 Sunllght 31·35 Hap! God mummlform. baboon-heaied man 

36-45 Isis Goddess woman with Whaped crown 
FIGURINE 46·50 Keklt Goddess woman of black 

Balance 51-55 Khebsenef God mummlform, owl-headed man 
1D%Roll Deity Ood/Ooddess Description 56-60 Maftet Goddess woman with 20 dawed fingers 
01-05 Anhert God man with four plumes. spear 61-85 C>alrts God mummlform man with green fac.e 
06-10 Anqet Goddess woman with feather aown 86-90 Par God mummlform man of dark blue 
11-15 Apet HJppo goddess green hippopotamus 91-95 Ptah God bearded bald man with sceiter 
16-20 Apls 8ullgod black bull with gold horns 96-00 Ra-heru-kutl God mummlform man with reeds 

21·30 Bes God leering Dwarf with club 
~1-35 Bu to Goddess cobra-headed woman Sunlight 
36-40 Apshl lnsedgod mantis with gold eyes 1D%Roll Deity Ood/Ooddess Description 

41-45 Qeb God goose-beaded man 01-10 Aker Uongod male lion, black mane 
46-50 Hapy God fat man with lotus ~ papyrus 11-15 Aten God winged solar disc 
51-55 Harne hit Goddess fish.headed woman 16-20 Herakhty God falcon-headed man 
56-60 Horus God hawk-headed youth 21-25 Hath or Goddess cow-headed woman 
61~5 Maat Ooddess woman with ostrich plume 26-30 Menu God falcon crowned by solar disc 
66-70 Mert Goddess cobra with human head ~1-40 Pakhut Ooddess leopard-beaded woman 
71.75 l'fd'ertem Ood man aowned by lotus 41-50 Ra God hawk-headed man 
76-80 Nekhbet Goddess vulture-headed woman 51-60 Sept God man aowned by two plumes 
8r:85 "'flenenet Goddess woman with band up/down 61-85 Sekhmet Goddess lioness-headed woman 
86-90 Shu God bearded man with four plumes 86-90 Seshal Goddess woman with Ink pallet~ pen 
91-00 Tefnut Ooddeas Hon-headed woman with disc 91-00 Tuart Goddess white hippopotamus 

Gloomy Darkness Bendlt5: Note t.hatsl:ze has no bearf11J, save t.hatforpractlcal purposes 
1D%Roll Deity Ood/Ooddess Description tlPs should select only what they can cany with~. I.e., the llWe thlni;>I 
01-10 Aapep Serpent god multl-leQJed. winged snake At such time as a purdlase Is made, players should each record the 
11-1~ lubenl Ood.flend demon-faced. anlmaknan Information In their HP records, and the QM should keep note on a 
16-30 Sebk Qod crocodile-headed man separate sheet of paper. 
~1-35 SPAr God man with nlgtthaw~ead As previously mentioned. there wlll be times during the course of 
36-40 Serqet Goddess mummlfonn. soorpkm-headed woman play In other portions of this scenarlo when certaln figurines wlll be of 
4£-60 Set God as.9-headed man benefit. f.ach such Instance Is noted In the text of course. In a few 
61-75 Set God warthog-headed man cases, placing a figurine on a shrine altar will bring a benefit to the 
76-90 Set Clod okapi-beaded man persona so doing. In other cases, ~Ion of a figurine will be key. 
91-00 (Mend) Varlous horrid. malformed thlng.s l"or full details of Atmu-thoth-mhat and the rest see the OP St:Btls-

tics after Chapter 9 of the adventure. 
Moonlight 

6. Brick Maker 1D%Roll Deity Ood/Ooddess Description 
01-05 Amun God bearded. capped man 1hls household of nine venerctes Ra and his son Herakhty. The family 
06-10 Apuat God wolf-headed man brings day and mud from the nearby stream and mill pond bank (thus 
11·15 Bast Goddess cat-headed woman enlarging the reseivo!r as all In the village desire). This stuff, mixed with 
16-45 Cbons God young man with ~nt some.!ltraW, Ls then plaood lrt.o forms, seml-Orled. then takenOltandsun-
46-55 Heru God owl-headed man baked for a week or so to tum each brkk irt.o a good harc1ne.$ 

56-60 Khnemu Ood flat-homed ram-headed man The eldest son has built a kiln and Is experimenting with pure-day 

61-65 Min God mummlform, bearded man bricksflredlnthls,anewtechnlquewhlchlsgrowlngpopularlntheblg 
66-70 Nelth Ooddeas woman with bow~ arrows cities I Mo.st of his family ls skeptical. 
71.75 Nephthys Goddess woman wearing tall hat ~Is a typical house with a lowwallandshed)Bt behind the 
76-80 Nut Goddess beautiful. winged woman bada's establLshment. All around It lift stacks d nud·bddls. 
91-00 Thoth God Ibis-headed man while In the l'ront of the place are ones laid oul singularty. • 
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7. Potter's Dwellng 
Just behind (south) of the brick maker's place ls the potter's house. 

Theaetwofamlllesare friend.9. naturally. The potterwlfeand husband 
have three children. They are poor. hard working. and not unfriendly 
to strangets. 1bey venerate Kanum and Ra equally. 
~ amoke and tbe lbte9 of wriom llOlta of arthannre 

around the plllce to the 90Utb of the brickyard indicate clearly 
tut tbe flllllbJ Wbkb dwells In Uds home arc potters. You 
nicognbetbewom dlilplaylng tbe goodlt from tbe caravaw­
nl wba'e 8be ·- peddling •mall ltam.. 

1be plates. bowls, JU!P. pots, rups, etc., are rather well made and 
nloely~. f"rloesrange from a dlnarforsomethlngsmall to about 
2 to 4 td(u ( 1 O to 20 8LIC5) for larger ones. 

8. Mm 
1bJs little place Is a stone house built so that It takes advantage of 

the flow of water from the nearby pond to tum a small millstone. 1be 
miller grinds all the village grain and has a comfortable Income thus. 
There Is flour everywhere In the low<dllnged ground floor room. and 
even some up on the floor above where he, hlswlfe, and four children 
dwell. 1be famlly serves Isis and Nepr1 <goddess ofthe hal've.9t). 

-You see a 9IDall atone comtnldion balde the waw. It 
appean to be a mW. and through the open door to the east you 
can aee empty eacu. aew:raJ f\lll ones, and a •nowy dmtlng of 
Dour evaywha'e within.. 

9-12 Srml Dwellings 
These are wr1ous tlm-rocied bulklflP In which live villagers. r.ed1 Is 

around 900 square feet In size (30 x 30 feet sqwre. or thereabo\.ts In 
redalQU1ar form), on&lloored. with the roci used M a patio. Little 
wgetablelniftultpiotsaresamered~ttmarea. Thefo!M here 
raise a bl of gan In flelds nearby.~ (Vegetables. berdes. a1d even 
a few flowers), keep {J>ets aid small llvestock. nut'be a oouple d cows. 
hirt. aid fish. CXceB ~Is 80ld to passing C8l'IMSlS. 

-ntere ~ a handful of typlcaUy nat.roofed cottages wNch 
appear to be the raldenca of the mitjortty of the few folk who 
dwell In Autuat. Moel have rabbit pem. dove cot.a. and l!lbedat 
around them and a few goats IMSby. You hne Mell that most 
u.o havellttk nocu of ducb and geaethey clrtve Into pens at 
night to avoid having tbeae blrda taken by foxee and other 
predaton. Two arc a bit dlfra-ent l'lom the othfn. 

-nieoaejusteoutb of the mill Is In need of whitewash. and Its 
gsden Is weedy (13. below). 

-nterelaU.O abut wellaouthofthe potta'• 'ldlk:h baa animal 
borm. 91mlls. and hides deconUng It (17. below).· 

13. Hut of Gerhit & Shenau 
Mission: CletMaxlhlsscn. the boythle/, tkfXb'*. aresub}«ttothe 

ai:klsdShenatta~Hl{Jeaspil1ngto~ 
wholsthechJelolBll lnthevldatywhkiJJlesofisldethepge/tself (see 

Chaptv6). lte"' "a/l/eirtoTu(. 'lad ollM In Sapedf'am. ~ 
the Seven Powaa cf IML axl Is thus a~ of Set. He dlreds the 

otbets. so the combined mlsslaJ olthe9e three Is to: 
(A) See that noboc(y dl8ooll'el8 what Is fPlng on. 
(IJJ l!llmlnate aqyooe who ls awiw of the plot. 
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Of course. they are simply dupes In a genera/ .sense, for their 
superlotS assume that any truly able group will pass or ellmlnste 
those In Aartuat (thus the bandits In the desert and the tnrp awaitJIU 
at the temple). 

Anything as powerfUI as ls happening In the /oca/e cant be 
hidden. not ewm by the~ of malign magldt& &go, thae 
will be Investlgat.as. and the ablest will get all the way to Rahotep 
h/mself. •• but we move ahead of Olmllelves. •• 
~ llhabby home .. eWlentlally the placle ol • wldowll' ad 

anotha'man.forJOllWlwoc:heafuMooldngfdloWllLaun&'ngcm 
the pond4cle oltbe placle. lilth than ls a boywbo .......... 

""lbe la1*Wr of the two men waves casually at you and grim. 
'Buy our flab If we catm·uyr be call9 ouL • 

Shenau Is the or1glnator of the bone necklaces which make Aural 

~ useless, by giving a false one which Is diffuse, rosy, and 
benign. He does this via a distorted pervasion of an ankh. a madckal 
object In the form of a Serpent so twlsted and looped as to resemble 
an upside-down ankh. 11J/s ls the lfrst of the Nine IMJ Objects which 
the HPs should acquire In the course of the adventure. It neither aids 
nor hinders the possessor who Is not of Oloomy Darkness alX>S. but 
In the Tomb of Rahotep It becomes actJve. as you wm note when 
readlngChapter8.1bJslMI ObjecthasanabsolutelylndeftnableAura 
and a mixed Heka emlWltfon which Is faint until the thing Is toudled. 
Then a chill of Negative energy strikes the able personal 71Je lfPtum 
should certainly take this object to old Atmu-thothnhatl 

(The trader will recognize this as something of l!dltal Heka md 
~ to the pcmessor. •'Keep It hidden l'lom 9lgbt. guarded 
c:loedy. for this thing ha a purpoee beyond my km but wblda 
aeems fated to be linked to you by the netav (N.gyptlan gods).'• 
If this advice Ls followed. It will be of great benefit to the pos9eS90rtoo, 
for Shenau used this device to cortjure the S8nddevU (see Chapter 5, 
hereafter). The Individual with this object Is unassailable by the 
thing.) 

Oerbft's •brother.fn.!aW-came to live with him In Aartual about two 
years ago. ju.st a year after Qerhlt himself came to the vtnage. 1bls wu 
the same time the old hedge-practlUoner In Aartuat died suddenly. 
The folk were glad then that Shenau wm there, for he too oou1d wield 
l1eka so as to keep out destructive wild animals. reduce rodent 
depredallons. and generally serve to assist In the c:are and well being 
ofthecommunlty.However,thlsnewcomersoonbecameunpopulat 
for he charged too many dinars for his services, and was alow In 
answering calls for assistance. When the ixfeS (see cmpter- 4, 7·11, 
hereafter) appeared shortly thereafter, there Wa9 ~ ~ 

lngln Aartulit. for Mernaeptut wm a lfhedhdxt a ~-Mage. able to do 
all that wm neoe9!1111Y to maintain the folk and their land tool 

even though Shenau lowered his fees thereafter, he got 1lWe 
custom. and the folk have wondered to thernselvea since why he 
lingers here. for he does nothing most of the time. .. 

Shenau, and Qerhlt too. are naturally suspldou.9 of everyone, 
lndudlng each other. SUch Is the substanc.e of IMI. Sbangeta are 
double.alannlngtothepalr,somsoonmtheybecomeawarethatthe 
HP team Is In AartuaL these two will have discussed them and begun 
to plot and scheme. In fact. If any d the HPs comes to speak with 
them, Shenau will Invite one or all to: .. Come with m and by JOUI' 
luck at llahlng In the mill ponct:• 



A Ii We shove. and perhaps the Demoncroc will have a hearty repast 

o f hapless stranger! 

Gerhlt Is a Thief (Mental) and a follower of Sebk, the crocodlle­

headed ally of Set. He too has a necklace of bones hidden under his 

garment, so that no Aura readlng can detect his malign nature. 

The beggar and thief, Hep{halt, a lad of 11. Is the son of Gerhlt. He 

Is a dedicated criminal, a follower of Sebk. and eager to advance In h is 

wickedness through serving Set and aiding In the return of Rahotep. 

If he suspects anything of the HPs. he will tell his father. and he. In turn. 

relate the matter to Shenau. even If he doesn't call attentlon to the 

HPs, once the two adults are aware of them they will use the boy. Hep­

thait wUJ be given one or more of the following ~ks: 

Spying: He will be told to stay close to and report on all that the 

group of foreigners does. 

St.eallng: The llWe thief will be ordered to steal all he can from the 

strangers. paying special attention to papers (papyri. scrolls, ma~. 

documents, etc.). seals. badges. etc. 

Jolnlng: Hep-thait will be Instructed to Ingratiate himself to the 

group. He wlll then return something they have had stolen and/or 

volunteer to ·serve· as an Interpreter and guide: 

·1 am ju.st a poor \IUJage boy, masters, but I know everyone 
and everything ln and around Aartuat. Why, I can even show you 
a place where the ancient ones hid theJr Eternal Ho~l's In 
a big ravine. and I sometJmes sneak In there, because there are 
UtUe antJque things to be found and sometimes even old colm ..• 
That's how I Uve, you know. I 
am an orphan and have to fend 
for myself: • 

If he Ls caught stealing or lying. 
Hep-thalt will use a &ay like this: 

*'Forgive me, masters, 
please! (Whine. snivel, sobl) I 
am like a slave, my dear 
mother 1.5 dead, and my father 
beats me-be even allows his 
rrlend to strike and kick me If 
I don't bring them money for 
strong drink. I have to Ue and 
steal or he will kill mel I don't 
like It. and I want to live Uke 
otherdtlldren do. Please bdp 
me by making me your slavel 

·1 can show you how to get 
to the old nec.ropoUs where 
there are treasures. I can even 
make It so the yreen/aces 
don't-

••0tt.green1aces ls .. .aslang 
nameforthepriestswhoserve 
Osiris. They don't let out.sld· 
ers Into the ravine. I think they 
want all the riches for them· 
selves:• 

Of course. he lies stlll . He will 

always keep hls father Informed. 

and If the HP team accepts any of his offers he will attempt to guide 

them Into ambush by the bandits lurking In the wastes outside the 

gorge (see Chapter 5. hereafter). 

If the merchant (2. above) can't get the strangers. and the boy's 

efforts come to naught. these two will use all forces at hand to ambush 

and slay the party at night. Gamemasters must handle this as they 

deem best. However. If the merchant and his guards are slain, the pair 

will lure the team Into the desert themselves. by •gu1<1Jng• or running 

off with the HPs In pursuit. so as to have the bandits attack and kill 

them. 
f.ad1 of these three wears a bone necklace under hls gannents. 

This Is the same sort of enchanted Item as has already been detailed, 

I.e .. preventing Aura readlng and giving a benign. warm. and false 

Impression. 
If defeated, any and all survivors wlll attempt to mount a horse 

and flee Into the desert joining the bandits there. See Chapter 5. 

ror full details of the Individuals In the place. see the OP StatJ.stJcs 

after Chapter 9 of the adventure. 

14-16. Small Dwel6ngs 
These are various flat.roofed bulldlngs In which live villagers. 

Desoiptlve text to be read to the players Is oovered In part 9-12. 

above. As with the others. these folk raise a bit of grain. garden, keep 

goats and small livestock. maybe a couple of cows. hunt. and fish. 

excess produce Is sold to ~Ing caravans. 
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17. Khor\5l.f"khaibet's Dwelfing 
Mission: This Is the contact for the partyl Under normal circum­

stances this Individual has no other special purpose save that his 
friend, lferu Nebtcheru, has contacted him. lfe Is to pass on a 
message to a group of strangers, but only when he is sure of their 
association with the Temple of Thoth. Thereafter, Khonsu' will 
return to learning and living the sort of life he believes most suitable 
and eJlioyable. That Is, he Is a stout able, and bright young fellow 
from the village, who might be of some service to the Heroic 
Persona team. If they gain his trust and friendship, Khonsu' will 
certainly be a solid assistant to them whlle they are in Aartuat. 

If the gamemaster deems that the players' HPs need more, then 
this Is the OP provldedl As noted, he will become a rriendly 
Persona. go with the party, and do all he can. This means that he 
becomes something in between a OM-run HP and an ff PO. Spedai 
abilities for addition to the basic stats are indicated for Khonsu­
khalbet in such case. Then he becomes an agent of the Temple of 
Thoth. His other K/S STUP Improves by 5: Joss /"actors are added: 
he has better armor and weapons, those Powers Indicated, Spedal 
Connections in the temple's endave in Thebes, etc. He will then go 
with the HPs and assist them In all ways. The OM Is to play this 
persona with all the deveme.ss and expertise at his command/ 

Khonsu-khalbet means. literally. ·coons' (or Khonsu's) shadow"; 
he Is thus ·shadow of Chons." This fellow Is unusual for a villager In 
that his skin complexion Is a paler red than the usual, he is taller than 
average (6'~"+), and is big-boned and muscular. (This reflects his 
mixed AtlanUan-Tuareg ancestry on his mother's side.) His physique. 
dark brown hair. and gray eyes both set him apart and make him 
attractive. He Is popular with the men. and chased by young women. 
indudlng Hept.f-hra's daughter. Nektlnefar. whom he doesn't like at alll 

He Is of rrlmlUve Hunter VocaUon. but has In his young life man­
aged to acquire not an Inconsiderable number of Knowledge/Skill 
Areas outside this narrow background-most of this learning coming 
from Atmu-Oloth-rahat. He knows local history. customs. speech. and 
a falr bit about the N.gypUan and other pantheons too. 

Depending on the actions of the Hrs-and the ability of the play­
e~ave the team meet Khonsu' In one of the following ways: 

(Al In the caravanseral. where he strolls In to see and talk to the 
folk passing through. 

(8) At the local tavern. where he Is sitting alone drinking a pot of 
beer. 

(C) In the trader's, where he comes In to ask about when his next 
lesson on the gods of the Qredans is to be. 

(D) At his own place. In which case: 
-nte trophy·decorated house ls probably one In 'Which only a 

single hunter dwells. He Is a skilled hunter, no doubt. for you see 
that he has bagged all manner of animals, and there seems to be 
none found In this locale that he hasn't brought In. 

•AIHg.IDl&KUlaryoungmanappean.HelsnotatypicalN4JYptfan. 
from IU looks. He nods In a not-unt\iendly f.miion, a.king: 'To what 
do I owe the honor or a vl<sit from outland lords?'. 

Now. Khonsu ·will engage In general conversation. judging the Hrs. 
and If they are positlve. open. honest. etc .• he will become friendly. 

If the team is on a Direct Mission. he will inform them he is their 
contact. 

Otherwise. Khonsu' will be agreeable to hearing about the group's 
purpose in Aartuat. and when asked. agree to assist. 

In any case. the young hunter will be able to do any or all of the 
following: 

Be an Jrt.erpret,er, for he reads even anded hierogfyphics well. 

Serve as a guide to the neaopolis In the gorge. 
~age In combat as a full member of the team. 
Locate the Tomb of Rahotep and wam of Its demonic nEE.lre. 
Assist In the exploration of the tomb. 
Cover for the team as need be. 
Assist the ff Ps In seWlng in some part of the land. 
Oo with them to strange countries. 

Khonsu-khalbet will not attack anyone who is not a proven enemy. 
of course. How long it takes for him to determine who Is friend. who 
foe. depends on whether he is a casual acquaintance or an agent of 
the Temple of Thoth. He Is intelligent. so if the Hrs state the facts. 
demonstrate them. prove the Evil nature of things. and so forth. then 
Khonsu' will quickly become a partner. as it were. 

Note that Khonsu' Is a follower of Chons (Khonsu). a Great deity of 
Moonlight Ethos. a fierce foe of all !Ml. Gloomy Darkness. and a 
demon-slayer. He already possesses a devotional flgurlne of Chons, 
of course. and will galn from this accordingly If he participates In 
further acUvity later In this scenario. Anyone who follows Chons. or 
Thoth (Greater deity. Balance. Concerns Including knowledge and 
magick of Intellectual nature). or is sympatlco to him, attracts 
Khonsu·khaibet as a comrade. He Is most Interested In things of 
Mental nature. but his life demands attenUon to the Physical as a 
primary concern. 

ror full details of the Individuals in the place. see the OP Statlstlcs 
after Chapter 9 of the adventure. 

18. Mill Pond 
-iitom the mill building. a pond runs southwest some 150 feet 

to wha-e the stream which feeds It enters. It ls around 60 feet 
wide at the mlll-caravanseral end. tapering to but lO feet at Its 
head. The east bank ls grusy and drops deanly Into the water. 
Towards the west. the shore ls flatter and nwddy. Reeds and 
marsh plants grow In abundance there. Beyond an fruit trees, 
bushes, and vegetable plot.5. 

"The water Is run of litue partktes and algae. but It seesm dam 
enough forpeopledespltethls.Of course. Heka ls probably med to 
make sure dange:rom sicknesses don't spring from twre.• 

If you determine the Demoncroc Is lurking In the water when the 
Hrs have come this far. or when someone having seen It before but 
is passing by and the monstrous thing ls awalUng. then read: 

·oddly, there are ducb and geese all round the shore, but 
none are swimming Jn the wat.er. • 

Otherwise continue on thus: 
-ntere are lot.5 of ducks and geese around the water and 

swimming in the pond too. Obviously, this resource ls shared by 
the whole village.· 

Someone should be on h.and to tell the team about the water. for It 
Is muddy. and It is hard to tell how deep the mill pond is. 

""You are told thatlt ls only a couple of ells [three feet) deep to 
the far side, but along the pathway the bottom Js 8ve OT 5/x feet 
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down. In the mlddle, where the mo¥ing water wodc.s away, the 
pond ls ovet" 1 O feet deep.• 

The village grew up around the caravanserai because there was 
water here. Brick makers took the day-rich soil from the banks of the 

stream to provide building material for themselves and others. As the 
village grew, the pond developed, and then the mill was constructed, 
a dam being built to cause the water to flow rapidly enough for the 
wheel to turn the millstone. As the pond grew even larger. its service 
to the community increased. Small channels for Irrigation were run 
from it. more domestic waterfowl could be kept, fish and crustaceans 
from its waters added a pleasant variety to the diet of the folk there by 
Its banks. The underground stream continues to pour forth its torrent 
(see Chapter 4), the brick makers' work expands the pond, and Its 
aquatic life flourishes. 

Insects, minnows, frogs, crayfish, turtles, and fish make their home 
In the pond. However, just before the the Heroic Personas arrived, 
something most sinister appeared In the mill pond ... 

The Demoncroc: Through the sorcerous cortjuration of Shenau 
( 13. above), a daimotherion crocodile, an IMI spirit beast, seemingly 
a natural animal which is actually a form created (not merely pos­
sessed) by a powerful tvll being (a Minor Demon, of Sebk). came to 
the little body of water. It is a Demoncroc, a massive, reptilian thing. 
30 feet long. Its body over five feet broad, and sprawling legs protrud­
ing another foot or so on either side when It isn't erect and running. 
If It can snap shut its massive jaws, the Demoncroc's victim suffers 
606+6 ro and cannot free itself. The thing will drag Its prey under the 
water to drown (and be eaten). Its huge tail strikes for 30 I 0 stunning 
PD points, and any hit of Vital Location indicates the target is knocked 
down for 103 CTs timel 

Its original purpose w~ to begin with Merhaaptut and then continue 
devouri!YiJ the villagers. frlgnteni!YiJ off those not eaten, and enabling the 
minions c:i Rahotep to then take over the place, eventually replad!YiJ the 
garrison with soldiers of evil sort. and making Aartuat their own. But this 
purpose Is now altered. The foreigners--our HP team---have rome, so 

now the Demoncroc ~ been given another mlsslon. 
Shenau has instructed It to seek out and devour the Heroic Perso­

nas. At any time they come near the pond after their first day in the 
village, to the banks of the stream running north to it. or the Pool of 
Hapy (Chapter 4, hereafter), the thing wlli attack. If It has no opportu­
nity, then on the third night It will crawl from the water and seek out 
the party. It has Cunn/ngin its crocodilian form, so not only is the thing 
clever but Immune to Mental attacks and damage tool It can smash 
through regular doors, but stairs are impassable to it. 

It requires special or enchanted weapons and Heka-energy to harm 
this thing. It recovers 1 D6 lost PD points every AT. However, when its 
PTRAITis reduced to below 70% normal (211 or more points damage 
suffered), It changes Itself into a huge carp (six-feet long) which can 
swim as fast as a human runs. The daimotherion will then attempt to 
swim off and hide-upstream, down, or in the depths of the pool or 
the muddy bottom of the pond. In this form it is subject to normal 
weapons, but Its armor protection is unchanged. 

If the team manages to destroy the Demoncroc, each one who 
inflicted damage upon the thing gains l Joss Factor. 

Should they be wise enough to cut it open. they will find three 
figurines in its stomach: 

(1) A statuette of Aapep, theOreaterdeltyandmasterofall evil 
Serpents, Draco-serpents. Monsters, etc. On It. In red, Is the 
crocodile hieroglyph. the reptilian head looking back. lndlcatlng 
a wrathful and dangerous form. 

(2) One of Set in boar-headed form. Inscribed In red upon this 
little statue is the rectangular hieroglyph for a body of ornamen­
tal water (or a pond and the like). Incidentally, the mark "sh" is 
also the first in the name of Shenau. 

(3) A figurine of Sebk. upon which Is also the "sh" hieroglyph 
noted above. 

If the HPs take these statuettes to Atmu-Oloth-rahat. and Khonsu' 
will encourage this, he will note the following: 

"Hmmm ••• I believe that Utese three ushabtu were used to 
conjure a spirit crocodile, a dalmoUterion. The hieroglyph on 
Ute figures of Ute Evil one and his ally seem to be lmplorings of 
Ute one conjuring Ute monstrous thing Into being here, al· 
Utough I can't be certain. It ls literally Ute phoneme 'sh.' The 
crocodile drawn on Ute vile serpent lord's form surely lndlcates 
Ute shape Ute ftend was to take. 

"'lbe figurine of Aapep should be broken and destroyed In 
ftre, for oUterwlse It will draw Ute aUenUon of all manner of Evil 
Utlngs lo Ute vicinity of he who retalm lU 

"'lbe oUter two might have some use In Ute ruture. provided 
that Utey are separately encased In gold containers, properly 
blessed to Imprison malign Influences from Utem. Ute metal 

shielding Utdr nature from any obserVaUon. 
"I believe that I have a pair of reliquaries which will do for Utls 

purpose, alUtough Utey are somewhat cosUy. I will let you have 
Utem for 7 aten.s each-that's 14,000 dlnan total, In case you 
aren't familiar wiUt our coinage. 

"In case you do decide to do so, lam certain Merha-aptut-the 

Priest of Hapy dwelling In Ute cave behind Ute pool-wilJ gladly 
assist you wiUt his castings. 

•As to my Interest in Utese two. I find Utem interesUng. for 
Utey are boUt very old and especially well crafted. If you 
choose to sell Utem, I will pay you 1.000 dinars apiece.· 

In fact, for the very low fee of 100 dinars, Merha will be happy to 
especially reconsecrate and lay blessings on the rontalners, thus 
assuring they are safely kept. The persona carrying such a cased 
figurine gains the following benlsons from the three ethol of deities 
ranked against evil: 

Hoon/igtl:Anyweaponwieldedwilibeasifenchanted,andifalready 
so, the benison roofers a + 7 Weapon Factor addition to that arm. 

Shadok-Y Darkness: The ability to see in the infrared and ultraviolet 
spec:trurnswhennonorrnallyvlsiblelightspectrumradiatlonispresent. 

Sunlight: 77 points of additional Positive Heka. 
Special Note: If Khonsu-khaibet Is engaged in rombat against the 

monstrous daimotherion, Chons will aid him by bestowing a tempc>­
rary Quirk. Because of this, he will strike as If using an enchanted 

weapon, wlth-5 on his die rolls for FAC and Strike Location determi­
nation, and If plying his bow. his STEEP will be at a +20. If the 
Demoncroc is killed in this process. then Khonsu-khalbet will retain 
the Quirk forever after! 

for full details of the Demoncroc. see the OP Statistics after 
Chapter 9 of the adventure. 
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The folk of the village have taken to calling the well-worn track 
beside the stream running from the the south the "Hapy Path.· This Is 
for Hapy. of course. the god of the Nylle River. and thus also for all 
waters of lesser sort. precious and Uf~ving In this desert land. For 
the same reason, the large pond to the south from which the stream 
emanates bears the name. the "Pool of Hapy." 

The watercourse is from three to eight feet deep and seven to 12 
feet wide as It flows to form the mill pond. Note that It Is already losing 
a fair amount of Its volume because of Irrigation channels and 

evaporation by the time it exlts the dell to flow Into the open where 
Aartuat is sited. 

Although measurable rain falls here only about 15 to 20 times 
annually. this precipitation. along with night dew. ground water seep­
age. the pools and stream, and Irrigation enable the villagers to live 
well. There are palms and other trees and bushes bearing frult. 
!'lowers grow. and abundant vegetable crops are watered, tended 
with care in this small valley. 

Saub grows up thegenUy sloping hillsides to east and west, for the 
only abrupt and rocky rise Is directly to the south from whence the 
freshest of water comes forth from the cave it has carved there. Game 
animals come to this place at night. and a place for them has been left 
in the Heka<:reated "fences· surrounding the farmers' trees. bushes. 
and plots. These creatures too may share the precious water. and 
graze a llWe on the reeds and grasses and other foliage not protected 
bymagick. 

GAMEMASTER'S NOTES 
This place is not likely to be the scene of sustalned activity. The HP 

team wlU probably explore here, visit the priest. and possibly engage 
the Demoncroc. Thus, you will probably be returning from this por­
tion of the adventure to Chapter 3 several times. Whenever they leave 
here for the gorge. move ahead to Chapter 5. Desert Road to the 
Oorge. 

Should the players express a desire to hunt. the area beyond the 
dell ls undulating. barren, with scrub and many steep ravines and 
cuts. This Is perfect terrain for antelopes, gazelles, and other 
game. See the appendix for what sorts of animals the HPs might 
encounter. 

Finally. If there Is combat and a pursuit of the Demoncroc. be 
sure to note the depth of the Pool of Hapy. even though Its waters 
are clear, beyond 12 feet or so. one cannot see into greater depths. 
This probably means some swimming and underwater activities, 
Heka enabling the personas involved to search out and assail the 
'croc or its fish (carp) form. (The map of the Pool of Hapy Is found 
on page 38.) 

ENCOUNTER KEY 

1. Valley Entrance 
l"rom the village. the HP team will pass along the course of the 

stream to get to the dell In which the Pool of Hapy lies. 
Attack by the Demoncroc is possible In several places in this area. 

Consult the mapl 

The general configuration of the place Is as follows: 
North to South: 350 yards of level land, the southern portion . 

being taken up by the Pool of Hapy, which Is roughly l 00 yards In 
diameter. 16 feet or so deep on average, and 32 feet deep In Its 
central porUon, a ·hole" about 301'ards diameter. Tue place ls 
bisected by the pool and the stream, dividing It into an eastern two­
thirds and a western third. 

t;ast to West: 200 yards level, then l 00 yards to either hand of 
lnward~oplng land. 
Almost all of the area Is of cultivated palms. trees, and bushes or In 

vegetable plots. 
The southeastern verge Is hedged off from the remainder by 

Castings. The foliage Is natural, and the animals come through this 
portion to drink and find food In the driest and most difficult times. 
Then. the priest will employ magick to assure sufficient growth too. 

"'Jbe paUt beside Ute mill pond continues on along Ute east­
ern verge of Ute stream. In 40 yards, It enters a shallow-sided 
and genUe cut In Ute hill just souUt of AartuaL Its Oat portJon ls 
about 30 yards wide, then Inclined upwards another 20 yards on 
each side. 1his rise continues more steeply ther~ and you 
can catch glimpses of rocky outcroppings and scrubby vegeta· 
tion. 1bls ls c:ertalnly a gully worn Into Ute higher ground by 
water and weaUter over centuries. Its bottom and near sides are 
verdant, the villagers growing all manner of bushes and veg· 
etables to elUter band. You walk through this miniature valley 
for about 70 or so more yards. Then you enter a beautiful dell, 
a bowl·shaped valley with a lovely pool of blue water In Its 
southern portJon." 

Having led the HP group thus far, have them "observe" still more as 
they conUnue on Into the UWe vale. 

2 Palms, Trees, & Shrubbery 
"'Jbere are tall date pahm and smaller banana ones. There are 

few ft~ here, most being cultivated in Ute village area. The 
pathway wends through these pabm and oUter trees, their 
foliage providing relief from the hot daytime sun.· 

3. Garden Plots 
As they get this far so as to be able to make the following observa­

tions. the HP team will be walking near to the stream for about l 00 
yards. This Is an opportunity for the Demoncroc to surge from the 
water In an explosion of spray, jaws agape. teeth flashing ..• 

"As you go, It ls plain that the folk come here and expend 
considerable effort In cultivation. All manner of vegetables 
grow In neat plots. Here onions and leeks, there garde and 
sc:alllons, various kinds of lettuce everywhere, and all manner 
of things such a9 carrots, potatoes, beans, tomatoes, cucum­
bers, and melons. 

"'Jbebeds are neat, well worked, and wateredbyUWetrenche. 
whichlnterlacethewholearea.Alongthe rlslngslopeofUtedell 
you see grapevines and berry bushes.· 

And with that, the observers come to the lower part of the dell In 

which the big pond lies. 
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4. Pool of Hapy 
-nils could be one of the storied oases of the desert, for Ute 

brighUy shining body of clear water seems a marvel. Of course. 
it isn't fed from an underground source. so it is a pool rather 
than an oasis. No matter. 

,tis about a half-bowshot (110 yards. if they must ask) l.n 
diamet« and from the loou of it Ute water is very deep. The 
southern halfs banks are marshy. It seems a perfect place for 
ftshlng.· 

There Is an abundance of fish in this big pond. The Demoncroc 
might well be lurking here, too. However. the water here Is clearer. so 
anyone making a roll against Perception, Physical or Mental, at Dlffi· 
culty Rating "Moderate" will spot a •crocodile." The gamemaster will 
have to play the matter of the Demoncroc as the situation develop.s. 
The thing can't get to Merha-aptut's cave, of course, and it won't be 
able to slay him either, for Its priority Is now the HPs. 

5. Steep Hillside Rise 
'"'Jbe path you follow takes you away from the Pool of Hapy. 

heading straight south through the vegetable gardens. You are 
heading for a steep hillside. While the ground all around the 
litUe bowl of this dale rises in a generally gentle slope, at the 
southern end is a near precipice which crests at 60 feet above 
the water to its north. From about halfway up this rocky hill cliff 
flows a stream of silvery water. dropping in a bright waterfall. 

"'You walk to where the track begins zigzagging up the rise. 
climbing some 30 feet. then right-angles west towards where 
there is the cave mouth, from which the water pours forth to the 
pool below.· 

Naturally, the players will want their personas to observe this 
Interesting place, so ... 

6. Waterfall 
•As you get nearer:. you see that Ute water actually rushes 

down a steep slope of about 30-feet length before it shoots over 
a ledge, to drop the remainder of the distance to the basin and 
course flowing on into the pool some I 00 feet farther north. 
There is a fair amount of noise, of course, and a mist of spray 
from Ute force or the stream of cool water striking the smooth 
rocks below. 

,n fact. the area near the waterfall's base must be a popular 
spot on hot A!gyptian afternoons, for the mist and spray serve 
as a refreshing shower, no doubu· 

True, and anyone familiar with the village will tell the HPs just so. 
You might have some workers there cooling off if time and drcum· 
stances are appropriate. 

7. Cave Mouth 
'"'Jbe emerging underground stream has cut a fairly large exit 

in the stone here 40 or more feet above the valley's floor. The 
water comes forth in a bed IS feet wide. leaving ample room on 
either side to enterthe cave it has carved. The path divides here, 
one part heading on up the steep hillside, as much an animal 
track as one for humans, the other a well-trod footpath entering 
the eastern side or the cave. 

•This Is the place where the Priest or Hapy. Jllerha·aptut. 
has taken up his solitary residence. It seems a very ftne spot 
indeed. considering the beauty of the view. the abundance of 
good water, and the cool current of air which comes wafting 
forth from the cave mouth. Obviously, from the tracu, the 
holy man leaves here frequently and many others come to 
see him.· 

The team should be here to pay Its respects to Merha' and Hapy, 
too. Whether or not the Priest Is there leading them or the HPs are 
"dropping In.· the next part follows automatically. 

8. Cool Entrance Cave 
The front portion of the initial cave in the liWe hillside oomplex Is 

reserved for the public, as It were. The area extends some 150 feet 
south, although the end portion Is obscured In darkne,s.,, and Is 
almost 30 feet wide. The work done by water has been augmented by 
Merha', so the whole place Is free of rubble. Al. the far end is a 
coiled.Ion of foodstuffs In containers brought as payment for ecclesi­
astical services. These clay vessels of beer and wine, and containers 
filled with dried fruits, root vegetables, and so forth. are here for the 
Priest's use, or to be given to anyone In need. 

Villagers have brought some rough chairs here as a token of their 
appreciation for Merha-aptut and the good he does. The furniture Is 
just Inside the entrance, so placed as to be far enough away from the 
waterfall as to be able to talk normally, get the COOi of the subterra­
nean place, and yet have light filtering in to provide dim illumination 
in daytime. 

·As your eyes adjust from the brightness of the Ught out.side 
to the dimness herein, you see that the cave you have entered 
ls about 15 feet broad to either hand, extending back to the 
south beyond 80 or 90 fee~ far a you can see. 

'"'JberearesometypicalA!gypUancountrychalrsofpalmwood 
just a few paces inside the entrance. and they are obviously 
placed there for the comfort of callers.• 

As the situation demands. the HPs should then call out that they 
have come to visit. await Merna's Invitation to be seated, have 
Khonsu or whoever else Is a native of the village that Is with them 
handle things, and so forth. In no case should the party go further 
without leave to so do. lfit Is possible, the Priest will come forth from 
his own area (1 o. below) or otherwise. and after hearing the Initial 
statements of the HPs and observing them carefully, speak In this 
general fashion: 

·So. you are wdcome to my humble place of dwelllng. one and 
all. 1his place J.s line for ordinary con.-enaUon and the folk here. 
but I suggest It might be wise for us to remo.-e to my penonal 
chamber. Please come this way.· 

9. Merha-aptut's Cave Quarters 
This Priest might have climbed far higher In the ranks, save for the 

fact that he was more concerned with nature and the well-being of 
living things than with organization and place. His ethos Is Balance, 
and what ability he has in Dweomercrrelt and Mag/ck Is of the Oreen 
School. He is not an activist nor Is Merha-aptut a fighter. 

Mission: This quiet and dedicated derlc has as his mission the 
spreading of appreciation for the role of Hapy in the scheme of 
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things, particularly here In the barren west so far from the great Nytle. 
ffe has rome here to escape the crowded dtles. to dwell in relative 
Isolation, yet so placed as to assist all the v//lagers with his abilities 
and rounsel. too. 1'1erha-6ptut is not simple, but he has relatively rigd 
ways and fixed views. ffe will remain distant and not become lnvotve'1 
in things unless the Heroic Personas have done some outstanding 
service. 

This lndudes the revealing of the malign nature and schemes of 
ffept.f-hra and his faml/y and associates wh/Je aiding the decent 
youngest child of the merchant uncovering Oerhlt and Shenau for 
what they are and getting rid of them, and/or destroying the 
dalmotherlon Demoncroc, and having Khonsu-kha/bet as a friend 
and ally, as well as being generally friendly and kind to the nonnal 
village folk In the process. 

In the latter case, Herha-aptut wlll disregard the attitude of 
Balance Insofar as the ff Ps are concerned, and while not leaving the 
area of his domicile and Aartuat he will otherwise provide all things 
he Is able to through ffeka, or otherwise to assist the team to 
achieve success. In this regard he has a spedal weapon he will 
give, as detailed In 10, hereafter. 

While this ecclesiastic is by no means mercenary, he will absolutely 
charge high but fair prlces for his services. The foreigners have the 
wherewithal. and the villagers are not wealthy. sums collected will be 
used to help the needy. poor, etc. 

•At about 70 feet in there ls a side passage some four or ftve 
feet wide on the east wall of Ute main cave. This branch slants 
south by southeast for about 20 or 25 paces, and then opens to 
a cul-de-sac cave, a chamber of 15-feet width and 25-feet 
length. 

"11t1s small cave Is Illuminated In a deep and wonderful blue­
green light from a Heka-charged source. A pair of ftsh of carved 
crystal emanate the light, one glowing a soft, emerald green. 
the other aqua blue. Each ls about a foot long and is suspended 
in mid-air, almost as if swimming there. The radiance enables 
you to see the whole contents of this place quite well. 

•At Ute far end of Ute cave ls a ftgure of Hapy in a shrine of 
gilded wood. Before it, a shell bowl ofwaterwlUt a floating lotu.s 
flower, an offertory dish oflapis lazuli. and many little figurines 
of the animals and plants which flowi5h in the rlylle. The wall 
aroundUtisareaiscoveredwlthpaintlngsofscenesofllfelnand 
along the banks of the great river. as well as prayers written in 
Ute andent hieroglyphics of the land. 

•0n the west wall ls a pallet. a stooL a little writing table, and a 
small bunk. Opposite this are UU'ee pqp with llkrha's garments 
hung on them, a wl~tt ham~ several woven baskets of varying 
sizes. a shelf holding personal hygiene Items (toweb, razot twee­
zers, soap, unguent., etc.). a leatha'bag. and Ute wooden alms bowl 
you have seen the ecclesi.¥tic wiUt when he Is in AartuaL • 

Assuming that the team Is here with the Priest. this sort of dialog 
from Merhaeptut Is appropriate: 

·it ls good to 5ee outsiders so concerned wlUt our gods, our 
ways, our people. Your deportment l.s .such Utat I will a.s.sl.st .u 
lam able.· 

And/or: 
·0o you wl.th to pay your homage to Ute Bene/fcent lfapy? 

1hen come wlth me to the .special place .•• • 
The cleric will then escort the HPs back a few paces along the 

entrance passage, where, obscured by the rock formation of the 
cave. there Is a narrow passage eastwards. The way Is but a bit over 
one foot wide, and It twists southeast. then south to end the area 
described below under number 10. 

And/or: 
· The wl.sdom of Atmu-thoth-rahat will certainly stand you In 

good stead-follow Ju· 
And/or: 
"IChonsu-khalbet ls an upright and good young man. You 11re 

blessed Indeed to have gained him as an ally.· 
As was noted above, for 100 dinars Merha' will be happy to 

specially reconsecrate and lay blessings on the containers In which 
the statuettes of Sebk and Set will be hidden, thus assurlng they are 

kept safely. 
He will recognize the Serpent Ankh for the vile, perverted object of 

evil that it is. saying something like this to the party: 
·Keep that thing concealed, for any of the servants of the 

wicked who see It will Ju.st a/la It. lfave no fear otherwise. 
though, for It has no power ovtt those of good heart and 
clean mlndl 1hat you came upon It In this UtUe village bode$ 
Ill for Aartuat and for all of our beloved Pharaoh's kingdom, 
too. You must have been sent to A!gypt by great powers 
Indeed, and I wlll pray that your mlsslon succeeds, even 
though my own lord Is a deity of Balance and must remain 
neutral In this struggle.• 

Fees for any Heka use, casung or otherwise. are based on a 1 BUC 
per 1 point of Heka expended basis. or course. In dire necessity 
there will be no question of fee or payment. Healing. arresting, and 
cure of poison or disease, removal of a Curse, etc .. are done without 
hesitation. Naturally, donation thereafter Is appreciated but never 
asked for! 

For full details of the Priest, Merhaeptut, see the OP Statistics after 
Chapter 9 of the adventure. 

10. Shrine Cave 
In the event this place is entered without the express permission 

and attendance of the eccleslastlc, Merhaeptut will, If he discovers 
the sacrilege, consider It to be an assault upon himself of the deadli· 
est sort. Thus, If no harm was done and nothing was taken, he will 
order the trespassers out and never again speak to or assist them 
again thereafter. If anything was deflled or stolen. this Is the same as 
attack upon his person, and the Priest will fight bac:k with all the 
abiliUesat his command.just as if he were faced by threat of imminent 
death from the Heroic Personasl 

However, If they otherwise come here, they are being honored by 
the cleric. If they are without Merha'. the place Is absolutely dark. 
save for whatever illumination the team provides. Here Is the de­
scriptive text, the first paragraph assuming that the ecclesiastic Is 
guiding them: 

·At a word from the Prle.st of lfapy, the two glowing crystal 
fish figures seem to come to life. 'Abtu, Ant. swim a/ler me,• 
he calls, and the mlneral forms suddenly seem fat perch 
disporting themselves In the current of the /Yylle. 1helr co· 
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your way as you go to 
Ure place where Merha­
aptut 's hidden shrine 
awaits. 

-Youseeanolhersmall 

cave of about Ute same 

proporUons as that In 

Which Ute Priest dwells. 

but this one has a much 

higher celling. The stone 
here ls striated In a mix· 
lure of minerals, so that 

Ute walls seem to be wa· 
terr There are bands or 

blue and green and milky 

quartz too, all glazed over 

wilh ancient deposits of 

clear sort from Ute stream 

which now flows lower 

down and westwards 
many yards off. ,.. ... .,...,, 

·upon a rock In the 

middle of Ute place ls an 

elaborate shrine and en­

casing shell. Bolh are 
carved and painted so as 
to resemble the waler 

weeds of Ute great river. 

Upon opening Ute doors, 

you find lhat a three-foot 
tall statueofHapy stands 

Inside. This ls carved or 

lapis-lazuli. wilh gem.s or 

peridot inset for eyes­

gold lotus crown, papy· 
rus scepter, and a water 

jar worn and held. Before l\Lii~~~!-1-E!~lfli#of~ 
Utis figure are arrayed 

three vessels or beaten 
gold: a tray, bowl. and 

ewer. On Ute tray are solid gold replicas of Ute fish of Ute Nylle 

a.nd things which grow from Its waters.• 

lfthisstuffisbroken up and sold for Its metal and the gems' value, It will 

fetch 60,000 to 80,000 BUCs. no questions asked. Intact. and disposed 

of well ol.tside lf.gypt. the value of the lot Is 1 O times that! However .. . 

Tue staue Ls a f etish of sorts, sacred, consecraect and with an 

awareness. If it Ls taken from the cave. the water of the stream will rise 

suddenly.gushingforthastheaiminalsleavethecavecomplex'smouth. 

Each must make an Avoidance roll at "Difficult" DR. Failure means the 

Individual Ls swept out down. over the falls, and into the pool below. 

Physical damage is 1006 Blunt from being tumbled down the water­

course. ID% Stunning from the force of the stream and the blows of the 

rocks along the W'il'f, and 5D 1 O Impact for rocks and the tumbling of the 

falling torrent of the stream now shooting forth in tons from the cave 

mouth. Anyone Dazed will definitely drown In the water below. Slmllarty. 

anyone unable to swim because of armor will certainly drown. 

Lastly. If the materials taken should fall into the pool. Hapy wlll 

reclaim his own. Tue items will vanish. as a Greater deity uses his 

e-ntital Heka to Good effect. 

·All round Ute place are various religious things Which Ute 

eccleslasUc k eeps here: ceremonial garments, lamps, suolls 

and papyri, carved wood which shows scenes of water and its 

flora and fauna, and so forth.• 

Merha-aptut has hls lists of Balance and Green School Castlngs 

here, all but a handful being of the Tutelary and Archetypical kind, and 

those which are Specific being not particularly useful, I.e .. the kind to 

make the fish figurines levitate permanenUy in the air and move by 

command, for instance. 
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ll Hidden Passage & Secret Cave 
In the passage just outside the shrine cave there is a boulder 

which can be rolled aside. Doing so reveals a "pipe,· a crawl-space 

which winds Into the rock for many feet. then ends In a bubble-like 

area about eight feet in diameter. This Is where the Priest has 

placed the weapons and armor he doesn't approve of but will give 

over to the Heroic Personas as detailed In 9. above. If the HPs 

discover this area themselves, skip the text of Merha-aptut' s speak· 

Ing to be read aloud, and go directly to the non-italicized boldface 

portion thereafter. 
"71Je cleric beckons to you to follow as he take5 a few pace$ 

back along the route of entry to the shrine area. 71Jen Merha· 
aptut bends, sbo¥e5 a boulder aside, and polnu to the small 
tunnel Jn the rock thiu r e¥ealedt 'I will not go, but one of you 
can aawl In and get tram the place beyond certain things of 
batUe which will be of use to you In that which Ues before you. 

And, no, donota.skwhateachdoes, forlamamanofpeace, and 

I ha¥e no answers for you'" 
·A long aawl, then some effort. and back you come with 

weapons and armor, too. Prom this hiding place you bring forth 
Ute following: 

" ( I) A trident which has a cord of silvery material fastened to 
Its end, and a bag of like cloth which contains slx more barbed 

heads s uch as th.at fastened onto the shaft of the weapon.· 
Thls Is an enchanted arm which will strike any foe if the wielder 

succeeds a Combat, Hand Weapons roll. The cord is unbreakable 

save by a Negative Heka force of 70 or more points PD. The head of 

slivered iron will come off if It Is sunk Into the flesh of an IMI 

opponent.just as if it were the head of a harpoon. Most statistics are 

those of a normal trident. and although damage is 306 l'!erclng­

plus adjustments for Susceptlbllltles and Strlke Location, as modi· 

fled by Armor Protection-there Is more. The detached head's points 

continue to inflict whatever Physical damage was scored in the initial 

strike for two additional successive Critical Turns. but this Heka­

engendered harm destroys the metal. Meanwhile, a new head can be 

set on the weapon (one Cf's Ume required). and another attack be 

made thereafter. When all the heads are so used, the shaft. cord, and 

bag disintegrate Into dust. 
" (2) An ue of two-handed sort, obviously made for war· 

fare. It has a golden blade I This ls a complete contradiction.• 
1llis Is an Instrument whlch can be employed to effect only when 

wielded against Supernatural foes able to take non-corporeal or 

corporeal form at will. It has a Speed ractorof- 7, a Weapon ractor 

of+ 7, does 7D3+ 7 PD. and absolutely negates any and all armor or 

Heka protections, but there Is never a Strike Location roll either. The 

weapon does Non-Vital Physical damage only. 

"(3) A mace of shining copper, also of two-handed sort.· 
This Is a weapon as strong as adamantlte. It has no other special 

advantages over a normal mace, save that it negates twice the 

usual value of armor (36 points In Its case). When used to strike 

stone It Is twice as effective as a two-handed (work) sledge ham· 

mer. 
"( 4 ) A pair of golden boots, culra.sse, and old-style ifro1>Uan 

he lmet with a flowing neck protector of silvery mesh and a 
crest of sun and silver moon crescent atop It.· 

The boots alone protect as If the wearer were In run reinforced 

leather armor, and the wearer Is able to walk upon air or water at wlll, 

but must think of the function for It to operate thus. There Is no Speed 

ractor penalty. 
The culrassealone Is equal to Half plate armor. Its wearer receives 

protection from Spiritual attacks as If they were Non-Vital Physical 

Strike Location ones, that much SD being negated by the armor. 

There Is a Speed ractorpenalty of-5 when wearing this golden back 
and breastplate. 

The helmet alone serves its wearer as if It were half chain mall 

armor. and the wearer receives protection from Mental attacks as If 
they were Non-Vital Physical Strike Location ones. that much MD 

being negated by the armor. There Is a Speed r actor penalty of-2 for 

using this protective device. 
In combination. a single wearer Is protected as if wearing run plate 

armor, but with only a -5 to Speed factor. All other maglckal opera. 

Uons function as above. 

12 Watercourse Tunnel 
There Is sufficient room for curious personas to walk Into the 

hillside, following the watercourse. for many furlong.s' distance. 

However. it will be arduous. requiring Immersion at times. damber· 

Ing over obstructions, and so forth. In any case. after about 13 to 18 

furlongs travelled thus. the way ends. 

The way Is dangerous. and some Incidental Physical damage 

might be Incurred by the rash or hapless In the process of wasting 

time here .... The gamemaster knows best how to handle such 

situations I 
There can be a number of fissures and side passages if you wish. 

Oetting lost might be a real possibility. or a cave-in. sink-hole, or 

the like might threaten the explorers. While this Is absolutely 

extraneous to the adventure at hand, gamemasters might wish to 

develop the place for some later scenario of their own devising. 

Passages could lead to the local Subterranean realms. an under· 

ground lake, some forgotten sort of place. or anything else that Is 

desired. 

INTERIM 
ACCOMPLISHMENT POINTS 

When the Heroic Persona team has exhausted all actlvlUes In the 

Aartuat locale, or whenever they leave from this place to pass 
through the desert to the Oorge of Osiris. then you should halt play 

for an analysis of performance thus far, and award the players' HPs 

accordingly. To manage this with an explanation of what Is being 

done and why should assist the parUclpants towards expertise. 

AP/ G: Each player's Heroic Persona should receive AP/0 as 

follows: 

Consideration (Cumulative) AF/0 

for the player's caming to all d the play sessions 
being an average partJdpant In the session 1/2 

l"or being an active and alert with apparent effort 
to personify and roleplay his HP 

42 GDW N ecropolis Campaign 



for discovery and geWng rid of any one of the three 
lMI leaders {Shenau. Oerhlt, and Hept.f-hra) 1 each 

ror geWng rid of any one of the associated evil ones 

(Hept.f-hra's wife, 2 elder sons, daughter. 2 guards. 
and the boy thief, Hep-thalt) 1/l each 

and 

for being an active part In the attacking and 
destruction of the Demoncroc 

ror steallng anything from any non.evil 

persona within the locale 

for harming any non.evil personas within 

the locale 

-1 

-1 each 

!'or engaging In combat with the Demoncroc. thatthingbelngslaln 

in this process. each participant should be awarded l AP/S to the 

applicable Combat K/S Area lfand-to-ffand, Hand Weapons, or 

Missile Weapons. 
AP/S; If any player showed unusual abUity In employment of a 

Knowledge/Skill Area take time to point thls out now before the 

group. That player's Heroic Persona should receive an award of 1 to 

3 AP/Sin that K/S Area: 
If K/S STeeP Is under 25 you should feel free to award 3 points. 

If K/S smeP Is 25 to :36 you should feel free to award 2 points. 
Where sreeP ls above 36 but below SL only I point should be 

given. 
In most casessreer above 50 doesn't gain AP/S point award. 

Two or even three awards of this sort can be made to the same HP 

In special cases. where actual play merits the action. 

New K/ S Areas; An HP can be awarded a new K/S Area for truly 

superior play. thls being at a STeeP of 5 maximum. and possibly as 

lowas3. 
AP /Xs Now decide If there was an exemplary player, one whose 

Heroic Persona canied the day, as It were. constantly acting quicKly 

and intelligently, discouraging bad actions and Illogical courses, 

being a stalwart at all Um es. To this HP, If there is such at this point. 

you should give I AP/X. 
Joss Factors: Joss !'actors have already been decided In the 

adventure text above. 
Special Connections: A Special Connection might have been 

galned by one of the HPs if that persona became a fast friend of the 

commander of thecaravanserai 'sgarrison. The same Is true if one of 

the HPs somehow became a great friend of Atmu-thoth-rahat, and If 

such exists and Is malntalned, It will then pass from him to the chief 

scribe's son, Heru Nebtcheru, who will become a chief scr1be upon 

his father's demise in 303 years and a Sepal Governor sometime 

thereafter. 
Quirks/ Counter-QuJrk.5: There Is no text opportunity for ac­

quisltlon of a Quirk In this portion, nor should there be much 

reason to penalize the play of a player by making an HP carry 
around a Counter-Quirk. The latter Is, naturally, within your pur· 

view as garnemaster. Actual play might warrant either. 
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GAMEMASTER'S NOTES: 
THE GORGE AREA 

Of all the sections of this scenario, this one Is meant to be the 
shortest-end the sharpest too. That Is, the Heroic Persona team, 
hopefully with Khonsu-khalbet as an f'1' member, will ride on horse­
back from the village on as direct a line as possible, following the faint 
track. from there to the entrance of the Gorge of Osiris. The bandits 
lying In wait will assault them. the team will fight back. and. when the 
outlaws are defeated. move on as is appropriate. 

Take a look at the overview map on the following page. and you will 
see the screening positions the bandits have set up. f.ach potential 
encounter area with these rovers Is indicated by a SA. You will note 
seven such places. ('Jbe area mal'Ked 56 is separate and detailed a 
liWe later on.) fadl Is singular. of course, and once the bandits are 
encountered some decision will probably be readied. That Is, either 
theHPteam will havedefeatedorbeendefeated bythlsgroup. On!ylnthe 
case ci a 1t.and-Off will the bandits appear again ft the lndlca.ed spots. 

Assume thatthere are a sprinkling of bandit scouts out. and when 
the party of strangers (the HPs) leaves Aartuat headed In the general 
direction of the Gorge of Osiris. these observers will ride at a gallop 
back to Inform their leader. and an ambush will be set up In the 
marked position appropriate to the HP team's line of advance. Thus. 
for example, if the HPs follow the Khenn Shurr (Fading Brook) 
down from the plateau of Aartuat Into the sands of tbe desert. then 
turn north and hook westwards onto the higher elevation again. 
one of the second Line of three locations. or the final fall-back 
position near the entrance to the gorge. will be where the attackers 
lurk in wait. 

The 56 area Is the rocky hill In which the bandits have their lair. This 
Is described In detail In the appropriate place. In most cases. thls 
place will not be enoountered. Should the team pursue defeated and 
fleeing survivors of the robber band, then they will be led back to thls 
place. There Is also a slight chance that the team will simply venture 
northwards and stumble upon it. 

The second of the Nine !Ml Objects, the Bloodied Hoon, ls with the 
chief of the desert bandits. If he is killed or captured. and this device 
captured. then the team need not concern Itself with any pursuit. If 
the leader escapes, stress his position as the chief of the robbers and 
his flight In total rout accordingly. for the players should have the 
opportunity to send their personas after him. In this situation. such a 
chase Is not a diversion from the mission. However, don't make too 
much of it, so that the decision wlll be one from the player group. not 

the gamemasterl 

ENCOUNTER KEY 
We can' t give you mudl in the way of scripted text here. forthe party 

will be moving freely. without direction from this scenario or the OM 
either. Here is the opening which you can read as the HPs depart 

Aartuat: 
-You leave the caravanseraJ and Its lf We collectlon of build­

ings headed northwards. Looking bac.k. you see that Ute veg­
etation stands out as would an emerald In a copper setting. The 

soil and stone here Is of such reddish-orange as to make that 
comparison appropriate. and most of Ute desert SCIUb brown 
and sa-e so as to blend wiUt Ute mineral. The foliage which 
marb Ute course of Ute stream flowing from Aartuat Is a string 
of gem·llke green. A mile or so from Ute village It becomes a 
tangled jungle near Ute banks of Ute waterway, a Utomy hedge 
at Its verge a few score paces from Ute stream. All else Is harsh 

and stark. 
"To your left (Ute west) Ute land rises In step-like tiers and 

massive hllb of stone. The elevations tend to have precipitous 
sides, OattJsh tops, and Ulen rise again. Here and there sand­
weaUtered peaks are UUustskyward .• aags jut. ravines cut deep 
Into old rock. 

•A relatively level tableland runs northwards from Ute village. 
It ls Ute same as Utat east.west portion of the plateau upon 
which Ute caravan route from Famoc and on to Ute oasis of 
Dakhla-Amun follows. There ls, In fact, a faint paUt which heads 
off towards Ute Gorge of Osiris area. 

-nus Hat ground Is hard· packed red clay, sandy In places. and 
rocky more often Utan noL Prom It bulk great and small mounds 
of stone. weathered Into odd shapes by wind-driven sand. 

'"llte sand stretches out to your right (Ute east). a sea of Ute 
stuff between you and Ute rtylle River far distant now. The sand. 
In fact. seems to lap at Ute ;>lateau as If It were water, the rock 
rising lO or 30 feet above Its level. or course Ute sands are not 
level. The stuff rises In ridges and dunes. shaped Into new forms 
each time a strong breeze crosses Its surface. Many bits of stone 
can be seen scattered In this waste, and a few big hills of solid 
stone stand as lonely sentinels to announce Ute rising of Ute old 
mountains to Ute wesr 

SA. Barx1it Ambush 
Remember that the evil folk from Aartuat might be here with the 

desert raiders, I.e .. ffept-f-hra and his family and guards, Oerhit and 
his son. ffep-thait, and/or Shenau. 

Again. unless there Is a confrontation without fighting. the seven 
possible locales for this encounter are meaningful only with respect 
to that singular one ln which occurs the baWe. Once thi:t is finished. 
the places are deserted from thereon. either the bandits will be 
dispersed and gone. or. (perish the thought) the Hfs defeated and 

dead. 
Shenau (Chapter 3, Area 13, above) has assembled this band of 

outlaw ttgyptlans and servants of Set under their chief, Turpur. 
stiffened them with wild tribesmen of the desert who care for no 
ttgyptlan deity whatsoever. and prepared them to keep everyone not 
a part of the dark plotoutofthegorgearea. Then the head of the group 
In the temple sent his own watchdog to keep track of what Shenau's 
men were doing •... Of course. the more successful he Is, the higher 
Shenau·s status In the Ume to come. So when the team of foreigners 
come to Aartuat. the rovers waJUng In the desert will be ready to fall 
upon them I Naturally. the bandit leader Is playing his own hand, as Is 
typical with those of evil. He rides the fence between various figures: 
the High Priest. Setem Nefer (see Chapter6 for details), currying favor 
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with his surrogate, the Priest of Set. Hu BenU. from the temple. and 
with Shenau too, ready to ·serve loyally" under whichever man 
emerges as the more powerful. 

/tll.Mlon otnapur. Bandit Leaden Just as the soldiers are In the 
Aaltuat caravanseral. this fellow and his men are posted out.side 
the Ootge of Osiris to see that noboc(y stumbles upon the over­
thrown Temple of Osiris (now Set's) or otherwise troubles Shenau 
In Aartuat. Dead men. as Is said, tell no tales when fed to an 
Insatiably hungry devill Turpur likes his worl< too, and he collects 
p1zy from both Setem Nefer and his theoretical superior, Shenau, 

supplementing these sums with what can be pillaged from small 
caravans foolish enough to come this w~ rather than along the 
main (famoc-westwards) route. Note that unlike the military de­
tachment. these men will not risk their lives for "duty, .. the latter 
term meaningless when It comes to saving their own hides. 

/111.ulon of ttu Bend: This Priest lsn 't bright but he Is rigid In his 
outlook and follows Instructions from his master, Selem Nefer, to 
the letter. He is to make sure that the bandits do not reveal any 
seaets. In the ~ ahead, this means that Hu Bent/ will /fghtl 

The stage thus set. we ride with the HP team Into the wasteland 
towards the gorge ... 

M the HP party reaches an ambush site. the foremaist one, two, 
or three (maximum) members will make a Perception. Mental and/or 
Physical roll. Difficulty Rating 'Hard.· at your Instruction, without 
being /nfonned as to the reason. 11Je distance will be at one furlong 
(220 yards. 660 feet). Note, however, that if the HP g-oup has 
advanced scouts able to employCriminal Adivitles. Physical KfS, or 
invisible ones, or if the whole party is invisible. then consider a 
Special success has been scored on any successful roll against the 
applicable K/S Area S1UP at a DR of "Hoderate" or even "Easy ... 
Only a Spedal l'Bllure on this roll will give the "dlscovered ambush" 
(Situation Two, below) result. 

SltuatJon One: If a Special Success Is scored by any HP team 
member, the party has achieved Total Surprise on the bandits! The 
latter will be unmounted. with bows unstrung. and if the team charges 
to attack. all combat will be at dose range with hand weapons. 

'You see a group of a couple of dozen ragged men. bandlt.s for 
surer 1belr horset-Whlch seem skinny but appear to be gen· 
d.5-4re tetha-ecL and you see bows In cases on their saddles. 
All have hand weapons, lances, and a few have U098bows too. 
They seem to be lw1dng as If In prepared ambmh. but aren't 
aware of your approachr While you might get a few missiles off 
from where you •e. that will give the majority of them the 
opportunity to mount up. ready their own bows. and shoot back 
while they ride Into you In at a gallop.· 

SltuatJonTwoz If allofthoseabletodiscovertheambushsucceed 
in their roll, then they have Surprised the ambushers. However; the 
bandits will be able to both mount and ready their missile weapons 
before the party can dose. so one CT of missile fire will have to be 
undergone as the HPs tide into the fray. They can, of course, also 
shoot, but doing so mounted and charging is hard ... 

'You see a \llllalnous group, a score or more of men. running 
frantically to where their horses are tethued. They have swords, 
lances, crossbows, and bows too. 1bey must have been waiting 
here, planning to ambush you, but your careful scoutJng pre-

vented their plan from 1111c:ceedlng. lbey are 11 boW9hot dlstant 
now, but It ls certain that the whole party of them will ride their 
genet.s lnto your party at the charge.• 

SltuatJon 1hree1 If any observer able falls, but others succeed 11_1 
their Perception roll, then the bandits are mounted. bows ready, and 
will then commence their attack as follows: 

-n.ere are 20 or more armed ud horsed men • furlong 
cllstanL They have cocked crossbows ready, bows with anows 
nocked. lances leveled. sabres unsheathed. In 11 hestbeat or 
two they will surely cUsc:harge a volley of missiles and charge at 
your 

SltuatJon foun In the case of failure. then: 
•A shower of arrows and bolts falls suddenly amidst YOW" 

party. Each one of you ls struck by a mls.!ile, and rearing steeds 
Indicate that arrow or bolt has wounded some of your mounts. 
You have ridden straight Into an ambuscader• 

Assume each member of the HP party Is struck by an arrow (l ·5) or 
bolt (6), while each mount has a 50%chanceof beingstrucklikewlse. 
Before the HPs can do anything. there will be a like volley of mls.9iles. 
but only one. for the bandits will be charging to attack with lance and 
sword. In the Interval. however. a casting or two might well strike 
them I 

even in this case. armor and ability should give the team a far better 
than equal chance to defeat their atackers. killing mo.st and sending 
the survivors off In flight. The Heka-eble one(s) in the bandit party will 
use a single casting only before likewise falling on the stiangers. They 
seriously underestimate the power of their enemy, of course. 

The undisciplined attacl<ers will disregard missiles to fight with 
lance and sword. One or two will leap from their horse to fall upon 
prone foes, seeking to loot them then and there. 

Refer to the OP StatlsUcs found after Chapter 9 for details of the 
group of bandits. Those for the Individuals joining them are just prior 
to bandit details, of course. castings likely to be employed by the 
Priest and Shenau the Magician are listed. but the OM can manage 
these matters in any way he sees flt. 

1be Rout: Despite the possibility of the magician. Shenau. being 
present. and the Priest of Set, Hu BenU, certainly being there, Turpur; 
the captain of the band of fighters, will flee for his life as soon as he 
sees the battle is going to be carried by his foes. the Heroic Personas 
and their allies. He will blame one or another of the high-ranking ones 
there with him for the defeat. Ju& as certainly as Turpur runs, his 
surviving men will follow. If he isn't brought down. then the chase 
should be onl The one evil Object he possesses. the Bloodied Hoon, 
enables the leader to J>MS the Sanddevll (see below), and the other 
bandits know they must be with him to gain the hoped-for safety of the 
caveat5B. 

Immediate APs: Immediately after a defeat of the bandits, 

regardless of whether or not the HP group Is Jn pursult of fleeing foes, 
have the players pause for a moment for the award of AP/S points. 

for engaging In single combat with a bandit or allied persona and 
disabling or slaying a foe In that process. each participant should be 
awarded I AP/S to the applicable Combat K/S Area HancJ..to.lfand. 
Hand Weapons, or Hiss/le Weapons. for each opponent so defeated, 
up to 3 maximum. However. the S'reeP total of the persona in 
question should limit the award thus: 
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If K/S sreer Is under 25 give up to 3 points. 

If K/S S'reef Is 25 to ~ give up to 2 points. 
If K/S S'reef Is 37 but below 51. 1 point should be given. 

captm'ed Bandits: If somehow taken alive. the c.hlef of the out­
laws will confess only that he Is a •poor tool of the wicked Shenau. • 
but If he thinks It means his life he will Hnally reveal that •someone 
In the Temple of Osiris ls leagued with the magfdan•; to reveal all 

Is certain doom for Turpur, so he will speak no further. 

Note that Hu BenU, the Priest. Is a fanatic. He will die flghUng If 

possible. rather than surrender. If he Is somehow taken alive he will 
never speak freely about any association with the Temple of Osiris. 

None of the others are aware of such a connecUon. They can say 
only that their leader took lnstrucUons from Shenau. the magician of 

Aartuat. 
Aft.er the Flghll If the rover band Is defeated. those at the temple 

In the gorge will receive an omen of this, and they will be prepared to 

receive •guests.· (See Chapter 6. hereafter.) Nobody there will ever 

admit to association with the bandits! 

Regardless of lnformaUon or suspicions, the assault upon them 

should alert the HPs to like duplicity and what has occurred will make 

any Other Personas accompanying them ready to side with the for­

eigners against fellow N.gypUans. 

5B. Bandit Lair 
lfthe ambush detailed In 5A hasn't occurred elsewhere, the outlaw 

band will attempt to manage It here, of course. Go to that portion of 
the text as needed. 

You will note that this site ls In the upper northeast portion of your 
overview map, the loc:atJon conveniertly near the desert track which 

heads to the dty ol'Tartere, aiaher for!Qng cif to the Ahar..ftah Oasis-­

the most llkely Wfli from which some unexpected visit mlgtt occur. 
The Sanddevih The cave entrance Is partially obscured by a 

hummock of sand about 15 feet high at Its center and 30 feet In 

diameter. If there was a battle and the bandits were defeated, the 

leader will possibly be hiding In this place, along with any of his men 

who were able to keep up and get Inside too thus. All others will 

conUnue riding off along the desert track. for without the power of the 

Bloodied Hoon. they dare not go near the Sanddevil. 
The hummock of · sand· Is this horrid thing. It lies in wait there, 

ready to assail anyone who approaches. To noUce that the supposed 

dunelsmxnormal. aplEzyermustcallfora PercepUon (eitherorboth 
sorts) ched< with the cave and dune as the examined, and that 

player's HP must succeed at Difficulty Rating · oifficult. • TheSanddevU 

will otherwise attack the HP group with Total SUrprlse. 

The SanddevU Is a species of Nether Plane Brute brought here In 
Spirit to become what it now is. Its body on .-'Erth is sand and gravel. 

and It can expel porUons of Itself, replacing this material with like 

desert substance. It has a maxlmum movement of six feet per Cr!Ucal 
Tum. so It Is slow, and It will not move more than about 30 feet from 

the entrance to the cave. Should any of the HPs be carrying an 

)Egyptian figurine of a deity of Gloomy Darkness f.thos, the Brute will 

single out such Individuals for preference In Its attacks, being drawn 
to the dichotomy of a non'\9ervant of Set bearing such a token. 

Its attack forms are fairly deadly, each of the three types being able 

to be employed simultaneously: 

Sand Blast: The Brute can. each Critical Tum, expel a dump of 
Itself at a target from one foot up to 30 feet distant. this blast of 
sand and rock attacking with a BAC of 65 and lnfllding 606 
Impact PD (no Strike Locatlon roll). It can do this even If foes are 
actually upon its body surface. Targets' armor Is disregarded 
save that of Heka force which will absorb damage. even most 

enchanted armor will otherwise allow partldes of stone through 

Its openings, and therefore cannot prevent the force of the blast. 
Sand Screen: Once each CT the Sanddevil can whir! up a 

curtain of sand which will blind and disable for 103 CriUcal Tums 
any caught within It. This attack has a range of 60 feet but a BAC 

of only 33, those within Its 15-foot-wlde path each being rolled 

for separately as to whether or not the attack affects that lndl· 

vidual. 
Quicksand: Anyone actually upon the Sand devil's surface will 

be drawn down, as the Brute displaces Its body under that 

subject and moves the substance so withdrawn upwards to 

surround the vlcUm. Mer one CT the victlm Is stuck. SUch an 

attack appears as If the Individual were trapped and sinking In 

real quicksand. The vlctlm will be one-third Immersed In two 

CTs, totally burled In six CTs. and suffocate thereafter In 103 + 1 

Battle Tums' time. Two humans or a horse (with or without rider) 

can be assailed thus. Once any victim Is buried, a new subject 

can be attacked by this mode. 
Note that trying to unbury a victim with hands or tools. even 

shovels and spades, ls a useless employment. So are all weapon 

attacks of any sort. 
The Sand devil ls most easily defeated by blowing It away with a gale 

of wind or washing It away with a downpour of water. However. the 

Sanddevll can also be defeated by fusing It Into a glassy lump through 

Intense heat of fire or lightning. making It Into solid stone through 

petrifaction (yes, It will work as the sand grains are like living cells In 
this easel). or turning It to flesh (a reverse petrifaction) and thus being 

made both Impotent In sand attacks and vulnerable to any sort of 

weapon (color It destroyed). 

See OP Statistics after Chapter 9 of this scenario for full data on the 

Sanddevll. 

The cave: There Is a small fore-porUon about eight feet wide by 17 
feet deep. A fairty high opening to the east leads Into a big cave In 

which mounts are kept. A low passage to the west lies about eight feet 

distance from the entrance. 
~e ante-portion of this sandstone cave ls about three by six 

paces In size. At the end ls an opening to the west 'Which la big 
enough for a camel to pass through. To the east. about halfway 
along the wall, ls a low passage of about fom·feet height and 
three feet In width.• 

When the HPs look Into the big passage: 
,n about three or fom feet you see a big cave. This chamba" 

ls pierced by several openings high up. so light filters In and 
there ls air movemenL It ls about 60 feet long and half u wide. 
Dung Utters the Door, and there are phes of the c:oane fodder 
typically used to maintain horses In the place. 'Dwft 15 a lWe 
trlc:kle of water coming down the stone wall In the 90Uth. It llUs a 

nabu'al rock biwln ~then wamesowrtheedgeto beabl!lorbed 

by the ~tone of the cave's noor.· (And If appropriate ... ) 
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"The leather rope tied acros.s the mouth of this cave Is meant 
to keep anlmau wltbln. 71Jere are (a number equal to the number 
ofbandltshldlngelsewhere) bona, lllUlilddled but.sweaty, .stand· 
Ing calmly In the ar~ munching the dry fodder, and .stopping 
now and then to .suck up water from the nearby pool.• 

On the western wall of the entry is a low passage. One must stoop 

and then crawl to traverse Its 15-foot length. Here Is where any 

surviving bandits will attempt to hide. This then gives onto the gallery 

cave In which the bandits have their quarters. The gallery rises to 
about 20-feet height, ls tapered from 10-feet width at the entrance to 

40 In the mid-portion, then back to about 1 O feet at the far western 

end. It has numerous ledges and niches along Its walls, and on and 

In these places the common robbers have their own personal areas, 
bedding, etc. Two finger-like extensions to the south at the western 
terminus of the area are sufficiently large for the private accommo­

dations of the chief bandit. Turpur, and the Priest of Set, Hu Bent!. 

These extensions are about five feet high and wide, some nine feet 

or so long. 
Whenever the Sanddevll devours a victim, It emits a high-pitched 

whl.stllng sound. Unless they hear a whole chorus of such whistles, 

nobody herein will even peek out! There are dates, bread, beer, wine, 
dried meat, and water aplenty stored In the place. In a week the 

survivors might venture forth, but not sooner. 
The bandlts will pile rubble In front of the entrance to make It look 

as If the crawl-way passage dead-ends. 
"A look down the small passage reveals that its celling tapers 

downwards to about two feet height and width. It ends In a pile 
of rock debris, as If Ute end might have collapsed." 

If there are four or more bandits, they will set up a guard at the 
entrance and attempt to ambush any Intruder. Bows or swords will be 
plied as a foe attempts to come crawling through the low entry! 

If there are three or fewer, they will simply cower here, hoping 

nobody will come looking for them. 

There Is a fair amount of stolen loot stored In the two terminal areas 
of this cave. Here Is the suggested Inventory, although gamemasters 

might well wish to adjust this to suit their own campaign: 
6 small leather pouches, each containing a mixture of copper, 

silver. and electrum coins whose total Is 50% x 100 BUC.S, I.e., an 

average of about 25,000 BUCs per sack. 

303 each excellent Quality bucklers, spiked bucklers, chain 

rrlestcneft. SUn.light or Dweomerazft. White 
ca.sting Gracie IX 
lnvulnenbllity to Demons, Devils, 8f fltends Formula: 

mall armor (HaJO. leather armor (ttalO, daggers, knives (large and 
small), swords (long), swords (sabres), swords (scimitars). cross­
bows (small), and bows (small composite). 

403 pieces of ancient jewelry from the necropolis. \lalue on the 
black market In Jfgtpt ls 4010 x 1.000 BUCs per Item. ln a dvlliz.ed 

stae oltslde the a-ea these will fetch 10 times that prtce. mlnlmum. 
(These should be returned to the tegyptian a.rthoritles. Simply taking 
them to the military commander In Aartuat will suffice.) 

406 ancient funerary objects of small size, half the jewelry 

above. 
l ancient papyrus with a casting of "lnvulnerablUty to Demons, 

Devils, l!t Fiends· (see sidebar). Note that the Heka cost to activate 

this Casting Is Imbued Into the hleroglyphs, but If so used. the work 

Is destroyed. 
At the <Jamemaster's Option: 20:3 one-dose poUons and one. 

function, one-use Amulets, Charms, and/or Talismans suitable to 

the local circumstances, not likely to be used by bandit survivors, 
and of likely usefulness (and needed) by the HP team later on. 

GAMEMASTER'S NOTES: 
THE GORGE ENTRANCE 

You will actually need several dlfferent maps to handle this com· 
fortably. The overview map, the General Area of Gorge of Osiris, 

shows the relative location In large scale, Indicated by SC. If the 

players are bent on learning specific details of the area around the 

entrance pylon In small scale. then you will have to refer ahead to 
Chapter 7, where the Map of the Gorge of Osiris ls found (page 88). 
The pylon Is Indicated on this map by the number I . Finally, the Map 

of the Entrance Pylon proper Is shown lmmedlately hereafter. 

Whether or not the Heroic Personas return to Aartuat for a time to 

regroup, heal wounds, and so forth. as they likely should a\.er encourter­

lng the bandits (with or without explootlon of location 56), the group will 
next need to get to the entrance of the necropolis area and thus to the 

we& pylon warding the Gorge of Oslrls. This ls a transitory area between 
the ·outside wor1d" and the deadly dangers of the burial ground In the 

gorge. Again. this ls loatlon 5C on the Jarge6Caie overview map. 
The enrounter suggested for this place is a bizarre one and quite 

Ukely to be too strong for a less-than-expert group with non-veteran 

Heroic Personas. so be careful In your management of things even 

though the area seems relaUvely Inconsequential In 
regards to the overall plot and what Ues ahead. 

11me: 12 hours+ number of subjects Other fleka Co.sts: 

If there Is a major battle here, gently urge the 

team to fall back to the village once more so they 

can repalrthing.5 and venture forth whole and sound 
a bit later. If they have been good visitors, they will 

gain sympathy and greater admlratlon from soldiers 

and villagers alike, further assuring thelr safety with 

respect to the authoriUes of Pharaoh. 

Area: 1-6 subjects R~D: Nil 
Distance: Touch Other: Nil 
~/1'/rf: 1be recipient cannot be Mentally or Splrttually attacked by a 

Demon, Devil. or fiend ci the Qloomy Dar1otess ethos, nor does the sight 

of any such creature or being disturb the subject of this CB5t.lng. Physical 
damage from at:tack.9 by any suCh creature or being are reduced by 7 
points during the entire nme duration of the Meet. 

Once safely through the entry pylon, the Heroic 

Persona party will be led Inexorably to the Temple of 
Osiris. Chapter 6. hereafter. 

Read the following as the HPsapproaeh the mouth 

of the gorge: 
•steep and rocky clllfs can be seen rising 
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starkly to the west au along the way to the gorge. The low spots 
are but 40 to 50 feet above the ground. vuy quickly jutting to 
heights of 80 feet and more. Spira and whole ridges reach 
double that altitude jmt a UtUe way Into this .._d and banen 
waste. "o wonderthecaravanseral Is a popular place, for routes 
through these stony badlands must be rare Indeed. 

•AboutftYemlksfromAartuat.a9houlda'jutsfrom thehlghwaD 
olrock. 'lhlscould only be the southmlarm oftheGorgeof Oslm. 
Rounding the elev.ldon. you can see lmmedlatdy that the rise did 
Indeed mMk the entrance to the gorge. About a hal'·mlledhtantls 
a sbnllar arm ofroc:l6--the northern one. 'Die level ground narrows 
between these elewtiom, l\umellng down to a quarter-mile width 
In M llWe distance. then to only a boW9hot wide a the dlfl's rise to 
eitherhand. lbe rest ls a gloomy canyon lndeed. lbere Is. howau 
something more ominous and demanding than the gorge proper. 
1here. stoppering the mouth of the place. ls a square fortress. nm 
mmt be the great tower through which entrants must J>a9S to gain 
the Temple of Oslm and the neaopolls beyondl 

•A tariblejumble olboulclas, detritus. and thorn aa\11> makes 
It lmpoMlhle to take mounts. ewn mules, Into the gorge save 
tb'ough the IDIMIYe pylon. l'ou notice a IXllS'-clry streambecL but 
um hM ltue bouldas and evm worse soul> than ~ 
tangllng Its WllJeL Again. the tower seam to bethesolesafeentiy 
po1nt.· 

ENCOUNTER KEY 
~ou see a pylon. Its tapering top towering more than 70 feet 

above the ground. Its square base must be 150 feet across, and 
the great entryway Is an N{Jyptlan arch with tapering sides and 
a Oat lintel forming a trapezoid about 30 feet across at the 
bottom. 20 feet high. and IO feet ac:ross the top. 1he whole 
struc:tme Is painted In large, often huge. pictures and glyphs. 
now much worn and faded. 

-nte whole of the outer surface ol the pylon Is also covered 
with bas-reUef carvln§' ol Osiris. Anubis. and others of the 
duties assodated with the after1lfe of the A!gyptlan Pantheon. 
their colors likewise faded Into near lnvlslblllty.• 

Any persona able to read hieroglyphs or the script writing of /Egypt 
will note that it proclaims this to be the "entry Pylon of the Duat. • An 
astute observer might also note how the entry path proceeds through 
the pylon from east to we.st. As the sun's course, so too the course of 
life; the Duat Is In the spiritual west of darkness (i.e .. TWiiight. or the 
WlOS of Shadowy Darkness). 
~OU peer Into the llhadowy tunnel which pla-ca the IDl&S5ive 

edJfk:e eat to west. Cllreat pllntm are spott.ed evay 20 feet or 
thereabouts down its length. thdr tops supporting stone beam.9. 
these lintels certainly helping to support the tom of stone above. 
Interior walls are al5o carved or painted to show 9UCh scenes. • 

Most of the writing Is of a rellgous rmire, but there are alSO Impreca­
tions to those entering. warning that only the dead and those Who mourn 
them or come to offer to them may enter without fear ci terrible curses. 

Encounter with "Arubis" 
Lurking within the pylon at Area C (at Ute doors to f) Is an old and 

Insane Mage-rrtest. a kherl-heb, who believes himself to be Anubis 

because of a curse laid on him by the High Priest of Set With his 
jackal-headed m~ and a strong magickal Illusion, this fellow ap­
pears Indeed to be Anubis-especially considering his associates. 
Theyaremallgncreatureswhousethecrazyman'sdelusfonstoth~r 

own ends. 
Accompanying this demented one are various weretherlos, evil 

animals able to take hwnan fonn, whom the Mage-frfest believes to 
be~follows: 

• Apwt the wolf-headed (actually a wolfwere) helper, 
• The four Sons of Heru (a baboon-weretherlon. jackal-were', 

owl-were', and one other weretherlon-type usually appear· 
Ing~ human), guardians of the body of the decea.9ed, 

• Isis and Nephthys (two female creature-weretherlos, typically 
llon-weretherlos), who awst the dead Into the afterlife, 
and 

• The Two •Upnats• (two male creature-weres, typically wolf· 
weretherlos) who watch for malign ones who would de­
vour the deceased. 

(If the party ls strong. and If a major encounter ls de.sired, add other 
baboon, wolf, and jackal monsters to make this a real challenge.) 
~ou are near the mid-point of the long passage through the 

massive pylon when a shadowy form appears before you. It hM 
a jackal's bead and speaks loudly: 1dent1ty youraelves. dead 
ones. so tbatl mlghtamwer to Osiris In the Hall of Judgment as 
to whom I bring Into bis reaIJmr 

Should the adventurers come up with some prompt and strange 
answer to the madman's queries, there might be no Immediate 
i:ttack. eventually. however, Ute Mage-Priest's evil and hungry com· 
rades will try something. or oourse. If the Hrs somehow convince 
·Anubis• that they are Good and just ones. show him respect, and 
behave well. the fellow will a<>sall his ·companions" w!Ut castll1lJ', 
damning them for attacking those under his c.arel 

Since this Priest-Mage Is Insane, he believes himself to be totally 
Immune to magical attacks, lndudlnghlsown castings directed at the 
intruders i:t dose range. 

None of those encountered have anything worthwhile, save the 
few maglckal tomes of castings which the Priest-Mage h~ placed In 
the second story where he has taken up his abode. 

If the HP team manages somehow to save the aazy ecclesiastic 
while destroying the /Ml creatures with him, and then proceeds to 
cure him of his madness, the real Anubis will be.stow 9 AP/Os and 
9 Joss 1"8dors on the ffl's, the 0!1 assigning I JI' to each member, 
and then giving out any ext.rm as seem flt according to contribution to 
the saving of the poor fellow. 

Alternate Encounter 
This place Is Ideal for an ambush by the robber band. If the party 

of HPs somehow managed to evade the enoounter with the bandits, 
then have them meet that group here. The outlaw chief will set up a 
trap In the pylon .•.. for Instance, when those In the front of the party 
are just beyond C (on the B-D axis), going west, the double-doors 
leading to Areas eand f open suddenly, a half-dozen bandits coming 
from each side. A •stopper- force of six bowmen then appears In the 
tunnel west of the party, while others attack the flilllM from elf, and 
yet another group of six wor~ Its way from Area 8 and Inwards. 
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GAMEMASTER'S NOTES 
As mentioned earlier, you might need to refer to the Map of the 

Gorge of Osiris, Chapter 7, page 88 as the Heroic Persona team exits 
the entrance pylon and heads for the Temple of Osiris (key number 2 
on the detail map of the gorge). The temple and its immedlate 

environs are given on the map immedlately hereafter. 

Be sure to read with care the material regarding how the team 

approaches and enters this place. The scenario Is set up to force the 

HPs to come In as would actual people In such a situation, not as niaja­
commandos assailing the stronghold of a known foel 

Inside the temple are many hirts about what Ls to come, and the 
personascan pick up useful Information here if they lnveS!gate. If theytiy 

to go around the temple or otherwise avoid it. the prle.5ts there.In will spd. 

them and attack. The only W?l;I the party cai proceed In peace to the 
neaopoUs Ls to stop and deal with the dla1Jenges here first. 

Keep In mind that one of the Nlne IMI Objects, the aeaverofSet 
is with the Chief Priest of that evil one, and the Book of l!temity Is in 

the island shrine of the Osirium. 

When the HPs are through the pylon and outside to the west, then 

the following must be read aloud: 
-You exit the tall tower and starelnto the area beyond. 8d'ore you 

w a tslge and fortMddlng edJflce. the Temple of Oslrts. Jt blocM the 

mouth of the gorge that ls the next objective ln your quest. 
"Before It ls pos.slble to enter Ute place where Ute dark tomb 

and Its treasures await. this temple must be Investigated. To do 
otherwise-Ignoring It. ror Instance. and going past to explore 
Ute places beyond-would Invite disMter. What Ir there are 
clerla and their warrior guards In the temple? Yes, there might 
be worse problems awaiting within this place. Whatlf'llls active 
and ftlled with good. well·meanJng ecclesia5tiat and their folk? 
They might not know about Ute threat of Evil and attempt to 
stop your team. Or What Ir It was abandoned to Demons? Other 
problems are possible too, but now It can't be Ignored. If 
anyone ls within. Ute party has been observed. There ls only one 
method or dealing with the situation: you must go up to the 
place and see what's there.• 

MAIN LEVEL ENCOUNTER KEY 
When the team approaches near to the temple. read the following; 

-You have already learned that Osiris ls Ute deity who rules 
Ute underworld or ~1.-ln Ute best sense. 1he Dual is Osiris' 
realm. wherein Ute departed can dwell much as they did ln 
~t..Jr they pass the Judgment. That Osiris Is stern and 
powerful there can be no doubt. The temple ahead Is both stern· 
looking and stout.--e Otting place In which to revere an entity 
such as Osiris. It ls built In Ute fashion of Ute Yarban Wars, when 
ftghting and rald.s caused Ute constiuctlon or such places to 
resemble castles and fortresses. 

-nte temple Is about 300 feet square. and ls placed so that 
the land to dUter hand ls within archery range. The twin pylons 
flanking Ute gate tower are 60 feet high. and each Is covered 
with huolc scenes ln bas-relief depicting Ute eple5 or the 
~tian deities and or some andenl Pharaoh. These towers 

are stout. and they slant Inward a little as they rise; evm so, 
their bases are splayed to foll battering attacks. 

-nte wall around the place ls 30 feet high. Sart1zau rl9e I 0 
feet above It al each corn~ and Ute wall section bmeatb each 
ls rounded and splayed. Inside. you can see a central ediftce that 
ls higher than the walls. but lower by a bit than Ute great 
entrance pylons. Thue ls no banner flying: no person visible on 
the baWements. But the gates are closed ... 
~approach to the place ls most remarkable. An aw.nue, 50 

long paoes aaoss. rum off eastlnto Ute bmftns. and westdhctly 
tothega.teofthedtadd. tbepavlngstonesarelarge.hardbloc:b­
of gneissorgranlteprobably-meantto mtrorthonsenctsofymrs. 
If you judge corredly. the path wow comtnx:ted at Ute same time 
as thJs fortre:s.9. around 50 AAF (A.flu Auantrs Pall). lherdore. It 
ha been almost 1,000 years since tll05e stones wue laid In placd 

·So too the strange things that Dank Ute roadway ahead. 
Beginning about I 0 reet before Ute pylons and extending I 00 
feet eastwards towards your viewpoint are two rows of stone 
statues, placed to the left and right of Ute walkway. Assorted 
sphinxes-long creatures with lion bodies, each having a differ· 
ent kind of head-rest upon high pedestals at I o.rootlntervals, 
watching over the entrance to the Temple of Oshis. Each pllntb 
ls a rectangle about Io feet deep and tall, and ftve reet wide. 

-ro approach Ute place other than In direct fashion along Ute 
road would be tantamount to declaring younelves hosthe. You 
have means or becoming lnvlslble to normal sight. surely, but 
the Inhabitants or Ute temple are not simple villagers. Should 
men or monsters dwell within. dlher will surely detect even 
such lnvi.slblllty and react accordingly. And perhaps the for· 
tress ls abandoned after all: nobody In Aartual mentioned folk 
from here. It might be that Ute Temple of Oshis Is now main­
tained by rriar·llke clerics as lnoffemfve as Merha·aptut. the 
Priest or Hapy back In the village. Whatever Ute amwer. good 
sense dictates that you proceed westward towarcls Ute gale In 
an open and non·hosUle fashion. Soon enough the b'uUt of 
things will be discovered.· 

D.Jter Area 
Any sort of mag!ckal movement within or through the walls of the 

Temple of Osiris might end In disaster for the persona a:temptlng It. 

Consider the type of casting or Power used, roll I 0%, and consult the 

following table. Note that this does not apply to maglckal aids to 

nonnai movement. nor the like (Including maglckal flight). Uthe ffPs 

maxe any sort of dlvlnat.ory determination prior to an attempt at this 
sort of enay. the result will give then advice to the effed that It 
bodes Ill Indeed to tzy. 

-Walk through Wall• step from dimension to dlmemlon 
JD% Roll Result 
0l·15 Attempt aac:ceed.s 
16-70 Attempt falls 

71-90 Attempt falls. and 6D6 PD la lnflk:ted 
91-00 Meet Boar-Oemon (see OPS) lnter-<1lm~ 
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TEMPLE OF OSIRIS 
Main Level Map 
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Enter the A!:thaeal Realm 
JD% Roll Result 
01-10 Attempt suocem. 
11-55 Attempt falls 
56-85 Attempt falls. and 6oo.+6 PD Is lnftk:ted 
86-00 Meet~rally aid be Surprised by Boar-Oemon 

Teleportation. Moving A.51rally 
JD% Roll Result 

01-05 Attempt sooceeds 
06-45 Attempt falls 
46-80 Attempt rans. and 6D 10 PD 1s lnftk:ted 
8 1-00 Meet Quasl-Oeity Serpe.rt (see Area U9, page 79) Astrally 

Normal Enbyi If the party proceeds up the Avenue of Sphinxes, 
well and good: sklp to that section (below). Otherwise. study the 
following Information carefully. 

CovertEnbyiShould Khon.su-khalbet be along, he (belngN.gyptlan) 
wlll become angry If the party members suggest anything other than 
approaching the gate. •'Unless one ls a th.Id', one does not ap­

proadt the rear of a dwelling. nor 5edl to enter through a 
wlndowr he states Indignantly. If any of the Hrs has an Amulet 
Olarm. talisman, etc., of the right sort (an object that wouldgve warnlllJ. 
or a sta:uette of~~ deity of non-Oloomy Darkness ethos), the 
thing will grow Icy at the stgJeStlon of ent.erlrYJ covertly. 

The Auras and activity of the adventurers make It absolutely lmpos­
sl ble for them to approach the temple unnotlced. The Inhabitants are 
fully aware of the Heroic Personas-end not pleased about their 
presence. either. One maln reason ls fear that the true nature of the 
place (mallgn and evil ) will be discovered and exposed. The other Is 
obvious: the approaching foreigners are plalnly tough and powerfull 
The ecdeslast:lcs of the temple hope to either dupe or slay the 
Intruders. depending on how wary and strong they prove to be. 

As was noted above, any augury or divinatory questioning wlll give 

a strongly unfavorable result for sneak entry. over.flight. or Invisible 
spying. Magickal movement Into or within the temple can be posi­
tively disastrous, as noted above. Conversely, the reading for direct 
ent.ry by the gate ls not adverse; there are tokens of some darkness, 
but there Is no dire Immediacy. 

If In your role as GM you can't artfully dissuade your players from 
attempts at covert action, assemble the Information on the temple's 
personnel and armament (given In the section on Other Personas 
Statistics) and proceed to demolish their HPs falrty but remorselessly. 
If the team tries to assaJI the place by coming over the walls (whether 

climbing or flying). that Is the same as declaring hostilities, and a full­
scale confrontation will begin then and there. ln any event. every 
person and beast able to fight will either meet the party or come as 
quickly as possible. They will be reinforced In 206 AT's time by a 
number of Boar-Demons equal to the number of party members (or 
12 at most). These servants of Set will fight to the death. 

A verue of the Sphinxes 
Al. one time these statues were active guardians of the Temple of 

Osiris, and the High Priest of that deity had the power to bring them to 
life. They were f'eUshes of Supernatural type. for each sphinx was a 

Power of least sort. They are now but statues, although each houses 
a minute vestige of energy from the past. 

The Aura of the whole area Is strained. weak. and uncertaln. No evil 
can be detected-but Is there Good? (Not much longer; the dert~ 
within are working to drive It away.) The sense of ancient l!.ntltal Hek.a 
is faintly discernible after much concentration. So Is a sense of 
Balance-1.e., benefit or discomfort depending on .•. something. 

If the Heroic Personas pass boldly between these statues, they 
are each given two gilts from those greater ones opposing tvll who 
are observing them: 1 Joss /"actor and a-7 on any one die roll made 
sgalnst (attad<lng. parrying. etc.) an tvll enemy when such Is mast 
needed. If they are timid, suspldous, and/or hostile as they pass, 
each loses I Joss l"actor. 1his penaJzy Ls also applied if they deface or 
mod< the SjXllnxes. If any Ettltude other than thosle mert:Jooed Ls shown 
(even reverence or respect), neither a benefit nor a penalty Ef'Plles. 

The eyes of the sphinxes a-e fancy aid omanettal st.ones, each worth 
about ~2.500 BUC.9 lf not dlipped or mared. They cm be extracted. 
but that will besufficle~causeto bringabottthelossof I Jossf'lk1.0rper 
otfendlr1l pezsona and It will briflJ enmity~ well at some future time. so 
bea" such deseaatlon In mind as a bad thing if It actually occurs. 

As the c.haracters approach to within 50 feet or so of the flr.t pair of 

sphinxes, read the following: 
-nte great sphinx statues are now discemlble to you. The 

nearest on the left ls man-headed and painted green. and that 
on the right is bull-headed and black. Both are In fairly good 
conclltion. although the paint is much faded now. The next two. 
again left and right. appear as a gray owl and dark· brown jackal 
respectively.· 

When the party has moved anct.her ~feet d oser, continue~ follows: 
'Ttow you can see that special 'eyes' have been set Into these 

sphinxes. These false oculars are made from polished aupen­
tine, aga~ and so forth. ranging from green to brown and gray 
In colo~ with yellow, amber, and b luish shades, too. You see a 
hippo-beaded and an lbh-headed sphinx to the left and right. md 
~you proceed along the avenue you'll beabletoeunnetherest.• 

The sphinxes alo!lJ the avenue are ~ noted on the table on the 
following~- The statues are of hard, yellow sand.<t.one, very sklllfuUy 
carved. The palntlnglsqulte old and hasn't been renewed for lOormore 
years. (That should warn the alert player~ things ~)The pllnth 
upon which each statue rests Ls carved with a scene depicting that sphinx 
accompanying a Pharaoh In some sort of can bat. Hieroglyphs and salpt 
wrttlng describe the exploit. l>lX they use the term ·Osfrl~ for the king. 
rather than his octuaJ name. If perslst:eoc examlnatlon of each pllrth 
OCQ.U"S, the name of the f'ha'aoh Herkhamose V Is discovered. 

The engraved wrtting also contains warnings for anyone capable of 

deciphering the hieroglyphs or script: 
·o Mortal. Beware! 
Approachnot wlthhaughty"Plrltorheart~tuponwrong· 

doing. 
Great ls the Power of A.sari 
and Illa Brother. 
Even mountaln.s must obey them2r 
l . Asar Is a name for Oslrts; his •brother" Is Pharaoh tterkha­

mose V. 
2. The stone statues are Im piled ln this last line, of course. 
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Statues Along the A venue of Sphinxes 
Left Side Right Side 

Sphinx Color Sphinx Color 
IbeX OrangWIWny Woman White 

Scorpion Black Falcon Golden yellow 

VUiture Black-brown Ooat Red-tan 

Cobra Olive/pale yellow Scarab Red-brown 

Ram Black Crocodile Dark green 

Heron Blue-gray Baboon Gray-brown 

Wolf Red-brown !'tog Bright green 
Hippo Deep gray Ibis Yellow-white 

Owl Oray Jackal Rusty brown 

Man Green/black lights Bull Black/white blaze 

If the HPs examine the ground behind the statues to either side of 
the avenue. they flnd litUeshreds and bits of bone. These are but the 

bleached bits left from a long-past war when bandits and thieves 

Invading the necropolis didn't heed the warning of the sphinxes. 

Possibly this Information can be discovered by employment of 
Heka ... 

Main Floor 
Keyed areas on the temple's main floor are designated with num· 

bers; locations ln other parts of the temple have been given letter/ 

number codes. All area designations beglnning with a ·u· are in the 

"Underworld" section; "N" and ·s· areas are In the cellars (north and 
south, respedively). The other maps for the Temple of Osiris­

Cellars, and Underworld--appear on a pages 70 and 73, just prior to 

the appropriate encounter key. of course. 
1. Gate: All of the following events will occur as given. whether the 

personas seek entrance In the daytime or at night. (fach persona In 

the temple has a maglckal talisman that enables ultraviolet radiation 
sight. and so can see In darkness as though It were twilight Once the 

HPs realize the situation herein, they may withdraw and return at 
daylight.. Otherwise, continue with whatever modifications are neces­

sary due to their restrlcted sight If applicable.) 

When the HPs near a position where they can examine the pylons 

and gates carefully, guards signal their approach to the folk within the 
temple. 

""Ihere Ls the usual spate of writing upon the twin pylons and 
the studded, Iron-bound wooden gates. Prom here you can see 
narrow slits for m.LssUe discharge, but each such aperture Ls 
shut fast by some Inner covering. Each of the gates Is about ftve 
feet wide and fully 20 feet high. The narrow way between the 
towers Is certainly designed to defend the entrance from a~ 
sault, for you see s lits and murder holes In the bridge tha t 
connects the pylons above the tall portal.• 

some writings extol the glories of Osiris, and of the Pharaohs 

Herkhamose V and Omnubisu I; others give certain prayerful sayings 
and tell of historical events. The guards peer out through spy-holes. 

As soon as any persona acts to gain entry (with a call, a knock. or an 

attempt to open the gate), the doors open and the party can and may 

enter. Read the following: 

-nie tall gates swing silently Inward, and out comes ... lhe 
scent of growing thlnEJ.9 and the perfume of nowersl A narrow 

walkway runs uphill to the temple's interior. About 20 feet from 
your position. the enll)'way opens Into a cowtyard. Even from 
here you can see an Interior structure of bright marble adorned 
by gilt and vivid paintings on lotus-topped columns. This temple 
cannot possibly be abandoned.· 

No personas are in sight. The Interior ground past the upslope at the 

entrance Is about flve to I 0 feet higher than the terrain outside. 

A cloud of Preternatural Heka, obvious to any able to see such 

energy. which renders infravisual sight useless, permeates the 
whole area This effect emanates from the enchanted walls. An Aural 
check will reveal a cloudy reading of dark sort (perfectly explicable 

for a place dedicated to the Lord of the Ouat); this disguises and 

obscures the evil herein. which can be detected only In certain 

specified places. 
No guards are at the gate (Area 1 ), but 20 are nearby-four i.n the 

bridge above (Area 2) and eight In each pylon (Area 3). There are 

three more posted in each bartlzan (Area 20), and 20 others sleep ln 
the thl rd Ooor area above Area 24 (see page 68). SO me of each group 

arecorporalsandsergeants. andthelr combatablllty reflectsthls.All 

the guards can be commanded by any Priest or Priestess of the 

temple. 
2 . Upper Bridge: The four guards (noted above) posted here have 

bows and are within this bridge between the pylons. Two watch with 

ready weapons while the other pair operates the gate-opening mecha­

n ism-a simple but well-geased system of pulleys and levers-to 

raise the Inner portcullis. withdraw bars, and pull the gates Inward. 
3 . Steel Doors: These block the courtyard entrances to the twin 

pylons. They are barred on the Inside. and two of the eight guards 

within each pylon (noted above) see to It that no cast.Ing or Power 

unlocks them for long. 

Steep. narrow steps spiral upwards within each pylon, with small 

alcoves where there are archery slits. The steps lead to the bridge 
(Area 2 ) between the towers, more archery slits, the wall battlements. 

and the roofs which serve as walkways. 
4. Hypos tyle: 

S This hallway Is lined with brightly painted pillars 
and adorned with hieroglyphs, script, and fres­
coes of religious scenes. 

I: Horizontal clerestory openings for daylight 
D: 30 feet wide, 90 feet long 

~ Therelsadeepdronlngchant. falntlyaccompanled 

by reeds and gong. 
!.. The whole area is uncertain and dimly ominous. 

D There is a cloud of strong and uncertain Preternatu-

ral Heka (as everywhere), but no specific maglck 

is discernible. 

0 The floral aromas are dwindling under strong in­
cense. 

'lfi Saipt: "Let only the truly l'althful approach along 
the Way.· 

S 1'1gures form the columns, with males and females 

(telarnons and caryatids) altematlng. one topped 

by papyrus, the other by lotus. 
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-rwo broad steps. each only a foot high. lead up to the 
brlghUy painted and gilt length of this long entryway. Palms 
stand to either acle of the open mb'anc:e to the balL and two 
JDU5lve columns support the stone lintel. the hypostyle ls 
roofed in the Grecian mode that has been common in A!gyptfortbe 
last two mlUemia. though the top ls peak.eel in the moclemfMhlon. 
(the andmt folk prd'aTecl flat roofs.) 1l1's stnlc:lln ls made of 
hard. neutraJ..huecl sandstone, M are all the bulldlnfp heftin. 

"You see a peaked stone roof overhead. supported by lintels 
resting on columns. At the place wha'e the roof joins the walls, 
about 10 feet above, there are long. ...-row openings (clere­
story windows) for daylight. 1be Door ls made of dull green 
marbleblocks.1bewallsanclcelllngareadornedbyhieroglyphs, 
hieratic script. and paintings and frescoes of heroic scenes. 

"Ten plllars line each side of the hallway. Each has been 
carved to resemble a man or woman. although these are more­
than·llfe-sl.zecl and are crowned by a papyrus or lotus. Each ls 
made to seem about I 0 feet tall. Each column stands on a four· 
foot-high plinth of its own. 1be total height of each plllar ls 
about 16 feet. 1be llrst one to the left ls a brightly clothed male 
holding a blue-and-gllt spear. Ills skin has been painted black. 
Opposite him stands a blue-sldnned female in white robes: she 
holds a black net and silver dagger. 

"When you move forward. you see that the columns alternate 
thus for the entire length of the passage. All the carved figures 
seem to look direcUy at you. although their eyes are plainly 
nothing more than pigments olwhlte, green. and black applied 
to the stone.· 

All the paintings on the celling and walls depict religious scenes, 
featuring Osiris, Isis, Nephthys, Anubis, etc. A Pharaoh Is with them, 
doing vartous heroic things against evil, dealing with other entitles, 
dwelling happily In the Duat (underworld, a high Nether Plane with 
many spheres), and so forth. Close Inspection will reveal that these 
frescoes are dull and need work. for they have been negleded and even 
defaced here a1d there. There a-e also hieroglyphs and hieratic script 
wrlting. which caption the deeds shown ood nanevarious parties thereto. 

The 20 columns are alternating caryatids and telamons (painted 
blue and black. respectively), starting with a male to the left and a 
female to the right. as noted. These pillars are brightly painted and 
glided, and each Is anned as given above. They have obviously been 
maintained recently. 

A Oreetlng:Three ecclesiastics appear suddenly at the west end of 
the hall, standing In the entJyway to the Outer Sanctum (Area 5). The 
middle figure Is male, dad In black. The two flanking him are women. 
The one on the left wears a red gown; the other, a blue one. (Any 
Heroic Persona with K/S ability Jn /fgyptian Religion or Pantheology 
should become Immediately suspidous, for all ecclesiastical garb 
Is supposed to be pure white, or possibly green Jn the case of those 
serving Osiris. SUccess at a IVS roll at DR ·l!asy" will bring this to 
mind.) The Priest says: 

•1f you come to pay homage to Oslrls, ouUanders, then you 
are welcome to advance. If you do but seek curioaties. return 
now from whence you came. If you carry aggression in your 
hearts. beware) J'llo enemy can pus by here.'• 

You will knOw the temper of your players; at this point estimate what 

they intend for their Heroic Personas. If they are timid, encourage 
them subtly to get out.side. The Priest Is using maglck to Influence 
their actlvlty, but unless someone Is checking actively for dweomers, 
this will go completely unnoticed. 

If the HPsare not tense, cal.tlous. or amresslve. then~ them 
to go on irm the heart ofthe temple, as Invited. The fellow's voice sounds 
sincere a1d ~. and the two Prieaesses are shapely ax! apper· 
ently unamed. If the~ erters, the temple reslderts will be scmewhat 
statdoffish a1d lordly, but they will eventually take the c.ha'acters to the 
Osirlwn a1d show them the vn and unending · tidle.s" stored up for 
those who are the true agents of the Lord o( the Duet. 

If the party Is ready to fight. however, the following occurs. The 
Priest's words trigger suspicion In anyone Intent on finding foes. A 
seeming motion, slight but discernible, will be noted to one side: •Did 
a 5pear mo11e? Wu that a ripple Jn a aetr 

Then, as the Heroic Personas watch, they see: 
-rhe suppo5ed 5tone colunul5 are breatblng creatures wltb 

glowlngeyesofemttaldhue. 7JJeblueha/t..9ofthemllles'5pean 
sllllJJIDet'. and the speamead5 aadde wltb the &ea ol a llght­
nlng 5lroke. Cold Menu to radiate &om the blltclf nets held by 
tbe females: the deep clJIU of outet' 5f>11Ce & Jn thelJL and the 
long daggers they hold 11Te IUJed with energy u bright • the 
stars. /Yo longer do these lfgure11raemble painted 5to~y 
11Te u Uring roe.kl· 

They aren't doing any of that, of course. They are simply !it<>ne 
columns holding up the heavy slabs of the roof. The Priest's words 
and HPs' attitudes have oombined to trlgier an Illusory dweomer; one 
that cannot be disbelieved without knowledge of Its cause. There Is 
a strong radiance of tntltal Heka there. The phantasm Is not of a usual 
maglckal sort, so any attempt to dispel the magick will fall. Any 
per.iOM with the special visual ability to see Invisible or hidden thlngi will 
see the same~ as the othets, though perhaps even more clea1y. 

ll/usory Attack: In the following. note carefully the attitude of the 
first Heroic Persona · struck by the animated columns.· 1r that player 
Is concerned about severe Physical damage or de.structlon from the 
attack. that persona will seem to die the Instant the weapons strike. 
The others see lightning. flames, and bolts of flashing energy bringing 
ten1ble de.structlon. tveryone then experiences the same fate. But If 
the first lndlvldual Is stalwart, self-assured, and generally unwon1ed, 
then there will be no effect from the Illusory attacks, neither on that 
persona nor on aeyone else. 

The female figures throw their nets at the personas with an unmodJ. 
fled BAC of 50. Those who miss attempt to retrieve their nets and try 
again, defending themselves with their silvery daggers (at the same 
BAC) from any attackel8. Netted charaders can be hit automaUcally 
by the male or female figures. though the males preferentlally attack 
opponents who have not been netted (et the unmodified 50 BAC). 

If and when all the HPs are "killed.· they will be stripped of weapons 
and annor (even most clothing) and locked away In the north cellar 
(beneath Area 13). Any figurines of ..t:gyptlanentlUeswlll not betaken 
from them, but rl.ngs, neck chains, etc .. will be removed. All of their 
j)QSSeSSlons are stored for safekeeping In the Reed &let(Area 7. page 
59), hidden under a tarpaulin in the bottom of the vessel. The captives 
must then devise and execute a plan of e.9Cape. and they should have 
a few harrowing times until they manage to find their gear. 
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If the sttadfs have no effect upon the party, the following OCCU15: 

Seeing the failure, the two Priestesses bow low, shouting forth cries 

of amazement 1he Priest speaks: 
"'Hall, Cho.fen Ones of the DuaU We did not bow that OsbU 
lllllJ.9df blld directed you here to 11111 bou.9e. 1be whole of the 

temple'- JOI09 to command/'" 
The Priest. Identifying himself as a Khenu (a "prophet• or officiating 

der1c) then ask.s pennlsslon to Introduce the party to the High Priest. 

the lfem-net.er-t.epi. The personm are feted. and will eventually be 

taken to '"The Underworld <X the Oslrtum. • I.e .• virtually the same 

result as If they had not triggered the Illusion. The only difference from 

the former case Is that they are here given "deep respect and obedient 

service• (fawning and more evMlons) while the temple's Inhabitants 

prepare them for their doom. If the party faced and survived the 

Illusion of the hypostyle. ju.st don the appropriately submissive attl· 

tude and add some overly awed words. 

If the HPs did not trlooer the Illusion In the hypostyle. this trto will 

escort them to Area 5. If. on the other hand, they survived an 
llluslonaiy attack. they are taken directly to either Area 7 or Area 12 
(via Area 14 ). In either case. the High Priest wlll be on hand to welcome 

and assure them <X their mastery of the whole place. 

The Priest Is robed so as to conc.eal h is l"ull plate mall armor and 
weapons. He has fully prepared castings and will employ them readily 

and most Intelligently. (See Area 9, as well asOtherPersonaStatlstlcs 

after SectJon 9. for detalls <X additional weapons and equipment.) 

The Priest's "fellow Prophet" was travelling with the robbers. If that 

dertchasnotyetbeenencountered. thenhelsatArea6. below. ready 

to~lst. 

f.ach Priestess has a poisoned (small) knife hidden In her girdle, 

and each Is able to u.5e Physical attack or poison for an ~!nation 
attempt. However. neither Priestess will attack unless ordered to do 

so by the High Priest (or unless attacked). or possibly In defense <X the 

tern pie. Both <X these women are very shapely. highly attractive. well· 

spoken. and vivacious In conversation. They are lfem-t. Attendant 

Priestesses. jokingly called ·1s1s· and "Nephthys. • purporting their 

devotion to Osiris (though actually serving Set). 

5 . The outer Sanctum: 

s There are six pillars north and south. four east. and six 

forming the west wall. The oolurnns and walls are 
brtWltly painted and gilded. and the celling Is unseen 

In the darlmess. 70 feet above. 

/: Dim flashes from column-mounted oil lamps 

D: 50 feet x 4-0 feet 

lti1 There Is a droning chant. with gongs and woodwinds. 

A The area Is uncertain and dimly ominous. 

D There Is a doud <X strong Preternatural Heka. and dim 

entltal maglck from the dlrectJon of Area 6. 

o The air Is heavy, with Incense from brazlers (In both of 

the western comers) and ecclesiastics' censers. 

W None 
s A group of Priests and musicians waits before the doors 

atArea6. 

The celling, once light green. Is now darkened with the smoke of 

time. The wails depict scenes <X Osiris and the other deities d the 

Duat. and various panels also shOw several Pharaohs being wel­

comed there. The west wall represents the entrance to the Mansion of · 
Osiris. The floor Is made of green and black marble squares. The 

columns are all shaped as papyrl. painted brlflltly. gilded. and ao 

forth. Just before the bronze doors (Area 6) Is a group of derka: four 

~Priest~ (Stm>-t ) singing. e.lgtX Attendant Priest.. (!fem. 

neter ) playing Instruments, and 12 novice warriors (ptiest.eplraU 

warriors) canytng censers and chanting, 

If the bandits have not been encountered. the second Prle!t (a 

Khenu ) Is also present. heading up the gioup <X musicians. 

The eight Attendant Priests are lodged In Area 1 ~. and If allowed, 

they will go there. armor themselves. get shields and maces. and fight 
with those weapons as warriors. Slmllarty. the 12 prlestllng-warrlors 

keep their equipment In their lodgings (Area 18); such lndudes J"ull 

reinforced (culr-boullll) leather armor and small tower shields. plus 

spears. maces (two.handed). scimitars. axes (hand). and crossbows 

(small). f"urthermore. another dozen priest.ling-warriors are In those 
quarters. 

The der1cs are arrayed before the entrance to the Inner shrine. 
seemingly giving voice to their respect for their deities. They are 
joined to bring Into play through a ceremonial chant favorable forcea 

for themselves and disfavor for the Hf party, and to utilize their 

combined powers. If needed, In other ways that you can best decide 

as the play progresses. In no eventshOuld any persona be able to 9l1n 

any Inkling <X what they are actually dol!YiJ. unless that Individual has 

special knowledge of N.gypUan Pantheology. In the latter case, a 
successful roll again.st that K/S &.lb-Area at DR "'Hard• alerts that 

persona to the nature <X the playing and chanting. and he hears the 
name ·Seth· voiced. 

Thesequezx.e<X evertsnowvartes by the party'sdemeana. as follows: 

RespedfW: The musidans SB';/ In the c:uer sandUm for some 10 
minutes or so. The foo:e <X the lnvocatlooal maglck will then plaoe the 

temple Inhabit.arts at a slight advart.age In all oftheJractlvlUes (+/-6 0% 

bonus to appllcable rolls), and the party at an equal c:1lsadVliW1lag (When 

discovered. this could be countered by a party Priest or Mage or other 

potent Hek&able persona.) Those personas with statuettes of deities 

directly related to Osiris (except Sebk and Seker; see Area 7 for 

listing). are not so disadvantaged. I.e .• they do not receive any 
penalty. The party ls then escorted Into Area 14 (north) where they will 

be given audience by the High Priest. (See Areas 7 and 14 for details .. ) 

Honored:The HPs are greeted here by the tf1gh Priest. Setern-nefer; 
who says that he Is now ready to shOw them the •secret of the 

Temp1e•-the place where only the truly enlightened may go. the 

great underground Oslrlum. He then leads them Into Area 7. 

Demanding: Upon their Insistence. the pemonM are ushered Into 

Area 14 north by the ecclesiastics. and the High Priest will greet them 

there. Note that in this case. the invocation above Is not completed. 
and no advantage or dJsadvantage takes effect. 

6. Brome Doon to Dual.a The relief C8!t on these large bronze 

gates Is of scenes of the Duet, the Realm of Oslrls. In most caw.a. the 

assembly of der1cs noted In Area 5 ls present. N:. all other times there 

will be either two or four warrlor-prtestll.nG' and one other frle.st or 
Priestess nearby. 
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These doors are too large and thick to batter down, and they are 
enchanted to resist physical force. f.ach Is 21 feet high, seven feet 
wide, and one foot thick. The following mesgage In hieroglyphs Is 
Inscribed upon them: 

"1he Sacnd Region ol Osiris 
can be Entered by 
His Savants. by the Dead. 
or by the Gods 1benwelves. 
Let Othas bew•e Transgression.• 

7. Inns Sa.nctumz 

Ibis place Is dar1< and mysterious, with 12 ornately 
carved columns (representing the Oates of the Duat). 

I: Olowlng eyes of serpents and monsters are carved 
Into the columns. 

D: 50 feet wide. 40 feet deep to the Inner shrine area 
(1-H). which Is 20 feet deep. 

ltll Only prayers and the like are heard normally; due to a 
permanent enchantment of Hushing, all other 
sounds (even shouts) are muted and sound as If 
they were whispers. 

A There Is a storm of all sorts of Auras from the various 
shrines. and a very much noticeable Aura of danger 
throughout. 

lD Many maglckal energy forms are present. but exact 
determinations are Impossible. careful study re­
veals that Preternatural and ent.ital Heka are out­
weighed by &tpematural energy from the 12 col­
umns. 

O Near any column there is a sickly sweet smell of odd 
Incenses, and a very notJceable and pungent odor 
of unpleasant sort. 

W The reddish glow of the statues' eyes Is notably differ-
ent from the greenish ones observed elsewhere In 
the temple. 

f.ach pillar Is a Door to the evil portion of the.tf.gyptlan 
underworld; any Mages or Priests able to summon 
Supernatural or entltal forces will trigger one or 
more Portals with Castings which call-up or sum­
mon. even though they mey not mean to do so. 

This Is the place where only specially dedicated ones are usually 
allowed to come. You might hint that after reading the following: 

"1he ceiling of this very large chamber Is lost In daJimess. As 
you enter. light springs suddenly from many eyes wlthlnl 1bls 
rosyhlumlnadon Is faint. but seems to emanate from theftgura 
of coiled 5a"pents (d.raco-snakes) and hideous monsters hewn 
Into the great cohunm that stand left. right. and ahead. 

,n the center of the ana before you Is a large boat with high 
bow and stern. a aaft seemingly made of reeds In typical 
N4Jypdan fashion. In this dimness It Is difftcult to see exactly. 
but It appears to be about mid-sized, 24 feet or so long and 
about 10 feet wide amidships. Beyond It to the west Is a large 

block that might be an altar. (See below after 7K text to pick up 
details of this vessel.) 

"Various pieces ol furniture stand between the columns to 
elthfl' hand. and thoee nearest to you appear to be of religious 
sorts. You 115SU111e that there .-e shrines along the walls. for 
what else would be likely In such a place as this? And there Is a 
deeper darkness beyond the west columns. It Is probable that 
the c:hambfl' extends farther In that cllrecdon--there Is prob­
ably a sort of 51UJCtwJJ saaatorium there.• 

f'a-detailson the boa (folntXon them31>). see page6~. lfthe pezsorm 
are esoorted here, they will probably have to Interact with the HJgh P'riea 
befa-e examining the room In detail, so he Ls i:reserJted ftra. 

1be IUgh Friest Setem-nd'en 
!1Jsslon: The Hem-f1eter-tepl's name translates /Jtera/Jy into '"Set's 

worl<s are beautiful." His goeJ Is to glorify Set. increase the power 
of evil, and thus have greater resped and power himself. He is 
active In theopollt/cs, and. at the QM's optlon, there can be evi­
dence that he subvetted and converted several Sepst governors, 
nobles, bureaucrats, and military officers. However, that Is almost 
an aside, for his chief purpose Is this: 

The long predided return of Rahotep can be accompllshed only 
under certain conditions and through certain events. Setem-nefer 
regularly sacrifices to Set. obedience and offering almed at dlmb­
lng higher once Rahotep Is the lklmorta/ Pharaoh of .A!g)pt. Set 
himself will appoint the Archpriest of the kingdom, and Setem­
nefer would be that left hand. Of course, this means that the 
appearance of the HP team Jn the temple Is a double opportunity. 
First, their sacrifice will be the greatest offering the High Priest has 
ever accompllshed. Second, their removal ellmlnates a direct 
threat to the plan to bring Rahotep bacl<. Pleasing service to Set. 
lngatlating favor to Rahotep. How can he go wrong?I 

Of course, poor Selem' doesn't know all of the prophecy regud­
lng the return, and It Is only those able to avoid sacrilldal death at 
his hand who are able to bring Rahotep that which he requires to 
attain his Unmorta/ status( But. again, we move ahead of cxuselves. 
Let us return to the High Priest. 

If the adventurers prove potent Indeed, and can be persuaded 
(duped) Into llstenlng, Setem-nefer will. under heavy dweomers to 
prevent detection of falsehood. tell them this: "1 haYe dinned that 
you are thoae mighty ones who slew the rile DemOllCl'OC whldJ 
Uueatened my brothel'. Mema-aptut. 1111d all the good follf ofthe 
riHage. SUch a momln>u.s thing bas somehow 1111U111ged to lfatl 
Ju way to the ble.ued Osbfum beneath um Maed placel It 
desecrates the Yenenable place.• II& face la cut by llaet of 
concern. and he wring• bla hand• u he contJa11e.5: 'I haw: tned. 
but I am unable to exordae the wicked thlng-aot ew:n with the 
asalstanc:e of my loyal Prlest.9 and Pri~l I dire not rlM 
their llYes furtha', 1111d soon I tea- more of these bad lblDga wlH 
come, oYemm theholywaten. 1111d poM/blycomeabowtoslay 
u.s all and make thl.s a place of darlmesal Om yOI(. wlU you help? 

·"lhoae who deslJ"Oy the llbomlnatJon ddlllng the watfn of 
Osiris wlH haYe a greatreward--gold /tom my own fl'eamy, and 
the triple blessings of the Pather of the Duet.•• 

If this works, and the HPs agree t.o go, the High Priest will operate 
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the Reed Boat. personally ta.king the team down to the O.sirlwn­
and abandon them there the Instant he sees them InexonJb/y on 
their wey Into the jaws of the Netherl/fe awaiting. 

As heretofore noted. the High Priest Setem-nefer may (and will 

probably) meet the party In this room. Althougll he might first encoun­

ter the characters In any of several locatlons. he Is descrlbed here for 

convenience. As with many of the others who live In this plaoe. you 

might wish to note these details, along with your own additlons. on a 

separate sheet for east reference and usage from time to time. That 

will obviate need for conUnual reference here or beck to the Other 

Persona Statistics portion of this scenario. 

This cleric ls mo.st malign and clever. and he has many K/S Areas 

that are not enumerated here. His speech Is convincing. his manner 

most capUvatlng. and his understanding of all sorts of ma@ckal 

devices very complete. 
The High Priest's abode ls Area 11. and a set of secret rooms 

accessible only by him Is located In Areas 25 at 26. If he ls not 

encountered In a previous area or here. Setem-nefer will be found In 

Area 11. In addiUon to the Items listed In the Other Persona Stat1stlcs 

section. he carries a Talisman and an Amulet-like object. The former 

enables him to escape from Area US (page 75). The latter Item ls one 

of the Nine Objects of evil, the aesver of Set worn about his waist 
as If It were a ceremonial Instrument or perhaps a weapon. It radiates 

the same uncertain Aura and Heka as all eight of the others; the object 

also works as a ·key" that unlocks the door to his secret rooms. 

If setem-nefer encounters the adventurers here, he will tJy to lure 

them Into the depths below. where they can be slain and totally 

dlspo.sed of without harming anything above. 

If the personas come with reverence. the ffem-neter-tepl. •areat 
rather of the God.· will be •kJnd and generous· and ask for assistance 

from them. I f they come carefully and/or with suspicion and aoores­
slon, he will ·grudgingly and reluctantly agree to show them the place 

of power In the temple.· And If necessary. he will use the pillars (see 

below). 

Piiiars: The carved creatures on the columns are depict.Jons of the 

Savage-Faced Servants of Oslrts. Though these beings are scarcely 

more benign than the Demons who serve Set. they are not prone to 

wanton slaughter. But all that Is Irrelevant. for the moment; the 

usurping of the temple has dosed the Portals that would have allowed 

the ently of these beings. UnUI the columns are restored by those 
ecclesiastics who serve Oslrts. the pillars will never function as 

Intended. 
These carvings were originally here to Indicate the horrors of the 

Duat's underworld with which Osiris punished sinners. At that Ume. 

mother-of-emerald orbs were Inset carving for eyes. Now the eyes are 

reddish quartzite, for only In that light can evU be manlf~ (The 

benign powers of the )EgypUan Pantheon are green-eyed. and mani­

fest In fight of such hue). 

each of the 12 pillars Is now a usable Portal to the IMI realms ol the 

Dual. On each column Is a chlmerlcal monster (crocodlle-hlppopota­

mus-llon-warthog-l~«:<>rplon In some combination. possibly with 

Insect or bat wings Included). Serpents are crocodile-headed or 

dragon-headed. with and without mu!Uple legs and/or wings. Decide 

the appearance of each and note It If you wish. 

The High Priest can summon one Boar-Demon (see below and 
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Other Persona Statistics also) from each column. Certaln personas 

can do so as well. for trying to coajure or summon any sort of 
Supernatural creature or being (even a Preternatural Elemental) will 
activate one of these Doors and bring a Boar-Oemon. But. whoever 
does the sumrnonl11J. only one such Demon will come from each pillar. 

When in Area 7. the High Priest can call up one Boar-Oemon each 
BT. He needs only shout a command word, and one Baille Tum later 

the Demon steps forth from behind the column. acting on its own 
accord without any direct.Ion. 

Boar-Demons: 
As soon as one appears. each persona in the HP team must mal<e 

a K/S check against his Spiritual Hetaphysica/ CAT&lORY at a 
Difficulty Rating of "Hard," but with each statuette of Oood l!thoi 
(Hoonlight. Shadowy Darlmess, SUnlight) possessed giving a bo­
nus of -10 to the dice score. A Special Succes.s means that such 
Individuals gain Initiative versus the thing due to a fury engendered In 
them. Su~ means that the Individual will never have to check 
agaln against being exposed to the presence of such a Demon. Failure 
means that the Individual reco/ls In horror. unable to ad for 203 CTs, 
and after that time the persona must agaln check versus SM CAT· 
OOORY. A Special fa!ure mems the persona flees at fastest movemert 
rae. going aw~ from the Demon for 303 crs. then cowers for another 
303CTs. Thereafter the Individual can return. but further checks as noted 
must be made whenever ancther Boar-Demon Is encounwed. 

These honid things are Servants of Set. f.ach has the head and legs 
of a warthog. and the thighs. torso, arms. and hands of a human. f.ach 

Boar-Oemon Is armed with two long. curved daggers. When one 
appears. It chooses a single subject and fights that Individual with Its 
two blades. Its ferocious bite. and the effect of Its malignly maglckal 
gaze (see Other Persona Statistics). It has no fear and will not retreat. 
When slain, Its spirit returns to the dark and l'MI parts of the Duat, 
where Set's associates restore Its Physical form. 

except as previously noted. the High Priest will not summon these 
things unless he finds it necessary (twixt life or death), or unless the 
party appears so weak that the addition of the Demons should 
overcome them quic.kly before any considerable damage can be 
done to his forces and the temple. 

Any persona possessing a talisman or statuette of Chons, lferu, 
or Osiris will be able to combat these Demons as If they had no gaze 
/!Hect at all, and will have the benefit of fighting with any weapon 
and lnfllctlng nonnal damage for that weapon. despite the De­
mons' otherwise Invulnerability to non-enchanted arms/attacks .. 

Of cowse It Is possible that by the time the group attains this area, 
the temple's Inhabitants and the Boar-Oemons will have been eUml· 
nated. The HPs will then have to discover for themselves the sole 

means of attaining the lower region. for there. In fact. lies the fourth 
of the Nine evil Objects, a deed they must accomplish. and the great 
wealth of this place. 

Outer Shrines (A·H): Whenever a persona bearing a statuette of 
one of the deities here represented comes within four feet of the 
shrine dedicated to that entity, the lamp(s) there ignite automatically. 

giving off a strange. silvery light. which extends only to the Immediate 
area. However. the presence of the High Priest within six feet will 
extinguish that Illumination almost Immediately after its combustion. 

This Is a due to the erunlty between the Priests and the lingering 
powers still within these figures. Setem-nefer will simply say some­
thing like. •'The light should be made for homage on1y.·· pretend­
Ingto haveextlngulshedthesourceon purpose. However, ifhemoves 
out of range (the six.foot radius of the shrine) and the persona does 
not. the lamp(s) will rekindle. 

Should anyone make a small offering at any of these shrines. a 
mental voice will whisper a warning to the Individual, saying: -.. 
ware treachery and deceit. &oUrer has replaced brothel' ... • If 
the offering Is made to an entity of more powerful sort (Ptah. Apuat, 
Thoth. or Anubis). and If the persona has a figurine of that one, then 
the message will continue: "Below Is the Underworld of ev11. and 
there is no easy return for the unprepared.· Although Khnemu and 
Seker are also powerful. the former Is indifferent (Balance) and the 
latter Is of Gloomy Darkness. and will not give the second part ofthe 
message. 

As the If Ps examine these places, read the appropriate details al 
the shrine area. 

7 A. Shrine of Ptah: "A m111Hlzed ngun: of dark red atone 
stands here. It l.s done In mumm.lfonn wlUr legs formed to­
gether. unseparated. and the head u bllld and UIJltdol'Ded by 
headdres9 or crown. 7here ls a belrd on the chin. and both 
hands hold 11 weighty Item--. scepter or rod. Before the ngure 
u a caned wooden table wlUr a ewer, cup. bowL and platter of 
cop pa-( L 000 BUCs total value). To dther side of Ure low table are 
small lamps OD Iron stand:;.• 

78. Shrine of Sel<er: •ttere Is a DJalHized ob.tldlan statue 

adorned by an atef crown (a hllJh. mlter·llJce up IJanked by taU 
plumes). 7he aown u white (•always depicted). and the 
plumes are of various coloraUon. 1he head of the ngure u Urat 
of a bird. po59lbly a nlglJUrawk. and the hands hold a acepter 
similar to that seen opposite (Shrine 7 A). but of 1JOmewhat 
smaller tlhape and less complex form. Before Ure statue u a 
wooden. sarcophagus-shaped stand. upon which are a single 
oU lamp and several ceramic modeb of food and drill£• 

7C. Shrine of Waqjet (Apuat or Wapwawet): •A wolf-headed 
figure a bit taUer Uran a human stands here. It ls CllllVed of gray· 
black stone and wean a typical A!9YPtlanheaddra& 'lhestatue 
holds Ure ua.s rod and ankh In Its ldl and right bands. ~ 
tlvely. On a table of black and white marble ls a miniature 
dOOTWay, a lamp. 11 bowl. anfl a cup.• 

7D. Shrine of Herit-&egrlt: ·A ngure of 11 woman (seven feet tall). 
cobra-headed. hewn of yellow sandstone. ls here. Above her 
head ls a disc. which sen'es as decoratlon. She ha.s a single 
flngf!I' raised to touch Ure mouth of her snake head. She holds 
an ankh In her lelt hand. Ceramic utemlls of white and yellow 
are spl'ead on an altar-like table before her. 1here sre also two 
lamps hO"e flanlclng Ure service.• 

7e. Shrine of Heru's Four Sons: · A quartet of UJree.tooUJlgb 
mummlfonn ngwa sland5 again.st the wall In lb.ls loClllUo11. 
One (Amset) has a man'shead. anoUrer(Duametef) ajadl.llJ's. the 
tb.lrd (Hapl) a baboon's. and the last of the fOllT (Kebehsenue) 8 
owl-beaded. On Ure stone table bdore these statues stand tow 
small obells"5. each ofa dlffereathue--red. blue. green. black. 
and before each obelisk ls a small oil lamp.• 
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71". Shrine ol1hot:h: •A.a dlJht..fooUlllJh. ~ llgure ol 
alabata' town at UJla loutJon. /ta /Jeaddre/JIJ la llat. coml.9t­
lng of horizontal ram'• honu with a dlac ad Into a O"elN:enf. 
llanked by two plumm. fhe statue hold• a qulU In lta /cit haJJd 
and a blUet (lnlf palette) Jn lta ldL A table of ebony wood 

betweentwo5llva-la.mpstandaholdaaM:nkeofallvrrveuda, 

a 5'/va-mlrrw, and a allvrr aaoU (24.000 BUCs total value, 4,000 
of that for the lamp stands).• 

70. Shrine of Anubis: ·11a-e at.IJ(U aa dglrt..f'ooUJlgb. )ldul/· 
haded llgure ol deep bladI alone. 1JJe statue la lldonted by. 
l.taddratJ, and It bolM the anlih Jn lta kit haJJd and the ... 

acepta-la Ju right. On the table ot greealsh-black atone In front 

ofthetlgurearea dagga-, a baJaJJce. and ajar. aU fuhlonetlfrom 
black.stone. Onthe1Joor11tthefootoftheatalwlt11largeolllamp.. 

7H. Shrine of Khnemu: •11Jla atatue & ot dull and bl'own&h­
gny atone, aome seven feet hllJh. fbe deity la a ram-beaded 

.mQ. the honu of the heed llattaJed, wny and long ona aJ5o 

projecting /tom the white crown set with pluJJJo on dlber 5/de. 
&DZm aopeat (cobtu) and a aun dlac ol gold at lt.9 hue. fbe 

figure bolda aacepU;rln ltaleltband and a gnyanldl In ltarlsbL 

Bdore the statue Is • l'OWJd table ot plaln wood: 011 It are • 
polla"• .med. day, and unmk utemlla. plm a lamp ahaped 
like a prone human figure.· 

lnna'Shrines (l·K)a Read the following when the characters reach 

the rear of the room. 
"You are now at the rear of the lnldal portJon of the Inna' 

Sanctum of the temple. There are six colwnm and a large altar 
which .aeen the rear section of the c:bamba', that put which 18 
undoubtedly the Sanctwn Sanatorium. Despite the rather rear. 
aome appearance of the carved ftgwaon the cobunns to dtha' 
hand. the green and blac.k atone den of the altar are quite 
pleulng to the eye. Ha top, measwtng about thniefeetln width 

by seven ln length and four high. 18 formed of dadlly hued 
MrpeDtine.. The front 18 broken by four 11tep9 of alternating jet 
and malac:hlte. Atop the altar are thnie vessels of lapis ~ 
a l•ge and ahallow dish, •ewer, and a lamp. 

"'Beyond Utt. sac.red table Is• tall 5hrlne of carved wood lnlald 
with other rare woods, mother.of-pearl, and silver. The facadet. 
30 feet wide, 20 tall. and seems to extend about I 0 or so feet ln 
depth. Intricately carved pap)TU'I cohunm decorate dther cor· 
ner. and there are foldlng doors ln the l'rontcentzal portion. Tht. 
can only be the place of highest hon(){. that location where the 

ftgwe of Oslrlsls malntalnecl. Thesaeen. of~ 9bldds that 

one from profane gaze. There are what appear to be leuu, but 

exalted. ahrlnes to dtha' llde of the great one. So too. wood 

paneUng on the north and south walls up to • hdgbt about 

equal to two tall men adorns Ult. part and makes the 'Whole area 
seem more spedal than the fore-portion. Silver globes on 
.tands •e placed about midway along each paneled part of the 

walls to left and rigbL • 
even If a persona has a stauette of Osiris, no light will spring from 

the lamp on the altar here, because the figured that deity hm been 

removed. This might alert an exoeptlonally dever player. especJally If 
other such lamps were lllwnlnated previously by the personas' prox­
imity thereto while posses5ing an appropriate statuette. 

ToeltherhandarethedoorwayslntoAreas8and 10, but both are 
concealed by the paneling and blocked by the globes on their 
pedestals. Any persona examining the area with Perception, Ph,ysl­
cal or Construction K/S sreep doe,, so at DR "Hard" to detect theae . 
doors. Perception, Henta/has a Dlfflculty Rating d "Very Difficult" to 
locate them. 

The silver spheres are things placed to guard the doors. Arty Hf 

with Pantheology. ~ hm a Cha1ce of !'eCO@llzlng that such 

things do not belong here: a suoces.sful roll against STU.I' et DR 
·easy-wUI alert that individual to the wrongnessofthethlngs. Theae 

globes emit a moderate Aura which indicates dark and danger. and 

a strong one of IMI as well. Hek.a radiation Is a moderate supernatu­
ral type. They may be deactivated by castings and/or Powers whose 

dweomers' effects are designed to drive/ward off evil. dissipate 
maglck. and remove malign effects (such as Curses). Whenever a 
dweomer Impacts a sphere so as to lessen Its function, the surface 
will darken perceptibly . 

If anyone but the High Priest or his Prle9ts/Prf~ comes within 

two feet d an active globe, a gong will bOOm softly here, and the 

intruder will be separated suddenly from all non-UvfnQ materlal worn 
or carried. The victim Is magld<ally tramported to the aeaet cell (Area 

26A), while all non-living things are shnllar1y sent to Area 25. If a Siver 
globe Is touched (I.e.. as the gong sounds). there Is an energy 
dl.9charge of weat force ( 1OD1 o points of PD). and flesh touching It 
may be destroyed (Avoidance roll necessary to save the body pert in 
questJonl). If a globe Is struck by a weapon, the discharge occurs and 
the weapon ls destroyed If not enchanted-maQlckal ones being 
allowed an Avoidance against destruction as If the pe1"9008 wielding 
It were oortoemed. 

Again. as the 11Fs examine these places, read the appropriate 
details of the shrine area. 

71. Shrine of Heru: •fbe owl-haded (Heru the A!.gyptlan aon d 

Osiris and Isis), nine-foot.tall llgme aeen berda la al1'ed ol 
yellow-greea atoae. Atop lta bead & the 'f'riple O'oWll ol 4,gypl. 

and the deity'• statue bolda a waipoo-lllce rod and ulllJ la It. 
tight and leltbanda. rapeclWely. 1JHre are ao olha' objeda la 
the area.· (Tue offertory service has been removed.) 

7J. Shrine of Isis~ NephthfS: •JJJae /JumalHJzed fe#Mle 
llgura are bewn of alabato- lllJd tnuat/ucent. paJe.nwe .toae, 
1apectJrely. &tell la adorned by a tall bellddreM ol IDll--1 
acw&. one L-ahapal. the otha' • tall aad /W.toppetl oae, u..e 
aowm reatlng upoa a uaceat. l!«.b godda. bol• a rod 

wlJoae top Is ahaped to raemble a,,,,,,,.,.... wblle"' lbe ol1H!I 
IJand each bolda .,, anldl. 1JHre are ao olha' objeda heft.• 
(Again. the service pieces have been removed.) 

7K. Shrine of Osiris: Red seals of wax and oord dose the folding 
doors mentioned in the players' descnptlon. If anyone b~ Setem­

nefer opens them. and even when the High Priest does If he ao wills 
at the tlme. an enchantment Is cast upon the Idol Inside the 9hrtne 

(see below). 
Because the High Priest will never want to have these enemies see 

his profanation of Osiris' shrine, this means you will evmually ~ 
the following to the players: 

"lmtead of a llgire of the great Osiris. JOU Ne lbe .t.tue ol 
the grfaalag ~ Se.bk. ally of SeU A wne ol 
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palpable hatred emanates hom the thlng lllJd washea ow:r you. 
Bdore yow eya you aee • mas#cklll lz'lllJ5fonnatlon pasa ol'er 
owrthebonfdldoLheadtotoe.ltappantobecomlngtollfer 

Within this wooden shrine Is a lo.foot-tall statue of the crooodlle­
headed deity, Sebk (or Sobk. or Sebek, orSobek). The statue Is made 
of deep green stone and aowned by a pair of fliK. wavy-curved ram 
horns topped by two tall plwnes of black. The figure holds an uas 
scepter In Its rigtlt hand. and a red-hued ankh In Its left: hand. 

Breaking the seals and entering the shrine release maijc.k that 
animates and transforms the statue, and It becomes sentient with 
malign power. The Idol then moves and runs amok. It shimmers for 
one er. them moves slowly for another Critical Turn, but on the third 
Is fully ready for actJonl The uasscepter will function once each Battle 
Tum to destroy the dweomer of any one thing It touches. This begins 
on Its first use. On the second through tenth CTs thereafter the uas 
scepter functions as a mace Inflicting ~06+ 18 PD when hitting Its 
target. At all times other than one er In 10 when the uas scepter Is 

attempting to negate an Item's dweomer through a successful strike, 
the ankh held by the statue-golem generates one huge and hungry 
crooodlle for one BT. r:.ach reptile appears awfri from the staue of 
Sebk up to six.feet distance. but near one of the Intruders (to the rear 
If possible). A crooodlle can attack In the er Immediately following Its 
appearance. These creatures vanish when slain. 

Impata1t Note: Neither the animated statue nor the aocodiles 
will attack anyone with a statuette cl Sebk. SUch protection Is 

lndlvldua. however. wlthnorailus. Theaooodllesc:amototherwlse 

be turned from their atacKs. Otherwise, ~· Including the 
resk:lerts cl the temple, even evil ones. are subject to attack! 

If the party retreats from the shrine and doses Its doors before 
the Idol ls outside those confines. the animation ceases, but only 
for so long as the doors remain dosed, and only If no living thing 
remains within the shrine. Peeking through the carved wood will 
show the return to lnanlmatlon. 

If the party runs from the go I em-like statue (leaving the doors 
open), It will pursue at a speed of 20 feet per CliUcal Turn. It can 
keepupthls pacelndeflnltely, andwllldosoaslongasthegroup 
or any of Its members are within the temple grounds. It has 
Powers so as to trac.k and trace and Aural emanations, so it is 
90% Impossible to hide from the thing. But the statue will not 
attack any persona who boards the boat. If the entire team 
dambers aboard. theSebk-golern-statue causes the whole thing 
to sink to the place below (Area UL page 7~) with a tap from Its 
uas scepter. The personas will be trapped therein unless they 
locate the escape route or can maglckally get away. Meanwhile, 
the golem Is loose and will not return to Its place unless the High 

Pliest Is there to command It. so this Is a mixed · blessing" for 
those o f the temple ... 

lleru lnsp/ratlon: If a persona whose Vocat.lon Is that of Arms 
or f'rimlUve Warlior (or anyone else who possesses Combat 
Hand Weapons K/S with S'ref.P above 50) earlies a statuette of 
Heru (the son of Osllis), that person will feel outrage upon seeing 

the croc-headed figure In the shrine and become very angry at the 
staue of Sebk. When It animates, the persona Is flooded with an 
almost berserk rage. (Do not reveal this: merely suggest that to 
such Individuals that they feel fury In their whole being and power 

surging through them, and would feel very triumphant Indeed If 
they smashed the stone monster. Neither should you reveal the 
following effects. of course.) 

r:.ach exchange of attac.ks makes the affected persona more 
able to strlke the Sebk golern, and less liable to be struc.k by It 
(lndudlng blows of maglc.kal Item negation). r:.ach time there Is 
an exchange of attacks, apply a +5 bonus to· the persona's BAC 

and to the another 5 points to Physical damBQe inflicted by a 
successful attack. Also apply a -5 penalty to the same details of 
the Sebk-golem«atue. All bonuses and penalties are (obvi­
ously) cumulative. No adjustments apply, however, If the ani­
mated statue does not exchange blows specifically with the 
affected Heroic Persona. 

Mer the second exchange of blows, the spirit within the 
statue detects the force of Heru In operation. It thereafter places 
crooodlles between Itself and the affected persona. sttemptirv 
to avoid further combat with that opponent until all others are 
dead or routed. However, If the attacker Ignores the reptiles and 
continues assailing the statue, It must return the att.acMI 

Inside the statue Is an emerald Amulet In the shape of a 
crooodlle (gem value 125.000 BUCs). When the statue Is de­
stroyed. the Amulet will be found automatically. This gem Is 
useful In the Oslliwn ·Underwortd• section; see page 73. 

Other Notes: Within the shrine of ·0s1ns• (now Evilly conse­
crated toSebk), a palroflow tables stand by the wall to either side 

of where the Sebk Idol stood. Upon each are gold utensils (value 
25,000 BUCs per set). On one table Is also a figurine of Set (with 
ruby eyes whose value Is 15.000 for the gems, 25,000 If sold 

Intact). An Amulet·Uke figure of an Ibex. whose rear legs are 
drawn out behind as If a stern. lies upon the Set figure. 

The figurine of Set has an Aura of trlc.kery. danget and death. 
and radiates strong IMI. The Ibex-thing has an Aura of great 
danger and radiates strong supernatural Heka. It Is worth but 
2.500 BUCs, but It Is the key to the operation of the reed«eel 
boat (see below). 

Note the secret door In the rear of this place. every precaution 
of physical and maglc.kal sort has been taken with respect to this 
secret door In the rear wall behind position K. There Is only a DR 
· extreme· chanoe to locate It using any K/S. short ofthe employ­
ment of some very powerful dweomer specifically designed to 
discover such thl~. even a powerful maijc.kal devioe for discov­
ery of secret doors will function only at a Difficulty Rating of "'\lery 
Difficult.• Similarly, even when found, the secret door can be 
opened only by either some very strong Casting or the evil Object 
key of the High f'riest, the aeaver of Set as this ls his most secret 
and private domain. See Areas 25-27 for more details. 

7X. Reed.Steel Boat: Upon a doser lnspedJon of the craft read: 
-nu boatl.s oftbe type typlClllly rued In AmJ>tlu pra<errlom 
bonorlng l'llTIOIB deities. la 6llCh llMg~ 8 ngure of the holJored 
entity would be placed In the Cllbln portion (slJrlae), and tbe 
whole would then be hoisted on pole$ for aurylng. • (These 

symbolic and processional features of the boot should be known to 
the players, assuming that these are facts about which even personm 
dwelling far from this land would have some smatterlng cl knowi­
edge.) 
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But this particular boat serves another purpose-to carry sacrifices 

to the Underwortd. once a peaceful Oslrium. now a hellish place of 

evil. The craft was made of reeds. but then enchanted. Its substance 

ls now as light as dry reeds. but as hard as fine steel alloy. There ls a 

small, highcablnjustabaftamldshlps. (lfthecharactersarecaptured 

or lmprtsoned, their possessions will be hidden there.) The rudder 

(steering oar) Is the key to moving the craft. for lf that and the keying 

device (the ibex-thing at 7K) are used In combination. the stone floor 

uponwhichtheboatrestssinksdown. TheArnuletkeymustbeplaced 

as the pin locking the oar, then the oar can be lowered or raised to 

cause like movement of the craft. Any Hf examinlng the rudder has a 

chance of notldng the similarity between the Ibex-thing and the space In 

the ~ Perce¢on. Mental at DR "Had,. PerceJXjon, Physk:al a DR 

"Dlfflcult. • but only one er the Cihet not beth. cai be checked. 
In combination with a word of power known only to the High Priest. 

the boat will also move of its own motive force. shrtnk down to 2.4 

Inches In length. or grow to a ship 24-0 feet In length. It Is ten to the 

gamemaster as to how this word might be discovered. but It should be 

a very difficult task at best. 

See also Area 26 hereafter for an expo­
sition on how captive pe~ are taken 

below and left for the nasties o f the I.Jn.. 
derwortd. 

8 . Vestiy1 -nus heavy hardwood 

door ls bronze.bound. It ls locked.· 
The ~ door of this roan Is locked. 

and cai only be opened by key I 1 (Ares 9), 
Criminal Activities, Peyslcal (Loci< l'fd<. 

Ing) a DR -very Difflalr and one attempt 

only. by use ci Physical force. er by Casting 

or Power. 
This Is a dar1< and not particularly lnter­

esting area. Poles with banners and stan­
dards are ranked ln holders In the center 

of the room, and various linen garments 

of white, red, blue. and black hue are 

hung on pegs or in wardrobes. (Again, 
any Heroic Persona with K/S ability In 
~an Rellgonor ftlntheo/ogyshould 

become Immediately suspicious, for all 
eccleslastlcal garb ls supposed to be pure 

white or possibly green. Success at a K/S 
roll at DR·~ will bring this to mind.) 

There are trays for bringing offerlng.s of 
food and drink to the shrines. plus un· 

guents. Incenses. perfumes. oils. lamps 

and lamp oil. All this Is stored ln wooden 

shelf units along the walls. 

The concealed door Is hidden behind a 
wardrobe whose back opens when a peg 

Is moved upwards. The door to the east Is 

for the convenience of the Priests In Area 

9 and the Priestesses In Area 16. 
9. Priests' Quarters1 ·A heavy hard· 

wood door, bronze.bound. Is hae. It 
ls not locked and opens easily. Beyond you see a long, very 
gloomy chamber.· 

There are two Priests of Set, Khenu, -rTOphets. • who officiate at 
ceremonies when the lfem-neter~epl, Setem-nefer the High Priest 
does not. (See Area 4, and Road to the Oorge. Area 3A.) They are 

quartered here when they are not out on some mission elsewhere. 

The two sections of the chamber are dar1<. If ent:Iy was made from the 

south corrldor, the HP party might notice hlerog!yphlc wr1Ung on the 

door which translates as "the abode of The Prophets.· examination ci 
both areas will reveal the following Information: 

The two sections are nearly Identical. r:ach Is furnished with a large 

bed. a stand with a lamp. a wardrobe (with dertcal garments), and a 

table with chairs. Each table holds another lamp. plus some fresh 

fruits and ajug of date wine. 

Various arms are displayed on the walls, along with painted figures 

of deities. The latter have been defaced--6ome painted over-to 

show Sebk. Set (warthog. ass, or okapi head i:top some deity's body), 

etc.Therearetwosmallshrtnesaswell--Onelnhonor o fSet.theother 

favoring Aapep. the Draco-Serpent who Is allied to the evil Set. 
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Chests and boxes hold religious texts on papyri and Instructions for 
maglckal (PrleScr'el:ft.. Oloomy Darkness fthos) study. along with 
necessary Cmtlng and other maglckal Materia. There will be from 
3,()()(}.18.000 B\£9 value of such thl~ in both plac.es. If you like. 
allow a 10% chance for some maglckal weapon or piece of armor/ 
shield. and 20% for some pepyrl or maglckal elixirs. There are also 
about 24 keys of various SOlts hangng In these two rooms. They 
open loclf.s In the place, of coume, some of which are noted 
~this adventure. Add other locks as you wish If you enjoy 
oompllcat/ons of this sort. 

Io. Temple Ubrarya -.M heawy hardwood door with familiar 
bronze n:inforcementa Is unlocked and swings Inwards with a 
lltUe shove. lbeR Is a square room beyond. wdl·llt. and It 
appears to be a library from the clutter or wrldnp you obM.rve. 
Its walls are plasta'ed stone, with a small mlrT~ cues, and wall 
hangings obscwing much ol thdr space.• 

The mirror Is a scrylng device oonnected to a pair of Watcher 
Talismans hidden In the walls of both areas numbered 12. Setem­
nef er or any Priest or Priestess can use the mirror to see and hear all 
that goes on In either area, even with most protections active against 
such spying being employed by occupants of these places. Only 
location and destruction of the Watcher Talismans wlll prevent this 

scrylng. 
This 20-foot-square chamber is illuminated by a bright glow. 

which emanates from fouraystal spheres suspended In silver chain 
mesh from the celJlng. The High Priest has placed an enchantment (a 
casting of General Tutelary sort called Lasting Illumination, a copy 
of which is found In the scrolls herein) upon these globes so that 
each sheds a soft. yellowish glow sufficient for reading. In addition 
to papyrt. there are parchment scrolls and bOOkS, vellum tomes, day 
tablets. and even some metal plates engraved with strange writings. 
Also, therearecuriosandltemsofrellglousnatureinoronthe~ 

and shelving. Several oomfortable chairs have been placed about 
the room. 

Most of the written materials are In the ancient hieroglyphic form or 
other ancient writings such as cuneiform: the majority of the rest are 
In N.gypt.lan script. Any persona able to read extensively In these 
forms of writing can gain much knowledge of the religion and 
pantheology of the land (203 sreu points through 203 weekS of 
reading. of course). There are workS In Grecian, Latin. Yarban, 
Babylonian (Sanskrit). Hindic, f'honecian, Phillisti ne. Sharnish. 
Atlantian, and even Chinese. as well ~ unidentifiable woms. 

The curios are figures of "foreign" deities and offertory p ieces. A 
persona with Knowledge/Skill In Rarltles could easily pick up a chest 
of objects here with a value In exces.s of 2.000.000 BUC.S ( 12 cubic 
feet at a weight of 200+ pounds). Unskilled personas have a base 5% 
chance of selecting Items of real value ( l,()()(}. l 0,000 BUC.S per cubic 
foot for ordinary material. 2 I.()()()().30,000 for the exceptional). On 
the other hand. this Is basically looting. aiminal, and wrong. One or 
two thl~ pertaining to castl~ might be taken, though. without any 
wro~olng on the team's pert ... 

The concealed door is hidden by shelytng that swings southward. 
This Portal is hidden as well as that ln Area 7K. However. there are faint 
rnams on the floor because the wall pivots both to allow entrance 
from both northwest and southwest, so give each persona using 

Perception (either or both sorts) a DR of "Moderate" to see this if they 
Inspect the area. As already related. opening this door requires use of 
the key that the High Priest wears. 

The door to the east opening Inwards and leading to and from~ 
11 is screened by a hanging carpet 

A cursory examination of the reading ln the library wW d19cover 
automatically the following casting lnscrlbed on a papyrus sheet: 

Priestcrreft General 
casting Grade Ill 

Lasting Dh1mhsatJon Spella 
11me: Permanent Other lfeka Costs: 
Area: Up to I cubic foot R~D: Nil 
Distance: Touch Other: NH 
f,/1' f/1: This dweaner causes the subjeci mater1al to emanate a soft. 

yellow-white radiance In the visible ~ spe.dnml. The dweomered 
object sheds sufficient light to read with eme within I 0-feet radius of 
It. and It will faintly illuminate things at a distance of 60 feet. 

The secret door In the north wall ls very difficult to even notice, let 
alone openl The unlocking slot can be seen. however, If a tapestry 
depicting lsls greeting Osiris Is lifted up and the wall behind It exam· 
lned. the detection requiring a successful Perception (either) roll al 
DR "Moderate.· If this occurs, go to Area 25, beJow. 

11. Setem·nef'er'• Roomsa ""Ibis heavy hardwood dOOI' Is 
bronze.bound. It Is Jocked.· 

If by odd chance the adventurers get Into the Temple or Osiris by 
means other than those anticipated. It Is here where they will encoun­
ter the High Priest m well as the two Priestesses (Stemt "the Pure") 

otherwise met In Area 4. 
The doors to the north and west are heavy and can be barred as well 

m locked. If the ffigh Priest Is here. In fact. the door to the north will 
be locked, aoss-barred, and bolted top and bottom. ffie~ 
placed on the outside of this Portal announce this to be the "Inviolate 
Abode of the Chief Clod Servant.· and admonish the reader never to 
disturb such a person unnecessarily. carefully Intermixed with that 
text and quotations of religious nature Is a written Charm that serves 
twoverylmportantpurposes. l"lrst.theenchantmenttherelssetsoas 
to cause the employment of maglckal fon:es outside to dlange the 
hue of the lighting In the chamber within, and also make a plangent 
sound emanate from the gong In the library (Area 10). Seoond. It so 

wards the Portal as to cause a casting to rebound or be Ineffective 
when directed al or laid upon the door. When this oocws. the glyphs 
disappear to leave one of TUrgldlty. Any persona (or creat\U'e or 
being) sub.sequenUy passing through the Portal Into the area Is made 
slow of movement. thinking. action, and readJon to such. with a 
penalty of 40% nonnai movement and +6 on all related rolls. The 
wardlng symbol will affect one f'.ntity. two SUpernatural be!rvJ, four 
Preternatural (such as elemental) bel~. or elglX Mundane ones 
(such as humans). The fifed persists for one Action TUrn. 

The whole apartment is about 40 feet ~-we.st and 20 feet north­
south. It is Illuminated dimly by a soft. rosy glow. which seems to 
come from the celling 15 feet above. Preternatural Heka used outside 
thedoorturnsthis@owlntoaharsh whitellght;Supemstural«reng 
Heka use causes It to become bright green. 

' Chapter 6: The Temple of Osiri-.; GOW 65 



The western section of the chamber oorXalns an ebony table and 
four chairs all Inlaid with Ivory and bits of gold, two oouches, various 
cablnetsandsmallstands, andtheannsandarmoroftheoccupants. 
Choice viands, ewers of wine, and delicacies are placed here and 
there. 1be freshly painted walls show andent scenes of the pen­
theon--«:enes which leave In doubt the outcome of strugJles and 
acts where the benign deities ere opposed to the forces of Oloomy 
Darkness. Malign religious papyri, Materia for prlestcraeft. and adorn· 
ments are stored In various places throughout the room. The nature 

of the written texts Is also ambiguous. About 21.000 to 30,000 BUCS 
worth of valuable Items (one standard pack-full) can be found here. 
At the QM's option, and seledJon, one to four maglckal Items of 
moderate power will be located here also. (Pillaging this stuff Is 
perfectly just and correct!) 

The eastern 15-foot section of the apartment Is partitioned Into a 
semi-private area which can be entered through an an:hway masked 
by strands of colorful beads. 1bls se<ilon has a large bed. a big 
wardrobe. chests of drawers. a cabinet. and three coffers of moder· 
ately large sire. Personal Items belonging to Setem-nefer and the 
Priestes5e5arehereln. lndudlngfrom l l.OOOto20,000BUCSlnhlgh­
value oolns and 30,()()().50,000 BUCS In jewelry. 1be murals In this 

area are ~vlous and explicit In the extreme. We will not offend the 
reader by describing their lustful and pornographic details. 

1 l. Guest auunbU'9 (two separate rooms): • Anotha' heavy 
hardwood door with bronze adorning IL It Is unlocked. It opens 
lnw•ds with ease. Beyond Is a 'White bedroom of some sort.· 

These rooms are dean. whitewashed, and decorated with scenes 
typical of a place dedicated to Osiris. There Is a woven mat on each 
floor. a large and comfortable bed with a stand next to It. a small table 
with a pair of chairs. an ambry, and a shelved cabinet. Visiting 
eccleslimics would be lodged here. and a great derlc or a noble would 
command both rooms (thus the door between the apartments). 

1bemlrrorlsasaylngdevlceoonneded to a pelrof WatcherTallsrmns 
hidden In the walls a both an:mnumbered 12. Setem-nefer or any Priest 
or l"rlestess can use the minor to see and hear all that goes on In dther 
area. even with lllOS prot.ec:tiom active agiinst such ~ ~em­

~ byocx:upartsofthese ploc.es. Onlylocatloo and destruction of the 
WatdJer Tulismans will prevent this SCJ}ing. 

13. LaMr Priosta' Rooms (two sep.-ate areu)a •An open 
door allows you to see into a room about lO feet deep with an 
L-tlhaped part 'Which cannot be properly \lfewed rrom oul51de 
the chamba'. 11Mft are cots, chests, and various personal 
belongings ecattaed throughout the place.• 

f.ach area houses six Individual Hem-neter (Servant of the Qod) 
Priests, and there are 12 In total. (Eight of them will be encountered 
In Area5. most probably.) Two are awake and on duty hereat all times, 
and the an:hway entrance giving onto the corridor Is open so that 
these alert ones can hear a summons (or commotion) and respond. 

The walls here are plain. f.ach •Servant of the 0o<1• has a small 
pallet. a llWe trunk for beloriglllg9 and to serve as a seat, and a stand 
doubling as a writing desk and table. Their shields. armor. and 
weapons are on the walls within easy readt. The door gives onto the 
common areas (24 and the hallways) of the temple. 

The 5talrs just oltSlde these two 1oca1oos.1n Ute hallway west a Areas 
14. lead to the a:lla's. (See Nath~ Sot.th c.enars Map and Key. pege 70.) 

14. Grand Halls (two separate room1)1 ~area ls a big ball. 
with a half-dozen pillars along Its emtan and watua aldell, 
and a total of four doorways. In addition to thoee accelllllng the 
hall to the east/West. allowing egrae from IL• 

These two dimly Illuminated chambers are Identical. Altho\.91 
splendid In appearance. both are relatlvely uninteresting In terms of 
actlon-edventure. 1be central space Is about 50 feet north«>Uth and 
25 feet emt-west between the walls and perallel columns. 1be aisles 
behind the pillars are for lessers and servitors. with doors and stairs 
screened thus as well. The white ceilings are painted with murals, as 
are the walls, and all depl<ilons are of religious-heroic nature. The 
pillars are SQllpted and painted. with gilt added, and the floors are 
made of white marble blocks. 

Activities In these halls are formal-receptions. banquets, enter· 
talnments of music and dancing. meetings. and so on. If the adven­
turers come with respectful attitudes, the High Priest will have a 
throne-chair placed In Area 14 (north) and greet them there. After 
such an audience, he will convince the group to undertake the 
perilous journey to the Underworld to aid the temple. 

Stairs Up: "'You lfnd a flight of atepa going up.· 
Above this level are two Identical floors, each with an open area (50 

feet by 40 feet) and a long corridor against the wall of the sanctum 
portion (emt-west) serving three rooms, each measuring 20 feet by 
40 feet. Another staircase set above the first leads from the second 
floor to the third. These upper spaces are for classes, study. medita­
tion. and additional living space (unneeded for some years now). 
During the average day there might be some activity on the seoond 
level. 1be balcony (Area 17) oonnect.s to the second story a this 
place. The uppenno.st one Is disused and neglected. Because ofthJs. 
no maps are given herein for these (and other) upper floors, bw )tlCI 

might add them and develop additional material there as JOU desire. 
Novice prlestllng-waniors could be housed upst.airs, for example, 

and their current quarters (Ares 18) could be dlanged tx> those of 
regular soldiers/guards. 

15. Pore-Building lloom (two separate areas)1 ,,.._ls a 
plain. rectangular room with plastered and whitewashed 
walls. Long. horizontal rectangular window set with ban 
high up on the north and Muth walls admit air and lghL 
Typical ~tJan scenes are painted here and there to deco­
rate It• 

Two lower bulldlng.9 project as arms. each bullt forward from the 
main temple axis (north-south) to flank the western third a the 
hypostyle at a distance of 20 feet. 1bese are actually single-chamber 

areas. Informal activity halls. ooundl rooms, side salons for large 
events In either of the grand halls. etc. Musical performances a 
Informal sort are done In these areas, and the Set·worshlplng mu,,i­

dans of the temple, Instrumentalists and singers alike. practlce here 
still. The 20-foot·high ceilings and unduttered space give these 
rooms excellent acoustics. 

If the Hrs happen to penetrae the temple precincts by unusual 
means. they will encounter the following Individuals here (see Area 5. 
and OP Statistics for details on all of these Individuals): two to four 

Lesser Priestesses; slx to elght Lesser Priests: nine to 16 novices 
(prlestllng-warrlors). 

16. Qum'ten of "'1be PID'e• (four separate aRU)s ••A typical 
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I~ 
dOOI' bae. opealng lllW81'U to tbe aoutb IUJd weat. Abotte eadJ 

dOOI'"' • IWloglypll lllJllOlllJdng llMlt """pi.a:"' flJe "lhlag 
quarta. al one alDle ~ (female 11amlnat1Ye). •• 

There Is virtually no posslblllty of encountering a Priestess In any of 
the.9e four ldentlc:al rooms. 

The walls are whitewashed and adorned by murals of typical 
temple scenes and writing of religious IWllre. r.ad1 chamber mea­
sures 1 o feet by 20 feet and contains a small bed, a stand, a table and 
chair, a wardrobe, and a small trunk for seatiowstorage. Stored In 
eadl chamber are Mater1a for Cast.I~. writing materials, robes and 
garments, and some small amount of money and jewelry ( 1, 100. 
2,000 BUCs per room.) 

17. Temple Gow.mmmt Oftlca (two eeparate areas)i "1he 
hea~d0oropemeally.althoughltshlngeaaeakablL Youeee 
a disused and dusty room wholM: rundshlngl and Utta- remind 
you of an oflk:e. 8an'ecl windows fadng east admit Ugbtand air. 
1ha'e Is anotha' door aaoes the room on the wall oppoelte the 
one you are near. A DIUTOW lllghtof stairs on the (north or south. 
depending on the room) wall lead upwards to some area above.· 

These chambers with narrow, barred windows are glven over to 
derk«:rlvners (scribe being an aristocrat1c term, we translate the 
occupation thus) and minor ecdeslastlcal officlals--or they were 
when the temple wasectJve long ago. The rooms are now disused and 
dusty, and they oontaln a colledJon of desks, stools, and so forth that 
are seldom used anymore. If the HPs need anything In the way of 
writing supplies, they wlll find plenty herel 1be stalrc;a,es lead up to 
rooms of the same dimensions as these. l!ach upper chamber has an 
entrance to the corresponding portico (below), an upper balcony 
walkway to Areas 15 and 18, and another door leading to the second 
floor of Area 14. 

In Its ~ long 99'· this partJOJ!ar Ttmple of OSris COdrolled 
thousll'1ds d head c:i livestock. hundreds of peman1S. aid so f~ 
some In thenearbyvWage locale, othezsfartherdls.arL Then these places 
were alive wth bureaucntJc and legil ac:tMtles. Tua was long 99'· .. 

Portico (Area C betwem 17 and 18, two separate areas)s 
-rha'elsanopenlnglnthewlngofthetanplebulldlngcompleX 
here, a 2C>-foot-wlde and long portico supported on two Una of 
three columns running east and west. Beyond you see open 
space (of the garden (22) or yard (23)).• 

And, If the observer looks up or Is exploring above: 
·A bakonyaome 12 cw llJOl'efeet above tbe gTOlllJd 11D1Salong 

the 'Whole front of the aide wing. tying together the two parllom .,,.,.w by the portlc:o. lt blrm east to tJe to UJe lllllln temple 
atnlctme IUJd tore-bulldlags llmlldng the hypostyle • well.• 

A wagon or chariot can pass through the area on ground level with 
ea!le. About 15 feet above the ground Is a balcony that encircles the 
area, glving access to the upper floors of Areas 15. 17, and 18. 

18. Guardroom (twosep.-atearas)i-ntehea~ door swings 
lnw.-ds sllenUy on well-greued hlngm. the square room Is 
clutta'edwltbpuapha'nallatyplcalotaokllasorguard&.1b~ 
Is a door opposite your vantage point.. and a staircase leading 
up Is set In the rock of the wall.• 

1hesespaoea, also with 111UTOW, bmred windows. are now the quarters 

for the novices. the a5plri~ Pt1ests and warlors. There ire 12 In each at 
maximum--slx moretha'l likely, with ooetl'ili'dasleepabcNe. OO&thirdat 

~. and one.third movfrlJ abol.t. or ClOOl"8e. au ~ be SJine too ••• 
(See Area 5 md or Stadstk:s mter 01spttt 9 for detail&) 

The downstairs area serves as guardroom, refectory, and lounge. 
In each of these lower chambers are two chairs and a desk table 
beside a long dining board with benches, plus a 91'lling table for 
draughts. senet, backgammon, chess, etc. Dw1ng any minute of 
time, therelsa50%chancethatamovingnovicewlllenterherefrom 
one of the two doors or the stairway, msumlng they are still ectJve 
within the temple. 

These aspirants sleep above. There are pallets there, pega for 
dothlng, gannents, shields, armor. and various weapons. r.ad1 nov­
ice has his own small chest. which cortains unremarlulble peraonal 
effects and from 30-50 BUCs In small-value coins. 

The upper floor e.xits glve onto the baloony walkway (Area 17, 
upper areas) and (via a short stairway) the wall battlerneru as well. 

19. Cells (22 total areas)s -You see a cubical set Into the Udell 
out.a' wall of the temple. It has a sotled au1aln wbkb Is to one 
elde but could doM Its front.. and the cdl Is dirty.• 

1he.9e 1 ().foot-square rooms are for visitors, merdlants, trado­
men, aaft.smen, peddlers, and so forth. Originally built to accommo­
date the traffic common to even so remote a temple as this. these 
cells are now usually unoccupied. Mos have no fumltW"e, altho'9J 
some coma.In a bench, a stool, or the like. A nQ)ed hanging d cheap 
doth screens each space when privacy Is desired. 

When the robber band (see Chapter 5) ls In the area. the men Say 
In these rooms; only their leader ls allowed Inside the temple bulkllng. 
along with the Priest. of course. Since two men usually share a space 
like this, the rooms can accommodate all easily. If bysomeoff chance 
the adventurers managed to avoid the bandits. all of them will be In 
these cubldes, save the leader, who will be out walking In one d the 
gardens (Area 22, 50% chance for north or south location) when the 
HPs reach this spot. 

20. Wall Bart1zan (four sep.-ate aras)s '"'Ihle Is a typical UWe 
turret set In the corner of the wall. It has four silts for arcbay. 
1ha'e Is about 70 square feet of floor •pace lmide.. 

r.adl bartlzan houses one fixed sentry with a crossbow and two 
with blll-gulsarmes who move In opposite directions along the wall. 
l'or details of each such soldier. see Area 1 and the OP Statlstlcs. 
Because they have been forewarned that a powerful group of foreign 
adventurers Is coming. these guards now remain hidden and merely 
observe. Naturally, they will sound the alarm and defend themselves 
If attacked. Otherwise, their movements are cautious and furtive. If 
the outlaw band ls within the temple precincts, the guards wlll expect 
the help and cooperation of these bandits ln case of emergency. 

21. Unlocked Cells (four separate anu)s •A ....U but Miid 
door doea off something beblnd. 'lbe door ls unlocked. opem 
outwards at a tug. and reveals a clean cubicle about IO by 10 
feet square behind. In It are a narrow bed. a small table. and a 
plain~ nothing more. 'lhue are empty pegs studl Into tbe 
naked stone wall.• 

Visiting Priest-Mages (kherl-hebu) use the.9e locations for domi­
ciles. Although not now popular with the other ecdeslastlc::s, these 
deri()<jweomercrsefters are potenL If the HP group aeerns likely to 
overmatch the roster of the temple, you mayutlllz.eone or more Mage. 
Priests to balance things. 
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ll. Osden Courtyard9 (two aepante .-eu)a -You bar the 
plMh of water. ameU rkh fnlgranca of green. growing tblnga. 
the fragrant pa1wne ol llowen. "°·your MD9e9 are not being 
deceived. This 19 a gruey courtyard and gardm of roughly I 00 
feet eqwn. In lta Clellta' • .....u fountain play. brightly. Miid· 
Ing a spray ofwata' upwards to fall Into the bllsln below. Short 
l'ndt trees ahow deep-green leaves and ripe yldd. Plaptone 
walkways lead ngzag through the lovely spacie.. 

f.ach of these spaces ls green with fruit trees, shna~. bushes, and 
flowers. Grass and low decorative plants grow thickly, for the whole 
Is watered regularty. Near the center d each oourtyard is a small 
fountain that jets streams d water Into a basin. There Is also a four­
foot-diameter well beside It with not less than 20 feet d water visible 
about 1 o feet down. These waters are transferred maglckally from the 
great cistern cavern below the Temple. (See "1be Oslrium Under­
wortd: page 73, for details.) 

When the Temple d Oslrts wm active, the necropolis not pro­
scribed but rather a place where many came to visit. and there was 
traffic and oommerce around, these courtyarda were used as mar­
kets. with the temple taking a tithe for the use d the facilities. Now 
only a few persons will be found here during the day. mostly novices 
and workers from Area 24. In the evening. the other delics will stroll 
through the coolness. enjoying the relief from the blistering heat of 
the day. 

ll.l.nnerYsdaPond (twoseparate.-.)1-nllsrectangular 
Inner courtyard of about50 by 70 feetslz.els catalnly a working 
place not meant to be vlalted by out.skien. A big. 9e1mre pond 
of shallow sort seems to be made for domestk: wata'fowl to 
swim In and dvest.ocll to drink l'rom. 1be rest of the place ls 
paved In square bloeks of heavy stone to bear trallk:. • 

These working yards have quite a lot of activity-primarily animal 
care, though oooklng Is usually done In here as well. The ponds are for 
the ducks and geese raised on the temple grounds. Animals are 
watered and bathed here also, and the workers too wash themselves 
In these waters. 

f.ach pond Is three feet deep at the edge and five feet at the center. 
Both are kept full by pipes that drain the fountain basins In the garden 
courtyards (Area 22, above). Peliodlcally, the water Is lowered by 
stopping Inflow, and the laborers dean the muck from the middle to 
use as fertlll7.er In the garden area. 

24.Stables(twoseparateareas)a-Youftnclast.ablesecdonof 
the complex. It has the reek of dung eo famlllar to 8Uch placa. 
1ba'e are pens containing goats and swine here. and stalls with 
Jdce.looklnghorses too. Worn and rickety looking stairs lead to 
the floor above.· 

f.ach d these places contains stalls for horses. animal pens, and a 
forge for smithy and farrier work. There are also some few head d 
livestock here. goats and swine (I) with attendants: Anyone with 
snzr In ~an Rel/glon or Pantheologygets a roll at DR "f.asy" to 
rec:oiJllze that pigs are a sign d Set and his evil minions. 

When there are large numbers of mounts and pack animals In the 
temple. these beasts are simply stabled In the outside areas where 
the walkway (with portico) and paved lanes are. In the main stalls are 
the mounts used by the Priests who run the place. At any time. there 
are five to eight ganons of Exceptional Quallty In the stable, and one 

(or more) of them should be Unsurpused: perfect oonfonnatlon. 
speed, endurance, breeding. spirit. Intelligence, training. age. and 
conditioning (I.e .. a 7-year-old black stallion with a small blaze and 
socks of white) trained for war as well as riding. hunUng, jumping. . 
and long-distance travel. Saddles and tack are kept near to each 
mourx. 

Stairs: These stalrca9es gve access to two upper floors, where 
supplies of hay and grain. lumber; etc.. are kept. 1beae upstairs 
rooms also serve to quarter the slave workers-namely the stable 
hands. livestock handlers. carpenters. deaners and sweepers. laun­
dresses. gardeners. <X>Oks and scullions, and so forth. There are eight 
adults and 406 children In each area. along with two non-e&aves who 
oversee their work. f.ach of these areas also houses about a half. 
dozen women for spedal service to the guards and Priests. There Is no 
burning desire among these folk to revolt and become free, but they 
do not Jove their masters either. However, since sacrtftces are always 
brougtX In from outside. the slaves and workers wm remain paa!llve 
In any fight. These are Mundane Personas In every seme d the term. 
rnoetdlow lntdlect. d cane, ordse they would have notrudt wlh l!NIL 

15. Seaet TreMuryl Picking up from the S\.ICCC&9 d a Peroeptioo 
K/S Area check from 10. read: 

""lbeplasteredstoneoftbewallhereundertbetapestryolW. 
and rtephUty. has a autous break In It. It seems u If the edges 
ofltarewornl'rom use. 'lheA'.gypdansare famed forthdrclewl" 
masomy. Perbape this 19 a hidden panel.-• 

Then. If used the IM1 Object "key.· brute force or dweomers to 
enable Its opening. either this place. or the the pas.sage to Atta 26, or 
both. will be discovered. 

The passage to Area 25 Is seen thus: "Bdol'e ,.,., ltt • a.row 
pa9Mge DOH llool' la amooth. Two feet wide, d- ud dalJ. 
9f!rOIU-loold1JB. tbla way •lants downnrd.t u It an1J1e1 to Ille 
norlhweat.• 

Anyone consulting a ftgurlne of lsls. Nephthys. Hapy (If a partldpant 
In slaying the Demoncroc and friendly to Merhaeptut). ApuaL Anubis. 
or Thoth will have a feeling of extreme danger ahead. If any~ 
or Powers are utilized to divine and/or read Auras and Heka the 
following are sume.sted as guidelines for such results: 
A~ and divlnstlons Indicate death, gieat treasure. IMI. 
Ata'8S are of treachery, trickery, malign joy, brooding evil. 
ffel<a Is d both MIXed and Neglltlve sort oomJng from about 20 

feet dlst.ance down the pM98QC. 

ThJ> ddedJor> wlll read mectuncal and magjc.kal ones llwallrV 
As noted above and In the details of Area 10. this dark. nln&foot· 

square stone room Is accessed through the seaet door. 1be HJgh 
Priest wears the only key-device at his belt m If It were a weapon or 
ceremonial lnstrumert. Placing the CJesver of Set's blade Imo a 
narrow slot opens the way to this chamber. (When the blade Is pulled 
halfway out thereafter, the stone panel pivots left to open the passage 
to Area 26, which see.) 

·After going lnw•ds abOUt dght feet. youftnd are a ..tea of 
steep stepJ along a like length of the twmd. At the bottom of 
these. you see before you a 8qU8N rhamh« '11 about Onie 
paca per side. wbOM ceDlnglshardlyhlgh enough fora penoa 
to stand IUldc and with a large niche lllled with objec:U la eac:b 
walL• 
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If any personas have trlgJered the enchanted spheres ln Shrine 7 K. 
all non-IMng materials that they wore or carried, lndudlng things that 
were once alive (such as doth .• leather, wood, bone, Ivory. etc.) have 
been transferred to this place. Such Items will be heaped In the open 
center of the floor. Arrayed on stone ledges recessed Into the walls are 
various treasures. 

Touching any figure (tho.9e Items marked with asterisks ln the List) 
trlgJerStheappearanceoftheappropriateaeatureorbelng-elesser 
Serpent a Monster. a Demon. and a Mend. respedJvely. The thing 
appears one Battle Turn later outside the secret room (In Area 10) and 
waits for the party to attempt~ r'.ach of these things Is detailed 
ln the OP Statistics section just prior to the appendices. 

North Recess: 
10 bags (each containing 10,000 BUCs Ingold and electrum 

coins) 
250 copper Ingots. each of one-pound weight and worth 80 

BUCseach 
One coffer, contalnlngjewelry (taat value: 200,000 BUCs) 

One black serpent flgurlne, about 12 Inches long. ruby«ud­

ded" 
South Recess: 

Six flasks of elixirs/potions of maglckal sort 
~tjars of rare unguents of maglckal sort 
four Amulets/Charms of maglckal sort 
four scarabs{J'allsmans of maglckal sort 
One white Monster figure about 12 Inches high, dlamond­

studded" 
West Recess: 

12 scrolls of papyrus, each of maglckal nature 
Six blocks maglckal (!Ml) Incense 
One Ivory scepter (maglckal) set with amethyst (25,000 BUCs 

value) 
One blue Demon figure about 12 Inches tall, emerakMtudded" 

~Recess: 

One maglckal scimitar (strong enchantment) 

Two maglckal daggers. matching. strongly enchanted 
One brown Mend figure about 12 Inches tall,, opal-.!itudded" 

Unless a word of power known only to Setem-nefer Is spoken upon 

entrY Into the repository, steel shafts with spear-point heads snap O\.t 

to bar the exit. (Anyone caught just at the threshold of the room will 
be kl.lied; an Avoidance roll ls applicable. but' failure means death 
unless the persona Is impervious to Mundane Physical damage.) As. 
that occurs. the celling overhead wlU fall lf there Is any movement 
within the area. The celll~ Is a metal square. weighing abow a ton or 
so, and set withsplkes. lfltdrops. any creature beneath It will be slain. 
again unless Impervious to Mundane Physical damage. 

Because of the varying nature of each campaign. additional details 
of the treasures are not given. You should take a few mlnl.Kes to 
ponder these variables, then detail each Item you believe Important 
on a separate sheet of paper. c.onsult Chapter 12 of the Mythu9 
Magkk book If you need lnsplratJon. That way, If and when the 
adventurers get to this place. you will have It fully detailed ln a manner 
that will flt e.xactly your own campaign. 

16. Seaet AreazThls whole section can be accessed through the 
seaet door from Area 10, or the one ln Area 7. or one of two small 
secret doors located about 15 feet up on the outer walls. Once ln the 
three-foot-wide passage. the visitor must find a secret door and 
operate It to penetrate farther or leave. 

Unlike the secret doors that allow entrY from the Interior arem, 
tho.se In the narrow passageways operate through a comblnatlon of 
actions and the proper keying mechanism. Beside each Is a small 
stone that will pivot. and behind that panel are 1 O small (flnger.&zed) 
holes and two larger (hand-5lzed) ones. f.ach operates as Indicated 
on the chart ln the sidebar. and If the wrong members are Inserted 
Into the holes. or the operation Is done wrong. poisoned blades 
sever the members. The toxin Is Strength 50. Instantaneous, one 
tlmeonly;and f'hyslcaldamagefromseverlngls5polntsperdlglt. 25 
perhandl 

26A. Cdls This chamber Is granite, mortared. and has a steel door. 
The lnterlor Is eJght feet wide, l~ feetlong. and 12feet high. There Is 
ajar of poisoned water (S'JR 4-0. one AT delay) ln the cell, and various 
drled fruits and other foodstuffs have been provided-els<> poisoned 
as above. (The High Priest thinks this Is amusing.) 

If Setem-nefer has reason to suspect that be has prisoners, he will 
trlmer a mechanism Oocated outside the door) that releases gas Into 
the cell through tiny vents near the celling. The stuff works by both 
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contact and Insinuation. so unless the vfctlms ~ a special 

maglckal provision against sleep, the stuff will put them Into a coma 

for 30 IO ATs. After the gas dissipates In one AT's time, Setem-nefer 

will enter the cell and examine his prisoners. 

Naturally, the whole cell ls covered with various wards and glyphs 

to prevent spirit entities from escaping. and to ensure that the place 

cannot be maglckally changed. Tue door Itself Is barred from the 

outside. All seeming routes of escape are magickally trapped or 

guarded. Attempting to use transposition of molecules or alteration 

of vibratory pattern (~ereallty. Astrallty. non-<:erporeal form. 

teleportalon, etc.) gives the same result as trying to enter the temple 

l.n that manner (see page 55, above. for details). 

The last prisoner was a fiend of Set, however. and that creature 

worked to undermine Setem-nefets security. Observant personas 

will note that some of the floor-blocks are Inscribed with strange llttle 

slglls-marks unlike hieroglyphs or script-or anything else. Anyone 

who can somehow decipher their meaning (reading the Fiend-runes) 

will nnd that they are Instructions on how an escape might be made. 

A simple tunnel was wrought by the aeature-e burrow that slants 

down beneath the floor of the cell to a wall In the cellar. If a prisoner 

hammers the pavement with hands and feet for but I 03 BTs. the 

vibrations set up thereby will wow and shatter the stone. allowing 

access to the tunnel beneath. Al the far end is a small block of loose 

stone that can be pulled aside; beyond It Is the hallway of the South 

Cellar (page 7 1 ). 

Any captive able to cause metal to move. or with a Power to animate 

the door. can escape by maglckally urung the bar. All other forms of 

attempted escape will fall-unless the OM personally decides to add 

such other ones as seem reasonable and necessary. 

Prisoners who do not manage to escape will be bound. gagged. and 

carrled to the Osl.rium for saoiflce. Setem-nefer will have an Invisible 

servant do the work of taking such saaiflces to the Reed Boat (Area 

7X). Tue High Priest will have personally moved his vlctlms' posses.. 
slons to the boat from Area 25. so that these can be part of the offering 

as well. (Things will be awarded back toSetem-nefer, of course. but all 

Is offered.) 

If. during this process, prior to reaching Area U3 c·underworld, • 

page 73). one or more captives break their bonds (21 PMPow or 

better required), or successfully use the &cape K/S. then the 

High Priest will seize the Amulet-pin from the steering oar and use 
It to be back lnstanUy at the place where the boat stood (Area 7 X). 
Tue captive(s) wlll then be marooned In the craft. In due course. 

after proper augury. the Priest will return. using his magi ck to step 

across the water. retrieve the Reed Boat. and return It to the place 

above. 
268. Small Provision Chamben exact details of much of what Is 

cached here are left to the gamemaster. Base the list on the strength 

and possessions of the HPs concerned, your level of magfckal things 

avallable,andthebentofthecampalgn. Thlssecretroom holds rough 

garments for travel in the barren country. water and wine skins 

(periodically refreshed), pouches of dried rations. a colledlon of 
useful outdoor gear. weapons for hunting and self-Oefense. and 

portable treasure (20 each of platinum. gold. elect.rum. sliver. and 

copper coins. in separate little pouches. and six oricalcum rings set 
with gems. worth 7,0Q0..12,000 BUCS each). a ~commanding all 

to allow the bearer freedom In the name of Pharaoh (duly signed). and 

a broad variety of things needed for Prlestcraeft Castings. Amongst the 

latter are about 30 gems and pearts with an average value of l, I 00-

2.000 BUCS each. 

TEMPLE CELLARS ENCOUNTER KEY 
Refer to the map below for a complete layout of the cellar areas. 

~---------------------------------------------------------------------. except for the storage 

70 

TEMPLE CELLARS MAP 

Cellar~pe 

Temple 
Above 

N.3 

N4 

• 
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rooms (N 1 and N2), all of 

thesechambersarelocked. 

The keys can be found In 

the Priests' quarters (Area 

9). If the characters have 

been captured, theyarelm· 

prisoned In the south side. 

You might also wish to 

add various Items of clut· 

ter to the cellar areas for 

dressing. Thus, there can 

be bar rels. crates, and 

boxes stacked along the 

walls; and some extra store 

of Below Average Quality 

weapons might be found In 

one or another of these 

chambers. A few spiders 

and rats might be In order 

too. If you eajoy that sort of 

thing. Old furniture and 

various sorts of pots and 
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containers make useful additions. for these can be examined for 

secret compartments, contents, etc. The presentation Is aimed at 
allowing fairly rapid progress through these areas. If the Heroic 
Personas are In need of help, or you wish to draw things out. simply 

add to the materials to be discovered or seen. 

Doors are fairly solid and strong, but they can be battered open In 
about 203 noLsy CTs by use of shoulder or axes, hammers. etc. The 

onetoS3, though. whereservlceplecesofgoldandsllverare&ored, 

Is twice as strong as the others. 

South Side Cellar 
-ibe stairs lead down about 10 feet to a totally lighUas 

place. Cres5ets for holcllng rush lights are set at Intervals ln the 

walls, but no torches are there now. 1he I 0-foot-wtde passage 
leads east.• 

Keys to locked cellar arem can be found In Area 9. upstairs. 

Note that the tunnel/chute from Area 26A comes out In this 
hallway. near the stairs. If the HPs did not enter the cellars this way. 

then a stone block hides the work from view. 

S 1. Locked Room : -nttR ls a locked door ha'e. • 
Key#2wlllopenthedoortothlsstoragechamber, whlchlsvacant 

now. It Is used to keep prisoners for sacriflce or valuable goods In 

transit when the smuggling caravan stops for a time at the temple. If 

the partymembersare physically captured. they will be stripped and 
locked herein. exceptional strength, /!scape IVS success, or some 

casting might enable them to escape. 
Sl. Locked Room s -ntere ls a locked door here.• 

This Is the buttery; the best wines and kegs or beer are stored 
here even now. There are also a few dozen bottles of excellent 

spirits here. This loc.k Is fairly simple. but Ume--consumlng to 
manipulate (average about five BTs to open through the use of_ 
Criminal Activities. Physical (Loci< Picking)). unless key # 16 Is 

used. 

53. Locked Room: -ntere ls a metal-bound and very heavy 

locked door here.• 

The banquet service pieces used for grand functions are kept 

Inside this room. The pieces are sufficient to serve a score of noble 

diners and twice as many ·1e.sser lights.· as It were. and are valued 

at about 500,000 BUCs as they are. There Is about 150.000 In 

gold, 100,000 BUCs In silver here If the stuff Is melted Into 

transportable Ingots. (The gold ls worth 1.000 BUCs per ounce, 

silver Is worth 25 BUCs per ounce. thus one pound of silver equals 

400 BUCs. There Is. therefore. about 10 pounds of gold and 125 
pounds of silver here. plus various alloy metals. or about 175+ 

pounds weight of metal-not counting boxes for transportation. 

These bulky and heavy containers weigh about l 0 times the metal 

weight. Add copper pieces In several hundreds of pounds too. If 

the HPs are greedy. as that stuff has a 5 BUC per ounce value.) Key 

# 19 unlocks the door to this room. 
54. Locked Rooms -ntere ls a locked door ha'e. • 
Key # 11 fits the lock on this storeroom. where porcelain and 

pottery service pieces are kept. Alternately. a victim meant for 

sacrifice to Set can be locked herein. Use this fact If the personas 

need as.slstance and appear to have no chance of success without 

such help. The Individual confined In this room must flt the needs of 
the party, but not be overly powerful. A highly skilled thief. with 

appropriate CastJng abilities too, maglckally Immobilized. might.be 

In order. Or If you wish. have a l<herl-hebu of Osiris here with a ftllet 
of Set banded 'round his or her head to prevent the utterance of 
Hekau (CastJngs or Powers use), and with suitable chains. of COW3e, 

to keep hands and feet held fmt. rJther sort of prisoner Cal know 

something of the layout of the temple. but use this sort of Int~ 
slon very sparingly. 

If you believe that there wlli be need, It is slJ{lleSted that you 

detllil both a thief and a Priest-Mage or such other DPs as you deem 
l/l<ely to be needed by the team, just in case. Whoever Is conllned 
here will leave for parts unJ<nown (to the adventurers) a the f1rst 

oppol'tUnlty, alt.er getting the patty In reasonable shape to suo­
ceed without assistance. 

North Side Cellar 
•A dalk and cool hallway about three pacies wide leacl9 east 

from the steps. 'lbere are aeuets along the walls. and you see 
a lamp on the last stair. U'that can be Ugbted. lt wlll be a source 
of dim Ulumlnation (about 1 O feet In radius).· 

"1. Storage Chamba't -ntere ls a locked door ha'e. • 
Several keys unlock this door-you might have any one do It. This 

cool place Is used to hold foodstuffs which are for use soon. There 

Is nothing of Interest here unless the personas profess hunger and 

thirst. 
rll. Storage Chamba't -ntere la an unlocked door ba-e. • 

This Is a root cellar and grain room for long.term storage. 
ru. Locked Rooms -ntere ls a locked door ha'e.. 
Key #24 will open the door to this room, wherein all the panoply 

used In processions to honor Osiris are stored. The area ls now dusty, 

musty, and obviously disused. There are pennons on staves. 

palaqulns, standards, and the parts of a processional chariot here. 

Dirty and broken musical Instruments (drums. bells, slstrums. etc.) 

have been cast Into odd comers. 

rl4. Locked Room i -n.eu ls a locked door ha'e. • 
Key# 5opens the door to this dark and grisly place. Hummlflcation 

of corpses took place here long ago. There are vats with a residue of 
niter, tables, linen bandages, stone knives, old perfumes. resins, 

unguents and herbs, canoplc (Intestine/organ storage)jars. and all 

sorts of containers here. The paintings on the walls depict scenes of 
AnublsandotherN.gyptlangodsmummlf'yingOslrlsafterhlsmurder 
by Set. Heru and his four sons are shown assisting Isis and Nephthys 

In seeing to the dead deity (Osiris). Prayer texts, lnslructJons. and 

rellgJous formulae are written In hieroglyphs and script on the 

plastered walls. 

A careful search or the linen blndln~ will reveal a few Amulets. 

but only one of them Is worth anything. That one Is a silver moon 
disc (that with the crescent moon beneath It), which enables Its 

wearer to see In the ultraviolet light spectrum, so that In most 

darkness that persona will see as lf In twlllght-bright moonlight at 
worst. 
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GAMEMASTER'S NOTES 
Before reading this section, you should refresh your memory by 

reviewing the details of the boat (Area 7X). The Heroic Persona party 

will probably come to this vessel by one of the following five means: 
I. Oetting caught, bound, and can1ed there as captives for 

sacrifice 
2. Entering as triumphant ·Mighty Ones of Osiris' own choos­

ing-' and being shown to ·the place below where rich rewards are 
placed for such ones as have the blessing of Osiris upon them· 

3. forcing Information out of the Priests, for the latter know 
how to gain entry to the -Underwortd• (though only Setem-nefer 
knows the whole of the place) 

4. Chance (as they regain their goods aft.er capture, or through 
normal exploring), as the boat emanates very strong Auras and 
Hekapower 

5. Agreeing to a request-to go to the Oslrium with Setem­
nefer-presented as follows: • Aaelst me ln ova-coming an 
e'Wil Demon and restoring the treasures of the temple and 
lta holy things. ID return. you will be given rewards and 
allowed t.o rove freely about the Gorge.· 

The High Priest's objective here is to carry or lure the group to Area 
U9 (page 79), to serve as sacrifices. However, he may vanish suddenly 
(using his maglckal talisman to return tothe temple above) whenever 
he thinks It necessaJY, especially If any si9n' of high ability ls shown 
by the party. Although he would prefer to be present, the de.structlon 
of such powerful foes and the •feeding" of the things below will even 
so be of great benefit to the High Priest. He cannot Imagine that any 
mortals would survive long In the place without Entltal assistance. 
And perhapsSetem-nefer Is right ... for in most ca9eS, the party has no 
means of controlling the boot. 

As soon as the team Is In the Reed Boet and descent has begun, any 
persona who has a statuette of Osiris will get a feeling of wro~ 
and lurking IMI, and a desire to set things right. The player should be 
so Informed privately. 

OSIRIUM AND ENVIRONS 
ENCOUNTER KEY 

Descent in the Boat 
In four of the five cases stated above, the Amulet from the Shrine 

of ·0s1r1s· (Area 7, Shrine K) will be locked In the steering oar. 
Lowering the oar will then cause the stone beneath the boat-ilrld 
thus the boat Itself-to sink maglckally (as If an elevator), lowering 
down 200 feet to Area Ul In about two Battle Tums, or a (relatively 
rapid) de.9Cellt rate of 10 feet in three seconds. 

lftheboatlsnotunderSetem-nefer'scontrol.therelsanaltematlve 
to the key operation. Any persona who has a statuette of Osiris, Heru. 
Isis, Nephthys. Thoth, or Anubis can cause the boaltoperformju.stas 
if the Amulet key were In place. The gods of N.gyptalso wish to redress 
the IMl of this place I 

Unless the Heroic Personas have control of the situation, however. 
and possess either such a figurine or the Amulet-key (and can learn 
how to use these tools), the boat will float onward to the landing (Area 
U7), leaving them marooned. It will then take a lot of skill, hard 

flghtlng. and luck to get them back above ground safely-but that's 
what dungeon adventuring ls all about, Isn't It? 

The Underworld 

S The cavern appears natural until the boat reaches the 
Island (U7). 

/:None, but ultraviolet light perception enables twlllght­
llke vision. 

D: Widths vary. but the celling aft.er the chute area rises 
from 20 to60 feet overhead where the water ls 90 feet 
broad, except where the dome over the Island (Area 
U I 0) rises from 20 at the edges to to 90 feet In Its most 
central point. 

ltl! The rush of water drowns out any other sound until the 
characters are past Area U3, then the drip of water, 
the splash of the keel, and strange gurgles and other 
sinister sounds can be heard. 

A There Is a pervasive malign presence and an Aura of 
oppressive IMI. 

ID Strong Supernatural and Entltal Heka are present. and 
there Is a repressive quality Indicating that maglckal 
means of escape are useless. 

0 The water has a fetld odor, and there ls a chamel reek 

intermingled with a reptilian stench. 
W None. other than as noted for anyone canylng a statu-

ette of Osiris. 
S Various special things wlll be noted at the appropriate 

areas. 

Ul."-rrowPaasageiReadthefollowingwhenthecharactersstart 
to descend In the boat: 

-nie boat and ftoorslnk 200feetln but one minute's spanl 1llfft 
Is a sp1aab1ng 90Ulld, and then the sted-hlri reed WJllld rodm for 
afewsec:onds.SUddenly, youfeelltmoveaheadal'wlthaleap. md 
In a few heartbeal.s It ls tnveUlng at great speedl• 

If any of the personas can see In the ultraviolet light spectnun, read 
the section below. Otherwise, skip to Area U2. (Note that the detail 

given here exten~ to Areas U2 and U3 as weil.) 
"You are In s chute-lll<e natural tunnel just wide enough to 

sccommodste the boat: Jn the 90 feet It tmveJs Blong this narrow 
way, the drop must be about 20 feet. No wonder you can feel the 
acceleration of the Cralt. As }Ol1 race Blong you note that the 
passage ls widening. end In the next 100 feet or so It rems/118 s 
constant ~ feet wide, while the lndlne of descent drops off to 
perhaps 1 O feet In that distance, but one to 1 O Is st/H s fslrty steep 
decline. Then the passage widens again, broadening to about 90 
feet. end the CWTent's rush drops off to s slower pace.• 

u::z. Bubbdng lnllowi In the following. the initial five Crttk:al Tum 
period takes the boat to Area U2. and on to Area U3 In the next 1.5 81'8 
thereafter. Thus. the team travels from U I to the beginning of Area U3 
in two 6attle Tums (60 seconds). 

-nte sound of rushing water ls very loud for some seconds, 
then lt becomes leM for about a minute. 1be breakneck pace of 
the maglckal reed aaft sladlem u the noise narly dleeaway.• 
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U3. Broader Waterwaya "You are now drifting la the dlrectlon 
of the w.asel'• lnltlal l1llh. the boat'• momentum taking you 
along thus. perhaps pmhed ahead by the lnftowlng current• 
welL butfrom thesteadinaaoftheked youcandlaarn that the 
boat la ona straight course.In the 911dden llllencc, you can bar 
spluhlng drips echoing In the distance, the plub of the bow 
wave, and gurgling. swirling noises ahead In the dad( wata'. 'Jhe 
wet smell la unwbolelome here. and you feel a growlng9eme of 

There Is no lndine here, and the widening of the waterway slows the 
current considerably. The depth al.so lncrea.9eS rapidly from I 0 to 40 
feet. as shown by the contour lines on the map. 

After you finish reading the above, It will take about five CTs (game 
time) for the boat to drift to Area U4. If there Is Inquiry as to the odors. 
do not count suc:h against that time. Bl.t If there Ls Inquiry about the 
sounds, then the time must be ticked off, just as It should be If the 
personas remain quiet or engage In some miscellaneous activity on 
the boat. 

Without the c.ontrolllng Amulet-key, the boat will head unerringly 
for the landing (Area U7), carried along by the current Some Hf5 will 
probably begin to attempt to steer or slow the ve&9el about now. 

U4. Lurking MonsUnl The water of the primary "'lake• ts fully 40 
feet deep. The dotted lines to the sides on the map Indicate water· 
filled area,, located below the great waterway on which the boat Is 
travelling. These places are of recent creation and are the lairs of four 
DemonlccreatJonsofSebk. specially designed for Set. and described 
hereafter. These creatures are located at points A. B, C, and D. as 
noted on the map. 

If Setem-nefer Is In the vessel, the Monsters will not molest the 
pa<>slng boet. though their heads will be seen by any able observer 
actively attemptJng to detennlnesuch. If this Is the case, skip au of the 
following and turn to the descriptJons of Areas U7-U9, referring to 
Areas US ~ U6 as needed to describe the surroundlng9. 

These giant hippo-headeckrocodile-Oemons wlll attack simulta­
neously one-third of the time (a roll of l or 2 on 106), Independently 

two-Ollrds of the time (a roll of 3 to 6 on I 06 ). They 11.Wl through the 
water, jaws 8Q8pe. (This approach Is the •gurgUng. swirling"' sound 
mentioned In the text of Area U3.) 

Should some maglc:kal force be used to propel the craft. ahead 
when these Hlppodllemons are sighted. the Monsters wUJ not attack 
as long as the boat heads d/rectJ,yfor the landing at U7. These things 
cannot pass beyond the eastern demsrcstlon line (the lo.foot-wide 
strip between the north and sol.th portions of Area US), bl.t will 
Instead re-position themselves In the large pool. submerged ln the 
lettered areas as before, to prevent e.sc::apes--end possibly get a tasty 
treat In the prooessl 

Nonna/ Approach: If the boat stop.s In the water. two of these 
Monsters assail the team; If the aaft veers north or sol.th of the 

straight rol.te to the landing, one Hlppodllemon attacks Immediately 
(modify the text below as needed), and the other three arrive within 
203 CTs. If the party tm lnsuftldent visual capability, the Impending 
attack comes very suddenly; do not ask for party actions until the 
initial Hlppodllemon has completed Its flrS. attack. 

Read the pltzyer infotmatlon only if all of the following conditions 
are met: 

a. One or mate of the personss can M.e cJeatt;y for :JO or more 
feet. 

b. The boat contlnues In a nonna/ d/rec:tJon (stra}gf1t for the 
landlng). 

c. One or more lflppodilemon(s) attack& 

-You aee a (or two, ln whlc:h case a<tjust the following text to 
matc:h) huge hippopotamus-like bead break the wata' 30 feet 
away. Attached to the wmatural head a.• aocodlle-Uke body. 
the thing propelled by a muelve aaurtan tall. nm Momtcr 
rushea towarcla the boat from (ldl and/or rlght) abelld. When 
It la 10 feet away, the bonid thing opem Its mouth. llbowlng 
tusks larger and sbarpu than any normal hippo nu poe­
saeed. u well 1111 llngu-sl.zed fangs too. lmpoeelble to a 
normal auture. It will colllde with your veuel In• few beart­
beatsl What will you dor 

At.. the end of three Critical Turns, the Hlppodllemon(s) Impact the 
boat, dambers pertlally Into It. and bites (one opponent each). Boat 
drift will cease 10 feet east of the flanking positions of these 
Hlppodllemons (A lk B). In 103 BT. the two other Mon.9ters (at the 
points marked C « 0 , to the east of the forward pair) wlll decide to 
join the combat. and both will arrive simultaneously five CTs there­
after; thus, after 15 to 2S CTs of combat with the Initial pair, two more 
Monsterswllljolnthefray.lfsomeonelswatc:hlng.theHlppodllemons 
will be spotted one CT before they arrive. Otherwise the pair will 
assault as noted above for the lnltlal attack. 

ffgurlnes: Apply the following special notes tr anyone In the party 
carries one of the ftgurlnes listed below: 

OooodJle ~ (frmJ Sebk Idol Area 7K): A pa&00a cenylqJ 
this Amulet EJllns all of the bonl.BeS ll5t.ed hereafta. In addition, 

apptya+SbonustoCombatK/SBACand+l poil'Xpercileofbase 
Physical damage for any and all party members other than the 
Individual actually hOldlng the object. and a -5 MC. -1 per die 
of ro penalty to attacks of the Hlppodllemons. Note that these 
effeds and those listed also apply in Area utJ. 

1. The Individual actually ~Ing the Amulet cannot 
be harmed by these Monsters (although the Hlppodllemons 
may try to attack anyway). 

2. Thepossessorgalns+ IOtoBAC, a-lOtorollsfor&rlKe 
Location. and a + 2 points per die of ro bonus. 

3. If In the water, the possessor moves as If a swimming 
crocodile and does not need air for up to ftve ATs. 

lferu or Chons /figurine: The person carrying suc:h gains the 
following bonuses to weapon use: 

I . Any and all weapons used are as If enchanted ones and 
so can affect the Hlppodllemons. 

2. The possessor tm a + l 0% MC and -10 Strike Loca­
tion bonus when using a spear, trideM. harpoon. or similar 
weapon. 

Amemt Melt. Osiris. or Tuart l'Jgur/ne: If any persona bu 
suc:h a statuette, the Hlppodllemons cannot upset the boet. 

A Hlppodllemon will flee to Its lair (one of the side chambers) tr 
reduced to below 25%PTRAIT. You can allow a 10%chanoethatsome 
average m~d<.al Item rest.son a dry stone~ within (Check per lair 
vlsited by personas). 

If the personas somehow defeat these all four of these Dernom, 
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they can maneuver the boat safely by peddling. The vessel will 
otherwise drift towards the landing (Area U7) at a lethargic speed. 

It Is not ~Ible to propel the boat any farther westwards than the 
landing by any maglck unless the Amulet-key Is affixed In the steering 
oar and the correct Word of Power (to command movement) Is known 
and used. 

US. Steps ~ Railed Gallery: Add the following to the SHADOWS 
note given at the beg1nnlng of this Underworld section: 

S Murals of the Sekhet Hetepet (at points USA and USO) and 
Sek.het Aaru (fields o f Reeds of the Duat) are painted on 
columns and walls. Papyri. lush reeds, palms. bright col· 
ors. deJty depictions. Monsters. and men abound In these 
murals. 

Sel<het Hetepetand Sel<het Aaru are the two principal Divisions or 
the Duat (Underworld) that are the Realm ol Osiris. He also has direct 
overiordshlp or two others and tJtular headship. at least In theory. ol 
the remaining eight regions (the latter managed only by dint ol force. 
If possible at all). Ir any adventurers can see multiple murals In this 
area. de.soi be the general appearance ol the paintings, and mention 
that the scenes become more beautiful as they progress eastwards. 

The pathway ll'OUnd the ~ of this large chamber Is abol.t l S feet 
wide and adorned by many pillars.. Nx:J!:SS to It at the outer polrts (north 
and SIX.th) Is via three steps. each only three l~hlgh. Note that the l (). 
foot-wide ~p or water between the two stairways Is a "No Attack Zone.• 
sepantlng the Demonic Monsters or Area U4 from those ol Area U6. 

When the party Is actually 
on the gallery ledge. use the 
following notes to describe 
specific details. However. 
unless the Heroic Personas 
are within the · No Attack 
Zones· (Area Ul I and the 
section between the north 
and south tennlnal points or 
Area US), they are subject to 
assault by Demonic Ophi· 
dlles (see Area U6). There 

will thus beUWetime. at least 
Initially, to examine closely 
the murals. In such case, go 
to Area 6 for details of what 
happens. 

USA. Guardian Serpent: 
A statuette o f the deity Thoth 
or Buto will make Its pos­
sessor very uneasy near this 
place. When the Hfs exam­
ine the scene. convey this: 

-nte painting hue de. 
plct.s a l l-legged. winged 
Sapent-ent!ty lying he­
r ore a tall door. The 
creature' • crocodlllan 

head polnta to the right (northwat). and flames stream from 119 
maw. In the direction of the fiames. the painted scene Is gloomy 
and trightenlng-dead vegetation and stark ban'ens. Fainted to 
the ld't ofthedoorarebrightflowersandvegetatlon.andafrog­
headed deity ls depicted along with small human figures In 119 
dlarge.• If applicable, add: 'Tlrftln9, Indicate tbat tbl, ,, a .tc:ene 
of the enlTance and IateriOI" part of the Du.at• 

aose examination of the painted door reveals that hlerogfyphlc 
panels to either side and above state that: ·Any of right apbit may 
enter here to dwell without judgment as a 9odlla9 la Lr-net 
UJH>D the borders of the Field of Reeds.· An Aural check reveals 
only a darkness. Maglckal emanatJons are a strong tntital Heka or 
Negative sort. 

-ibere ls a hJeroglyph of an owl to the left of the doot one of 
an Ass to the right. and In the cent.a' of the door ls painted a 
small Serpent just like the larger vO'Son along the bottom and 
beside this portal.· 

The forces or evil have altered the magick here. l f either the owl or 
the ass Is touched. the Individual so doing Is whisked bodl.ty from this 
place to the Realm of Seker. landing In the third Division or the Duat. 
(You can allow an Avoidance roll and. If that falls, a slight chance for 
the poor HP there to swvlve and escape In due time-20~ weeks or 
SO). 

Touching the serpent hlerogJyph summons the actual entity de­
picted. It must swallow and Intake breath during Its first BaWe Tum 
here. and will thus attack during the lnlUal IO crs time with jaws and 
constriction only. 
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1'7fJ.ltine,s: Person.as who have any of the following ~es 
gain benefits u noted. All of these are cumulatfve effects. If 
appUcable. 

1. lfero or Chons: This statuette gives the possessor a 

+5% bonus to BAC. 
2. ftah or Sekhmet: Anyone with a statuette of this deJty 

Is Immune to the fiery breath, and a sphere of sud1 protecr 
tion extend.9 three feet from the figurine In all directions. 

3. Crocodile Amulet (from Ares 7KJ: The posses90r Is 
Immune to all of the Serpent's attack.9 (although. as before, 
the Demon won't realize Its Impotence In this respect). No 
Immunity Is conferred upon others. but combat modifiers 
apply to all (see U4). 

4. Osiris: A suooes.sfuJ Physical com bet attack by anyone 
with a statuette of this deity causes the Serpent to return to 
the Du.at. 

HagduJI Attacks by Ca.!itlng or Power are generally possible, but 
see OP Statistics for details of 11WTS. Invulnerabilities. etc. 

U5B. OUardlan /'fend: If any personas are thinking about this area 
as they touch their ftgurlne of Apuat or Anubis. sud1 lndlvk1uals will 
have a distinct aversion to touching anything depicted! As at U5A 
(above). pass along the following lnfonnatlon: 
~doorway painted onto the wall at this location abow. a 

guardlan--a dftillah fiend with a S11Yage face and a long. rady 
knife. 1be scmes to either 91de are of activities not unlike life 
along the ~Ile Riv«. merely ldeallud and Idyllic.• Then add, If 
an HP Is able to read this material: -writing IHre bn4tet tbe 1DH>lt', 

Ing and tl'Ue at heart' to 'eawhlto tbe Creuural plll« of Aan4 • 
and otha" tens daafbe ',,.adlae IUJd wealth UJJbowJded' lllld 
'Powers like unto tbe god .. -

Again similar to U5A. continue with the basic visual Information: 
-ro the Id\ of this painted door 15 a falco~llke bird: to the 

right. a Ram: and on the doot. a small venlon of the l'lend Itself.· 
(Here, however, touching the hawk or rem brfniJI the l"lend Into being. 
while touching the J'tend's Image will cany the lndlvk1ual bodily Into 
the fifth Division of the Duat. to the dreaded personal realm of Seker. 
Pity any persona ending up there: There ls butl!Wechance for escape 
possible for the persona going to the place of Seker.) 

l'Jgmnes:P~ who have aty dthe followlngstatue:Ue9~ 
benefits as n<Xed. All d these are aunulatfve eft'ects, If appllalble. 

1. A statuette of Osiris causes any successful attack by 
the holder to return the Mend to Its home. A statuette of Ptah 
confers Invulnerability to the Mend's attacks. 

2.ffero or Chons: This statuette gives the possessor a 

+5% bonus to BAC. 
See OP Statlstlcs for details of this Mend. 
U5C. WeJcomlng De/fJ': •An a.headed being with a triple 

aown and uas see~ but aam ankh stands balde the Portal 
here. 1be colon of the plllntJng are hsb (as though newly 
painted!) and vivid. 1he figure Is red. and the joyful acenes to 
either hand are full olpoppla and other lfke-lmed nowcn of all 
90lts. 'lbeftlsahuntin99CaleWha"ethehuntu(huntedl)Me1111 
to be standng dons. Ibex. and other wild game. (Ille lion Is red-­
maned. and the other animals have red oolor-fltrlpes or horns. or 
eyes. etc.)• The writing here Is simple and plain: 

'The Weary HottaJ 18 received 
In the Realm 
of the <lmltest PtornJse• 

To the right of the painted Portal Is the hler<>ID'Pb olSUn; to the left 
Is that of Moon; and upon the door proper Is the hl~apelllng 
or Hagck of Osiris. To toudl the Sun glyph Is to be sent Into the ~ 
pits of the Duet; the Moon glyph leads to the Icy dark depths oC that 
same place; and H¥ck of Osiris causes the Individual touch1ng It to 
be cut Into small pieces and removed Irrevocably from the world. (As 

a oonsolatlon. such pel'30ns, properly reassembled and mwnmlfled, 
will be received by Osiris et al. and likely be allowed to dwell In Sekhet 
Aaru u a dl@lltary, for their demise wu In the fashion of Osiris' own. 
Such a player, however. must create a new Heroic Persona. for this 
rash one Is gone forever!) In short. any fooling around at this polm 
briniJi an end to the persona doing so. Mnal. No Avoidance. Period. 
end all. 

l'fgurlnes:Anyone with a statuette of Oslrts will not be phy!l­
cally able to touch any of the hieroglyphs here. Anyone with a 
statuette of Thoth. Anubis, Apuat Isis, Nephthys, or the four 
Sons of Heru will have a Vel)' bad feeling about touching them. 
(HPs can do so. of oourse. but are warned.) 

U5D. Guardian Monster of Set: The depiction Is: "'You eee dnwD 
aw.re In vivid colon a bog·headecl. ecorplo•bodlecL ...U. 
talled Plomtu with lloa forelep and _,.like rear legs. CUrYed 
fo ... .foot-long horns of flame sprout from lt8 bad.1be llgura 
to the ld'land rlghtofthe painted door areaJmman.lleaded bird 
(soul bird), and a heart hle:roglyph (ab), respec:dvelJ, wltb tbe 
Jllonstu In miniature In the center pod.• 

Set's powers have perverted these too. 
The Inscription here reads u follows: 

"Invite the faithful one 
To seek freedom. sanctuay, 
and power 
To defeat all Honst.ers" 

Anyone touching lhe bird figure Is struck dead. and such a 
persona's spirit form must do baWe with the Monster to regain life. 
The heart glyph brings absolute Idiocy to the persona touching It. 
and this can be righted only by a Casting able to so do, or some 
favor from a deltyl 

l'fgurlnes:Any persona with a statuette of Nekhebet or Serquet 
will feel Impelled to toudl nothing here. 

See OP Statistics for details of this Monster. 
U51!. <Juardlan Demon: "'You eee another of the Portal9 de­

pleted In pigments here. To the Id\ ol thl9 painted doorwllJ 
st.ands a buJnim,Jlke figure with gray. Kaled Nde. red qoee. and 
a mouth that 11115 half of Its huge head. To either band an 
plasantscena. however. ltl5aslfthetarible beinggam"d9the 
Portal against lntrudaa. Colorful vfnlare and pleamrable ac­
tivltJes are depicted huei boating on a rtw:r. 119blng. playing 
board games. llstAmlng to mualc. ~ clrlnldng. and 
conw:nlng with lovely memben oftbe oppO.lte ML To the left 
of the door are a seaet game~ and plec:a: to the rtgbt .. a 
stringed mualcal Instrument: \and upon the door Itself 19 a 
carlcablre of the Demon.· ) 

Touching the gameboerd wfl(transport the persona so doing arm 
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a giant senet board (below). Touching the musical lnstrument wUl 
evoke a castJng's actlvatlon with an accompanying cacaphonous 
noise. All those hearing It have an uncontroUable urge to immerse 
themselves Immediately In water (I.e., leap Into the Osirlum's 1ake, • 
with resultant dlfficulUes commensurate with the circumstances) 
unless an Avoidance roll at a penalty of +6 ls successful. Touching the 
Demon figure on the doortransf ers the offender to the lubenl' s Realm 
of the Dual with no chance for survival, and In that character's stead 
will be the Demon! 

ngurlnes: Anyone with a figurine of Osiris will not want to 
touch this area. and a persona with a statuette of lubenl Is 
Immune to the Demon's attacks. Figurines of Thoth or lslsglve 
practlUoner personas CasUngs at half normal Heka cost when 
using such against this thing. A figurine of Chons enables its 
possessor to destroy the Demon with asinglesuccessful attack. 
Figurines of Bes. Heru. or Nelth give a bonus of +5 to BAC. and 
-5 on Strike Location after a successful hit. 

The &met Board: If you have a copy the senet game, simply get It 
out. Otherwise, create a larger«ale drawing of the one shown below. 
Note from the drawing that 
the Start polnt (for the per­
sona) Is to the left. Use 
tokens of whatever sort 
you feel appropriate to 
mark poslUons. The per· 
sonamustmoveeastnine 
spaces, then one space 
south. then nine we.st. then 
one south again, and fl. 
nally lOspaceseasttoget 
off the board. "D. positions 

Indicate Dem ons of 
lubenl. 

The •game• begins with 

I ,. 
. /' j 

~L: .. ~---- L~ ...... . 
~ - ...... , ...... ; 

·, : 

the persona moving. The player rolls 106. re-rolling If a 5 comes up. 
The persona must then move the number of spaces Indicated by the 
die. A second successive roll must be made lf the first result Is a 1. 4, 
or 6. In such case. the persona must continue to move and roll anew 
unUJ a 2 or 3 comes up. and must move the number of spaces 
indicated by the roll. easy1 

There are nve Demomonthe board. There ls also a trap at the glyph 
in the middle row (which Is otherwise unoccupied). The OM moves the 
Demon pieces by die roll, one Demon per turn. to make i t di fficult for 
the persona to escape. However, you don1 get to roll again on a l , 4 , 
or 6 , as does the player. S's don't count; reroll. 

The persona can't land on a space where there are two Demons 
acljacenttoeach other and on the same row. nor can thepersona pass 
three Demons lined up In the same row-but two In a row on one rank 
and one a<ijacent on the next flle can be passed over. 

Here's the catch: Don't tell the player what happens when the 
persona lands on a space with a Demon on IL If that happens­
surprisel The Demon goes back to the place where the persona began 
this tum ... phewl When a Demon lan<1' on the chrader's space. how­
ever. there Is a ba1Je to the deah. Of you're kind-heated allow all magick 
to fundJon normally within this llOrl-6pac:e where the game takes place.) 

The trap space Is the single one with hieroglyphs In the middle row. 
but it has no effect when landed on by any token. The triggering 
mechanism Is the space to the southeast. the square with the three 
lines of water on IL Landing thereon sends the person or Demon back 
to the trap space. and, If that square Is occupied. all the WfJ:f back to 
the northernmost space in the west. the Start square! 

f'or purposes of this adventure, the space with the three ankM on 
it (south ofthe trap) will restore ful l PTRAITtothe persona That with 
the three geese (sacred birds of !sis) restores all Heka to the individual 
and to any objects carried, If applicable. l"urthermore, these two 
spaces are ·sare· ones; and a persona therein cannot be attacked by 
a Demon. 

The space with the two figures of men gives the persona twice the 
normal number of Physical attacks In combat. But this square Is not 
safe, and a Demon can land on one to fight ~nst the persona 
thereon. 

Any roll placing the plfJ:fer's token off the board allows escape; no 
exact number Is needed. Once freed, the persona returns to use. If 
the Demon that took the persona's place ha<> not been destroyed by 

D 
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Senet Board t 
flnlsh 

then. It simply vanishes. 
See OP StaUstlcs for details of the Demon(s) of lubenl. 
U5f. Bat-Headed Ooddess: ·A deity ls In bright (freshly painted) 

splendor here. The scenes you see (also newly done) shows team­
ing waters with rolllng bubbles, ftery pools. rivers of molt.en 
lava, horrlble aeatures lurking In the shadowy background. 
and bodlea being hacked to bits, eaten. etc. Central to the 
lntaior portion ls a male ftgure seated on a throne. That ftQW'e 
wears the Triple Crown ol Pharaoh. This scene ls awfull 'lbeft ls 
a door here too, and unlike the othaa, ft ls shown as half· 
opened. A red-hued humanoid ftgwe with a bat-like head and 
female body beckons from theshadowsofthepalnted entryway.· 

To either side are hieroglyphs reading: 
'1 Come without. lfesltation. 
To be Accepted Is Reward l'.nough. 
lfall to lfe Who Died In Set's Name 
To Return Unmoltal to Rule Men.· 
f1gurlnes: Possession of any statuette of Oloomy DarM~ 

will make Its possessor feel good about touching this scene. A 
figurine of any other ethos will make the persona feel Ill at the 
very thought of so doing. 
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Anyone who opts to try to enter through the partially open Portal 
may do so ... and will be successfull Placing a hand on either set of 
glyphs Is also sufficient to transfer the peni008 to the Duet's depths. 
Any and all such transferences will result In an Immediate addlUon to 
the scene of butchery and carnage, a9 the persona Is slain. dismem­
bered, and eaten before the eyes of th08e still In the Oslrium. (Don't. 
please, Dear Oamemaster, later tell tales about those players who 
decided to Jose their HPs here. We all know the general story already.) 

U6.0phktiksl 
figurines: A sense of danger lurking In the waters aroWld the 

Island comes to anyone with a statuette of Buto, Hapy, Mert. or 
Tuart. 

rour Ophldlles (snake<ro<:odile Monsters) are here, located at the 
points (A) noted on the map. each hM a crocodile body some 20 feet 
long. Three snake-necks protrude from the shoulders--e cobra-like 
one seven feet long, a viper-like one eight feet Jong, and a python-like 
one 15 feet long. The cobra and viper heads flank that of the python 
and serve to protect It when It attacks by constrlctlon. The cobra head 
can spit Its weak. Strength 33 Polson (Immediate effect but one Ume 
only l'D) up to 21 feet, and the viper head Is also poisonous but must 
physically strike Its opponent 1be python head Is non-poisonous, but 
has bigger teeth ... 

An Ophldlleswlms through the water rather slowly, at a speed equal 
toa moderate walk (nine feet perCrlUcal Tum);a trotting human (e.g .. 
on the raised gallery) can outpace It easily. 1be body remains sub­
merged while the three snake-heads peer aroWld; only a slight swirl­
ing In the water shows where the powerful tall propels It. In such 
sltuaUons, an Ophldlle cannot be surprised by attackers. When lying 
In wait, only the Ophldlle's python head need surface; the rest of the 
thing will remain 1 o feet or so Wlderwater. 

If the boat heads straight for the landing (U7), the monsters herein 
will not attack. They will likewise not disturb anyone or anything on 
the Island (U7-U 10), northe High Priest In any event. l'Urthermore, the 
water ea.st of the Island (Ul 1) Is another "Tio Attack Zone,• as de­
scribed previously. Two Ophldlles are In the south part of the water, 
and two more are In the north, all hemmed Into their areas by the "Tio 
Attack Zones· east of the Island and between the north and south 
terminal points of Area US. 

If visual capacity allows, an alert persona can see one of these 
Monsters swimming towards the boat at a distance of SD 1 O feet. This 
might allow one or more attacks before the thing Is within range to 
respond. 

If attacking the Reed Boot, an Ophldlle does not attempt to clamber 
aboard;lnsteadltslmplytriestowraparoWldanlndlvldualtargetwlth 
Its python part. If that Is successful, the victim Is then pulled Into the 
water. crushed by constriction. poisoned by the other heads, drowned. 
and left for a later feasting. Attacks on the gallery walkway are 
accomplished In much the same fashion, only the Demon must at 
lea.st emerge partially from the water for effective attacking. Thus, at 
least two CT's Ume of such a routine will be non-combat.ant on the 
Ophldlle's part: dambering out to attack. and later returning to the 
water with a victim. 

With respect to that part of the gallery shielded by the "Tio Attack 
Zone· to the east. note that the heads and snake-bodies can reach 
therein, but the body cannot pass. 1be python heads of Ophldlles 

flanking the area cannot reach the central 20-foot section d that pert 
of the gallery (I.e .. the J:>as.rellef, Area Ul2). 

See OP Statistics for detalls of the Ophldlle Monsters. 
figurine Meets on Combet Vet511S Ophkllles: Anyone with a 

figurine of Sebk Is Immune to all Ophldlle attacks. A persona 
bearing the crocodile figure from the statue of Sebk (Area 7K) Is 
likewise Immune to all attack.5 (M In Area U4), and performs 
underwater In like fashion. The usual combat modlfters (page 
45) apply as well. 

A figurine of Buto confers upon Its pos.9e&90r Immunity to the 
poisons of the Ophldlles. Despite her reluctance to become 
Involved In the affairs of other ethol, Buto ls offended by this use 
of snakes-thlrtg5 over which she generally has command (espe­
cially cobras). 

A statuette of Osiris causes Its owner to become Incensed at 
the trespass. and Entltal force bestows bonu.w..s of+ 10% to BAC 
rolls and -1 O to Strike Location rolls for successful hits. Heka 
possessed by the Individual Is double during thLs time. so after 
expendltwe at ·normal,• the persona will find that the real ooet 

might well have been nothing, as energyoomes from thatCntltalJy 
granted before personal Heka Is drained. Mere sight d these 
Monsters trlgJers this f:ffectl 

Anyone with a figurine of Bes, Chons, Heru, or Nelth pns the 
same ablllUes as above (for Osiris), but only when one of the 
Ophldlles Is attacking that persona ls the Power there. 

1begoddessesApetand Tuart, the two 8S9lgned to keepSebk 
In check. send maglckal force through her statuette. Anyone 
who carries such a figurine has the urge to leap Into the water In 
order to better fight the Demonsl Acoompenylng the urge Is a 
dlstln<i sense of power and well-being. Upon complying with this 
urge, the persona Is turned Instantly Imo a gigantic hippo upon 
Immersion In the water. The CombatSTUF of person&hlppos Is 
the same as If they were employing their usual weapon med In 
their usual combat K/S Area. but any hit Indicates a successful 
bite, shearing a serpent<roe In ham Meanwhile, the Individual 
can't be harmed by these Monsters! (When all four Ophldlles 
have been destroyed, such person&hlppos will dlmb up onto 
the landing and return to normal form.) 

Note: It should by now be apparent to all the HPs and their allles, 
despite any lack of knowledge of the )Egyptian Pantheon. that Sebk 
Is (as usual and again) lined up with Set, and that the two are up to 
something very bad. 1be takeover of the temple and Its perversion, 
the Demons, l'tends, Monsters, and all show that. Could It be that 
there ls a grand plot afoc:Kl How Is It linked to the necropol1' beyond? 
A word to the players might be wise, If they aren't already ponderfnQ 
this matter ••• 

U7. Boat Landings -You see • stone block. I 0 feet 8C(lllll"C. lta 
llUl'f•ce only • few Inc.hes above the water. Prom t1U landlng a 
series of five hleroglyph-lma1bed steps ascend eastw.-. • 

The Island Is an Oslrium, symbolic of Osiris' death, mummlftca. 
Uon. and restoration to power a9 the '1'eat Lord d the Plane d the 
Duat. Although he has avatars that enable him to exist In other 
natures, Including even that d SWlligtX ethos. Osiris' main power Is 
now drawn from Shadowy Darkness, as Is Indicated by thLs whole 

place. carved Into the five steps ahead are hieroglyphs that explain 
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how Isis, with the ald of Nephthys, resrued the dismembered por­
tions of Osiris' corpse from the waters where Set had thrown them, 
maglckally restored them, and brought Osiris to safety In the Duat. 

•,u you 5et foot upon the landing,• dull. purple radJance 
beglm to grow htte and ahead.· 

As the characters dlmb up these steps, those who have been 
lrtjured will regain up to 15% each of their Individual Mental, Physical, 
and/or Spiritual 11WT points lost, providing that at leacit one person 
lnthegrouphasatlgurineoflsls, Nephthys, or Osiris. Descendlngand 
re-ascending will not give additional benefit. of course. 

VS. Second Landings •Aft.a' going up the ftve stairs you feel 
rd'reshed In all ways. You stand on a HCOnd IO·foot,.equare 
landing some three feet above the water. Five mon: steps with 
carved hieroglyphs covaing them ascend yet higher to the 
easL• 

There are hieroglyphs here which are prayers and warnl~ an­
nouncing that only those who are the beloved of Osiris may go farther. 

-nie ugly purple llgbthu altered. become• red·lllac glow of 
much greater lumln05lty now.• 

A! this juncture, the personas have discomfited Set and his ser­
vants toget here, and are about as likely to be seen favorably by Osiris 
as anyone, anywhere. During the ascent, all Heka power Is restored to 
the persona and reservoirs and Items of one practitioner In the HP 
team per evil Demon, f'lend, Monster, etc., destroyed, whether 
Hlppodilemon, Ophldlle, or other from one of the six painted Portals 
on the gallery. Those who wield Heka also gain l Joss factor, while 
those non-practitioners In the party each gain 3 Joss factors as they 
mount the steps. If the warning glyphs cause characters to hesitate In 
climbing upwards, all of the figurines representing deities of Moon­
llght etho-9 and Shadowy Darkness will send a feeling of beneficent 
power towards the steps, with a definite Impression of darl< danger 
thereafter. In other words, dlmb willlngly and gain for the coming 
struggle; hesitate and be doomed! 

If the Heroic Personas and their associates, If any. don't cllmb at 
once, but return later, there will be no bonus for them at that time. 

V9. The Island Of Columnss •An 'Island' some six feet above 
the water awaits as you ascend the second DJgbt of steps. It Is 
50feetsquare,and20greatcohmmsbedgeltsvergeonallfom 
sides.· 

This place was once the jewel of this underground Oslrlurn. Then 
the main temple above fell Into near-Olsuse, and the Servants of Set 
crept in, posing as returning faithful of their own deity's great enemy. 
This place, sequestered and reserved for the most vile followers of 
evil only, and their sacrificial victims, has been made over into a 
parody and mockery of what it was when a great statue of Osiris sat 
enthroned In the shrine (Area U 10) amidst the splendor of the place. 
The worshippers of the red~oving Set were the recent redecorat.ors, 
as should be apparent to the party from the following which the team 
notes as It stands to the top of the stairway: 

'"The whole place glows with a scarlet-white Illumination 
now, and shadows an: framed In the crimson hue which seems 
to pervade the llgbL 1he exteriors of the musive, fluted 
columns are newly painted. Instead of lotus, papyri, and gilt,. 
bowen.r, these pillars an: washed in blood-red and feature 
disgusting things written In hieroglyphs, as well as deplctlom 
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of aseea, warthogs, .corplons, wild-eyed camels, wickedly 
homed lbu. crocodUea. okapl and all manner of aerpenta and 
lizards, shown buldng and eportJng acrou ecarlet and aim-
90n fteld& It eeeim likely that all of the maulve c:olu.mna are 
painted thus, for the work seems way Ylvld and frellh. • 

Continue with the following after the persona<i enter the temple 
area: 

·A ha•ty glance shows that the plllan' smfaces fac.lng la· 
ward are even more graphic ln their IUustratJons and celebra· 
tlone of wickedest EYll than those outside. But you can' t take 
tlme to study the pictures, read the script. or decipher 
hlsoglyphs, for there are more commanding things that re­
quire your attentlon. 

-Uerestandsa hugestu1neof sapentinestone--e caned 20-
foot cube, the gate of which ls of red-lacquered wood. Before 
the red door aouchea a parody of a sphinx. It Is a reptJle. 
bodied thing wlth the head of a cameL Even from• little 
distance you can see the great detailing of the crature de­
pleted. The ftgure Is big and eYlJ.looldng. 

"'You move cautiously around, peering and craning your 
necks to Ylew all faces of this sanctum. Each side of1he cubical 
shrine has lta own gate, each with lta own sphinx-parody 
guardian. The one fadngsouth has the head of anokapl: north, 
an ass; and east. a warthog.· 

When any persona gets within two feet of one of these statues, or 
when anyone tries to slip pa& to get to the gate the sphinx-parody 
guards. the thing will animate and speak. The words from each are 
as follows: 

camel: •eome. all you warriors. Each weapon must be 
laid down before Me. He who does 90 may pau freely to 
wlthln, where await weapons of better power for your 
taking.• 

Ass: "'Let the Mages step forth and divest themselves of 
all that Is of dweomer and lts power. 1hen only may you 
enter here, to gain greater things and the knowledge of 
highest 90rt. • 

Ol<apl: '"Lay at My feet those things of your craft, all ye 
Priests. '!hen pass lnto the shrine for the Greater, which 
wlll be bestowed freely upon you tha'dn. • 

Warthog: ·All others pass Into the place ol b'euuftd 
reward here: and to do 90, each must divest all things ol 
pow~ each weapon. and all ol maglckal nature, 90 that 
more than you have wlll be given.· 

There Is a ring of sincerity and truth to these words, but there Is 
also an Aura of ~ and malign power. Heka radiation ls of 
Negative. Supernatural sort. f.ach sphinx-parody ls a true l'etlsh. the 
contalnerofthesplrftof a being of dark and malign nature. However. 
each also speaks truth. 

Since the personas have gotten this far. Set has now decided to 

seek to pervert them. turn them to evil. and make them his own 
servants. Any Individual who actually does as the sphinx-parodies 
ask receives power Immediately from the evil ones. This power 
Increases the recipient's overall total Knowledge/Skill STIZP points 
by 13%. 1 minimum. 6 maximum. But the IMI Aura accompanying 
such gains Is so strong that If this occurs. everyone In this region 

(exceptthebeJ19ofthlsTempleandtheTombofRahotep)wllltum 
against the affected persona. Any straight.forward )!gyptJans. ., 
well as others of Oood. such personas meet will notice the evil of the 
party and report It towhomevertheycan. YoucanaddAJh(antl.Joes 
!'actors), and such rnaQlckal thl19 as you deem appropriate, each 
such addition making the persona ever more bound to the darkness 
of malign evil. 

On the other hand, If the personas reject this attempt at conver­
sion to the malign. each Individual bearing a statuette of a non­
Oloomy Darkness deity of the H.gyptlan Pantheon Is fllled lmmedl· 
ately with a sense of having done right well-being and courage 
Infuse such characters. and for as long as they remaln on the Island 
they have a +7 BAC bonus/-7 Strike Location against all evil ere&­

tures herein. and those opponents suffer a -7 8AC/ + 7 Strike Loc:a­
tJon penalty to their rolls against these notably Oood folk. 

SUch refusal or the bribe will be evldem. of course. If this occurs. 
the Parodlnxes begin to see trouble. e&ch calls out to the party to 
challenge Its power first: 

'"If you are stupid, then allow Methe right to rend you to blta 
11nu· or "'You cannot even defeat /tier or some such challenge 
and with an added threat. But careful personas will note that each 
voice sounds exactly the same. A Percepllon (either sort) roll suo­
cess at DR ·Moc:terate• Indicates this sameness ls noticed. but the 
player should ask for the roll, and It ls not an automatic check. There 
Is Indeed but one motivating force for all four! 

l!nterlng the Shrine: Compliance with the Parodlnxes' requests la 
one w~ to enter the shrine, but the lea.st desirable. of course. If thla 
occurs. refer to ·Joining Set. (below). There are two other options. 
however. both requiring the paralyzatlon of the animating entity. 

The entity control//ng these figures Is paralyzed If either of the 
following thl~ occurs: 

(a.) All foursphlnx-parodlesareanlmatedand then destroyed. 
(b.) All four doors are approached and opened at approxJ. 

mately the sarT!e tJme, likewise pera1yzlng the Parodlnxes. 
Barring compliance with the requests noted earlier, the sbr1ne 

cannot be entered untJI that entJty Is paralyzed. 
The proximity to a statue or the touching of any one door (or up to 

any three) causes the sphinx-parody guardian at the appropriate 
Portaltobecomeanlmatedandspeak/attack.Slncetherelsonlyone 
anlmatJngenUty, theflgurescananlmateslnglyonly, buteachwllldo 
so In the order In which they were approeched/thelrdoora touched. 
A second will not be animated untJl the previous one Is slain. A door 
absolutely cannot be opened before Its guardian Is destroyed, m It 
Is held and maintained by erttJtal Heka force. 

l"lgurlnes: If anyone has the Amulet-key from the boat. that 
personwlllnotbeattackedbyanyofthesphlnx-perodles.Anyone 
bearing a statuette of Nephthys feels an aversion to using Heka 
against the Parodlnxes. Maglck works nonnally for anyone with a 
figurine of Isis or Thoth, I.e .. Ignore the resistance and reversal 
abllltJes noted In the description of these thlng.9. 

See OP Statistics for detalls of the sphinx-parody Monsters. 
Joining Set: Anyone who enters the sbr1ne by complying with one 

of the sphinx-parodies' requests Is transported Instantly to Seker's 
realm In the Duat. There the persona receives an Asp lleadband 
(see beJow). plus other maglckal gear. the quality of the latter being 
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either the same as or slJghtJy 
superior to that formerly used. 
In addition. the Individual gains 
103 new K/S Areas (at 33 
smeP) which are obviously 
usable for wicked purposes 
(Criminal Actlv/tles. Decep­
tion. etc.), and Is then returned 
tothelnterloroftheshrine-en 
Instant after entering It In the 
first place! 

l!.ach persona so equipped 
becomes a servant of Set. and 
must combat all those wlthln 
the temple (and -Underworld•) 
who do not serve OloomyDark­
ness or are opposed to Set's 
purpose to return Rahotep to 
rule N.gypt as Its Unmortal de­
ltyking.Suchpersona5andthelr 
fellow servants of Set (I.e .. any 
of the temple staff who have 
survived) must then proceed to 
theTombofRahotep. thelrgoal 
being the return of the ancient 
IMI one therein. 

OM Note: If you are 
kind-hearted. and If only 
one or two foolish HPs 
sucx:umb to this trap. you 
may give them a second 
chance. Allow the lmme­
dl.ateappllcatlon of a Cast- t£!1::!52ii~~~ 
Ing or Power of appropriate strength and use to reverse the 
effect temporarily. Such dweomer wlll not remove the Asp 
Headband. but will cause It to ·sleep• for seven days. At the 
end of that period. If Rahotep has not been permanently 
destroyed. the asp Irrevocably awakens and ex.acts Its re­
venge. 

Asp Headband: This circlet of oricalcum and gems Is worth 
50.000 BUCs. It cannot be removed unless the persona Is 
Irrevocably destroyed. or Rahotep Is sucx:essfully raised. The 
device confers Immunity to reptile poison (except that of the 
headband ltselO. protects the wearer's head (13 Armor rac­
tors). and restores up to 10% of the wearer's P TRAIT points 
lost once per day. Those personas who rely upon weapons 
can also call upon Set once per day. thereby gaining an 
envenomed stril<e. The weapon they use then becomes toxic. 
and the poison thus generated Is Strength 33. Instantaneous. 
but one-time only effect. If at any time the wearer attempts 
leaving Set's service or disobeys lnstructlons. the asp con­
strlcta and strikes. After a momel)t of excruciating pain. the 
wearer Is struck dead and forever destroyed. (So who cares? 
Don't play with the big. bad beings If you aren't ready to pay 
the price!) 

U Io. Shrine of Seb The entltal force of Set herein absolutely 
prevents ~Y and all means of affecting the shrine In any way. 
Including the opening of Areas 1-3. until the guardian Parodlnxes are 
all destroyed. 

•At last you are able to open the shrine. Inside Is a statue 
twice as tall as a human, crimson-maroon In color, and topped 
by foW' horrid headsl 1hls Is certainly no form of the Good 
Osiris, but ratha- some ghastly portrayal of Set..." 

Within the shrine Is an animated, four-headed f1gure of Set. The 
heads are as those of the parody-5phlnxes (camel. ass. okapi. 
warthog), and the body Is human-like. The whole figure ls of stone of 
a dark red hue and stands 12 feet tall. The four heads. speaking In a 
dissonant. booming chorus. command the Intruders thus.: 

"'St.opt Lay down yoW' arms, bend your knee, and pay 
homage to the new ruler of the A!.gypUan Pantheon. SUch 
servants as you wtII be welcomed and greatly honored In My 
Klngdom--here, In the ~tha-. and on distant stars and planes 
tool'" 

Personas must each succeed In a roll against Spiritual TRMr at 
DR ·01mcu1r at this point, or else the power of the command will 
force them to comply. However. the statuettes will modify this 
situation a.s detailed below: 

Chaplcr 6: The Temple of Osiri"> GOW 81 



!l~rlnes:lmpresslonsfromflgw1nescan1edv8J)'bythemethod 

of lrve.ss. as follows. 
(I) Destroying all four guardians: 

Balance: If staunchly non.evil. the persona will not need 

to roll; If otherwise. the statuette has no effect. 

Oloomy Dar1mess: If staunchly non-evil. the persona will 

not be affected; but others bearing such a figurine will have 

a +6 penalty to their dlc:e roll total as the malign Influence 

encourages them to submit to Set 
Hoonlight:Thedlc:erollmadetore.slstthecommandlsat 

a bonus of -7 on the dlc:e. for these deities are greatly 

opposed to Set 
~ Detkness: r.adl such figurine sends a feeling of 

Weal hostlllty towards the sta:ue of Set. thus fortlfylng and 
enoot.tra@ngthelrp<meS'IOl"Stosbikell SUch personasdlalge 

the DR from "Dlffia.llt:• to "fasy" becalse ct the power ct their 

figurine as they attempt to~ the oomma1d. 

SUnllflJt: Ra still smarts from the quarrel he had with 

Osiris over Set. so his Influence over this ethos means that 

such figurines will be neutral. 

(2) Opening all doors simultaneously: 

Balance: If staunchly non.evil. the persona will roll at a 

-~ bonus; if otherwise. the statuette has no effect. 

Oloomy Dsrl<ness: Anyone with a statuette of Set, Sebk, 

or another of those of Oloomy DarKl'less feels good. confl· 

dent. and wi lling to listen attentively. I f such personas listen 

and agree with what Is said, they are sent to Seker's Realm 

of the Duat for their reward (as detailed In Area U9, above). 

In au other cases the roll to disregard the command Is made 

at a +6 penalty. 

l'foonllght: The dlc:e roll made to reslst the command Is 

made with a bonus of -5 on the dlc:e. for these deities are 

greatly opposed to Set. 
Shadowy Dar1mess: Any statuette of this sort changes 

the DR from ·DifficuW to · Moderate.· 

S unlight: Ra st.Ill smarts from the quarrel he had with 

Osiris over Set. so his Influence over this ethos means that 

such flgw1nes will be neutral. 

If one or more personas ln the party attacks the stone statue. the 

whole thing shattel's. for there Is insufficient power to continue the 

resistance. Within the statue are the Book of eternity (the fourth of the 

Nine IMI Objects. which has appropriate Auras and Heka emanation) 

and an obviously valuable ruby carved Into a figurine of Set (human 

form). These are found automatically if the rubble Is searched In the 

mo& cwsory manner. As with the other objects garnered (it Is hoped) 

alongtheway tothlsplace. theHPteamshouldcarefullysequesterthe 

Book of l!temlty amongst their prized things. The statuette exudes a 

disgusting Awa of IMI and a darkly actlve (Negative) r'ntitai Heka. 

This flgw1ne Is worth 250.000 BUC.s. but anyone holding It loses I 

Joss factor for each day It Is kept. unless that persona Is a servant of 

Set. Its sale similarly brings a penalty of -206 JI". spread among.st 

those responsible as the GM sees m. 
Destroying the f'lgurine: The following details apply only If the ruby 

flgw1ne of Set Is found and destroyed. None apply if that actlon Is not 

taken. 

The persona breaking the flgw1ne gains Immediately 4 Joss r ac­

tors. and anyone encouraging the act also gains l Jos,, r actor. 

(Alternately. If all agree to It. the QM may award l JI" to each person In 

the party.) Greed manifested by trying to salvage any of the shards of · 

the ruby figurine brings an Immediate penalty of-1 JI" to each person 

who even approves of such an act. 
The personas discover upon exiting the shrine that the paintings 

upon the pil lars have changed; they once ¥1n depict scenes of 

Osiris, his portion of the Duat. and so forth. There isonespedal scene 

per persona. and the painting shows that Individual engaged In a 

heroic act. flghtlng against one of Set's m inions or destroying some­
thing representing Set. 

each persona looking for her or his own depiction and finding It 

(Perception, l'hyslca/ • DR •ttard. · o ne check per BT. gains 1 AP /X. all 
lo& M. r. and s 11WT points. and all Heka expended (both personal 

and maglckal energy within objects and reservoirs). If found. then the 
persona both gains the benefits stated and feels compelled to 

continue on In the exploration of the Osirlwn, noting deep down that 

'50metblng l.5 5tllJ not rtg11u· However. the scenes will fade In one 

Action Tum, and the benellts can no longer be gained after that time. 

If the Reed Boat Is available and the steering oar Amulet-pin ls 

possessed by any persona. a golden light leads the party bac.k to that 

craft. and all return to the temple above lmmedlately thereafter. Of 

course. those benefit.Ing as noted above will not take this way out at 
this tlmel 

If the above Is not the case regarding the boat. a ween-hued light 

will lead the party east to the ·No Attack Zone· around Area U 11. 

where the water Is smooth and fl rm. as If dear stone. The adventurers 

can walk across easily to Area U12. which likewise shines with an 

emerald radiance. They have seven BaWe Tums to get across. after 
which the whole area Is restored to normal. 

Personas who benefited by viewing their heroic depiction. and 

knowing there Is more to be accomplished, will feel very •right• about 
this. 

V 11. Dralni forty feet below the surface of the water Is a drain (two 

feet In diameter). which can1es water down to the cistern (Area Ul 7). 

There is a small dlsturbanc:e on the surface of the water here. and If 

the boat reaches this poslUon It will remain fast. rotating slowly. Six 

people paddling can free It eventually. butswimmlngpersonas will be 

drawn down and into the drain. drowning unless able to breathe 

underwater or hold their breath for six BT's time (three minutes). 

Incidental Physical damage from such passage Is equal to 10% of the 

subject individual 's total PTRAIT. unless the victim Is able to swim as 

Lf of aquatic nature. 

V 12. l"ortal In Bas-Relleli '1'ully 30 feet of the length ot the 

stone here is caned in bas-relief to depict a huge gate flanked 
by a pair or doors •• 

If a persona has a statuette of Anubis. Apuat, Isis, Nephthys. Osiris. 

or Thoth (and see hereafter too). and has performed justly. wisely, 

and with courage. the statuette will provide some a.ssl.stance--tile 

GM's guidance. gentle and not too spedflc. as to how to proceed. A 

flgw1ne might grow warm .and send feelings of ·rightness• at the 

central gate. and ·wrongness• at the side portals. 

Large Gate: ~e central part or the wall length ls a wide gate 
some llve paces across. nus shows the most hideous of fiends. 
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Demons, De~. and Serpents intertwined throughout its en· 
Ure ...race. A bordu or smaDer ftgmes ot the animal-beaded 
and monstrously Wlaged IMI deitles of the Dual likewise add to 
the sinister appearance of the big portal. Pour of the Demons 
are hideous-bodied things, each with a diffen:nt bead-as. 
okapi, wa'thog, and camel (of the parody"\Si)hinxes found out.side 
the shrine In Area U9).· 

If these heads are touched In order. clockwise (top. right. bottom, 
and lelt: as.s. okapi. warthog. camel). then the stone door swings open 
maglckally to reveal ste~ down as Is detailed hereafter. 

Should these heads be touched In any other combination, the door 

opens onto a dark. steeply Inclined passage. Thnse following this 
tunnel are transported to a place some ~ leagues distant in the 
mountainous regions of southern Axum. into a temple dedicated to 
Set. The operation of the transporter will not occur until one or more 
personas have progressed 120 feet along the passage. and then all in 
the entire length of the tunnel will be sent to the place indicated. (If 
this occurs, you may decide whether to have the HPs adventure in this 
area or not. In the latter event, they are simply removed from the 
adventure as It Is presented here. Alter about two weeks they find 
~an or Phonecian boatmen willing to transport them along the 
coast of the Mare Rublne to any of the~ ports there.) 

Note: If a practltioner persona has a statuette of Thoth. there will be 
active intervention here. The persona notices the similarity of the 
Demon's heads to those of the sphinx-parodies on the island (or 
otherwise senses that these are a means of tnggering the mecha­
nisms or opening). Attention Is drawn to the the ass-headed Demon. 
and the thought ·w1ddershlns" comes to mind. (Alter that, the players 
should be lelt on their own to test their skills, so to speak.) 

Smaller Doors: '"J'o eithu hand are portals about three paces 
acroes. the ftgure of a goddess ls carved upon each of these: Isis 
ls repraented on the one to the right. and l'k:phthys on the one 
to the 1ert.• 

If either figure Is touched lightly by someone desiring to open the 
Portal, the stone slowly fades away and Is replaced by a rectangle of 
luminous fog. That to the right (lsls) will be bright and faintly rose.­
tinged; that to the lelt (Nephthys) will be as If one were looking at a 
huge and Insubstantial black opal. 

There Is no readable Aura from either misty area. but a very great 
Supernatural Heka force Is there. One of these Doors leads to the 
Plane of Positive energy. the other to that of Negative Energy. To pass 
through either Is to be annihilated. unless the Individual has such 
maglckal possessions as to enable survival there. of course. A figu· 
rine of Nephthys will give its owner a very bad feeling if the Portal to 
bright luminosity Is approached. whlle the one of Isis does the same 
If the fatal entryway to the Negative f'.nergy dimension is approached. 

U 13. Stairs and Sloping Passage: "the stone gate ls an actual 
secret door. When the Demons were touched in proper se­
quence, its mechanism was triggered. It slides to the right and 
reveals a llghUess flight of steps leading downwards to the 
easL• 

If this route Is taken: "the stairway turns to the left (north), Uten 
ends. A I O·foot-wlde corridoi; as dadl as the steps, angles off to 
the Id\ ahead (northwest).· 

Personasmovlngalongthlscorridorcannotfalltonotethatitslants 

downwards at a steep angle. about one foot in 10. The pas!l89e Is 
totally unlit, and there Is a damp smell that grows more noticeable 
after the characters reach the bottom of the staircase. 

U 14. West Passageway: "'the passageway blrnsbalf-ld\ (west) 
again. stretching out Into a dark lnftnity before you.· 

Unless the personas are employing sources of very bright light. they 
notice a faint. glowing haze of greenish hue as soon as they enter this 
portion of their route. It Is almost as If dust motes float in the still air 
of the tunnel. glowing luminously. The passage still slants down· 
wards, and with every 30 feet of travel west the greenish light I» 
comes slightly brighter and more Intense. Near the end of the pas­
sage. even bright and/or maglckal Illumination will not wash out the 
jade-hued light that makes the air of the place glow with a translucent 
quality. At the end of the corridor, the light is all-pervasive and near­
dazzling. 

U 15. Underground Pool: This is the temple's deep. natural ~ 
tern, fed by an artesian well. Water from it Is transported magickally 
to the Osirium above. the wells and fountains of the temple. When the 
HP team arrives on the ledge ( 15), they each hear a whispering voice 

In their mind: "You have earned the right to escape from Ute 
doom IMI thought to lay upon you. Yet there ls more to gain. 
greater Good to ac:compllsh. Will you ~ess the wron£P done 
before taking leave? the choice ls your5 ••• • 

As they look around the area. read "'the green light seam to 
come from an emerald-bright place in the watas below. It 
illuminates brlghUy the low-c:dllnged cavern for about 30 feet 
above the waters around It. and lights the water itself for 60 feet 
in all directions. You note there ls a narrow ledge (one to two feet 
wide) running al water level all round Ute cavern.• 

The radiance emanates from a place 4-0 feet below the surface. but 
the brightness can be seen properly only from the shelf. All of this area 
has an unworidly Aura of strong activity. There is likewise a strong 
Preternatural Heka of Mixed energy radiating from the place. 

To the right of the entrance (north) are small figures and models of 
the Oslrium and the temple above. These are in a shadowy niche 
which will require a Perception. Physical success rolling against a DR 
of "Hard" to notice. These miniature scenes are the maglckal connec­
tion between the artesian well 's cistern pool and the lake surrounding 
the Island sanctuary. as well as the the fountain/wells In the gruden 
courtyards (Area 22) of the temple. The small models are Imbued with 

Heka so as to draw a small amount of water into themselves from the 
great cistern pool. and so likewise greater amounts to their larger 
counterparts above them. all via the Law of Sympathy (both Similarity 
and Contagion being employed). 

'"fo the northeast ls a set of stairs carved into the rock wall, 
these hewn steps climbing upwards and inwards.• 

The steps become progressively smaller from the bottom of the 
staircase to the top. and the rise from each is likewise diminished. so 
the impression upon first glance is that they are normal steps going 
upwards, hewn Into the rock. A dose look will reveal that this effect 
is an optical Illusion. They do affect those climbing them. however­
each persona ascending Is diminished In size. There are 100 stairs 
splralllng upwards. At the top. the climbers find themselves suddenly 
of normal size. standing beside the fountain in the north Garden 
Courtyard of the upper temple (Area 22). 
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I ~l 
Redressing the Wrong: If an HP with a figurine of Osiris considers 

the whispered message just gained, that person's attention Is drawn 
to the glow In the water. Green Is the color of Osiris, and some 
emanatJon connected with that deity comes from beneath the sur· 
face. The water Is dear and undouded, but the green Light makes It 
very difficult to see the source of the Illumination. l'l'om directly 
above, or underwater and within about I O feet. It appears that there 
Is a seated figure of Osiris resting on the rock bottom beneath 4-0 feet 
of water. Once this has been discovered. the sltuatlon becomes 
rather obvlol18--60mehow the statue Wa!I taken from the shrine at 
Area UlO and dumped herel Now the question Is: How can the HPs 
restore tons of stone to that place so far above? 

There are, nocuralty, all manner of problems surrounding the 
matter. l"irst. the stmie's location Is lllU.90ry. The figure Is actually 
located about 250 feet distant to the south, In 100 feet of water. at 
Area U 166. That locale Is totally llghtless, and no maglck possible to 

the HPs can make It otherwise. even If the personas manage to locate 
the figure, they will have a very difficult time moving It up out of the 
depths and out to the ledge (Area U 15 ). 
And even after Is has been raised, the 
stone figure Is absolutely too heavy 
and maglckal to transport back. There 
Is no maglckal way to manage the huge 
statu~cept as follows: 

The miniature models here are the 
clue. The area Is charged with such so 
much Preternatural and Supematural 
Heka energy that any full Pradltloner 
or other practltloner persona who tries 
to make models of the cistern pool and 

the Idol of Osiris can probably suc­
ceed. (This operation Is of basic 
maglck-Ule Law of Slmllarlty--end 
Contagion-with both passive and ac­
tlve components needed.) The proce­

dure Is: 
Wax or clay must be used-the latter 

can be found ln quantity ln many places 
at the bottom of the cistern pool. A tlny 
model of the Osiris stmie on Its throne 
must be made, or a statuette of that 
deity may used If a persona has one. A 
basin ln a shape roughly similar to that 
of the cavern's pool ls fashioned, and 

that ves9el must be filled with water 
from the cistern. The statuette or fig­
ure ls then Immersed ln the lowest part 
so that there are at least four Inches of 
water aver It. It Is then merely a matter 
of grasping the figurine of Osiris, lifting 
It forth from the water, and placing It 
intotheshrineonthel.sletoftherepllca 

of the Oslrium already there to gener· 
ate the water flow there. The chances 

for success are: 

Condition Percentage 
Base Chance 25% 
Statuette of Osiris used +25% 

Pr1eS manipulating prooeS9 +25% 
Mage manipulating process + 15% 
c.amuuy fuhloned fV1re used + 10% 
(Other posltlve factors, e.g.. prayer, medltatlon, etc.) +15% 

Thus, a 25% to 100% chance for success exists If the party 
undertakes such an operation, and on average there should be 
about a 7 5% success change. If the players are unfamiliar with the 
Law of Sympathetic Maglck. the OM may wl.sh to stres.9 Its opera­
tion In this area. (Having gotten this far, It Is only fair that the 
personas should have a reasonable chance of succeeding.) Only 
one attempt can be made. But even a failed attempt makes the 
whole team feel better (even If dissatisfied at their Inability to be 
completely successful); they will feel an urge to march on up the 
nearby steps In victory. 
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V l 6Aa& Stable of Oslrls: The statue of Oslrls that once occu­
pied the shrine at Area U9 lies at Area Ul68 (however, the HPs 
perceive the ~e to be at Area U l 6A), under I 00 feet or water. as 
detailed above. A5 noted In the de.9Crlptlon of Area U 15. this area Is 
totally dark. and cannot be lighted by any maglck. Ability to see Into 
the ultraviolet spectrum wm allow vl.slon to abo~ 20 feet here, 
though. so exact location of this statue Isn't absolutely lmpossl ble. 

U 17. Clsta'n Poob This Is merely a VUf deep underground pool 
of dear, fresh water fed by artesian Input You might have some 
amusement suooestJng that Its depths are pos.gbly Inhabited by 
some really feroclOll!I creature, but as presented here. It Is as 
harmless as a bathtub, If considerably chillier than most. 

INTERIM 
ACCOMPLISHMENT POINTS 

This completes the exposition of the Temple of Osiris. It ls as­
sumed that nobody became and remained a tool of the bad guys. I f 
that occurred. such ·v1rtue· 1s Its own reward. 

When the HPs make It back to the Clarden Courtyard. make It clear 
to them that despite restoration of damage, Heka and so forth, they 
are exhausted. heads swimming with all sorts of things. and they 
need to get some rest ln the relative quiet and safety of Aartuat. 
Khonsu-khalbet. If pre.sent. wlU Insist on this, of course! 

When they comply, spend a night sleeping. and meet again the 
following morning. break play and give out the much deserved 
rewards to the players' HPS as follows: 

A! /GI eadl pla;yer's Heroic Persona shoold reoelve AP /Q as follows: 

Consideration (CUmulative) AP/ 0 
l'or the player's coming to Ill.I of the play aeaalons 
bd~ an avaage participant in the aeaslon 1 

l'or bdng an active and alert with apparent effort 
to peraonlfy and roleplay his HF 2 

l'or dL9oovery and getting rtd of any one of the three 
IMl Prteats,IPriesleaaea 1 each 

l'or gd1lng rid of any one of the wodated IMl ones 
(pri~. guards. etc) lfl each 

and 

l'or bdng an active pmt in the attacking and 
cX8t.rudlon of the Demons. Monatera. etc. 1 each 

but 

l'or any aC:tions during the advenllft which brought -1 
forth• Demon. Homter. l'tend, etc., or pieced the 
HP and/or party In~ danger ltalS 

l'or harming/taking any non-IMl thing~ 
the temple -1 f'.8Ch 

STl!U Bomases: To any HP or HPs figuring out how to get the 
statue of Osiris out of the water and back to its shrine, glv~ STUF 
points In the main Hekajcast.lng.generaUng Knowledge/Skill Area as 
follows: 

If one HP mainly concerned: 7 STel7 points 
If two were Instrumental: 4 STeU points each 
If three were Involved: J STUF points each 
If four were Involved: 2 STUF points each 
If five or more did It: 1 STIZP points each 

AF/S:lfanyplayershowedotherunusualabllitylnemploymentof 
a Knowledge/Skill Area. take Ume again to point this out before the 
group. That player's Heroic Persona should receive an award of 1 to 
3 AP/S In that K/S Area: 

If K/S smep Is under 25, you should reel free to award 3 points. 
If K/S STeeP Is 25 to J6, you should feel free to award 2 points. 
WhereSJUFlsabove J6bltbelow51.only1 polrtshould be given. 
In mo& cases STeef above 50 doesn't gain an AP/S point award. 
TWo or even three awards of this sort can be made to the same HP 

In special cases where actual play merits the action. 
l'lew K/S Areasi An HP can be awarded a new K/S Area for truly 

superior play, this being at a STeU of 5 maximum, and possibly as 
lowas 3 . 

AF /XJ Now decide If there was an exemplary player or two whose 
Heroic Persona(s) carried the day, a5 It were, constantly acting 
quickly and Intelligently, discouraging bad actions and llloglcal 
courses. being a stalwart at all Umes. To such HPs. If there are such 
at this point. give I or 2 AP /XS as Is warranted. 

Jou Factorss Joss factors have already been decided In the 
adventure text above. However, If any HPs have fewer than 3. such 
lndMduals will be entitled to receive such Jf award as b~ them 
to 3total. 

SpecJaJ Note: I f Osiris was restored to the shrine on the Island, any 
HP with fewer than 5Jl's will be entitled to such award so as to bring 
that HP to 5 total. 

Qulrks/Countu-Qulrkas There ls opportunity for acquisition of a 
Quirk In this portion, but this Is left In the capable hands or the 
OM ... something Involving deities or the things of the Netherrealms 
perhaps?Youshouldnothesltatetopenallzetheplayoraplayerwho 
consistently tried to make trouble for the team by evoking the 
malign, sumesttng bed acts, messing up good play, etc. Qfve such a 
player's HPaCounter-Qulrkornastysort. butyoumlghtmakeltdear 
that this burden can be removed through good ac:ts ... such as de­
stroying the evil yet to be raced. The latter Ls. naturally. within your 
purview as gamemaster. 

Othen f"lnally. In most cases the group should make some report 
a.s to what occurred. Naturally, the person to whom this Information 
ls given, Its details. and so forth, depends on the variables of how the 
team got to this pass and why the HPs are there. Such a report earns 
the per.10118S merit In the eyes of those In ~ltlons or authority, 
paving the WfJ!/ for sec rewards later. 

After a maximum of three days recuperating In Aartuat. It Is time 
fortheHPStoretum totheOorgeofOslrlsandthenecropoUsthereln. 
which leads us to our next chapter. 
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GAMEMASTER'S NOTES 
As you~ the piayera to move from the village once more to go 

forth to aee.k out the hidden cvn. one c:l the following two approaches 
ahouk1 match the Stustlon: 

Direct 1111181om If the team has come on the Direct Mission, then 

read: 
• At long IMt )'OU have balrd llOmetbiag l'tom the Temple of 

'Dloth. A rrte.t hm that place rillted Kho~ lut 
nlgbtlUld left Udil DlelHget 'Yowreport19 bastelllng. You have 

done right. and even Fb.-aob'• moatUKtlngJuatke would not 
~ge otha'wble. Howew:r. you mmt hmty on and root out 
tbeaeecl of~lhldden110me'Whfftln the proacribecl necropolis. 
Ccrt11in tblnp 1n bdng ~spaed Into the eaJ'9 olhigb ona­
tbe SqMat Oov~ nobles. the~ poaelblyeven to ow king 
bbmelf. Ddllen IUld deHc:nton roam the land: our dead 11n 

bang dlabonored. So goat the whlapa-. Make bMtel SUdl talk 
might polaon the heser and wlU cata1nJy bring an lnw:stJga. 
don.' 

Terhape you hllYe only a week. ~I)' amcb longer. but DO 

matter. It a. cataln that yow ~must go forth DOW to ftnd If 
theft 19 fndeed a mighty O_Jle Of~ anting.• 

/ 
hme and PC1111mei If the group Is here casually. seeking fame and 

fortune, so to~ then use the following; 
"'JJJe trleadtt you IMve made bl AM'Cuat aWJd you Ill good 

.,__, .,w. One of them ~ to yoa lbat be IJlllJ belrd tbat there,. aooe to be u lllratJslllloa of wfut la going on Ill the 

gorge. Someone Ill • high place ,. dalmlng tbat llprlgbt and 
Ooo4 ,,,,_.. were.,.,,,"' the Temple al o.blal 

-Uyou .e to coatlnue wltb yocr aatdJ fw the loet tomb tuB 
of l'Ut weflltb and gratmaglclf. then ltla high time TOI' group 
ldt Mle and begaJJ acourlng the .aeaopolla fol' the place yoa 
aear.· 

Then. for the journey there. simply refer beck to Chapter 5. Desert 
Road to the OOrge If necessary. However. the short trek should be 
abaolutely uneventful. 

THE NECROPOLIS 
A longbowshot to the west of the Temple c:l Oslr18. the walls of l"OC'J( 

r18e ateeply and the arms narrow to the~ proper. A near-dry 

stream bed n.uu along the whole lerVh of the main gorge. and thick 
brush. 9Cl'Ub. and small plad:s tbereln reveal that there Is still plenty 

of water beneath the plaoea which otherwise show only dry gravel and 

sand. The whole~ of the gorge and Its ravine adlts Is a mosaic of 

tombs and small brick muabas. 1bl.s Is the necropolis. 

Mastabas 
MbouF the wont ,,....,. coma from mc::lent 

fUI& tbmelb'Udwel1n1dlldndl¥el,y?.grpdm (md 
. benceAVPdm).AllMlll.llMllaflll-topped~ 
.. tolnb. the lldM ol wblcb llope o.nwd lllghtJy 
llDWldllbcbW. (Allownm~ IUllllaif>e.) 

Terrain 
In general. the tenaln belabouta ls rough and unewn, with leq)ea, 

upthru.9ta c:l stone. k>o9e rook. and detritus ~ ~ 
movement Is only pos!Jlble at walking pace at best. 

Refer to the Qorgeof Osl.rts Map on pege88asyou read thlsaedion. 
Map hexes contalnl.rlJ dot.9 are very rough. lltttted wttb large bouJ.. 
dersand rock fnVnenta that make r1dlnglmposslble. Amount am be 
led thJ"OUQh such areu at a slow walk. bl.t only mules or aees am 
cany normal bun:leosthrOugh them. You should 80lnform the~ 
as nttded. If anyone Insists on loading a borae or othermOWX. check 
for lajury once per animal per dotted hex mered. as follows. l'or a 
load of about 100 pounds, the chance Is one In six; for up to 150 

pounds, two In six; and to 200 pounds (I.e., heavily bun:lened), three 
lnslx.lr\)urymean.sthemountlsdl.sabledforoneweek.amdthell\lury 

might (50% chance) be Irreparable. requiring a mercy klll1ng. 
Sufflclentwaterfordrfnklngcanbefoundanywheretherelsvegeta. 

tlon along the streambed. simply by dQJing down about a fo<t. Note 

that the pool by nwnber 7 ls a l"OC'J( basin. always ftlled with fresh 
water. 

Torros 
These places ~open mld are ruined. h8Y1ng been locUd long 

ago by one bend of thieves or another. 1bougb the entrances se not 

specifically noted hereafter; nor are my c:l the brokal mastabas 
deplc:led on the map, the bMe of each face of l"OC'J( wall In the gorge 
proper (I.e .. each heMlde) bas a tomb entrence. as do tho9e up to five 

hexes or so lrXo the side ravines. Cech entrance appess to be either 

a man-made cave or ruins c:l a tomb. 1be mast.aba9 were made ci 
firebrick or stone, and some of the vay old ones~ c:annlbellzed In 
the construction c:l later shrines (ddalled hereafter). 

All of the aristocrats and the freeman clMS (primarily officials, 
nobles. scribes, etc.) wh08e tombsareherehad thelr '"aemal Houses"' 
COMtrucled well away from the main part c:l the gorge. U8U8lly at the 
terminus of one ci the narrow ravines that branch from the main 
gorge. SUch bur1al places were. of oowse, what attracted robbers. for 

even In the age after the fall of AtlanU (1.000 to 700 ms ago) the 

~ oo-mlnued to lndude manytreasutt.s with each emombed 
mummY. ~en the poorer folk dJd what they could. though they were 
llmlted to small mastabm amd small niches. so eventually desperate 
thieves even took from such relatively poor pk:k1ng9 as th09e giaves 

offered. 
After pladng the tomb entrance hlstl up. or hiding It (or both). the 

builders relled on the u,.,e of heavy stone slabs to prevent or d19cour· 
age robbery. It wm assumed that time also worked to prevent such 
defllemert. for If amoet anyon&-oormal folk. pM.sts. or mllltary­
spotted the work In progess. the thieves would be In for a bot time c:l 
It Indeed. Thus. In moet cmes. robbaa ~ aecreUy Ill~ ovu 

eittended per1od.9 of time to break Into elaborate burial place& 

In thls wot1d of magtck. strong guards were carefully~ both 
outalde and Inside the bw1al site to pra-ent maglckal penetnltkllt ci 
the tomb. SUch mechanical devices as the movemm or changing ci 
the blocking slabs Md other like protections were taken to def eat and 
kill tomb violators. 
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Plllaging tombs Wa<J a fer easier job When Invaders controlled the 
area. of course. But whateVer the drcumstanoes, 9ven centuries of 
time and the burlal of consklerabl~ wealth, It 15 no wonder that the.9e 
tombs have been systematically robbed, pillaged of anything of 
value. 

A short list of funerary offertory Items. as well as descriptions of the 
wall pelntins;p and wrt~ of~ typical A%lYptlan tomb, appears In the 
Appendix I under the heading. Tomb Contents ~ Decorstlon. 

Adventuring in the Necropolis 
In truth. a whole mlnk:ampalgn oould be built around a carefully 

planned and exea.ited exploration of the necroJX>lls and the gorge. 
But for the sake of •hJst.orlca1 reality,· we have not stressed this. ror 
such exten.slve exploration to oocur; the land around w'ould have to 
be totally ungoverned, else the adventwws would be either natives 
or conquerors. As the.9e situations do net exist (nor are they pJau. 
slble), the following section ls presented so as to enoourage the party 
to move along without paying too much attention to side Issues. But 
at the same time, you are furnished with sufficient Information to 
handle any delays you choose to allow. In actuality, It Isn't a bad Idea 
to have a bit of dlstraction thu.5. 1he Heroic Persona.s need to learn 
something of the burlal places' form as they prepare to enter the 
Tomb of Rahctep. 

When you have a detailed area and want the team to Investigate It. 
that Is usually apparent to the players.1he converse should be just as 
obvious. when you have few or no detalls on an area, and/or when a 
place ls of only marginal Interest to the personas (apropos of the 
greater adventure goels. of course), the manner of description and 
tone of voice convey to the astute player that tarrying In the locale Is 
net fruitful. 

The Oorge of Osiris Is thu.5 sketched out. as are the principal 
structures within It, but enoounters are only suggested. Add details as 
you deem suitable to your time and campaign. The players should 
work through this place with alacrity. oonslderlng the time llmlt 
applied whether they are agents of the ~ or simply foreign 
adventW'ers. However, you might think It worthwhile to expend thlf1GS 
so as to have a major amount of adventuring take place here. JI so. be 
sure to extend by one or two weeks the time limit for completing the 
ml8slon. reportinrJ to the Temple of Thoth, meettng the nomads, or 
what.ever Is germane to your pertlcular expression of this scenario. 

lf your players are veterans and their HPs relatively JX>Werful. review 
the encounter areas In the Oorge of Osiris and byall means "load them 
for ooar- as Is appropriate to your group. Despite the highly random 
nature of things In this locale, It Is quite possible to structure some­
thlng oomplex and uniformly dangetou.5 therein. ror Instance. malign 
humans servl.ng the dark deJties mJght be expected to show up 
seeking revenge for what has ocrurred In Aartuat. the desert, and the 
Temple of Osiris. What lf Ra and his entourage of Sunlight f!thos 
deities Intervene, to make sure that the party doesn't Interfere too 
much In the struggle between Moonlight and Shadowy Darkness 
versus the Gloomy Darkness powers? After all. while the former 
factlondoesn'twant!Mltotrfurnph.ltdoesn'twanteltheroftheother 
ethol to become all-JX>werful either! Many ether sorts of things can 
also be used. Including a manifestation of the JX>lltlcal struggle 

between the forces of the Accursed, such as theSepet Governor and 
IMl-servlng nobles, with some nomads tossed In for added flavor. 
fighting Pharaoh's troops. 

Nocturnal Encounters 
Daytime ls bed enough here. with snakes and scorpions active In 

the heat. (See the Random encounters Table In Appendix I.) At night. 
though, far worse things creep out of the UWe crannies and ancient 
tombs to prowl the darkness. Hungry carnivores from the wild bar­
rens Btalk through the ravines, and lwidng horrid creatures hunger for 
food of like sort-or worse. 

l"rom 1 l :OOp.m. to4:00am .• usetheNlghttlmeencountersTable 
for possible random meetings when the party Is In or near the gorge. 
(Do not. however, apply It WI.thin the Temple of Osiris.) 

Decide upon the number of creatures encountered according to 
party size and oommon sense. ror example, a big prfde of a dozen 
hunting lions might be encountered, but leopards are solitary. Ani­
mals will usually~ mounts rather than people. 

Demons and/or spirits might appear as ghosts. but are far more 
dangerous and powerful. 

OhClSts are one sort of spirit of deceased humans-usually of any 
non-Oood disposition. 

Ohouls and their relatives are Undead persons who have become 
something far different than any human. Ohulaz are vaguely dog­
faced corpse-eaters of Preternatural power. They are larger than 
ghouls. Oholles are thlf1GS even worse than ghulaz. with regenerative 
power and Supernatural potency. 

Lamlee are ~ng Monsters with the upper torsos of human 
females. similar to a centaur In proJX>rtlOn. The body Is of either 
reptile or mammal type. 

Robbers seek tombs to pDfer; and~ have Interest In the HP party's 
goods. They have~m~ proted:lons, aid a~pradttlonerof 
some sort ls alw~wlth them. These lndMdualsmlgtt also beencanped 
nanadbaidit.sawait­
lng the day. 

Spedal refers to 
the selection by the 
OM of ~ver ezr 
counterlsdesired (In. 

duding the new types 

briefly described In 
theOP~pcc­

tion of this book). 
Sphinxes are of 

the types found In 
class.le mythology, 
and are 75% likely 
to be evil. 

Therlanthropes/ 
Therlmorphs en­
countered ~ will 
be were-Hon, were­
leopEl'd. werewolf, a 
possibly were-hyena 
types. 

Nighttime Encounters 
within the Gorge 

ID% 
01-05 
06-10 
11-15 

16-2~ 

24-30 
31-35 
36-45 
46-55 
56-70 
71-80 
61-85 
86-90 

91-00 

Result 
Demon/splrft 
Obolle 
Qhost 

Ohoul 
Qhulaz 

Lamlae 
Leopard 
Uon 
Robbers 
Special 
Sphinx 
Thertanthropes/ 

Therlmorphs 
Wolf pack (303) 
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TEMPLE & SHRINE MAPS 
AND ENCOUNTER KEYS 

Only bare details will be given tbrougbOlt this portion. Various 
structures are thus detailed. and maps ere given, but no spedflc 
enoounterkeyl.slncluded.SU{l)eStlonsforencountetsarepresented, 
but beyond thoee. It Ls up to you. the OM, as to whether or not a full.. 
scale encounter will be found, and what Its exact nature should be. 

There are two primary advantages to this method. You are allowed 
to further personalize the scenario, making It very much part of your 
own campaign. In the process. the size and cost of thl.s work are kept 
within reasonable bounds! 

You might leave theae structures deserted and then lncreMe the 
chanoe of an encounter by. say, cumulatively 5% each. If the prob­
ability of a random encounta ls normally one In 20. for example, 
then thecbanoeatthefUnerary Chapel (12)would be one In 20, and 
then two In 20 at the next structure entered. then three In 20. and so 
forth. Altematlvely. you might decide or determine In advanoe 
whetheranyglvenstructurelslnhablted. and If so, what will be found 
there when It Is entered ... or encamped In during the night perhaps. 

Location 1. the entranoe pylon, and the Temple of Osiris too, d 
oourse. have already been dealt with ln detail heretofore. 

2 Funerary Chapel of the Duat 
All those going on Into the necropolis were expected to paM 

through this place, the tlvfng paying homage aa they went. Area A Ls 
the place where a sarcophagus (other than that of a great person) 
stood while mourners went IMide. 

Area C ls the ante-portion of the chapel. which Is dedicated to 
An-her. 

Area 8 Ls a Bh.rlne to Seker. Area D Ls one to Serqet. 
1be main portion, Area i Is dedicated to Ptah. That deity and Osiris 

are depicted herein M 9tandlng with a long-dead Pharaoh. In the 
heyday of the gorge. this place (along with the many others In the 
gorge) was attended by Priests and workers from the maln temple. 
Now. long abandoned and totally ne.glected. the chapel's fourshrlnea 
are dusty, sandy ptace.s where nobody comes. 

Area I" Ls an exit point for a procession of arlstocratlc aort pas&ng 
through thl.s place. A great, flat-llnteled archway leads on to the path 
going farther Into the neaopolls. 

SUggested Encountua Jn-the maJn shrlne room are two stat· 
ues. one of Ptah and the other of the Pharaoh who built the chapel 
(let's say. Pharaoh 81nltls II). The dead monarch's spirit now 
haunts the place because his tomb was desecrated and his soul· 
statue removed. The powerful ghost will raise partkular havoc 
with the HPs until they go to either secret room (or any other place 
you choose) and locate the misplaced statue, which Is now ca 
down and hidden under loo.!le gravel. If the statue Is placed In an 
appropriate tomb and a small prayer for the dead Pharaoh uttered, 
the ghost will rest. 

THE FUNERARY CHAPEL 
Of THE DUAT 
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4. Shrine of Arrun 
<:entered within 8 Is a depic­

tion of the god. made of blue 
!tone end wearing two toweitng 
plwnes. Thls blue-skinned deity 
of fertility, thI¥ hidden, and 
secrets, ls flanked by two other 
staues, one of a ram-headed 
avatar d ltael.f and the other a 
pharaonlc statue ~un V). 
The place has been abandone.d 
for at least two oen~ 

SUggested!DcountenADe­
mon In spirit form manifests It­
self here et night. taking the Par­
tial f'hyslcal Manlfestmlonshape 
of the ram-headed avatar of 
Amun. It then prowls about the 
Immediate v1clnlty aeeklng vic­
tims. It hM been bound to the 
shrine by a maglckal force of 
guarding. which was originally ---------------------------------J used to neutralli.e the power of 

3. Shrine of Bast 
f'ollowers of this goddess bullt the shrine here for their departed 

and existing fellows very long ago. Tombs nearby were for such 
folk, and for certain cats as well. 

There was once an active~ here (e, r. a. end H). ~c 

the place et a time when thieves 
desecreted the shrine and tombs beyond. To free the shrine of Its 
demonlc possession. the characters mU!t erter It by day. of course.­
Within the secret passage (by B/C) ire a ~ and rertaln magical 
~ all of which mU!t be de.!buyed. A Joss l"ada end some 
other minor rewards would certalnly result If the team sucx:eeded hae. 

andDaredespaledshrlnes,end ,....~~~~~~~~~~~~---~~~~~~~~~~~~~~~~-
asstuedthegxldt.ssSill ~ 
et I, the man area. 

Suggested Bncountera 
Priestesses of Bast still serve 
here, but they are now strange 
and degenerated, dwelling 
within a series of caverns be­
yond H (through the secret door). 
The pacisege leads down and far 
northward. 

A dozen or more of the 
women dwell within a large cav· 
em, which Is filled with both 
normal and mummified cats. 
lncludlng lynxes too. They pr<>­
creete through the services of 
captured males, who then be­
comeslaves. r:ach Priestess has 
the power to transform herself 
Into a cat or lynx (thus Is a 
Thertamorpb), and because of 
the many living and dead fe­
lines herein, It Is quite difficult 
to tell which ls which ... 

THE SHRINE OF AMUN 

,. 
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5. Shrine of Bes 
A 10-foot-tall statue herein (A) honors this bandy-leg;Jed, ShaWY· 

bearded. grlnnlng Dwarf who wears the feather crown. symbolic of 
Upper A'.gypt and the Nubian Oversight It shows Bes gaoole-eyed, 

tongue .sticking out. and capering merrily In a lion pelt. with Ute tall 

dangling. 

As Besls-amongstothercon<:ern9-thegod of jocularity. games. 

music, dance, and happy fortune, It ls strange at first glance to see 

such top1C3 depicted on the columns and walls here, In a place 

dedicated to the afterworld and attendant death. However, Bes 

has a place In the Duat as a fierce guardJan of the deceased, and 

Is also very warlike and stern when protecUng folk on the Material 

Plane. 

The goddess, Meskhent. ls honored here (at B), and Ute child Heru 

as well (C), for Bes served as guardian of Osiris' son when Set was 

seeking to harm the chlld. Childbirth and care (Meskhent), and 

guardianship and its excellent results (Heru) are thus shown as part of 
the necessary human condltJon. to dwell forever after death In Ute 
happiness within the Duet. 

Suggested Encounten At. certain times, the power of the staue 

fetish will transport intrepid adventurers Into a quasi-6phere (extra­

dlmenslonal) of NlnUt Dimensional (COnceptuallty) sort where Bes 

himself. and his associates. hold court. Bes Ls absolutely lnJmlcal to 

evil, and Ute con.sequences for anyone who espouses such are fatal . 

Less malign types are subjected to activities that are oomlcal. with 

rewards for those who are good-Intentioned but mlsguJded. As Bes Is 
somewhat of a mountebank at times, he Is prone to forgive (and 

possibly even favor) those who have a l!We larceny within. b..- who 

are not vile murders or uncaring tyrants. 

This place Is thus rather slml.lar to a magical "buth or oonse­

quen~ program. There will bemaglcMI music. dances, and games 

too. with jokes and riddles. and probably even awful pWlS. lmpc» 

slble questions, and demands for Ute performance of feats r1gJed 
against success, will then result in trials and tests to make up for the 

failures. The Initial period should detennlne (as well as you are able) 

the Heroic Persona's bent with respect to evil or Qood, and what Ulen 

follows will remove. chastJse, or disconcert and subsequently reward 

the individual. 

A game of chance may be attempted he.re, alternately or in addition 

to the above. for example. have each persona entering throw the 

dice. A 7 or 11 may win a Jo.ss factor; 2. J , or 12 loses one; and any 
other result has no consequence. or perhap.s b~ a telepathic 

suooesaon from the Bes that a quest. performed SSJilnst evil, will 

bring the persona a minor favor from his august self. 

THE SHRINE OF BES 
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C or 0) by a ceremonial service. 

The appropriate secret area must 
first be dlsoovered. for such con-
talnsthegannents. oils, unguents. 
and Incense to be used and of· 
fered to the presence of the en­
tity. Awareness will then be mani­
fest In the statue, and lrte.ract.lon 
with the party will commence . 

There will be hostlllty If the 
group Is IMI or de3truetJve. or 
otherwise generally opposed to 
light, beneficence. etc. If the 
group Is lndlfTerent, there will be 
the same unfortunate response. 
If there Is Inter~ and respect, 
then Auf will provide a modicum 
of lnformatloo regarding the IMI 
nature of the current Inhabitant 
of a place to which the group 
lntendstogo.1blswlll i:>eatmost.. 
however, avaguewamlng(-Watch 

your stepi-), or perhaps a one­
use Charm that wUI hedge the 
group from the •eaters of the 
dead. (ghulaz and gholles) for 
perhaps one or two BTs. 

If the HPs have been particu­
larly respectful. Auf will cany one 
In his dark chariot, so as to fly 

over the gorge at night. That hon. 
ored persona will see the locale 
dearly and learn the location of 
each major area within It (I.e .• 
show the player the Map of the 
Qorge, allow some limited 

amount of copying, but do not 
explain map symbols), and the 
location and entrance of the 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~..,, TombofRahotep(l24)wfil be 

6. Olapel ci the Sun 
This place was dedicated to the deities of bright nature In 

general, and Ra In particular. In the fore-ehrtne area.9 (A, B, C, and 
D) are associated deities: Hathor, the sons of Ra (Horus and 
Herakhty), and Auf, avatar of Ra during the houn1 of darkness. Ra 
ce> Is flanked by statues of his avatars, Cheprt (I") and Atmu (0 ). The 
solar dl.sc of Aten shines maglckally from the celling If anyone 
enters bearing a statuette of those honored herein, scenes In this 
place feature the deities of Ught Nature, such as Shu and Tefnut, 

Sekhmet, and the rest, all In superior position of cooperation with 
the detltles of Moonlight and Shadowy Darkness (Thoth, Anubis, 
Isis, Osiris, et al. ). 

suggested En<lounten Auf. the avatar of Ra In the Duat. can be 
brought Into attendance through activation of a statue-fetish (either 

seen In bold Illumination. 

7. Shrine of Buto 
Buto, here depicted as a cobra-headed goddess, Is of Ught and 

weal, despite the as.90clat.lon with snakes, such as the asp and viper. 
She Is allied with the ones who fight Set and the various workers of 
evil. 

This place might well make adventurers think otherwise, however. 
for It depicts many cobras and other snakes, and even Its stepped. 
column-lined walkway Is of serpentine. There Is an Ophldlan popuJ&. 
tlon In the vicinity of the pool (B), outside the walled oowtyard (Q, H, 
and I), and a few snakes may be bas!Ung In the dry gully (D), which Is 
eight feet deep. Scrub and weeds make the courtyard a potentlally 
Interesting encounter area •.. 

The enbyporch (J) Is about seven feet above the{P'Ollnd. Thesti:tued 
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the cobr&heOOed Buto Ls In the main area. at L, of course. N. K ls a shrine 
am Idol ofl"lekhbd. thevulbJre.headed ~and friend ofButo. ~ 
en of Kare two pit traps. each d which cortaiM a ls.foot ckop. (Leave 

tlle9e wrevealed and unused. fer the moment. If you \1'!Je the s~ 
e.nooonler below.) 

Trespa.99em m~ find some dlflk:ulty understanding the benefl­
oent natures of the two entltles depk:t.ed. and the vuJture..headed 
Nekhbet facing the cobra-headed Buto might seem threatening In­
deed. 
SUggeetedP.ncounttnThoughdimAu.rasofunoertalnty~here. 

and an undefined ~cMJ forc.e can be dlscemecL nothing occurs 
urtll the secret area (11) Is found. Thereafter. the visitors learn that thLs 
shrine Is o! Good nature. for the trespassers~ Mked to leave, and 
to offer at least a kind ~ for th08e departed who honored the 
entltles to whom the place Is dedicated. 

If the HPs locate and paS9 the aeoond secret door; they will~ a 
tomb beymd-4he burial placed the local tlJgh ~ d 81.t.o, who 
offldated here when a fharaOO d old built the place fer her and the 
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hCllaed deities. 1he residual splrtt of the dee ea!led ~ will tbtn 
appearanddemax1 that the party leave her a funenuyglft. Slx.hmamlnor 
~ Item. sane r1ch set of jewelry. or a ~statuette d the 
appropriate type. She lnslst8 that the party do thb and lmmeclatdy 
depart. If disobeyed. she presents a 9ft d her own--e CUrse. which 
csuses all reptllesthatatta:k thebiesJ: a 1 s :1sto91ina + 10MCanda1 Ol!b 
boo~ to f"ol.9orl S1R a Strlke Location for other ftJy3lc:al damsge. 
rurthennore, when the o.ned ones exl the shrine. the two~ docn 
sprirQ open and ptt.dpitate the vldims Imo the 9JllY below. where.In are 
as many pobonru9 snakes (B!lJlS. oobnl9, and vipers) as~ are party 
membelS ~athe EKillal number avk.tlms~~). 

Amerelyappropr1ateglfttothesplrit.frieste9wlllproduoenoSJ)Od 
result. only prevent!~ the ills detailed above. A generous 9ft. how· 
ever. will bri~ a Mlf}or' 8le8slng (see page 108ofthe111Jtbm Jll9gk:k 
book) of twice normal Tune duntion, and a truly exoeptlonal dona­
tion will evemually result In a minor boon by lntervenUonataome~ 
~during the actMty In Rahotep'sTomb (as hUrprUed by the QM) 

from one of the two entlties to whom the shrine Is dedicated. 
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NECROPOLIS TOMB.5 MAPS 
A ND ENCOUNTER KEYS 

Sample Tombs 
Pour samples of standard major tomb.9 are descrlbed hereafter, 

and lllustrated by map ln the appropriate place hereafter. The scale of 
the maps can be either five feet or l O feet to the square. set by the OM 
on a case-by-<:ase basls. The GM should. lf there Is considerable Hf 
ad.Jvlty ln this locale. also construci several other simple tomb.9 to 
provide addlUonal varlatlons. When applying the various ·genertc• 
tomb.9. tum the plans as needed to change map dlrecilons. of course. 
and embellish as desired. A good book or two on egyptian arcllreology 
would be helpful In this regard; many are readily available at most 
libraries. 

A. Bask: 1'4oble's Bw1aJ Places 
1. entrance sealed by stone slab. often placed high up and flat 

on the ground. with steps then leading down lnto the 
tomb. and generally concealed ln any event. 

2. ~ ~ sbowll'l1 the deoea9ed ln llfe and mtert!fe adM-
tles. pl~ rellgoo.5 texts with prayers fer the deoealed. 
scenes depicting deities andjudiJnent. and so forth. The 

passage ls sealed by a second stooe slab at Its rar end 
3. Interior passage. with various wamlllQ.9 and curses feau.red 

heavily. At. the ends of this passage are yet more stone 
slabs. sealed airtight. 

4. runerary objeciS chamber, containing thlllQ.9 belonging to 
the deceased and for use In the afterlife. Many su<:h are 
valuable. and many are quite ordlnruy; they typically 
Include miniatures of things. animals. and people 

SAMPLE TOMBS 

Type A 
Basic 

<. . 

1 

:~~ -·· . •. ' ·. . .: .. 
o· .. a · a 

t • ··" . ..· • • I . e . ~ . .. -
': '· . . ~ 

Type C 
Sunken 

or Raised 

Type B 
Elaborate .3 

1 · 2 :. ·: ..... .. 

I 

5 

... ·8 ·· 

Type D 
Compact 

a <>. ·-'·: 
11 ~· 

' . 
.. G •. . 

Feet 
I I I I I I 
0 s 10 15 20 25 
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(uahabtu figurines). alongwlthastatueofthe deoeased. 
Painted doors se evident. employed by the spirit of the 
deoewd to pass In and ow of the tomb. 

5. Burial chamber wfth shrine. saroophagm In a stone vault. 
and certain pttdous thln99 moet penonal to the de­
oemed. Pahlted doors are evident as In Area 4, above. 

B. Elabonte lka1al TomlM 
l . &manoeaealed by stone alab. often p1acec1 high up and na 

on the IJOUl1d, with steps then leading down Into the 
tomb. and generally concealed In any evcnL 

2. l!itry pemage ~the deoemed In life and aftertlf'e adM-
tles. phw reJ19ous texts with pnl)'erS fer the deoea9ed. 
scenes depicting delie.s and.Jud9neri. and 80 fath. 1be 
pemage Is sealed by a aeoom etooe !lab at ts r. end. 

~- Interior pm.sage palJXed wfth various~ atd CUr3eS 
featured heavlly. >rt the aids of this pesaage are yet 
more stone slabs. sealed airtight. 

4. Short P8S9aQe with some form of trap. 
5. Chanber for minor goom. 
6. Long passageway wfth several false stone door slabs. 
7. l'al9e bw1al charnber. with seernlngly real trappfr9 as In 

AreaA5.1heseroophaglsrn1'1JlcorulnafUemwnmy. 
or a mummy of aomeone other than the principal 
dec::C81!1ed. 1be aaroophagus may be empty, and If 80 
may be made to appear u If It bad been at.oleo. 

8. Paasage entered from a aeaet door In con1dor !5. wfth a 
atone alab aea11nQ the end. 

9. Trapped ~ '*1ttl a etorle plug ~ the end whm a 
trWrfngmec:hanlan Is oonlad.ed tit/• pweon the floor. 

10. A short and trapped pasaage as In 4. ~with am alcove for 
a 8hrfne. Two stone slabs ar.al It from the burial vault. 

11. l5w1al chamber. with grater trappfr9 thmt th09e found In 
smaller tombs. 

C. SUnkm or Rallled TomlM 
MO!ll of the place Is a varfam on Aand 8. above. The steps wfll llkely 

be more extensive. and bring the level of the chambers farther down 
or hJgher up. 

Area C Lsan ..,ear.tlbram'"'IOe ..... and entry passage as deaa'lbed In 81 and 82. 
Areu C2. C!5, C6, and c:1 are short trapped oonidora. 

Chanber 4mJslltoorulnafulklzedorlsge«:ale model of a boat. 
barge. or barque. or might feat.un: a number of atatues of deltlea. 

The chamber of IJ>Od.9 ls Area 5. and Area 8 ls the burial chamber. 
D. Compact Tombs 
MOlll featwes are as per A and 8, above. 
Areu 1 and 2 areldentlcal to 81 and 82. D~ lsachamberformlnor 

good.9. 04 ls as ~bed In M . 
Note the false dOor at Area 5. wbk:h ltae1f la a false poaaeaslons 

atoragechamber. The faJae room at Area 6 ls 90 similar to Area 5 as to 
be dlsoounlglqJ. 

1be actual poaaeaslons are In Area 7. while Area 8 contalm the 
alu1ne and aaroophagus. 

8. five Tombs and· Irtersection 
One d the tombs In this are.a cxn:aln9 an overlooked Jll!IPtTUS which 

!"*11aemtfng801mafbedmtoenhancethemanoiydtheftnitperaooa 

reaetJll It It was lrU:nded to m9'9t the mummy In dealfng wlh the trials 
of ~theDl&. speakfqJthe rli#ll~and~Doorktt.p­
ers. etc.. tu a wm seave an adYtnt1ua' by adding 1 polrt each to Ht.dal 
Mnemonic cap.:lly. Power and Speed A11Rl8lJlr.SI 

Only a random encounter should occur hea'e. 

9. Four T orri>s at C.Omer 
Ar1)Qle C8ftlully aeardlh1J ttir.ae klded tanbs ~ claoow.r a few 

overlooked vauables maxiettsllvercdn MXth l , 100-2.0oo BOCato 
a <X>lleda d entlqUlties. an Amulet (of no maglcai worth. W wlh a 
madveJ)'~~ciartlquev&ue. 9&y5D6 xl,0008UOl),andagem­
setrlngwathW3x 1.000&Cs.~Phystkatnl/orl'blloeW<D 
K/S check.9 can be required to~ the ovaiookoed whaabAe& 

Only a random encourter should occur here 

IO. five Torms and Ravine Tenrirus 
Aaazedhennltdwdlslnoneofthe~cithetanbsheae. Henctes 

the par1y's approech. mid rolls a age boukler to the lip d the tanb 
entnmce. If he maJJgeS to 10tally ~the party wlh uu atrarQe 
ambush. he roUs the bouldPr 80 m to 8b1koe (unfaDlzVY) whcxnfM:r la 
l'lellUtand belowthetombalbaa. Ullm!thevldimlsabletoaucx:ieed 
lnanNoidancerolL delitlllsoertaln. ~dhlssuooe91, thehamlt 
duc:101m.othetombaft.eraenclngtheboulderdown, rumlngmdaawtlqJ 
away !rm a rme of 1111111111 natLnl ~ €1'1' In the rock. 

1beddnated resldert won'treappewfaadllyortwoaft.erthelllt>cM.. 
tu wm then be at t IQl!n ... He Is mt M. tu certainly adl'aa f'rom a 
madlltSSl If he la somehow c:aplUftJd md and of 1Umadne9t. the me 
90 ci001J 911119 1 AP/X mid 2 .l'a. while tbolle Who helped gr:t 1 .r. 

IL Six T~ at Tennirus 
Due to the remote locat1on. dlfftcult tearain. and nanownr.aa of the 

ravine (so as to make the locale nestylnvl&ble wd oneoomesupon 
the widening). one of the tombs herdn Is unlooted. Amume It to be 
that of a acribe and petty official, built low, and now ICll!lt beneath the 
rubble camec:t by the dlgJlns of a tomb In a latei; hJgher bur1al site. 
Locating It wfll be a task the means and DR of whk:h we leave to the 
OM. If the ti' party Is penllseft and dlllgm. haweYet the hlddm tanb 
SllCUd be found. You MS&' dther !awe l raadYdy minor In da~ 
pe.rtlepslndudlngamlnortrcweoftreas.R,ormethe~bdoW. 

SUgse:Med EDc:ountaa The hidden tomb ofthesatbe atd minor 
offk:lal (above) can be found by levea1ng up a one«in block d stone, 
a hunk cleverty made to &ppm' natural. bw wbo9e dose Inspection 
shows mmon's 9tm&aJttfng t.ool 11'18rM. Beneath It lft 12 ateps 
(each one foot tall) leading down to the wat and hXo the burial site. 
Mo the peraonas descend. deaatbe the mu as ro11owa:: 

'Tou.eatlbe~ adltvm tbere• flaw-loot ldcfe. 
~,,_...ec::o.Dllmwwltw .... ........_• 

· roa.,. "°"' bd'ore lbe "°"'at llJe ead ollbe p ... .,._ 
ftlaJIM faeda.& "'"' c:emeat..cr ,,,,,___.,,, .a.c:onnd 
"'"' blfnsl1pbk wrltblg.b s..e -- ol lorc:e ... be 
needed to lliNM opal Ille IJenT--plrlg •• 

• 1be pall!Jll9e Is !55 feet Jong, ending In the aealed atone !lab. 
b1be WJtfqJlndudea the nemeofthe oftldal. palaeato~ 

deities. JR)"JSfathedqated. mdadanWnlrV 'Dellll'•"""' 
.a Mtrie c1o-mTmo din mfB' mrn...1,,.,.,. 
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As soon as the slab Is aacked, shattered, shlft.ed. disintegrated. or 
otherwise altemt. the 1 ().foot section of cdllng above It <l0llap!le9 

from east to west. The Intruders can nm Into the tomb area and 
escape Physical damage automatically. 

The tomb proper Is ftlled with poison 9'St which ~all who breathe 
l. The slab and fallen debrls (above) block the exit edirely. (Why Is the 
perty di!turbingthe tomb of sane petty. non-lMl fundicnlly ~) 

Should the pet30l18L'I somehow manage to survive and e9C8pe the 
c:ukie-eac, they may ~r the u.sual contents of m undespolled 
tomb--earcophllg\1. m\UTlmy. some furniture. various statues and 
figurines. and precious object& The larger stuff Is worth about 
20.000.000 BOC.S lftaken WlSC8thed to some collector. Titesmallet 
more portable valuables in worth abo\.t 4.000.000 BUCS for metal 
and gem content (I.e •• If brok.en up). or triple that for rarity and 
collector value (assuming not only good care of the Items. b\.t also the 
finding of a buyer with both knowledge and 8'Sets). 

12 Tomb Caves 
ntese place.s appear as nothing more than small cave mouths In 

the sandstone. though each Is perhaps a little too regular. Natural 
caves were here used as tombs. A search reveals that. at some point. 
despoOers actually wem 80 far as to tunnel between these seven 
graves for thdr eme while houslqJ themselves within the tomb& In 
fact. a band of grave robbers dwelt herein for a number of years as 
they systematically looted these and other nearby tombs. 

SUggested Encountcn One of the grave robbers was a Mage of 
conslderableablUtyand power. Hee.mt a powerful dweomerupon the 
area. 80 that explorers entering wlll see a phantmm-a beautiful and 
scantily clad girl. wearing a veritable fortune In gem«udded and 
glittering gold jewelJy-sllp awfJY Into the d8l1a1es9 of one of the 
thieves' tunnels. Those who fol.low her hear m Wusory sound of 
cllnklng. and see a small but heavy mique ring of gold (apparent 
value 1.500 BUCs) rolling across the stone floor-41 musthave sllpped 
off her finger! The Wumon oease.s thereafter (deposltfrll the ring In a 
crack. and the glr1 around a comer). but 18 profJBm~ to reappear 
(p<lLWbly with slight variations) from time to time, such as whenever 
certain areas are entemt or pa5.'ed. 

Titl8 can keep a party busy for qulte a while. There Is either nothing 
of value In the place. or one small ring (100000 BOCs) tucked In a 
aevtce somewhere near one of the illusions. 

13. Five Torros in a Short Ravine 
If the HP$ search carefully. the last of the tombs examined here wlll 

be found to contain a broken spear protruding from a wall-eclually 
alongtheedgeofahugeslab. Theslabwelghsmmytons, but If It can 
be moved. a g:>ld model of a noble's chariot Is revealed behind It. 
(this was the favorite possession of he who was lrtermt here. and 
wasthu.upedallybooby-trapped.Thefalllngslabau.9hedthewould­

be thief. whme speer yet protrudes.) Tite model Is only four Inches 
wide and tall, and elgtX Inches long, weighing about three pounds. It 
Is worth 50,000 BUCS If sold for the metal. but five or more times that 

If kept Intact and taken to an antJquar1an. 
SUggested EllCOWlta1 Abo\.t the time the party oomes upon the 

spear's splintered lenilh aid detenn1nes to try to get pest the fallen 
slab, they hear a mournful howling. which approache.9 ... and then 

fades awfJY, leaving all quid. A bit later; they hear the beating of h• 
wt~. but then all ls silent once again. If and when they manage to 
deal with the huge stone block. they hear a~ and feral laughing. 

Wolves. a huge eagle. and a prowling hyena are responsible for the . 
noises. There Is no ac::tual encounter; unless the party delays suft1. 
dently to meet one (or a few) animals or thlll!J' of horrid sort by 
random chance. 

14. tlaHike Tombs 
The manytanbsln this area secarved Into the face ofthe stone, aid 

set plainly forth by portloo8. pillars. and ether ot>vb.B wa10 aimed at a 
geatdlsplay. SomeoftheseplacaaauaDyhiWeWledmpelsbelow, wlh 
flights of .stairs carved lntotherock(ace~tothetomb t'JEmJCES. 
Nalurally. each and every one of the &ks has been looted. 

SUgaested P..nc:ounUn An organized group of grave robbtts Is 
found here. The band Is ~. criminal. and quite evilly dls­
posed--espedally towards anyone doing what they do. for that cllts 
down on thdr proceed& The robbers are led by a hlgtHanking 
renegade IUJerl-hebu (Frfest-Mage) who Is also a very able swordsman 
(Combet Hand Wei¥>0fl8 K,18 sreu d 50 or so), an ex-Offtcer of the 

military. 111' 9"00P Includes some thleYes (Mertal ~ aid atrorv­
arm robbers (thlevesof Physlcal leanUW wlh no llttleexpa1enoe lnlJ&'o'e 
robbing. The8Yer'¥ambatabllllyls~Slt'35srrn'athtftabol.t& 

When thealnUmls meet the party. theypmendto bequk pleaaedto 
meet f<nl@l fak who pos9CS5 ax:h power and skill. Rm! the~ 

'"'We wlH gladly ~ 111e lmowledse ._ mn=. o1 • tomb 
hlddea not too I• from~•_,_ the lad«. 'ad wlll ~ 
with your grot1p la Ila --1UJ. If yoa la lmll will t.ell m ol 1111¥ Jib 
place wlJldi yoa llare 'e;rplol'ed' .a• to .dba'lltelU coateata. •• 

Tite grave robbers do In fact know of a small area near a tomb, et 
I 15, which has not yet been looted. and wW take the pet30l18L'I to It. 
(lb.ls Is a cursed funerary slvtne. aid Is bad news; see below.) 

If the HP party_~ to the deal, the robbersooopaateonly If they 
get a map showing the place to which the party ~ends to go. A 
simultaneous exchange of Information wW be perfectly aooeptable. 
Howevet the robbers wW exploit thdr gems et some later time. and 
wl1I first lead the HF party to I 15. If and when this OOCW'S. go to the 
appropriate portion of the text for Area 15, below. noted by ltalk::s. 
Tite criminals will natwaUy await their Mat opportunity to lltltke, 
either when tomb 115 ls opened or later; they are very c::levu and 
patient Dur1ng the battle with the 111'8. the Pr1ea-Mage ~ wlD _. 
8Wf'IY from the fray. rnaneuvatng ta fora.a to 1U !>ea~ UlirV 
Heka only "' he dee.ms necessary. 1hol!le 98\'e robbt'J's who anlYe 
(lndudlng the leade.O ~well art to welgtt the pctmla ~ ... 
the costs, and will at some palm flee. rather than ~to the tart mm. 

15. Looted Torros 
All the tombs ~ble In this area are wwty Nlned. ~and 

thoroughly looted. A small crypt high up. wW not be found unless the 
robbers described In I 14 act as guides. If the Hf party allows only one 
oltlaw to acoompany them. the other robbers wW follow.~ 
hidden until the crudal moment. 

'The unexplored aypt oontaln8 a small and hel'etolote undlacov· 
ered shrine. It Is heBvily warded with magid<. 1he f18Ye robbers 
from 114 wlU tzy to have the Heroic Pa8Matf open the tomb while 
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they .Bland gua'd .• u necessaty, they will pol« cU that It 18 the /1Ps 

who will beneJft.. not they, from the oontenta. u Bl all poM/ble. st least 
'°"oftherobbas will be netWbY, with the leader well ·~from the 
place. 

When the tomb la brolfen open. Bil wltl*1~raclualOlfe3Jo68 

l'Bcton and become Infected with a tamJnaJ asease (S11C so, COff.. 

R 50). The .-ne cwae atrlM.8 all who approech the tomb (again, 

within M fed) In the next 30 hours (theres/ter the lleks dlsslpetes, 
and the cwae 18 lndfectlveJ. 

The 8hrlne ltael/ 18 to the deity L8g. 8 Vt:ry mc/ed and fotgotten 
god. ~ who offers both reoognlt:lon and a reaaonable token 
honorlrw tag~ the ane and Jr poJlllty above by ao doing. 
u 1oot1ng mM.s place, tboi9e who have honoted UV an: still not 
penallZltid, as Jotw 88 they take no active role. However, all looters 
receive double the above penalties, I.e., the loBs of 3 additional Joss 
l'Bcton and llfflld:Jon by a second dlseate (one dl8tlnctly different 

from the /frat but just 88 deadly). 
Inside the shrine Ia a gold .statue of tag (metal wath 80,000 

BCX'A or 1 O tJma lhlllt If Intact and sold o&aJde A!g)pt), service 
plece8 of lapla lazuJJ (1',000 BLQ, or 75,000 If sold to at attl­

qu&l)'J, and a tome of mystJcal nature. Any ptBCtltJoner who 8lUdJes 
the tome for alJc modhf gaJM 1 O /f/S STl!ZP pol1U. (11Je (/11/n 
spplla to My9tldam /f/S ~ and lf It la not possew ct then the 
pet90t>8 wfIJ pk#< up 5 /f/S In Dweomaa1ltft. f'r1eatalr.ft. Astrology, or 
SpdJ.9or9. In that Older, depmdbv on the abllltks poww rJ.) To 
obtain auch bene/fta, the boo#< mUl!t be rdBlned and occatkJnalJy 
consulted and rub.Idled by the persona. 80 It C81 be utllJZltid only by 
a slrVe lndlvldual. (Copying might be possible. If done by haKJ: the 
time required l8 one yar, and the sua:e&S of the copy being correct 
18 rolled at DR "ltard. ") 

16. Many Tombs 
This large bw1al aite WU probably the eartlest to be totally looted. 

Beca 1se of Its proximlty to the flat banms to the east. some wild 
animal enoowter Is possible. t>W this should be left to random 
chanoe. Nothing noteworthy la found here. 

17. Torros Along the Ravine 
Theae are, as usual, looted and open bw1al sites. A search of all will 

produoe a pelr d ancient silver oolna (metal value 206 x 100 8UCs 
eadl, or a notable 20:5 x 1.000 80Cseach If 90ld to an arxJquary) and 
a scrap d papyrus seeming to Indicate thel there ls 90me undiscov­
ered treasure In an~ to the aouthea8l (I 18, below). 

No enooumera oocur here~ as the OM~ decide. 

18. Tomb Triad 
1be bw1al alt.es here se empty of all treasure aave a golden one of 

coMderable ext.em. 1be •gold" la the mnba of wDd honey, for 

exoeptk>nally large beesofblackhuehaYe taken~UleSe openlf9 
for their blveal 

If the bees are dbturbed but n« totally~. they will ettac:k 
the Intruders. Damage per sting Is 1 point PD. plu.9 106 acldltJonal PD 
forevery~9tl~recdved. cumulatlvely;and peraonaseach haVe 
10:5 btt.a lltlng them as long as they remain within 100 yards of the 
hlveami. 

19. Tombs Near the Water 
Nothing of I merest Is here, thougJt there are ai@'9 thataomdhlngor 

someone has been sound the place fairly recaitly. Random enooun­
ter checks should be f<>Clned on wDd anlmals, aince they me the. 
water pool at 11 nemby. 

20. Dry T orri>s 
M with I 19, aboYe. Ule8e are deserted and utterly 8b1pped d all 

valuabie... 

21 Tombs Near the Exit 
This whole plaot Is Uttered with small bone fragma1ta. 1bough the 

bones are blalehed and dry. c1oee exanlnatfon (Feroeptlon. ftlplcll 
check at DR '11m'd.) shows thel most are human. and marMd by 
teeth. Many are cracked and lacking marrow. Some bones lft quite 
new. having been exposed to the sun for only dsya or week& 

SuggMted Enclounten A packd ghouls lsin ~here. 1be 
Undeacl creatures haVe actually been placed here so as to protect the 
•back door" of the temple (see 124). Pe.rac>nm waylaid by robbe.ra 
M90CJ8ted with the place are alao ~here for the ghouls' fe8l9t. 
As!lodated with the ghouls will be aevetal ghulaz. and at lea9t 8 pair 
of monstrous gholles. 

1be Initial ambu.Wl of the pm11 will Include rodl rnLWJes bw1ed 
down from above. N. lemt Uneofthetombs~ been WOl'Mdao • 
to oonnec:t to each other. This allows Ule8e things to attack Intruders 
more elfldentJy thm otheairibe. 

22 Narrow Tral 
This w thesec:rd esaipel"Ode that theaclw:nturaa ~need to uae 

to med the nanad.!. assunlng that they are here C8!Ullly. net on a Direct 
Mission from the Tt.mple d 1bcth or SC111e ~ ~ ~ 
lt.avlng the~ by this man wm be ndhrt' followed nor pumued. 

23. Ravine Temirus 
On flnlt exmnlnatlon, ltappe813 that the tombs in this JocaJeare the 

same as mOl!toftheothersln the gorge. AnydO!lerlook. howeva. will 
show that they are somewhat different. l'l1Mola ates 118'.'e bem 
dedicated to Olllrla. Sld toothaadShaclowy Derkness rJIDdthe Duet 
(dsed~orMoonUJ#t. oreveriBelanotnabn). !Mthe baKellda 
am ~herdnarealld1Mk1i!tumidellea. betheygxb. sapeaa 
Dtmoos. Devils, "cm. or Momteia. in short. this b the place whm:ln 
were amnbed UXl9e who mwd malQl Cioa'ny DerMea 

Sugg.ted EnclcMurten Only random enooumera should occur 
here. l>W with most bdl1J of IMI nab.ft. 1be -reei· fortbla whole place 
ls dreadful. and that alone should 8P'D' the peraoim to move elae­
where. If the P8"1 Ungera ~ cbeck hourty for enoountaa.. 
even doubling the normal cbenots and adding some pobebOlt)' d 
momtrom things flM/or splrfta wanderfqi by. 

24. Path to the Torm d Rahotep 
A uwe e.xplonltlon here will reveal quk:kly the narrow nMl1e to the 

aouth«>Uthweat. which leads otf abolt 200 fed to the ate d the 
tomb's entrance. l'or details. tum to the next c:hapter. (rtote that the 
tomb Is a major adventw1ng sea. of course, the lallt and pllJoe cle 

resistance d this 9otnario.) 
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GAMEMASTER'S NOTES 
This last adventw-e sectlon Is a da.ssic ·dungeon• setting. It Is a 

place which should prove to be a true joy for the gamemaster. and a 

test of ability for all players and their Heroic Personas. Tho.se who 

stand firm and succeed will also find It to be one of their more 
memorable and ertjoyable adventures too. we predict. The map of 

the Tomb of Rahotep Is located on the oolor fold-out sectlon In the 

back of the book. 

Before we get on with the action. please tolerate a few more 
necessary notes which should enable you to handle this whole affair 

as if you had created It personally. 

Ecclesiastical P ewers 
Priests and Priestesses have no extraordinary ability to affect the 

Netherrealms creatw-es and bel~. spirits. Unllvlng, Undead, and 
Unallve In this game system. There will be no mumbled prayer 

followed by a •vaporize I" or ·shoo I" removing dangers such as these 

foes In this tom bl Naturally, clerical personas wield many Instruments 

which are am~ theSusceptJbUitles of these sorts of creatures and 

belng.9. but there are no givens ("gimmes") here. Be sure to keep this 

In mind-and to gently remind playersofthlstoo. lfthey are veterans 

of game systems which make this sort of fell minions of evil Hght­

welghts to be brushed aside with the wave of a sacred object. 

Using the Maps 
You will note that the Tomb of Rahotep Is constructed on varying 

levels. It can be confusing when passages go above or below other 
ar~ A cross-section of the tomb, featuring the main east-west axis, 
Is thus shown separately. Study this view for a few moments. check It 

against the normal map. and then refer to the cross-section again; you 

should have no problems understandlnghow the whole Is laid out. On 

the top-view map, only the final chamber (Area 31) Is not dearly 

depicted. A separate map for that portion Is provided as welt the text 

Is dear. and the area small; It should pose no problem. 

It Is sometimes helpful to make notes directly on the map. whether 

to remind yourself of the features In a place or to show some modifl· 

cation or alteration you think worthwhile. We are convinced that this 

Is useful, and encourage It. On the other hand, If you like to keep a 

pristine surface. that's quite acceptable as well, but you might find a 
p lastic overlay or an annotated copy useful ... You. gamemaster. are. 

as always, In charge-master of the scenario and the game. 

Deceiving the Players 
Becall9e c:i the relatively snail sze c:i the adverturlng a-ea It ls mat 

bnpottant tld pl8feTs do not see the map. An asti.te. sharp-eyed person 
mlg1t well rJlin, at a slngleglalce. the relative posltionlllJ of the pe~ 
and theextemof area unlmown to them. Considerthatlmt poi rt ca-efully. 
Take~rlookatthemapofthetomb. Areas 1-{)mlghteasllybe 

thought to comprise the whole of the oomplexl This has occurred 

more than once when the author was testing the scenario. Let us not 

reveal prematurely the situation to be otherwise! There Is, In fact, a 
method to the whole. You will recall that all of the previously explored 

tombs In the Gorge of Oslrts were of very llmlted size and extent. The 

players might surmise that Rahotep's tomb Is larger. but dlawam­
matlc proof Is too great a due. expert players will eventually find the· 

whole of the place, but make them do It by superior play. sens gifts. 

MAKING A BEGINNING 
The Heroic Persona team Is now within the nwrow ravine that deperts 

from Area 24 of the Gorge of Osiris (page 99). Re.ad the followfrll alood: 
-ibe ravine narrows more and more, curving souUl by south· 

west as Its width decreases to 20 feet. then 15. After you have 
gone 200 paces, It ends In a near-vertical gully of but a couple 
of feet width. There Is no obvious tomb-not even a place which 
seems likely to hide the entrance to a burial crypL 

"Yet your map shows that this is the s pot wtwre the nomad 
warriors located an untouched burial place. 'lbue ls, In ract. a ledge 
some 40 feet above. the only projectJon from the 9hea' face of the 
cJIJf olrodl to the west. Howew:r; a ways back tha'e Wfft two small 

o~ that seemed to be natural.and tha'ewfftK'WJ'lllshdwd 
areas there, mo. Where are you going to begin yow 9elll'dlr 

If you have the patience. allow the personas to search the other 

locations. These are as they seem, ordinary rock ledges and small 

natural caves. 

Side Exploration 
lf HPs explore thoroughly the sheer rock face nearby, they might 

find (a roll against Percept/on. Physical at DR ·Haro" for each persona 

seart:hlng) a series of narrow fissures about 2()()..250 feet north of the 
center of the ledge. These are not noteworthy. and provide no con­
cealment for anything larger than a snake. r.ctch fissure Is 2().30 feet 

long. Irregular. and reaches to within two to six feet of the ground. 

Though mo.st of the fissures are shallow. a small passage deep 

within one of them winds about through the limestone of the hill. 

eventually reaching Area 11 A. which Is a nest of king cobrm. lf the 

fissures are watched for two to five ATs. two to six of these snakes will 
be seen either entering or leaving this one crack at various Umes. This 
species Is not common hereabouts. 

If the party somehow seals up this fissure entirety. the number o f 

oobras In Area l l A will not vary thereafter. If the personas attack the 

oobras. use the Information In the OP Statistics section. Note too that 
these are among the smartest (most Cunning) of all reptiles. &lakes 

slain reduce proportionately the number appearing. 

Ascent & Descent 
Oettlnguptotheledge by normal means ls at DR '"Hard: due to the 

undercut and overhang. Tho.se personas without /'fountain Cllmblng 
K/S have virtually no chance of get.Ung up there without aid or rope 

and so forth. Maglckal means of ascent Is possible. of cowse. 
Qlmblng down from above Is easier. for a rope can be solidly 

affixed atop the ledge. Naturally, this assumes one or more personas 

get there first. If a rope Is left dangling while the HPs explore the tomb. 
there Is a l 0% chance that It will be gone when they return. 

When the personas find the means to ascend to the rock ledge at 
the entrance of the Tomb of Rahotep. proceed to Area l of the 
encounter key, below. 
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General 
KeeplnmlndthattheremalnlngftveoftheNlneObjectsoflMlare 

concealed In various places within the tomb. r.ach such Item will be 
noted. 8e sure to describe the general Auras and Heka emanations 
of each in a similar way. SUch forms of examination reveal their 
kinship. 

lfthefourfromoutsldearetakenlntothetomb,theotherftveare 
located. and all oftheffine IMl Objects are then ritually destroyed In 
the secret underground reSlng place of his Physlcal remains, as ls 
detailed In that portion of this 80enar1o, then the group can actually 
destroy Rahotep In all respects, once and for all. If they fall to do this, 
they can at best check his progress towards arising as Urunortal. If 
they bring all Nine IMl Objects Into the place but allow them to fall 
Into Rahotep's grasp. then It Is disaster. and the Unmortal Rahotep 
wields the powers of a Minor deltyl 

RAHOTEP'S TOMB, 
ENCOUNTER KEY 

Refer to the color fold-out Tomb of Rahotep Map In the back of the 
book for the areas desaibed here. 

l Entrance 
The first Hf(s) to reach the ledge will see nothing but solid rock. 

Once the whole team Is assembled there-end only when all are 
present-read the following aloud. 

•A.a the last memba' of your group alt.aim the ledge. aom~ 
thing 9trange happens. 1be solid •stone' of the cliff vanishes. 
and you 1iee an entryway flanked by two painted and glided 
plllan. 1he epace Is '.JO feet 'Wide at the outer face of the rock. 
tapatng to IO feet. A smooth. painted slab of granite stands 
there. dght feet In from the plane of the cliff. 1be stone ls 
cownd 'With hlerogb'phlc writings, and a cstouche of some 
sort stands out In the center.• 

StrorYJ Heka in this area now keeps the persorul' here on the ledge. 
If they ac:lively attempt Heka sight and detect for dweomers. this will 
be quite noticeable. Examination of the side pillars will be profitable, 
M noted In the PenetratJon portlon hereafter. However. It Is unlikely 
there will be time for that now ... 

If any of the personas manage to read the hieroglyphs on the slab, 
you should reveal the translation to be as follows. 

··111ecsomethlng Indecipherable which Is that portion contained In 
the cartouche) dwdJa within bla Bternlll ttowe. laJowlng fUll well 
the nature al mm. lie Ma wlthba. 11W11ltlng the fooJ.s wfJo think 
to deapoll lt'hat la bl& /¥o pnyas will anll YON ~ ao 
mutter them DOW""" be done wltb IU You tiff the lunawy 
o/h:rUJg9 I« wlJkb I bUJJger llDd tblnt. .. JolD /fie.•• 

The indecipherable part noted above ls the name of the resident, 
of course, as given In the cartouche. This name Is tesh tesher-tl Aasha 
Sethu Neteran1'h Rahotep. Uterally translated this says: ·1AJ red fiend 
tenible (of) Roarer (a name of Set), (that Is the) Set Oodllfe Rahotep. • 

Reading the hieroglyphs within the cartouche or !irlklrYJ the painted 
granite slab will trigger the followlrYJ. 

•Something forcm you to move back a small step. lllst 
grows before the stone slab, thldlens. and becomes a ftgwe 

of greater·than-human proportions. and of bldeomly evil 
visage. Its eyes seemfaal and gleam 'WIUt lambentftre.1ben 
this man·thlng opens its huge mouth. and Its fangs glltta' at 

ltspeaksi-
lf attacked now or during Its little speech hereafter, the non­

corporeal form Is unharmed, takes no damage or any sort. and pays 
no heed. Noisy actJon.s m~ drown out some of the details, however, 
so read only as loudly as you deem appropriate. 

... am the Set Rahotep. 
"°man was more potent 
'When I WM among.st those 
dwelling In the land of )EgypL 
In death I am great.a' stllll 
Do you not fear Serpents? 
I am Ute Aapep Rahotepl 
Who does not tremble beforethelllonsta's olUte Dual? 
lamonel 
Does not yom flesh aawt at the sight of a tarlble 

Wynn? 
I am Ute DeaUtwyrm Rahotepl 
Does your blood run cold before Ute face of a Plead? 
Know. Utm. that I am 
Rahotep the l'lendl 
Who 9huns not Demons? 
Shun me. for I am 
the Demon Rahotep, Ute red Devil. 
And which fool listens? 
That one la wlsel 
Praise Set and Ute Set Rahotep, that one. and pity the 

raU' 
•A.a those l•t w«ds are uttered. the nebulous apputtlon 

vanlsha. You.see thegraniteslabclmrlyagaln. Only ad.ngaing 
stench and feeling of dread and evil remains to recall what you 
experienced.• 

If at'lY Heroic Persona adUaJ&' pralses Set and/or the Set R8hctep 
(dther now or JEter), qiietly ncr.e to yoorseJf UK that persona loses 1 
Joss l"8dor for each such name I.Um:¢ ax1 for each bJstax:e thaed. 

Peneb'aUom OettlrYJ through the slab Is the first problem. WOrk 
hammers and chisels will do just fine. Weapons are Inefficient. even 
such ones as maces. ~chanted weapons will eventually do thejob­
ln saf, three hours of labor, with an additional hour of rest needed 
durirYJ and thereafter. The slab Is guarded agairu;t maglck. however, 
so any Castlng5 laid to open actlvate with a DR for success of two steps 
harder than normal. Maglck aimed at changing. breaking. or destroy­
ing the slab Incurs a penalty of one DR worse than normal. 

There Is a much easier w~ to manage the task. The ldentic:al stone 
columns to either side of the entrance, hewn from the living rock, are 
carved In bQ.9.re!Ief. ~lnatlon by Perreption, Physical success 
(DR ·~) reveals that there are small, Identifying cartouches for all 
sorts of vocations carved on each--elchemlst. cavalier, engineer. mer· 
cenay/soldler, mage. IBrologer. bandit. mountebank. thief. healet prleS. 
thewglst. hurtter, shaman. wanior; sdlola", expl<nr and even one which 
Is lite.rally •none of the above.• Hieratic script says: 

'"Let MdJ wfJo would mt.er freely Jdmtlfy bla purault to the 
heart of the one wlllllD. • 
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When an lndjvidualtoudlestheoomctcertouche. the Information 
Is then known to Rahotep. bw nothing happens. When Bil presert 
have touched the c::arvlng9 that OC>ITespond tlUly to the1r vocation. the 
granite slab Is ralaed automatically. anoWlng the party to enter. After 
about an hour {+/-203 AT3) It will lower slowly and seal again. 

Touching an lnoonm c:artouche has no 'dt'ect. even If It depk:ts 
one d an lndlvldual's muWple prof~ SUch a pemon must 
touch two {or mon:I) cartouches abnultaneou!ly or In rapid succes­
sion. A ~ for example, must touch the Mage and Priest 
cartouches, b\.t no dfec:t Is obtained by t.oudUng dther aingly. 

It Is worth noting that at the bottom portions of ~ pillars are 
places for the ldem.lftcadon d ghouls (et al.). Demons. l'lends. and a 
whole 8890Ctment d ~ creeturea and ~ 1'h1.9 should 
alert peraonM to the fact that anything they leave behind to block the 
lnevttable dosure of the slab Is llkely subject to removal (and will. In 
fact. be removed In 203 hows). 

2. HaU of Predictions 

S Murals and wrltlrJEP of bright hue decorate the plastered 
walls. end there are notable door slabs and recesses. 

I: Light from the outside (daytime) or none. unless 
ultraviolet Is considered: If 90, light equal to bright 
dusk. 

D: 15feetwlde.12feethlgh. 150feetlong. with ells to 
north and south. 

H There Is a faint rush of wind from outside, and distant 
gl{llllng laughter halfway between a hyena's voice 
and an lnaane hwnan's 10% of the time. (Check 
whenever anyone listens.) 

A A general fedlng of oppressive weight Is present; both 
death and l!;vfJ are pervasive and general. 

D There la a mixture of Hekas so powerful that separation 
Into uses Is lmp<mlble; Ne:gatlve. Mixed. J')'etematu­

ral. and Supernatural are all repreaented. but net 
ddlnable as to origin {at le&1t. not from this doorway). 

0 Age. dust, and a vague stink of canfon are lmmedlately 
noticeable. 

W Invaders are warned oftheCwae o(Rahotep; see player 
Information portion below. 

s ~bols.AmuledcS131S. CJwrm. ~ andTalismalic 
Runes (m.merou9 and U!IU8lly oonoealed) blocX such 
CBJngsandPowaaas~bemedt.oaeethetiuean:a 

or see tmxVt aoUds. and tho8e which pt.nnlt ~ 
thraVt or aromd Qlds, or A'Jhemll or tdq>atttlve 
actJvty. ~: Rdtr to 2C page 105). 

-You lulYe nwugect to open the Fanite ialab tbat Maled the 
enbmu:. 'lhael9 •flllnt wboomolllll:. mmty..,..nlngud dry. 
11len JOU. llee that beyond the portal ... balhnJ parallel to the 
dUrl'acle. Who will eater ... place olbrlgbUJ P-'nted pkturee 
ad lllavglypmr 

Mttt prompting the~ for~. IMtructlom. order of 
enuanoe. etc.. and allowlngsome action. oomlnue with the following: 

• A9 JOU 8&ep lmld~ llOIDe 'Writing directly op,_ate the at-

tnutce begins to glow with • phoephoracmt light. EftD with­
out knowledge w dweoma:. It can be Jada 

"'The Set Rahotep'• Predlcdom 
Right ud left you will turn 

toeeekme. 
TUnl • JOU mlgbt. there le DO eKaplng 111J CUne. 
~·tbel>eatb 
wtdcb 8ball hllDt JOU down: 
ewlft Its •trike. 
bm'nlng Ile ..-.re 
of pwd8hmmt.' 

-n.e Set Rabotep'• Pledges 
Hunt the way• lowty off.e. 
My Iron teeth will devom you. 
Delve deep, 
and the lean JOU ebed 
will burn met wuh JOU away. 
TUrn met twist. back ud forth,, 

and the end Is 
the Mme .. .rore. 
Bat down the portal 
to no avail. 
rw rock la IUl}lddlag. 
hlr gbolle or klndly Demon 
you•enot: 
DO gate PMM8 JOU through. 
So you must accept 
Ute da1l curee 
ud th• ftnd yom dark fatel' 

"'lbe glow flldee, and the meaning of the writing le ao longer 
diilca'nlble to 1111)' of you not•teepecl In the udent~• 
written language.. 

Allow those able to read hl~to l"&m)d the entire measage. 
If desired. Notes should have been taken lnltlally. or when a~ 
tlon by an able persona Is sub8equently ac:compllshed. Otherwise. It 
must be remembered by the team u be9t they can. Then continue 
with )'OW' desa1ptfon: 

"'lbe general sense oftberellt olthewrttlnp ud palatlnp • 
dan'lheyatolM. tba'e are scenes of• lmgemu. probably 
Rahotep, conwnlng with all llLUIDfl"olM eatltJeeaSet. Dnllil, 
flende. Jllomtaw, Demom. Serpents, Sebk. md aeataaee .ucb 
u Qhoula, huge scorplom, ud Julmu..faced bJmM. 
~orture. death. ad all IDllDJler' ofwlc::bd deede are depleted 

.. the work of tide man. In eome ec:enee. he le mown Rlllllng 
l'n>m name., wading In 9lralll9 of molt.ea lllYm. dlmg Into 
bolling water. or lnaldng abarp-edged blad• ud heading 
pointed weapom agalmt Illa flesh. 

"Jllorccannot be told from wbeft JOU .tand. but tbe:reappes 
to be recl:llell to the kftand right. ud the ball evldeatly blrm 
at• rtgbt angle to the wat Ill dtber end.· 

The writings are of IMl religious nature. Intermixed with aooounts 
of the tentble deeds performed by Rahotep against all manner o( 

llvlng thlf9. Included Ls the pronouncement thal, In death. he Is 
more able to wOIKdarkdeedsand e&U9e palnandsuJferiqathan ever 
before. l"Urthermore, the worst Is yet to oome •.. 
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Specific detalls for the features In Areas A through a are given 
hereafter. &>me are quite nasty; but before you judge them as too 
harsh. and consign them to ·killer dWlQec>ll. limbo. consider the 
caliber of play that this scenario plainly demands. Aur~ and Heka 
aside, even the words at the entrance are a clue which will as.slst In 
avoiding the untimely deaths which are so easily found herein. 

l"eatures In Areas B, C. and Dare time-wasting annoyances. Areas 
e. !", and a are meant to eliminate bad play early on. by removing 
personas run by Inept participants In an adventure that demands at 
least competent veteran. possibly expert. ability. 

Allow the players to exercise prudence ~ noted. If your group Is 
superior. play this one tough. If the participants are In need of 
education. ease up a llWe and allow just a bit more warning than you 
might under other condltlon.s. However. bad play Is bad play; those 
who step willingly under the trip-hammer can expect a flat game. Yet 

for all that. this assumes perfect gamema.sterlng too, and few indeed 
(and your author Isn't one of those few) are capable of sustained 
mastery In this role. If at any time you believe that some error of 
omission or commission on your part 
contributed In a substantial manner to 
the demise of a persona. mitigate the 
deadly factor by allowing a chance of 
Avoidance or some similar break. 

Special Note: If the Heroic Perso­
nas penetrate or break all four of the 
granlteslabslnthlsarea(C, D. l". andO) 
without locating the actual entrance to 
the tomb, they wlll be given a due. 
Tum to part 2H (Tour Broken Slabs.) 
to continue from there. (·2w is not a 
feature on the mapl) 

2A. um.Shed Palntf.ns; Rahotep Is 
herein depicted a9 leering out into the 
lnltlaJ mtry passage from the gate of the 
most mallgl and gloomy Division of the 
Duat. Bene.ath th1.s portnit there Is the 
following written In atdent hieroglyphs. 
which can be read only by one with K/S 
abUlty In Anded~ 

·70 lie moat deraty 
1.9 to teU the truth 
wbea one lea5t expects It. 
ao that unbellering. 
the fool will .-eatwe forth 
to cetfaln doom.•• 

The alcove lying between this plas­
ter wall's painted portrait and Area~ Is 
filled with poison ~ sealed Into its 
space under some considerable pres­
sure! If anyone smashes through the 
laths and plaster. the coating of bitumi­
nous cement behind will certainly rup­
ture. A billowing cloud of yellow-green 
toxic vapors will come rolling forth to 
cover a 30-foot mdlus along the corri-

dor. Thega.shasaPolsonS'IRof 100. onetlmeonly. UnlessAvoldance 
succeeds, each persona within the cloud suffers 100 points of ro. 

lndlvldualsbeyond lOfeetofthesourceofthega.shaveaDlfficulty 
Rating a step or two easier than those In the Immediate vicinity, of 
course. 

The vapors thin and dissipate in one Ar's time. As the cloud fades 
into nothingness, personas will be able to see the recess and the 
stone slab (in the west wall) upon which Is wrltten: 

·'Kight and left you came. 
but even so 
you have only U9URd 
your deaths, Curse your· 

28. Portal of Ute Corp8e-Eaters: The adventurers see the follow­
ing; ·A doorway-llkereceM, five feet wide, 1 O feet high. and two 
feet deep, Is In the wall hae. adseled Into Ute stone surface at 
the back of the recess are Ute likenesses of all manner ofbestJai 
thin~. Ghouls, ghulaz. gholles, and Therianthropes (hyena­
weres, jackalweres, llonweres, wolfweres, etc.) are featwal 
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Mnl)'. but there me dlo thlnga llkc Yamplra. and the like.• 
A very dire and IMl Aural play can be detected here. with strong 

Supernatural Heka. 1be personas cannot destroy the depictions. 
which are maglckal Portal activators (see below), nor can they use 
them u do theae creatures for whom this Door Is made. 

Any Individuals touching one of these depletions begin to feel 
sllgllUy dizzy. and the stone seems to grow hazy and transparent 
before their eyes. Beyond Its not translucent surface can be seen a 
dmk place (tomb, cave, den. ruin, etc.), which Is filled with the type of 
creature In the depiction that was touched. 

Anyone foolish enough to continue touching the depiction Is 

transported to the place seen In two CTs. and the swarm of creatures 
there will slay that persona; the Hf Is dead and gone. If the touch Is 
withdrawn but resumed within another three CTs, the creatures are 
transported to the persona-as many as the number of fingers 
touching the depiction! l'urthermore. If other personas touch the 
same chiseled picture In like fashion. that same number (as preset 
by the original persona'sdiglts)arebroughtforthyetagaln. Ten. 20, 
oreven50fellcreaturescouldbebroughttothetombthus-forthey 
do not even dwell herelnl They arrive through the Door from what­
ever ghastly sphere on which they happen to be dwelling. 

1be rate at which the thl19 arrive Is one per Critical Tum. They 
come popping out as lf through the stone. If It Is apparent that they 
will be slaughtered. all those surviving wlll disappear by stepping 
back Into the recessed doorway and vanishing Instantly thus. But 

Instead of returning to the place from whence they came. the 
monsters are moved to Area 24. where they will be mustered Into 
defensive forces. 

Another similar Portal eitand8 north of here. at point e (q.v.). 
2C. Red Granite Slabs "1bere Isa blockof pollahed red granite 

eet In the wall here. It Is eeven feet high. fo1r wide. It bears a 
dlleeled cstouc:he OD Jta centnl pm1.. • 

This stone Is Inscribed with the cartouche of ~Set llaho~p. • 
Other hieroglyphs warn that the Intruder must not pass beyond It for 
fear of lncuning the dreaded curse of the Mage-Priest. 

To pas.9 this stone block. the party mus smmh It or bring It down 
through magfck. Labors are easier than at the entrance plug; 20~ ATs 
working with hammers will suffice. 

If thls ls the Ju of the four slab6 to be broken, tum Immediately 
to part 211 below. 

Beyondtheslablsaslmplebutannoyfngmaze. wlthpas!8Qesthree 
feet wide and only five feet tall. 1be walls between the passagp.s are 
of three-foot-thick granite. (The oorrect path through the maze Is 
marked for yow oonvenlence.) 

1be chamber at the end of the maze Is 20 feet square and 10 feet 
hlgll. On each wall ls a grinning face-a mockely of Bes, In bm-rellef. 

Anyone mering this chamber Is transported back to the vicinity of 
Area Cone CT later. (This Is, of <X>W3e, In fulflllment of part of 
Rahotep's Pledge: -rum and twist back and forth, and the end Is the 
same as afore.·) 

lD. Dark Qreen Granite Slabs -rha'e Is a block of polished 
ctn-green granite eel In the Wall ben. ltleMYeD feetblgh. fOW' 
wide.It bean a cbisded c:artoucbeon ltacartral part. and below 
that.. lnes of blaoglyphk: writing.. 

This stone also bears the cartouche of "'JJJe Set llaho~p. ·refer-

ring. of COUJ19e, to his current status as a dead one of Set Ous as a 
follower of Osiris. for example, would be called 91be Osiris (namer>. 
In Rahotep's <:a'Je, though. there Is quite a bit of truth to his claim ... 
Below the graven cartouche Is written: 

..Break aot tbla aealed .... ,.. 

f« only bllrd wodr and my Olrse 
wlH be the rew•d ... 

nme In the amount of 203 ATs of manual labor Is required to get 
pmt this slab. 

If tbls ls the last of the (()(I slabs to be bn:Nn, twn immedlat.elyto 2lf. 
below, before the personas have a chance to lqjure themselves herel 

The solid ma behind the slab Is carved with face and hands. In 
intaglio. Any Aura examination reveals a puLslng Cvll of decay. so 
there Is ample warning for the cautious. 

Should anyone place a hand or face Into those Indented areas, 
the victim's member Is Withered from maglckal Aging. as If It had 
been dead for as many years as Rahotep. I.e .• 1.000 ans (more or 
les.s). You may allow an Avoidance roll, but some small effect 
should occur regardless. even If utter Wltherlngls avoided. A point 
of a Physical A'ITRIBllm might be lost due to damage to the 
victim's hand(s). or to some Mental A'ITRIBllm If the victim's head 
were Involved. 

lE. Fortal of the Evil Spbtta: "1hls feabu'e Is a Fortal-lke one. 
ftve feet wide. 1 o feet tall. and recased two feet Into the l"Odl. 
It Is made to raemble a doorway, Its aurface caned with 
various forms of malign sphttentltles. 'Jhe prtndpal depictions 
are of Demons. fiends. Devils, and a balf-clozm cblmalcal 
Monat.en common to the Evil portJons of the Duat. 'lbere are 
mo ftgwes of many-legged Serpmts and cert.In animal·hu· 
man thlnp-the forms of bed sphinxes and l..amlle. • 

Refer to the similar doorway at 2B (above) for complete details of 
these Portals. They function In the same manner as those detailed 
heretofore. I.e .• anyone touching a depiction becomes dizzy, the 
stone seems to grow hazy and transparent. and creatures like those 
depicted are seen In a dark place. Continued touchlngtran.sports the 
victim to the lalr, to be lost; withdrawal and resumed contact bri~ 
the creatures to this spot. The Hrs cannot use the Door for their own 
ends, and creatures summoned will flee If faced with extermination. 
transported by the same Door to Area 24 of this tomb. lfthls occurs. 
make a note on a separate sheet of paper so these thlng1J will be on 
hand to welcome the HPs when they arrive therel 

lP.<irayGranlteSlabs"'lherelsablodlofblghlypollshedgray 
granite eet In the wall heft. It Is MYeD feet high. fOID' wide. It 
bears a chiseled cartoucbe on Its cartral part. and below that. 
Jines of hieroglyphic writing.• 

This slab bears the cartouche of ""lhe Set llahotep, •and other 
hieroglyphs stating the following: 

'l'ou .anut atoop low to riola~ 
my Bt.ermJ nome. 
I will ave.age myeelf upo11 you 
for daring this, 
One your 

The stone can be broken In 203 AT's labor. SUca:as reveals an 
opening, four feet square. beyond the sundered slab of stone, leading 

northward. 
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If this Is the last of the four slab8 to be broken, tum Immediately 
to 211: 50 the party might be spared the following dangers: 

The floor of the corridor Is of smooth limestone, and the walls and 
celllng are plastered and painted with scenes of a happy pastoral 
existence In the Duet (quite In contrast to depictions seen elsewhere 
herein). Nevertheless, there are Aurm of dim IMI and violent death 
pre.sent 

When any living creature reaches point x, a four.foot ~blcal stone 

block slides four feet north. sealing off that 30foot portJon of the 
corrldor. The cube's weight on that point counterbalances a medla­
nlsm. causing Iron spikes to emerge slowly from the celling. Then the 
spikes, the celling. and the cube all sink downwards at the rate of one 
foot per minute. Thus, within three BTs. all within the sealed area take 
from four to 12 (40:5) 06 of Physical damage. and will be dead within 
another three BTs as this harm continues. 

Note that the lower the spikes and celling. the wider the opening 
above the blocking cube, beyond which the corrldor can be seen 
leading south. back to point 2r. lf the descent can be halted. and the 
spikes. otherwl.se baring egress. nearest to the cube broken or 
removed. an escape might be possible. 

No normal metal can prevent the descent of the celling. but two or 
more enchanted metal weapons (or adamantlne alloy bars) might do 
the job. Allow a 50% chance for success. + 1 % for each 11lajckal 
addition to BAC of the weapons (e.g .. a mace with +10 BAC bonus 
from enchantment would add 10% to the chance of success.1bere Is 
no way to recover weapons or Items used to halt the deadly descent. 
of course. 

20. Black <Jranlte Slabs -iha'e Is a blod( of smooth. ebon· 
hued granite set In the wall hae. ltls eeven feet high. four wide. 
It bears a chiseled cartouc:he on Its central part. and below that 
lines of hleroglyphk: writing.. 

Ch19eled Into the ebon !tone surface Is the cartouche of-ihe Set 
Rahotep, • and a warning as follows: 

·rou are cursed sullfdenUy. 
.o do not proceed tartJwr. 
eJae you mmt go down Into death.• 

The stone can be broken In 20:5 ATs labors. 
If this Is the last of the four slab8 to be broken, tum Immediately 

to 211, before anyone has a chance to continue here. 
Beyondtheslablsacircularchamberabout lOfeetlndlameterand 

20 feettall, lnthecenterofwhlchlsahole (a well) four feet across. The 
celling herein Is plastered. and a surface fresco depicts a horrid Wynn 
ac:owllng down at the Intruders. Yery careful examination will reveal 
that the floor slopes slightly (an Inch at most. and thus almost 
undetectably) downwaros to the edge of the well. 

There Is an Aura or extreme danger here. 
The well's sides are very smooth, but ancient wro~-tron rungs 

provide a ladder for descent Into It. The bottom Is 120 feet down. but 
If examination of Ills pos.glble, golden and silvery gleams can be seen, 
as well as the rainbow transparencies of manifold gems. (All below Is 
worthless but shiny junk.) 

1be slightest weight on any of the upper 12 rungs starts a hidden 
process that hm no visible effect until two 8Ts later, when a few tiny 
flakes of plaster fall from the celling. (A more dire effect occurs one 
AT thereafter. as detailed below.) All of the Iron rungs are very strong 

and securely lmbedded. and they show almost no rust as the place 
ls very dry. 

A huge vat of acid Is concealed overhead. within the celling. The 
slightest pressure on any ofthe upper rungs shatters a small ceramic · 
plug. exposing a copper plate, which the acid dissolves slowly. About 
seven minutes later, the acid precipitates suddenly through the 
celllngp~. raining down as a waterfall. The stuff covers the entire 
chamber. destroys all materials subject to acid (lndudlng armor and 
weapons), and Inflicts Physical damage or 10010 upon everyone 
within the room. The acid then drains down Into the well opening. 
weakening Immediately' the Iron rungs and dissolving them within 

2010 CTs. 
Anyone deep In the well, at a depth of :50 feet or greater. suffers PD 

ofonly l O 06, but will. of course, be unable to a9Cend by means of the 
collapsing Iron ru'9- As the acid pours down the shaft. anyone 
therein will almost certainly die quickly from such Immersion, suffer· 
Ing 506 PD per CT of exposure. By the end of the acldfall, enough 
collects In the well to fill It by half (60 feet). 

2H. lbe POW' Slabs Broken1 Read the following If the Hr team 
penetrates and/or break.s all four of the granite slabs In this area (C. 
D. f. and 0) without locating the entrance to the tomb (A). Immedi­
ately upon the smashing of the fourth slab, no matter which that 
happens to be. the team learns this: 

•As you break open this portal a voice coma echoing 
through the long hall. It .ayss 

•'1hrtce cursed fools you are, 
now seeking yet a fourth folly. 
Right It should have been. and then should you have 

ld'l. 
for I most dearly desire 
sport with you. 
Come nowl Take a deep bruth and get on with It. 
You have no chance of succ:eat, 

no hope of life or rtches, 
save In honoring /tie. 
l'ray JJOW to the Set Rahotep, 
and I will reward you.·· 

Allow the group to mull that over before proceeding. The first part 
of the message Is a rather~ng clue. of cowse. and the latter dooms 
any who heed It 

If anyone actually asks Rahotep for aid. that persona becomes 
enthralled by his !Ml. (You may allow an Avoidance roll, based on the 
victim's SMrow at DR of "Hard·-·Moderete• 1fyou think deserving.) 

An enthralled victim becomes a puppet of Rahotep upon reaching 
Area 24. that one controlled Mentally and Spiritually. so unable to do 
Physically other than Rahotep wills. 

Despite the words above, the HP$ may. of course, decide to con­
tinue exploring whichever area they have just uncovered. So much 
the worse for them If they do 50. 

3. foyer of the Dark Duat 
Recall that there Wa.5 writing on the back (west) wall of the space 

that contained the poison~ (Area 2A). It read: •Right and le~ you 
came, but even 50 you have only assured your deaths, curse you1• At 
such time as they look Into this place read: 
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'"lhere ls no trace of lingering gas In the alcove. The outline of 
a stone slab sealing the area beyond ls dearly apparenL A 
thorough vtsuaJ examination of this space reveals walls and 
c:eillng of plain white plaster, s lighUy discolored from the green· 
lsh-yellow vapors, and a dust-coated floor bearing no sign of 
any dlsb&rbance. • 

The pezsonaswill now ootalnly approach evel)thlng with caution after 
their recent experiences. but nothing wtoward will occur when they 
break (easily) ~ the we.<I wall. A few stolt blows from any heavy 
object will suffice. Onoe that Is acx:ompll.shed. read the following aloud. 

'"Jhe doorway Is opened. the slab closing this place being of 
mere limestone, and a rush of fouJ·smelllng air comes from the 
chamber beyond. It doesn't seem poisonous. You have opened 
a three-foot-wide, seven·foot.-tall entry topped by a stone lintel. 
Beyond the portal ls a room that seems to be Illumina ted in the 
negatJve--dark things are glowing, and light ones are noL 

'"lhe floor of the chamber ls of smooth stone, pos.slbly alabas­
ter. and the walls and celllng are plastered. You view It from the 
center of its east wall. This chamber of dark light ls 30 feet 
across and 20 feet deep (east-west). and Ute celllng, 30 feet 
above, ls supported by a pillar In each corner. Each of the corner 
pillars ls painted to resemble a bone. set on a plinth of human 
figures being crushed by its weight. and the top Is a series of 
giinnlng skUIJs ringing the capital. But your eyes are attracted 
to two other features of the room. 

-rl.rst. a dozen wooden sarcophagi are In the chamber, four 
along each of the other walls-that ls. the south, west, and 
north--and slx small j ars stand by each one. Second, there are 
two great doors In the middle of the far wall. These are painted 
to show a massive red throne-chair, upon which ls seated a giant 
black skeleton. Its hands hold a barbed hook (a mockery of the 
clerical crook) and flail, both of s ilvery hue. The s ke leton Is 
crowned by a moss green and putrescent purple headdress, 
which resembles Ute crown of the ancient A!gyptJan Pharaohs. 
Perched on the right comer of the throne's back ls a vulture with 
a human bead.· 

Now. undoubtedly. the GM will be questloned. The floor here 
shows du.st and no sign of activity. The wall paintings depict various 
forms of wicked activity. with Evil spirits. Evil gods. and Rahotep too. 
The writing ls of hieratic and hieroglyphic script. It gives Evil prayers. 
recounts terrible wrongs done, and so forth. The celling above ls done 
so that Devils, Demons, Monsters of malign visage. bat-things. and 
the like glare fiercely down on th~ within the room. The pillars. 
which are made of limestone, are about three feet In diameter. The 
forms withln the sarcophagi are detailed below. 

If the walls are sounded by rapping. hollow areas can be noted on 
both the north and south ones. In the westernmost comers of each. 
Secret doors can be opened there; refer to Areas 4 or 5 as needed. 

Deceiving the l'layersi Here are instructions as to how this place 
should be gamemastered so as to deceive the players into thinking 
It Is the di max of their mission: 

Rernemberl You mu.st play up the secret areas carefully. as well as 
that which lies beyond the double-Ooo~Area 6 (The Burial Cham· 
ber. page l l OHo make the players think that these are the reposi­
tories of the main treasure and the remains of Rahotep. 
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At the cooduslon d activity In Area 6, relax and act In every way as 
If that Is the extent d the tomb complex. Mention that If the HPs can 
transport all the stuff they have fowtd, and can find enough rich 
colledors of antiques, the tot.al treasure will ~Uy bring millions d 
8UCs. (Oetting It out should be nearly lmpcisSble, though .•. ) 

Take care. however. not to act too eager to end the affair; mtute 
players will become suspicious. strike just the right attitude, assum· 
Ing your normal end-of«ory behavioral mode. 
~urning that you are su<XleSSful In your deception. and that the 

personu leave and by to find the other adventuring areas that 
obviously must comprise the rest d this prodU<i-for you have not 
turned to the end d the book. yet-encourage them to explore the 
rest d the Oorge of Osiris. In the days required to do so, evils befall 
the local populaoe, caused by the escaped spirit (Ks) of Rahotep. 
Somebody might have to come and complain to the HPs about the 
horrors being seen. terrible mischief, etc. The team will realize 
eventually that some error has been made. and will return. 

Now, bad< to our stay( 
Sarcophagb All <X the coffins are Identical. each Is of solid. plain 

wood, and upon the rowtded top Is painted a hanci..ome figure of a 
smiling man dad Ina shnple white linen garment This ls unusual •.. In 
the left hand <X each figure Is what appears to be a red lotus blossom 
atop a stem wh08e leaves are of black. 

The sarcophagi can be pried open. Inside each Is a bandage­
swathed figure, evldenUy a normal mummy. They are all very, very 
heavy, but they do not move, and neither do they have any Aura-not 
even oneoflMI. However, each gives off a dim Hekaradlance (though 
not powerfully). 

l!.ach bandaged form can be revealed by rutting away the linen 
bindings. Inside Is a black. mummified form. If this Is touched, the 
·skin• will be •very hard,• and It rings like metal If tapped with a hard 
object. In fact, flesh has been replaced with Iron, bone as well. It 
requires a strike Location d Super-Vital or Ultra-Vital to cause regular 
(no multiplier. Non-Vital) Physical damage to these things. but If any 
persona deddesto bash away, there will be no reaalon, and such PD 
as Is scored will be apparent upon the Inert form. The Iron ~ of 
each holds the strange lotu.s-llke object. It can't be gotten free, but If 
a successful blow strikes the hand holding It, the whole thing Is 
destroyed In a shower of rusty-colored fragments. 

Six jars stand at the foot of each coffin. four <X each group 
resemble canoplc jars, but the heads are different: Instead of the 
normal man. baboon, owl, and jackal heads, these are of a Demon. 
ftend, Serpent. and Monster. The other two jars of each set are plain 
pottery. Almoetall a the jars contain dust only; one plain one of each 

set contains ancient !Jain. What a dlsappolntmentl 
Gate of Double-Doorsa The doors are eight feet wide and 16 feet 

tall. The painted figure Is a bit more than twice human.fllze. Examina­
tion of the wall arowtd them reveals that their seams are sealed with 
pitch. The wood of the doors Is coated thinly with plaster, and thereon 
is painted the mural desaibed above. Observant peisonas will note 
that dec.orstions lnduded In the scene are really a pert <X the gate. A 
thick chain across the doors forms a belt for the skeleton figure, the 
lock Is the buckle, and seals on the joining of the two doors are made 
to appear as spinal vertebrae <X the skeletal figure. 

Any persona bent on bylng to discover yet more about this figure 

and concentrating on It evokes an Illusory three-dlmeMlonal Image of 
the skeleton, which seems to move and speaks thus: 

··.so you)lldulla not only d.-e to enter my Etemal nome but 
aJao HdC to dlacova- 1111 of my aecret.s too, do you?t WelL tben, 

Jeam th&: 
1 confer poWO' and domains upon e11ch wfJo now toudJ the 

O'Ook al Sovettlgnty I hold.' (Any who do so suffer 120:5 Spiritual 
damage unless prote<ied by Heka armor or similar warding against 
this. Illusory rays of maroon and black seem to spring from the eyes 
of the figures painted on the celling above as this SD Is lnfllaed. You 
can make this quite a spectacular description by recounting the 
flashes from the• eyes· of Monsters. Demons. etc.. as you do each <X 
the 120:5 SD one at a time.) 

'I give Mlength and ablUty to each who likewise now toudJea 
myFlall ofRJIJenhlp:• (Any who do so suffer 120:5 Mental damage 
unless protected by Heka Armor or similar warding against this. The 
source <X the MD In this case seems to be the skulls atop the pillars, 
their eyesockets flashing forth beams of livid yellow and rotten !JS)' 

hue. Again. you can draw this out .. . ) 
After a brief pause, and ~ming no HP is foolish enough to do 

either, the Illusion. directed by the mind of Rahotep, oontlnues: 
"rlo? .M you wish. Yet I .know alL and f« tbNe who admowl­

edge myovmonfMlpby"'-lng myfootl wlJl .,.. .... wlMtftw 
quay la put before me."' 

Of course, If anyone does so, a Mental and Spiritual Unk and 
Influence Is established, and that persona will be In great trouble 
when Area 24 ls reached (q. v. ). for Rahotep will control that one as a 
puppet. The priest·wlzan1-llch-vamplre-th/ng Is too powerful to m~ 
arowtd with. and the HPs should certainly realize that Individually and 
singly they stand no chance of resisting Rahotep, let alone defeating 
him. Make a note forthe HP concerned (perhaps In the margin next to 
that number). 

Rahotep will continue playing this game. offering all sorts of false 
promises, lyirlg, misleading. and so forth. This should prove to be a bit 
of fwt for you as the players try to outwit Rahotep. The Illusion can be 
dispelled at such time as the wall upon which the painting Is drawn Is 
struck with a weapon. 

If the plaster coating Is broken anywhere, the whole of It collapses 
Immediately In a shower, creating a great cloud of blinding. choking 
white dust. At the same time. a strange flapping noise Is heard, and 
then a dlm figure flies through the air. making a mournful hooting 
sound as It escapes to the east (Area 2A). 

The Man-Headed VUitures The flying thing Is the man-headed 
vulture of the painting. come to life. This Is the Khu, or spirit, of 
Rahotep taking wing In Partial Physical Manifestation forml The 
breaking of the plaster has freed It. Its escape cannot be prevented 
once the plaster Is broken. In one Critical Turn the Khu of Rahotep 
flaps across the chamber and Is by the exit to Area 2. It passes 
through the doorway and out Into the long corridor on the second CT. 
On the third It Is flapping out through the entryway (2-1), the slab 
opening maglckally for It If necessary. On CTs four through IO 
thereafter It wlll be visible, wheeling and flapping as It gains height 
and soars off 200 yards overhead, heading towards the Temple of 
Osiris. 

It won't be harmed by any Physical or Mental assaults, but If any of 
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the pe1'SOrlm happen to get off a ~ng or employ a rower aimed at 

lnfllctJng Spiritual damage. the Khu Is vulnerable-let's assume that 
Rahotep doesn't expect any such fast thinking and reaction on the 
part of trespassers. Spiritual damage above 13 points accrues to 
Rahotep. The vulture-form will not be affected noticeably, but keep 
track ci such damage. for It does weaken the archenemy! We suggest 
you make a note of SD Inflicted thus by writing It down In the margin 
of the stats for Rahotep given after Chapter 9. 

The Khu can and will roam the countryside If the team doesn't 
penetrate further than Area 6. Outside the tomb It will use a Umlted 
array ci Powers and castings consigned to It by Rahotep to wreak UI, 
animate objects by possessing them, and generally cause fear. de­
struction, and death wherever it can. Yet the Khu can return to any part 
of the tomb that It wants to Inhabit, and this return. likewise, cannot 
be prevented. 

This Is Important but Inevitable; nonetheless. you might wish to 
make It a dark and foreboding occurrence. 

"You aee the tnuuparent fonn of• big and mon.ttl'omly 
mallgn·YIAged w l ture flap away aaosa the chamber and 
through the exit. As It /Ues o/1', a croaklng t'olce !Jpeab--but 
wbetber llloud or In your bralm none can be !HD"el 

~ wlutt you wilt morl.aljackal!J, delflen oftolDMI My great 
Khu ls looaed by yow bungJ/ags. net'omore to be prl.soned In 
atoael I will rel.um to collect• redconlng h'om etltCh of you when 
the moment Lt ripe ••• ' And then the t'olce fades. The thing 15 
gone.· 

Allow time for HP reaction and possible attack against this manifes­
tation. 

Iron l'lummlesa Only a few BTs are required to demolish the 
doors, lndudlng the seals. lock. chain, and pitch seals. When the 
doors are sundered. fiery hieroglyphs spring suddenly alight in the 
opened gateway: 

·11 ls wrong to disturb 
the Eternal House 
or the Set Rahotep. 
!'lay your own tombs be broken Into or never completed. 
CUrseyour 

As the glyphs coruscate. a powerful rush of supernatural Heka 
energy nils the chamber. as does a we.sh of IM I Aura. The flaming 
words are meant to mask the activation of powerful energies of 
animation. Similarly, the threatened curse (just one of many that 
were for naught) ls given again so the players are probably Ignoring or 
laughl.ng at such words by now, and Is meant to desensitize the 
trespassers to the actual dangers which are soon to come upon them. 

As the fiery letters dissolve into motes of ash that fall to the smooth 
floor. It is time to return to the formerly harmless mummies. 

cautious Hrs might have removed these things from the area. If 
able, the animated remains will use their speed to the fullest to return 
to their own place to assail the Interlopers. However, If the mummies 
have been carted all the way out of the tomb and dumped over the 
ledge. their dweomer will fall, and the remains. along with the gems 
inside them. are gone from the purview of the tea~ small price to 
pay for avoiding combat with these deadly klllersl However. If pos­
sible, the following occurs: 

The (wrapped. lron-fortlfled) remains are animated as the Influx ci 
Heka powers up and activates the Castings hidden within each. They 
are now able move at l O feet per CT. with the equivalent of PMSpd and 
f'NSpd 20. and are silent. for their metal feet are padded by the 
bandage wrappings. (If the linen strips were previously removed by 
the personas, the mummies' approach will be heard as a danklng 
upon the floor.) 

The red lotus flower held by each iron mummy Is actually a 
magickal lotus-6.Sp (BAC 50). which alwa,ys strikes first during each 
CT of combat.. Treat PO potenUal as 206+3; Armor reduces potential 
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PD, but If there Is 1 or more points not absorbed by armor; then the 
lotus-asp poisons the target subject, STR 30, Immediate, no succes­
sive damage. f.ach mummy can also attack with a powerful, iron­
hard fist (like a mace), BAC 50, 406 points PD. f.ach has 40 P TRAIT 
points. When reduced to O or negative P TRAIT points, a mummy 
breaks Into hundreds of Inanimate fragments of metallic material 
which slowly revert to normal remains. 

for details ol the combat abilities of the Iron mummies and the 
lotus-esps, see OP statl.stlcs after Chapter 9. 

No treasure Is apparent until al/the mummies have been slaln, but 
at that time a small jewel appears amidst the remains ol each. These 
were the animating Charms, and although their dweomer Is now 
dissipated, each Is worth 11.000 to 20,000 BUCs. 

4. North Secret Room 
Pressure at the right point on the north wall, near the west comer, 

releases a hidden trimer and causes a sectJon to pivot, revealing a 
three-foot-wide passage. A check against Criminal Activltles, Physical 
at DR ·Hard," or one against Perception, rtentalat the same DR should 
suffice to do this. The section pivots shut 89lln rather quickly, for it Is 
counterbalanced to allow entJy to one person only Inside per time of 
Its operation. The area beyond Is llghtless, but It Is assumed the HPs 
will supply Illumination. 

•A lfv~foot,wide conldOI' ls before you. 7he plain sandstone 
walls of Ure ptUMge are lmcrlbed to rain Qlnea upon 'lie who 
dares to steal Ure tnasure of Rllhot.ep.' A rlght,11ngle tum. a 
few more paces, and an open room comes Jato new. 7hoae 
wrlUngs on the walls of the chambel' at the end of the comdOI' 
are ltuaibed with many carlouches and seals bearing the 
name 'Rahot.ep.' 

·1n Ure chambel' ltseU are chairs, stools, cheat.9, 11 bed, a 
c:ouc:h. andaevaal latberMCb.llO'eln areaJ50 nrlousdlsbea, 
food olferlngs, headdra5ea, wigs, and au manner of things 
that one of (moderate) wealth might have po55e5tJed Jn llfe, Jn 
the A'-gypt of a millennium ago. Many of the lt.e1JJ5 have some 
value to antiquarians, but Ure chesu hold only fragile cloth· 
Ing: the real treasure ls Jn the sacks. Therein are 200 pounds of 
bronze and coppttdlsc.slrom 11 thousand year5 past. 7hemetal 
¥alue ls about 20,000 BIJCa, but the anUquarlan Hlue ls 20 
Umesthat. 

5. South Secret Room 
This area Is entered by means similar to those for Area 4 (above), 

and the engravings on the walls of the corridor and chamber are 
likewise. 

'J'ou /Ind a live-foot.wide ,,._.geway with• dghHllgle tum 
IJ/f6 a few paca, thea lead.Ing Into a large chamber. All the 
walls of the conldor and room at /u tennlnus bear wamln!l", 
CUrsea. and the artoucbe of Rlilhot.ep. 

"Two life-sized lfgurea flank the entnnce to the room lf.5elf. 
One la of Rahotep, and Ure other la of Ure deity Set. with a 
warthog head glaring enlly upon you •• 

Neltherlsanlmated.butHekaofSUpernaturalpotencycomesfrom 
both. That Is because the former figure holds an enchanted mace of 
+ 10 BAC and +I per die for damage. and Set holds an axe of like 

potency. Age has harmed neither weapon; both are quite usable, and 
untrapped. 

-nre chamber cont.aim many small co/fen, Jan lllJd other 
contall1el"5, se¥aal papyri and suolls, and a staff.· 

This last Item Is worm-eaten and rotted, as are the scrolls and 
papyri. though examination of the shreds will reveal some to have 
been of religious nature. The jars contain dried or otherwise worth­
less unguents. perfumes, and oils, and what seem to have once been 
maglckal liquors. Mo.st of the coffers contain materials of maglckal 
utility, which are now useless. But one coffer. doubtless the !mt one 
checked, lstllled wlthjewelryworthatotalol300,000+ (5Dl0x 100) 
BUCs. A nice haul, don't you thlM-wlth two enchanted weapons and 
plenty ol cash? (Try to make the players think so.) 

6. The Burial Chamber 
Knowledgeable players will assume that this Is an Important 

place as soon as the gates are opened, for they will see the shrine 
within. Additional clues, of course, come from the Iron mummies 
(Area 3) and the secret side chambers (Areas 4 and 5). It will 
probably convince veterans, though not experts (but neverthe­
less, we try ... ). 

There lsan AuraoflMI herein which ls seeping away, and maglckal 
forces of nebulous sorts lie within this small chamber ~ well. When 
the party Is able to view the place at leisure, read the following aloud. 

"Bd'ore you Is a chamber of black granite. It Is 20 feet talL 1 l 
feet wide, and IO feet deep. There are ftve-foot-wlde alcoves to 
the left and right. In the central part of the place Is a 9hrlne of 
wood, which Is five feet wide, IO feet tall. and eight feet deep. 
It Is painted red and black. glided. and bears the cartouche ol 
'The Set Rahotep: The walls of the duunber are painted plaster. 
and thewrltlngs thereon repeat Evil prayers for the contlnuance 
of Rabotep In the dark depths of the Duat. 

·smau figurines or monsters are visible, one on each side ol 
the shrine and one before It: It Is thus likely that one stands at 
the other end. 1besevile statues are each~ feet taJL and are 
undoubtedly meant to be Fetish-protectors olthe shrine and Its 
contents. From what you can see at this point. the alcoves are 
fllled to overflowing with varlom funerary treasures. A vault. 
sarcophagus. and Its mummy probably Ue within the shrine's 
5Cl'een.· 

Keces.ses to Each Side of the CJuunberi These contain chests, 
jars, bowls, mirrors. weapons, and so forth. Many Items similar to 

those described In Areas 4 and 5 (qq.v.) are also present. Herein are 
I 00 ancient gold coins, varfol.1.9 small precious items. and much 
jewelry. The whole Is worth i.n excess of 500.000 BUCs (excluding the 
contents of the shrine) If sold for metal and gem value, five or more 
times that from antiquarians! However. there Is nothing maglckal 
here, and nothing curative (for Rahotep lsn 't about to a.9Slst those who 
would annihilate him). 

Shrlnea Seals close the folding door at the east end (facing the 
intruders). When these are broken, there Is a rush of wind departing 
the chamber, and a moaning sigh says, ··eurse you for what you 
have done to destroy me •• :· as It fades In the distance. 

As the team proceeds, the following readings will likely be t.LSable: 
'"'lhe sturdy wooden shrine Ls a complete cage about an inner 
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vault of gnmlte the color of dried blood. 1be lld. about a ton or 
110 In weight. .. IDOl'taed llhut. and must be c:hlsded open. 
(Nternatlvely. the top could be smashed.) 1bls vault w seven feet 
long. four feet high. and four feet wide. 

Aural check will reveal an uncertain play of colors which read 
nothing. although a Special SUcce.95 Indicates danger. Hel<a reading 
here Is a muted Preternatural sort of undefinable meaning. When the 
covering Is dis~ of: 

-within the vault ls a MrCOphllgus of porphyry, with a lld that 

must weigh 1,000 pounds.· 
Auras and Heka are as above. but etronger. And when that too Is 

taken~of: 

"When Uds cows Is removed. a MCOnd aarcophagus of wood 

18 rewealed. la. Ud painted and gilded with Rahotep'a likeness. 
the body portion a ...... of ac:enee and hieroglyphics.• 

If Auras and Hel<a are read here. the former reveals mindless tvll. 
the second Negative energy of the sort employed In animating re­
mains ... When that lid Is opened, the J/ghtnlng-qu/cl< mwnmylnslde 
springs Into ad:lon at a movement rate of 25 feet per en 

Ugbtnlng-Quldl lllwnmy1 This animated mummy wears a gold 
mask (of Rahotep's features) which gives it both great speed and the 
ablllty to spit dangerous scarab beetles. It cames a flail and barbed 

hook (crook parody). as deplded In the painting that once adorned 
the double-doors at the entrance to this area. 

8ec.auae of the speed (PMSpd and Pl"!Spd 25) of this thing. It will 
probably always str1ke flr'llt In each combat sequence. except against 
opponents who benefit from mag!ckal speed (who then always get the 
jump on the thing). 

N. the start of every other CT (I.e .• ln the second, fourth. etc.), the 

llghlning<Iulck mummy spits forth a scarab beeUe. Six colors of 
Scarab Beetles are possible (the OM should get as many colors Into 
play as possible). This attack Invariably !trikes one randomly selected 
persona within Its 1 ().foot range. with effects as {jven below. (Spread 

outtheScarabBeetleslfposslble. notstrtklnganypersonatwlceunUl 
everyone within range has been treated to one.) 

If the llghtnlng.qulckmurnmy•s head ls struck and the mask knocked 
off. the face covering Is damaged and loses value. but the llghtnlng­
qulck mummy then moves et a slx.foot·per-CTspeed. has PMSpd and 

Pl"!Spd of 6. and can no longer spit scarab beetles. 

During combat. an Item falls from the mummy's wrappings each 
time they are struck. 1be3e are gems or golden Amulets. and there are 
lOlnalJ. l!achlsworth2D3x 1.000 BIJC8. butnoneha.9anyremalnlng 
mag!ckal properUes. The golden mask ls worth 500.000 BUCs If kept 
In prut.lne condition and sold to an antiquarian. Its value Is 250,000 
BIJC8 If It ls damaged; 50.000 BIJC8 If sold for the metal value alone. 

for details of the animated remains and Its deadly missiles, see or 
StatJstlcs after Chapter 9. 

1be Scepter or Set: In the bottom of the wooden sarcophagus, 
resting under the mummy. lies the fifth of the Nine Evil Objects. the 
Scepter of Set. Its Auras and Heka are the same dark and tvfl ones 
as previously noted. Wise players wUI note this and tuck the thing 
away with such others of Its Ilk they have gleaned. There might also 
be a scroll amid.st the wreckage and remains In thl.s place. 1bat 

depends on the OM and the group. Read the first Interlude portion 
hereafter. then decide at the appropriate moment. 

FIRST INTERWDE 
You should. at this point. have time to take a break. Remember that 

you should be acting as If this were the conduslon to this last portion 
of the adventure scenario. There are now several factors you mu.st 
consider. 

L Is the HP Group VirtuaDy Unscathed? 
If so. you've been too lenient. they've been too dever. or I've not 

made this adventure as deadly as I Intended. You can manage all but 
the sheer skill of the players. ur they're really that good. keep on ... but 
let me know. and 111 see If I can work up a really tough scenario .•. ) 

Qlve each HP a base 3 AI' / Os. taking 1 away for poor attendance 
and/or performance, adding I to the total ror the be.st HP or two. 
Thus. the worst HPs will get 2. the best 4 AI' /Os. Mutter something 
about •too easy a scenarl<>-no challenge.· as you grudgingly hand 
out the points. 

Then. pos.slbly with a shrug, look at this portion of the text and 
Inform the group that the HPs each also receive a Joss factor for their 
fine work. That will probably let them know that they haven't really 
done anything at all. 

2 Is the Group Nearly Destroyed? 
That's no good. either. If that's the case. we mu.st bring the statu­

ettes Into play once again. Use the formulae as follows. (But. by all 
means. delay the effects until after the HPs have completed any and 
all curing and repairs of their own .•• ) 

Chonas Chons will restore life to Khonsu-khalbet. If necessary. 
09lrlaa Osiris will return life to any HP who ls slain while In posses­

sion of his statuette. 
1boUu Thoth restores 20%-70% (( 106+1) x 10%) or expended 

Heka. personal. Item. and reservoir. for a male persona though In 
total no more than 210% of power In all expenditure for all per30nas 
can be thus restored. 

Isis: Isis does the same for female practitioners. with strlctures as 
above. 

Moon Nature Statuetteaa tach possessor of a figurine of Moon 
Nature deity will have healed 20%-60% of total damage In each 11WT 
If that persona Is currenUy below RL or r.a, (nothing otherwise. how· 
ever). 

AP /G5 and Jh: Tell the players that they had a tough time. but at 

least they got a lot of money and some points tool Hand out one more 
AI'/Q to each HP than Is suggested for case l. above. You'll also 

probably need to give out 2 or 3 Jfs apiece too. for In this case the 
players have llkely spent them like water as they bumbled around .•• 

3 . Can the HPs Manage the Worst 
Which ls Yet to Come? 

If not, then you must give them something. some boon that will give 
them et least a minimal chance of success. What Is that? An expan­

sion of the benlsons In 2. above? Well. the choice ls yours. Remember 
that any aWst.ance given will detract from their ultimate trlumph 
upon completlon. But the objective of this scenario Ls to challenge the 
best of players. not to eliminate their Hrs. So you, the OM. mu.st 
decide what Is best. 
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4. Are the HPs Convinced that 
They've Handled AD the ChaOenges of 

Rahotep's Tomb? 
Well done I Your pretense has succeeded. What do you want to do 

now? 
If you have the time, and If such appeals to you. allo~ven 

encourage-the Hfs to depart. cash In their tre&\.lres, and continue 

explortngotherareasofthe Gorge of OSlrts. As heretofore noted. this 
scenario can be turned Into a minkampal@l. And also as noted. the 
evil Khu of Rahotep wlll be romping about the countryside. commit­

ting and Inspiring great evils. A clue or two should suffice to draw the 

careless adventurers back to this place. Word from the Temple of 

Thoth will certainly come to spur them on to resume their exploration 
of the tomb. Or assassins (perennlal favorites, they) and other Evil 

minions sent forth to exterminate the Interlopers will force them to 
return ... 

5. The Scroll 
lf you'd rather just keep thl~ going. without fooling the players 

Into thinking they've explored the whole tomb already. well. all right 

then; back to the Burial Chamber (Area 6). Place one scroll amidst the 

remains of the mummy; It should keep them looking and direct them 

too. The saoll ls Inscribed as follows. In hieroglyphs: 
• ROB8ERSI 

You have desecrated My Eternal Hou.5e and My form. 
but you shall never gain My bue treasures. 
even though sudt are now beyond My caring. 
CURSE Your 

Then. after you have read the following. continue with Area 7. 

MIDDLE ADVENTURE NOTES 
TO THE GAMEMASTER 

Some of the encounters in the tomb are based on what )Egyptian 

lore describes as the nine parts of a person, thus: 

Ab: Heart. which Is the seat of wisdom-a portion of the s 1lWT. 
Ba:Soul,subllme, noble. and mighty. whichcanremalnwlththeKa 

(below)orbecomerethereal,corporeal.etc.-aportlonoftheS11WT. 

fkh: OlortJied being. which may become a Sahu (lncorruJX.lble 

spirit being}-a portion of the M TRAIT. 
Ka: Double of the physical self. which lives on within the 

tomb-a portion of the P TIWT. 

Khalbet: Shadow. which always lingers near the Ba-a portion 
of the P TRAIT. 

Khat: Body (and oorpse. eventually mummitled)-a portion of 

the PTRAJT. 

Khu: Spirit. which travels where It will-a portion of the STRAIT 

now manifest as a human-headed vulture. 
Ren: Name, which must remaln. for the destruction of the Ren 

will destroy all the other parts (also seen as Ran)-a portion of the 

MTRAIT. 

Sekem: Power and vital force. which goes on to the aftertlfe­

a portion of the M TRAIT. 
Each of these nine parts/entities has the ability to bestow a power­

ful maglckaJ Curse upon those who enter. and thereby desecrate. the 

tomb. These Nine Curses of Rahotep occur at points specified In the 

text hereafter. 

Effects of a Curse 
When any o f these Curses Is bestowed. the Initial effect Is of a 

general sort. The entire party feels a 
~;;:;~i!i~~n~~ palpable wave of doom and Evil 

force sweep over them. Though the 

~---.. Curse will have a subsequent and 
specific effect on one Individual 
(again as given In the text), that vlo 
tlm cannot be Identified or detected 
by any means until the specified 

effect takes place. 

Avoidance 
The Nine Curses of Rahotep are 

principally of Spiritual nature. They 

cannot be avoided or negated by 

Joss. As noted above. each of these 

Curses has both general effects and 

a specific Effect. the latter directed 

at one individual. 

Each persona has a standard 
chance of Avoidance based on S 

TRAIT at Difnculty Rating "Very Dlf· 
ficult. ·I.e .. 0.25 of Spiritual TRAIT 

·~!!~~~ as a percentage chance of avoid­
ing the Curse. However, If the per-

~~~i!!i~~~~~ll sona is carrying one of the Nine 
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!Ml Objects corresponding to the number of the Curse, then that 
Individual Is Immune to the effect of that particular Curse and 
need not check. 

If the subject of the specific effect of a Curse succeeds in this 
Avoidance roll. that effect Is transferred to another member of the 
party. This new victim Is the Individual who Is physically closest to 
the one who has just succeeded In the Avoidance check and who 
has not yet made such an Avoidance check for that particular 
Curse (I.e., no double jeopardy). Thus, the only way that a Curse 
may be entirely avoided Is If every party member succeeds In 
making the roll as Indicated. (Note. however, that the Curse can be 
maglckally removed by the method specified under Removal. 
below.) 

Removal 
Due to the nature and power of these Curses, one can be removed 

only by laying appropriate Castings on each and every member of the 
party (or Including all within the effect Area of a single such Casting). 
If the vlcilm only Is freed, the Curse slips on to affect the nearest 

unprotected personal 

Cursed Death 
If a persona both fails Avoidance of a Curse and dies as a direct 

result of that Curse (by means usually specified In the text). that 
persona cannot be healed or restored to life by any means short of the 
absolute maximum power of mortal magjck (e.g .. a Grade IX or X 
Casting able to manage this feat). Furthermore. the victim's body 
undergoes changes according to the following timetable, unless 
specially treated to negate/remove the Evil. or the Curse is magjckally 
negated or removed: 

7lme After Death 
2ATs 
4ATs 

6ATs 

effect 
Body bqjm to shrivel end dlange physlcaily. 

Metamorpho.sls Is complete; the body is a 
mummy-zomblewith taloned feet and hands. 

Body Is ready to animate. and Is under the 
complete control ofRahotep's Mental com­
mand; such control extends to any and all 

of the Nine Parts of Rahotep (Ab, Ba, lkh, 
and so on to all nine portions). 

The mummy-zombie of Rahotep is detailed In the OP Statistics 
section. Take a look now ... Yes. It's really supposed to be as tough 
as that. Is this Curse-generated effect then merely a matter of time. 
a slow process of sure and certain elimination of the HPs? No. This 
Is again part of the burden that only the OM can assume, because of 
the unlque nature of each group of players. 

Quite frankly, horrendous losses can be expected when risking 
the perils of such a place as this. 

If the HPs are sufflclently powerful to sustain all of the above 
effects nine times, and all the other encounters to come, simply let 
things flow accordingly. Similarly, persorias can survive if they have 
sufficient Heka, magickal protections, Castings. and Powers. practi­
tioners dealing with the demands of so many Curse removals and 
negations of IMI. 

On the other hand. thls Is part ofagame system, which is played for 
fun and amusement. I f you truly must tone down the effect. remem­
bering the mitigation of the various Nine IMI Objects, use the follow­
ing guidelines. . 

Lessening Curse Effects: Adjust the Curse Effect according to 
the statuettes and figurines carried by the personas. as noted 
below. However. on one point I must be quite flrm: Anyone carry­
ing a figurine of Set will suffer dire effects unless that Individual is 
truly an evil follower· of Set. and the same applies to the other 
deities of the Ethos of Gloomy Darkness. The possession of such 
a figurine will absolutely negate any and all helpful effects de­
scribed hereafter, If that person also possesses one or more of the 
other figurines listed below: 

Bes: This automatically uses 1 of the possessor's Jf to mlnl­
mize Physical damage occurring as a direct result of a Curse. 

Chons: This absolutely prevents the Curse from having its 
Effect. 

Isis: This reveals the nature of the Curse magick (i.e .. both 
general and specific. and as dooming anyone who dies), but has 
no other effect. 

Thoth: This empowers Mages or personas of alchemy or 
scholar vocation to employ castings not otherwise possible to 
them In order to remove the effect of up to seven of the Curses, 
although Heka is not granted by this ability but must be drawn 
from some source by the individual. 

Any Sunllght ethos: If the holder Is not cursed, but is of an 
arms vocation or a primitive hunter or warrior, that persona has 
only a 50% chance of falling Into a Curse-related trap. (Alterna­
tively, this bestows a bonus to the Avoidance roll against any 
such trap. by reducing the dice score by-5.) 

Any (other) Moonlight l!thos: The figurine of this sort allows 
any f'Ull or Partial Practitioner priest. mage. or mystic, to remove 
one Curse from one Individual, even if the practitioner hasn't the 
Heka to so do. It will function once per Curse. 

Any Shadowy Darkness ethos: As Sunlight ethos (above), 
but applicable to a persona of outlawry or voyager vocation. 

·such a persona should willingly aid Rahotep later on. to the 
extreme detriment of the rest of the party. Rahotep himself will 
recognize the kindred spirit, and will probably have a telepathic chat 
to set things up for later. You are encouraged to have a private 
conversation with the player, explaining the situation-but warning 
the player that, If the malign-natured persona Insists on siding with the 
party. the persona Is not truly Evil-or at least not a true follower of 
Set. Of course, don't get carried away with kindness from Rahotep, 
either. He will gladly use, abuse, and discard the HP for Demon.feed 
whenever It seems likely to profit him to so do! 

Use some or all of the above as you think necessary for the 
survivability of the personas and the group ertjoyment of the sce­
nario. Note that If you are convinced that the aids above are insuffi­
cient for your players. add whatever else is needed. but please-do 
not coddle inept players! They will never become more expert. only 
remain uneducated and unable players of unfairly developed Heroic 

Personas. 
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THE ADVENTURE RESUMED 
Now on to the adventuring once morel 

7. Stair and Corridor 
Tue HP team can break through the west wall of Area 6 with 

determined effort. 1llls takes about one AT or so If a pair of strong 

personas assail It with stout tools or weapons. 

Note that as this occurs, Rahotep Is aware of the ad. His khaibet 
Jur1<s nearby, and he now calls his Khu back as well. 

"'Yousmashdownthethlckgranlteslabsheathlngofthewau. 
Beyond Is an unlit stalrc:ue. 1he steep steps beyond the wall 
descend 30 feet over a :SO.foot-length and end ata closed door.· 

Undetectable at the base of the stairs Is the khaibet (shadow) of 

Rahotep. As the party descends, the Kha/bet speak.S. 
•Aftergoingdownabouthalfwayyouhearasoundthatseems 

to ftU the whole place. yetis at the same moment a mere whisper 
In your ear. It Is a rasping suswratlon of E\lil whim says: 

•-rour false portals. the ftfth way found. That Is nine. 
I am nine as well. 
So now do I thus CUrse you for your temerity. 
You Seek me and my secrets and treasure? 
You shall ftnd me and it..Jn Deathl 
Soon now you will join Rahotep. but you will be His 

slaves: 
""lbe voice grates its threats no more. but suddenly you hear 

a slow, stuttering aeak.1he door at the bottom of the stairway 
has swung open. Did a deep shadow merge Into the gloom 
beyond? (Be prepared for any quick-thinking player's reaction now. 

If one calls for action, break off and go to the first paragraph after the 

text to be read.) 
•All of you feel a horripilatlon and an icy tingling of fear along 

your spines. 1he fo~most of you experiences a sensation of 
nausea. a brief twisting of the guts, a weakness in the knees. as 
If some plague passed bridly through your body ••• • 

The shadow of the HP team's arch-foe can't be ai>sailed by Mental 
or Spiritual means. but It can be harmed Physically, though only by 

Heka, not weapons. There ls a twoCT period after the voice and 

movement ~ noted for any HPs to read and attack. Tue first 13 

points of PD are absorbed by Its magickal protections. but any 
damage In excess of that amount accrues to Rahotep. The OM should 

not tell the players this, or course, for the HPs would see nothing, 

realize nothing. However, the GM should make a note to reduce the P 

TRAIT of Rahotep by that amount of lrtjury Inflicted on the khaibet 
This, as Spiritual damage through the khutendsto Irritate our villain ... 

Rahotep laid the Curse upon the party himself, by means of his 

khaibet And, yes. he can be In nine places at once! (His problem is 

he wants the nine to be in one place again all together!) The Curse 

mentioned is real-the first of the Nine Curses of Rahotep discussed 

In detail above. It Is delivered against the HP in the lead. or if the party 
Is two abreast on the stair, the stronger Spiritually of those In the front 
rank. If the HP for whom the Curse Is Intended has the Cleaver of Set 
the curse falls to activate. but Rahotep Is aware of this fad and knows 
who possesses the evil Object he longs forl In other cases. the victim 

can make an attempt at Avoidance of the Curse if the player requests 

that at this time. 

As an Incidental effect. this first Curse also masks the exlstence of 

the pit trap ahead. unless the Curse-targetted persona has the Cvll 
Object or statuette noted, or the victim's Avoidance attempt suc­
ceeds (see 7 A. hereafter). 

When the group gets to the bottom of the steps and looks through 

the pivoting stone door, describe the westbound passage for the 

players as follows: 
""lbere is a conidor here. It has no light sources In IL 1he 

passageway Is IO feet wide. so up to thRe people may walk 
abreast If you moose. 1he Door Is smooth marble, as has been 
common thus far In this unusual tomb. 1he walls and cdltng 
about I 0 feet overhead are pla.stered and painted. 1he walls~ 
tun of scenes and text nlatJng to Rahotep's malign deeds, the 
evils of Set and his associates. the horrors of the Evil real~ of 
the Duat. and so forth. 1he ceiling paintJngs are ofleering Devils 
and Monsters. with similar words. A four-way Intersection can 
be seen I 0.1 S paces ahead.· 

7 A. Pit Trap in Corridor: Centered 15 feet beyond the stairway 
door is a pit, which is 4-0 feet deep. Its presence Is masked by the first 
Curse of Rahotep (see above), and Is thus undetectable. However. a 

vague Aura of treacherous color can be discerned if such Is sought for 
through casting or Power. The pit's hinged cover (two pieces. each 
five by IO feet) does not open until (and unless) the victim, or in~ended 

victim, of the first Curse steps upon it. The cover pieces then swing 

down to the sides of the pit and remain there. This is thereafter an 
obstacle, because the pit fills the entire width of the corridor, and the 

cover pieces have no latch to hold them cJQSed. 

(Special Note: If you are given reason to believe that a player has 

cheated and read this section-for example. If for the first time during 
the exploration someone suggests that the lead persona use maglckal 

flight to traverse the corridor or otherwise avoid the undetectable 

pit-you are free to expand the triggering to occur when the cursed 

one steps upon or passes over the pit trap. The opening of the pit will 

negate dweomers and all such maglckal protections. as given below 

In such case. evn play begets evil results. shall we say? Back to the 
main story ... ) 

If, and only If, the entire party avoids the First Curse, this pit trap will 

appear and function normally. In other words, in this case success at 

any attempt to detect such traps will reveal it. and it opens by some 
typical means (whether random roll, 10 or more pounds' weight. 

etc.-OM's choice). 

Anyonefalllnglntothepittakes 1000 polntsoflmpactPDwhenstrlking 

thebottom.rurthermore.spikessetthereinintlidl03addltlonalwounds 
(PD:3D6Plerdngperwound.Strtkelocatlonappticablel).1bewallsofthe 

pit are of rough 5tone. so a survivor might be able to climb out. 

A victim of this first Curse of Rahotep (i.e .. one without the Cleaver 
of Set or who has failed the Avoidance roll) will fall automatically Into 

this pit. for the cursed one, even dweomers that slow or prevent a fall 

(or. for that matter. bestow the Power of flight) have no effect. for the 

Curse overpowers them. 
If the cursed one dies from the fall and/or spike damage. refer to the 

·cursedDeath"sectionaboye.Shouldthepersonabecomeamummy­

zombie. that creature can ascend the pit without difficulty. using its 

brand-new talons to aid in dim bing the rough lltone ... but that will take 

a few ATs to occur. 
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If multiple personasreach the pit simultaneously (e.g .• two or three 
were going abreast). those not cursed have standard chances of 
Avoidance. If the party is (foolishly) running. everyone in the first two 
ranks must make such a check, those at the front with a penalty of an 

addition to the roll equal to the number of feet they were moving per 
CT at the time of encountering the trap's area. 

Joss can be used to better Avoidance chance or to reduce damage 
to minimum if such is demanded Immediately (e.g .• shouted while 
falling). This latter applles even to a cursed victim. 

Any non-evil persona who falls Into the pit and who also carries 
a statuette of any evil entity takes maximum damage (normal 
damage by expending I JF--as above--or minimum damage by 
expending 2 JF). 

Within the Pft: The walls of this pit are Inscribed with the Second 
Curse. which is bestowed by the Sekem of Rahotep when the mark­
ings are seen (whether ornot they are read), or when the pit is crossed 
by any means by a persona not already under Curse. If a persona can 

translate the hieroglyphs. the message is revealed: 
"l'tow the Fower of Rahotep 
bestows Its Second Great CUrse 
upon the jackals who prowl through 
!Us Eternal ttou.se• 

The specific victim of the Second Curse Is that Individual who first 
sees the writing. The fear and nausea apparent from the ftrst Curse Is 
again present here. However, possession of the Serpent Ankh ne­
gates the dweomer's activation. but again alerts Rahotep that this Evil 
Object Is now within his domain. An Avoidance roll applies as noted 
above, I.e .• base 25% of STRAIT chance. 

8. Intersection 
Read the following If the party does not immediately trigger the pit 

trap in this area (detailed below). 
-You have come to an intersection. with side passages lead· 

ing off at right angles to the north and south. Ahead (west) Is a 
pl~tered. whitewashed passage that ends In a blank wall 30 
feet away. No writing or picture decorates this hallway. The side 
passages are likewise unadorned and white. but seem to open 
into larger areas, again aft.er I 0 or so paces distance.· 

In the center of this intersection is another pit trap physically 
identical to the one to the south (above)---4-0 feet deep. with two 
hinged stone cover pieces, and masked by another Curse. the Third. 
The fall likewise Inflicts 1006 Impact PD. plus 103 additional spike 
wounds of 306 Piercing PD each. modified by Strike Location roll. 

Because of the nature of the Curses of Rahotep. the first person to 

pass onto the trap here might not activate It; the pit awaits a cursed 
subject. However. it will also open for any non-evil persona who 
canies a figurine of an entity of the ethos of Oloomy Darkness. 

The Third Curse of Rahotep is inscribed 20 feet above the spiked 
noor. The message of these hieroglyphs is given below. As with the 

Second Curse. the first person to see/cross over the glyphs becomes 
the specific victim, but this dubious honor may shift to another who 

subsequenUy reads and understands them. One possessing the Book 
of &em/tyupon whom otherwise this Curse would be laid negates it, 
but Informs Rahotep that that !Ml Object is within the tomb. 

ExamlnaUon of the walls reveals the writings automatically: 
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"'You can aee plainly tderogJyphk: writing done in red and 
black on the west wall of the shaft. and at about the middle point 
of its depth.. 

If there Is someone able to read the writing. translate it as: 
"Behold the Spbft of Rllhotq 
which brings down the nolaton 
of the l!U.nJaJ ttouae 
of that Grate One 
Illa Third w:.uUon. • 

Any living creature who touches one of these hieroglyphs feels a 

mild revulsion-e feeling of Impending danger and death-then the 

block pivots automaUc:ally. turning Inward to reveal a secret passage. 

This leads to the Inner Tomb (see Area 17). 

The stone block and the small tunnel behind It are both five feet 
wide and seven feet high. However, If the persona pressing these 
glyphs bears any unactJvated Curse of Rahotep. the stone behaves a 
bit differently, quickly sliding out from the wall and falling. This 

outoomlng block typically collides with that (doomed) Individual. 
who hits the spiked floor shortly before a ton plus of stone. Physical 

damage Is roughly 200010 Impact. plus some Piercing for the spikes 

which needn't be bothered with. I think. 

If the stone has oome hurtling forth In this fashion. the following 

phenomena will be produced only when someone enters the re­

vealed ~- Otherwise (when the stone pivots in a well-behaved 

fashion), there Is an eerie groaning. and a hoarse whisper of most 
malign sort comes forth as If blown by an unseen wind: 

"Pools and Robbenl Thus you invoke the Fourth CW5e of 
Rahotep upon yourselves. Betta to have died unborn than to 
suffer thus ••• • 

The first Into the tunnel gets this little •gift.· or otherwise detennlne 
the specific vi dim It random from those hearing the message. I f the 

recipient happens to bear the Bloodied Moon !':.vii Objea, the Curse 
falls to actJvate, but, as usual, Rahotep then knows that Item is within 

his grasp, as It were. 

As soon as the team proceeds along this crawlway tunnel, tum to 
Secondlntertude,page 132. 

9. Cros.s Corridor 
As gven above, this passage Is plastered, whitewashed, and un­

adorned. The stone floor areas between the dotted lines and the end 
rooms (Areas 10 and 1 ~}--essenUally the last 11 feet offloor each 

way-are triggers for traps. Weight on such a section activates one or 

two traps, as follows. Note that each trap and each section (north and 

south) operates Independently. 

If the weight Is concentrated, such as by a typical footstep, poi­

soned spears are thrust out through lightly plastered spots al l along 

the nine feet before the trigger section (l.e., 1(}20 feet from the 
lntersectlon). These protrude from both walls, forming an interlock­

ing pattern. each human-sized vldlm in the area is subjed to two 

spear attaci<s, at 90 BAC. r.ach hit Inflicts 306+3 Piercing PD, with 
modifier for Strike Location, and for armor protection, naturally. The 

Poison Is STR 3~. Instantaneous. one Ume only. Note that the spears 

withdraw Into the wall once all weight ls removed from the trlggerlng 

section of the floor. They will operate again and again. but Polson Is 
effective onoe only per spear. 

I f the weight on a trigger section Is less concentrated (e.g., If the 

personas are crawling. thus dispersing their weight). heavy poi­
soned darts are shot down from the ceiling (again springing from 
lightly plastered holes) throughout the same area ( 1 (}20 feet from 

the Intersection). l':.ach human-sired victim Is subject to six dart 

attacks at BAC 75 each. l':.ach hit inflicts 206+1 Piercing Physical 

damage. with modifier for Strike Location, and for armor protec­
tion, naturally. The poison Is STR 13, Instantaneous, one time 

only. Note that there are reloads. Whenever dispersed weight Is 

removed, the mechanism for another volley winds, and fresh 

missiles are set. They will operate six times thus, each new shower 

of darts with STR 13 Polson. However, any persona employing 

Perception (either sort) and succeeding In a roll at Difficulty Rating 
•Moderate" will discern the likelihood or this trap operating more 

than once. 
Note that any (and all) specific victims of Curses who die from traps 

herein wlll become mummy-z.ombies In 12 ATs. as detailed In the 
special OM notes for the Middle Adventure (page 112). 

10. Chamber of Sun Deities 
No Aural reading can be obtained herein, and any Heka reading 

will be very hazy. It Is as if the place Is well shielded against all 

reading.s-protectlon of this island of Oood amidst the sea of evil, 
perhaps? In fact. full healing, Heka, and even the reward of a Joss 

Factor await just down the hall. In Area 12. There are merely a few 

minor trials beforehand. Now bring everyone up to speed: 
"'You proceed northwards along the corridor Into the larger 

area It leads to. You see a 30-foot-square chamber with a 
celling 20 feet high. There are no other e:du apparenL 
Around the far walls-north, east. and west-are nJne bu· 
man-sized figures, each standing on a three-foot-high plinth. 
Before each statue is a stone block. perhaps an altar, with 
objecl5 thereon. The ceiUng is plain, but the walls are painted 
with scenes and covered with ancient hieroglyphs. The Door 
ls hard sandstone, and the Idols appear to be of the same 
material.· 

On a blank slip of paper. write the following note: 

"Read the following aloud: your persona beUeYe$/t: 'U each of 
m choo.sa a guardlan and doe5 eYeryth/ng alike togethtr, 
there will be no 5topplng mr· 

Hold the note for now. 
The writings on the walls praise ~o.se Great Ones Who are here 

assembled for honor.· The deities portrayed herein are: 
A. Ra (hawk-headed god) 

B. Rail (female deity, con.sort of Ra) 

C. Hathor (beautiful goddess) 

O. Herakhty (hawk-headed young god) 
E. Menthu (man crowned by two plumes) 

F. Sekhmet (lion~eaded goddess) 

G. Shu (human figure, bearded god) 

H. Cheprl (scarab beetle-headed god) 

I. Mehurit (cow-headed goddess) 

The statues are masked by powerful Illusions of Grade XJll, and are 
actually as follows: &111 Mends (A. B). Demons (C. 0) Devils(!::, F). and 
Monsters (0 , H. I). 

116 GDW Necro1x>lis Campaign 



Before each figure Is a small stone altar upon which sits a lamp. a 

flask containing perfumed oil, and three flgurlnes of the Idol. (1llese 

actually depict an rMI enUty, as noted above, but are also masked by 
the illusion.) 

If any party member picks up a flgurlne. ask If that persona already 

tim one like IL If the answer Is yes. or the persona has a flgurlne of 
Thoth, that Hf realizes Instantly that this new statuette Is false, and 

can see through the Illusions on those (three) flgurlnes and on the 

large Idol m well. This ability does not, however, extend to other Idols 

or other statuettes. If the answer Is no-that Is, If the persona has no 

flgurlne of the deity-the pel'300a receives a sense of well-being. the 

urge to anoint the statuette with oil (from the flask), and then an 

Inspiration to ask the deity for assistance In overcoming the threats of 

this place. If this ritual Is completed, the Individual then feels assisted 
by a powerful entltal fon:e. 

Hand your note to the p/s,yer (who must then read the appropriate 

portion aloud). ShorUy afterwards, at a suitable time, announce that 

the knowledgeable persona has been poking around a bit. and has 
found the secret entrance detailed below (IOA). That persona will 
head for Area 12 before leaving this room, for you will have the HP do 
so If the player hesitates-but In an appropriately cautious and 

normal manner (keeping the sltua.Uon uncertain ... ). 

l'lotet If a persona manages to pierce the illusory vells of all these 
statues or the dweomer Is negat,ed or dispelled, any and all other­
wise Jnlluenced personas will no longer belleve that having a 

statuette of one of these vile th/~ Is wise. They will see through the 
dlsgu/ses and know these are figures of malign and dangerous sort. 

I OJ. Secret Doell' Ir Beyoncb The secret door opens when the 

altar block before statue I' c·Sekhmet• /Devil) ls slid to the right (east). 

Read the following; 
"Beyond the eec:ret door 1111 a normal passage 30 feet long. It 

appears to have been disturbed by something: the pl•tered 
walls se stained and aacked. and the marldn!J9 upon them are 
dlsftgured and faded. 

• .u the end of the p&Yllge, a small crawlwa1-threefeet wide 
and just a bit higha--penetrates the west walL But along the 
east wall centaecl about 15 feet rrom the secret tunneL ls a 
large.stoutcedardoor.boundwithlronandsheathedlnbronze. 
Above It Is a stone dnteL supported by stone posts that ftank 

the doors. the posts and lintel are engraved with hieroglyphs. 
Do any of you wish to examine themr 

It Is unlikely that the glyphs will be read. considering the effects of 
reading previous glyphs (I.e .. Curses). If the small crawlway Is lnves­

tJgated. tum to Area 11. 
The Door: The hleroi;#yphs on the lintel read .,.,efu.en.netetv• 

(Polson or the Gods). The phrases on the posts (one on each) are 
'7Yav-twl&-Tet'l'OI' of the Underworld.• and Tat-netcbd--the 
Dead A .. enger. • 

The door cannot be opened except through conversation with it. 

Th.ls Is In mimicry of certain portalS In the Dual ... If any persona has 

fallen vlctJm to an rMI enUty from Area lo. and has thus picked up a 
figurine, this door will open to that HPs simple verbal request. The 

Auras are or both malign hue and dangerous ones. Heka of Super· 

naural potency can be seen, If so possible. coming from this object. 

In the cme of persona-s without the fMI figurines, the door will 

otherwise animate and speak maglckally. asking questions. If the 
correct replies (shown below) are given. the door opens. 

Question: "Who ls the add oCDartmessr (Answer: ·Set. I 
Question: "Who ls add' of Set's Worktrsr (Answer: fJthei: 

•Rahotep· or ~ Set Rahotep. · ) 

Question: -who are Worthy olDeathr (Answer: "We are." or 
any other similar reply indicating the party members. all hu­
mans. etc.) 

If correct answers are given. the big door opens automatically. 
If wrong answers are given, or If no reply Is made, three Guardian 

rt ends appear, one before the door and one before each pat. Again. 

this Is an aping of occurrences In the Underworld. All cany shields; 
their large weapons are (from left to right): axe (two-handed), mace 
(two-handed), and sword (hand-and-a-half). The center f'tend speaks, 

as follows: 
leU us your names now, mortals, that we may escort you 

properly to the fair ftelds of Re-atau. It ls only by name that you 
may command entrance, you know.• 

Death, rMI. lies herel Those can be detected by any using Heka to 

discover such lnfonnatlonl Yet there Is a shining of beneficence from 

beyond the doorl It Is certainty a paradox. and you should make sure 
the persona Is puzzled by this contradlctJon. and curious! 

The Mends will attack shorUy, whatever the personas say. If foollsh 
Individuals give their correct names. they are In serious trouble: such 

knowledge gives the Mends the ability to command them lrresl5tlbly 

(I.e .. noAvoldanceroll)orattackSpiritually. Ifnonamesareglven, the 

fl ends simply use Physical com bat. If any names have been offered. 

thel"lendstrytocommandtheirvlctims. sayingthfnGsllke "taydown 
your weapons1• or ·siretch forlh yow neck for my axer If the 

personas have given false names or nicknames. the atempted com­
mands will have no effect. As noted, however. anyone giving a correct 

name must comply Immediately. 

If the characters ask the Mends for their names, the rMI ones laugh, 

saying. "l'le .. er Mall you Jcnow them. foollab mort111sl• But In fact. 
their names are plainly written about the doorway, and each Mend 

stands before his own name-Neru-tuat to the left, Metu.en-neteru 
before the door. and Pat-netchet to the right. If these names are used 

prefatory to commands. the f1ends are utterly powerless to resist 
such. These three are capable or opening the door, for example (since 

It Is their force that animates It), but are maglckally blocked from 

entering. They do not know what lies beyond the door. They can be 
commanded to guard the crawl-5pace (Area 11 ), and will the~ 

prevent the arrival of snakes. If commanded to leave this oorrldor 

(which Is 10 feet wide and~ feet long), they scream and vanish. for 
such destroys them. 

Note that If a cursed persona Is slain here, the metamOlphosls 
commences. (See Middle Adventure. page 112) 

If at any Ume hereafter the HPs retreat to outside the range of the 

f'tends (I.e .. beyond this corrldor), the creatures vanl.sh. They will 

reappear, In perfect Mental. Physical. and Splrltual form (no longer 
suffering from previously accrued damage. If applicable), when and 
If the team members again dally or refuse to answer the door's 

questions. 

The Mends' shields are usable safely by any persona When any of 
their weapons is touched by any non-rMI creature or being. It bestows 
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a curse: a +10 penalty to all dice rolls for InltlatJve. combet. and 
Avoidance made In the next 13 ATs. This curse ts removable by 
standard means, but not while an Individual still carr1es the cursed 
weapon. The curses are difficult to remove from the weapons them­
selves. being of powerful, Orade xm sort of dweomer. Mnally. the 
weapons lnfllct nonnal damage when used while imder the malign 
dweomer, but If that Curse ts removed, theyglvea-10 bonus as noted 
above when wielded against IMI foes. 

!'or data on the Ouardlan Mends, see Of StatJstks after Chapter 9. 

11 Craw~ Tunnel 
-niae appears to be a low tunnel here hlddm behind the 

partially fallen plaster. 1be stuff pulls away easily mough. and 
you see that there Is a three-foot-square shaft heading north. It 
Is evidently hewn Into the natural sandstone. There Is no sound. 
but you can detect a faint odor of Incense.· 

Thecelllngofthlspassageslantsdownward by three Inches per five 
feet. thus being one foot. nine Inches high at the southern side 
pmsage(toAreas l l 8~C)andameresixlncheshlghattheentranc:e 
to Area 1 lA. The snell of Incense comes from Area 118. 

Arr/ noise In th1s passage both alerts the king cobras that have a 
ne!t In l lA and tJW1s a casJng whoee dweomer enrages them. 
Once alerted and lnttated, all cobras present move towards the party. 
from four to seven (103+4) are here-two to six If any like snakes 
were killed In the area of tlssures out.side the tomb-when the party 
arrives. If these are eventually slain. two to six others will arrive within 
an hour (unless the party has earlier sealed the exterior tlssure), and 
two to six more within another hour. Read the following when and If 
characters enter the crawlway, but notwhen noise occurs In the outer 
corrldor (e.g., before the door to Area 12). 

1 lA. Cobnl rlesb The celling of this room Is rough and of varying 
height. ranging from six tol8 Inches. There Is nothing In this place If 
there aren't snakes!. 

118 a C. rlormlll lloom.9S "You ftnd beyond the aawlspace a 
room of 15 feet length and IO feet width and helgbL It Is plain 
and unadorned. but there Isa scattering of odd objects within.• 

The celling throughout these areas Is of normal height (10 feet), 
right up to the Intersection with the crawlway. The junk In each 
happens to be stuff brought there by offhand chance and odd acci­
dents. Both rooms are transporter /receivers. sending to other places 
anything and everything entering them through the doorway. The 
duratJon of the Meet Is two to four Critical Tums ( 103+ 1 ), after which 

the Meet ceases functioning for one AdJon Tum. Anyone and/or 
anything sent In perts within the two to four er nme duration of 
Meet- such as by poking a hand In, losing It, and then diving In to 
follow It-ts reassembled properly et the destination. (Whew! But 

what a scare for the persona concerned.) However. thlflG' apart once 
the Meet ceases will remain so ... 

Note that Area l lB smells faintly of Incense. (See page 122 for 
details.) 

11 B: This sends things to and receives th.lngs from Area l 3B 
(q.v.). 

llC: This sends things to and receives thing.! from Area 15C 
(q.v.). 

12 The Mortuary Chapel 

s There Is a shrine of purple ~ wlh blackgeen OJI.. 
umns. end one white (alaba!iter) fVJreofRahc:teptower· 
Ing above all. In the side room ire othtz ~ d black 
(~). ~~drtuik.softhe&m~ofM'.810. 

I: Aqua-blue radiance pervades the ertlre area. 
D: Yarylng. broken by pillars and shrine. 

H Afaimanddlstaltslgtllngandm~can be heard If all 
Is quid arnong5t the party; per1o<lc hollow buzzhlJl end 
d199aiarXbellowslltrudeaboYe~lnthe\BJSI 

hushed voices ~ In dang.!roUS settirgi such as this, 
but are drowned out by ary g'eater pmty noise. 

A An Aura of danger pervades the place. Agathocacologlcal 
hues (mixed Good and evil) emanate from the black 
statues; malign hatred from the~ of Rahotep. 

D Preternatural Heka radiates aroimd the shrine; SUper· 
natural Negative energy from the figure of Rahotep. A 
nebulous l!.ntital Heka from some unknown dweomer 
hang9 as a cloud everywhere else, thickening around 
each (black) Idol. 

0 The fragrance of sweet flowers and the burning stench of 
offal are present; both Intermingling. yet dearty dis­
cernible. 

VII Script.: •CUnetJ be all tha5e who eater here/• (a false 
vexation, aimed once again at lulling trespassers lrto 
Ignoring the actual curses). 

S Note that those who have succumbed to IMl Influence by 
taking a statuette from Area 10 are herein subject to 
other Influences. 

Upon the Hfs' passing Into the alcove area read: 
·Just lmide the door Is a I O·fool-eqwre utechamba'wbere 

you stand. Beyond Is a hall. 30 feet broad and lO fed deep. In 
which stand seven pillars. Towering In• receM In the far wall ls 
11 huge. white stone statue. 18 feet tall and eight feet wide. It 
appears to be of Rahotep. &:f~ the statue .. a plain alta ud 
within nkhes In the stone to either side are woodm coll'en. 1'lwn 
are exits In the \lldnlty or the farthest pilJa"s to au.r 8'de. • 

Arrjone who speaks the name of Rahotep In this chapel, whether by 
force or voluntarily. falls imder IMl Influence. Such persorm are 
forced to proceed to the side room, In which stand the nine black 
statues (M ). This ls explained below. 

Otherwise, If nobody touches anything In thls area. nothlqJ hap­
pens. The whole place can be explored safeiy and examined Wlually 
and through Heka. Touching the altar or Items In the coffers can lead 
to problems. 

The side room (In which stand the black statues with their golden 
masks) can also cause a problem, but only for those who have 
succumbed to the evil figurines from Area l 0-<>r again. those who 
handle things Improperly. 

Cof'fa-sa The coffers In the niches flanking Rahttq>'s st.able are filled 
with g::ilderl flgurtnes. ritual servloe pletts. and othtz terns. as follows: 

Lelt.(nath)c.dfer:~setwlthgems,grote.rod.hedmd 

(with asp form). oopper ciawer; and six flgurtnes ~). 

118 GOW Necropolis Campaiun 



Right (South) Coffer: Plate. chalice set with jewels, ewer. 
cistern. thurlble. crook. flail, unguent box, oil jar. and six figu­
rines (gold). 

The figurines depict fiends. Demons. Devils. Serpents. and Mon­
sters. All exude Auras of evil. and all appear valuable-worth. In fact, 

10.000 BUCs each. 
f.oct1 plan metal altar piece (in the right cdfer) Is worth 13.000 BllCs. 

each clthe other plain derical l?Wfll'S (In the Jeft.cdfer) ls worth 16,000 
BllCs. 1ho9e with precious stones have lODlOxl0.000 BOCs added 
valuel 

Touc:hlng 'lbing.9& Anyone who touches either the altar or a figu­
rine receives a telepathic mes.sage. Read the section In shadowface 
type to the appropriate player. doing so In a manner which precludes 
the others from hearing this. 

A persona cl Priest~ft ~tlon who touches any of the service 
pieces or trappings must succeed at an Immediate Avoidance (SMCap 
at DR "f.asy") roU or else start a Ceremony of evil (also see below). 
Such a check must be made for each Item so touched. 

Any non-Priestcraeft Vocation persona who tries to touch any of the 
service pieces or trappings must succeed In making an Avoidance 
roll for an entirely different reason. again against SMcap. Difficulty 
Rating •ttaro.· Luckily. If It fails, the HP won't wanttodoanythlngso 
stupid. as a revulsion fllls the persona with a strong antipathy 
towards these malign Items. If successful the HP can and may touch 
and/or handle the Item as desired. The touch triggers a Negative 

Heka which Inflicts 1 D6 each Mental, Physical. and Spiritual damage 
(perpleceorltem). andalsosubjectsthepersonatoanlMllnfluence 
dweomer. which can and might produce unfortunate results If the 
side area Is entered. The IMI Influence remalns If the Item Is later put 
away or discarded. 

Note that no persona with a statuette of Chom, /feru, lsls. OSlrls. 
or Thoth will have any desire to touch this stuff provided the 
Individual considers the figurine possessed prior to contacting 
these malign things. 

Telepathlclllessage'•Rabotep conunend• JOU for your 
bomage to blm In death. Your dece<:111Uon of b141 Btemal Houee 

wW be fo.rgtven lf JOU but accept btm now M 1our meeter. bJ 

MJtna bl• name aloud. In retum, Rabotep wlU allow 1ou to 

depart. taking wltb you a golden maak of wblcbever faablon 
)'Ou chooae. Know now tbat each maak confena -glcllal power 

and great Heka and Hekau lo tile weuv, enabling blm to walk 

wltll Ule goda, to uee Ule Worde and Oeaturea of Power, and to 

dwell In Re-Stau wlUl all manner or rlcbee. Now apeak tile 
name or l\abotep and receive 1011r rewud. • 

If the HP hearing this Is under evil Influence (because cl either a 
figurine from Area l 0 or one of the Curses of Rahotep). that persona 
must now check against s 11WT at DR ·oifficult. ·or else comply with 

the mes.sage. Anyone not under IMI Influence can Ignore the words 
or not. as that Individual decides. 
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Remember that anyone speaking Rahotep's name herein falls 

under IMl Influence and proceeds to the side room, unless lnterven· 

Ing dweomers. Castings. or Powers negate to dispel the malign 

compulsion. 

Ceremonyt If a persona o( Prlestcraeft Vocation succumbs to the 

de.sire to conduct a Ceremony of IMI here (or. or course, If the persona 

does so voluntarily), that Individual proceeds to lay out the service 

pieces, then dons and takes up the vestments and trappings, all of 

which are contained In the wooden coffers flanking the statue. The 

persona mlgl¥ comment to others nearby that such a ceremony ls 

critical, In the HP's officlal eccle.slastlcal opinion, to the banishment 

of Rahotep's presence In this otherwise fine place. 

As the Items are handled. the b~und sighing suddenly In­

creases ln volume. becoming an accompaniment to the hollow. 

voiced chanting. The sounds fill the whole area. 
A deep red flame (representing the clerical Individual) springs 

allghtlnthealrabovethealtarstone.lfanyotherpersonalsunderany 

!!:vii Influence (as above. Including cursed by Rahotep). another 

smaller flame for each such Individual flanks the priestcreefter's. 

(Note that the ceremony has not yet begun.) 

each persona In the area lndudlng that one •officiating.· must 

succeed In a roll against S 1RA1T et DR "Hanr to avoid joining in the 

worship. A penalty applies to all rolls. There ls an addition to the dice 

foreach persona under !!:vii Influence each flame, causing a+ 2 for the 

priestcraefter, + 1 for all others. If everyone avoids (or breaks away 

from) the ceremony, the flames vanish, the priestcraefter If brought to 

hlsorhersenses, andall IMl lnfluen~ndudlngal/llngerlngCurse 

effects-ere removed. If the one conductJng the ceremony remains 

under the malign compulsion, that persona wlll EJ> on. or If any o( the 

others remain affe<i~ven one alone-tlley will try to conduct the 

ceremony on their own. The only way to stop matters is for those 

unaffected to prevent this from happening. using such Physical force 

as might be nec.essary. 
If all the service pieces are upon the altar. the flames are alight. and 

the person conductJng the Ceremony of IMI Is wearing and/or wields 

all the proper Items, the service can begin. This remainder Is simply 

a recital of a few vile words and the making o( a few gestures. all of 

which come automatically Into the mind o( the persona(s) Involved. 

The whole takes only three BTs. and If Interrupted In some way (by the 

removal of a service piece, for example), the ceremony can be 

resumed where It left off. 
If the ceremony ls so lrterrupted. the persona oonductJng It will 

consider the interruptJon a threat to life. and will ad acx:ordlngly. That 

one Is fanatical, rabid. a burning zealotl The persona dalms that the 

others are under the spell of Demons, and Insists that the ceremony 

is critical, being the only way of banishing Rahotep. Any others who 

have joined in will assist that persona as they can, but not so forcibly. 

If the Ceremony of IMI Is successfully completed. all who willingly 
joined in It become mere puppets of Rahotep. f.ach is now Unked 

Mentally and Spiritually to him. They will urge. try to convince, or 

even forcibly escort the others Into the side room. rurthermore. 

anyone who ls the spedflc victim of one of the Nine Curses of 

Rahotep falls dead at theend of the service. and the metamorphosis 

to mummy-zombie form commences Immediately. completing the 

transformation In six rather than 12 ATs. And finally. all those who 

were compelled to join In the Ceremony (by a falling their roll) suffer 

a +10 penalty to all subsequent rolls regarding like matters In the 

side room area 
Side Room: The SHADOWS note at the beginning of this area 

applies to this side room as well as to the chapel proper. Nine human­

sl:r.ed figures of black onyx st.and along the walls, each upon a three­

foot pedestal. Upon the race of each statue ls a golden mask. The 

masks are of the most exquisite artistry. Their weight makes eadl 
worth some 10,000 BUCs In gold. As objects d'art each Is worth 

l.000.000 BUCsl The statues, thus arrayed with masks, appear to 

represent the same nine gods of the Sun nature as were found In Area 
1 o. and In the same order. 

A. Ra (hawk-headed god) 

B. Ralt (female deity. con.sort of Ra) 
C. Hathor (beautiful goddess) 

D. Herakhty (hawk-headed young god) 

e. Menthu (man crowned by two plumes) 

r. Sekhmet (lioness-headed goddess) 

0. Shu (human figure. bearded god) 

H. Chepri (scarab beetle-headed god) 

I. Mehurtt (cow-headed goddess) 

Again as In Area 10, the statues are masked by powerful Illusions 

employing Supernatural Heka equal to Grade XIII Casting. and are 
actually as follows: IMI f'tends (A. B). Demons (C, D) Devils (I!:, I'), and 

Monsters (Q, H, I). 

However, unlike the former statues. the visages beneath the masks 

are those of the true beings. 
Any HPs who are now puppets of Rahotep willingly take masks from 

the statues and don them. 1111.s cannot be avoided. and there Is no 

check against anything. It happens. 

every persona who ls underfMI Influence of any sortmustsucoeed 

In making a roll against SMCap et DR ·Moderate· upon seeing even so 

muchasoneofthe.semasks. fallurelndlc.atlngthatthelndMdualgets 

It and puts It on. If the Ceremony o( evu was completed In the chapel. 

those who were compelled to join In roll at DR "Hard.· 
Others of the team are free to don the masks or not. as they see flt. 

However, all such personas who reach for a mask must roll aiJllnst 
SMCap at DR ~. • success lndlcaUng a foreboding of doom, and 
they can avoid touching the mask. pulling away their hand In time to 

avoid contact. 

Anyone who dons a mask Is possessed by the spirit o( the approprt. 
ate r:vll being. Those possessed try lmmedlately to slay all who me not 
so Inhabited. Of course. those others can try to pull off the masks 

worn by their comrades, the vlctJms of this horrible IMI, and this 
might succeed. A Combat lfand.ro.lland (Lethal or Non-Lethal) suc­
cess Is sufficient to remove a mask. (Thank Goodness for thetl) 

Removal breaks all the Influences of malign sort, but It doesn't 

remove Curse Meets. 
After thlng.9 quiet down (or of course, If nobody dons a mask In the 

first place), the statues and masks can be examined carefully without 

Physical contact. Those personas not under any IMI Influence (or 

curse) can see with ease tiny demonic features on the masks, and can 

even detect without benefit of Heka a slight but definitely malign 

Aura. Thegoldlsthln. buttheworkman.shlplsexcellent;theltem.sare 

deflnltelyworth over 100.000 BUCs each If sold to a dealer In rarftles 
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or a collector. Too bad they can't be safely packed away ... 

Any Good HP passing near the altar locale In the fore<hamber on 
taking leave of this place will have an urge to use a weapon to destroy 

that altar. If that lndlvldual does so, she or he will discover that the 

sixth of the Nine evil Objects was secreted therein. This Is the 

Blacl<ened sun. It has the Auras of IMI. Death, and something 
undlscernlble, but which seems to counter the lll ... almost. It has a 

Heka emanation of potent Negative Supernatural sort. It will be 

recognized as belonging to a set (pardon the pun) If the Hrs have any 

of the othersoflts Ilk. The persona flndlng it will certainly wish to retain 
this object! 

Results 8r Rewards: With respect to the following. keep careful 

account of what transpires, and announce the effects when the party 
returns to Area 10. The only exception Is healing of damage. which is 
noticeable as soon as It occurs. All rewards come directly from the 

deities of the Sunlight Ethos depicted falsely herein. 

1. If the masks are collected as treasure and left Intact, a 

penalty to all attempts to avoid Evil attacks of any sort-Curses, 

Influences, castings. Physical, and so forth applies to each 

person carrying one. The penalty is+ 13 to the 0% roll, per mask 
canied. 

2. If the masks are destroyed, but the gold Is retained as 

treasure, all who participate In or approve of the procedure (I.e., 

any who do not actively object) galn the following benefits: 

restoration of all P 'JRAIT points taken as damage, and all Heka 

restored (personal and that In Items/reservoirs). 
3. If the masks are destroyed and ncthlng Is retained, benefits 

apply as In the paragraph above, with the addltlon of the following: 

a. All Mental and Spiritual TRAIT points taken as damage 

are restored. 
b. All Evil lnfluenres, Unks, and Curses vanish utterly. 

c. All statuettes and other evil Items (except any of the 

Nine IMI Objects, of course) in the personas' possession 

disappear forever. 
d. An award of l Joss factor Is be.stowed for each mask 

personally destroyed (i.e., to the lndlvidual actually per­

forming the work). 

TheJact maybe modlfied, attheGM'sdisc:retion. to be adlvlslon of the 

total JFs ( 1 per mask) amo~ all who either participate In or approve of 
the de&ruction. This Is especially recommended If. for example, some 

personas stand guard so that ethers may perform the work. Joss should 
na. however; be awarded to those who avoid the work because they fear 

that they will be cursed or ~d In the proc:essl By the same token, 
th09e who are sorely hurt but who nevertheless take PESt In destroying the 

masks may be sjve.n an extra Joss factor or 2. 
When the party returns to Area 1 o. you mayannouncethe unrevealed 

effects, including JF awards. If anyone stops therein to destroy Evil 

figurines that remain, award 1 addltional JF if the recipient's JF total 
is 8 or less. (Award 1 Jf per persona if two or more take part.) 

Also in Area 10 you may choose (agaln at your discretion) to single 

out one persona whose performance has been eitemplaty during the 

exploration of Areas 10 and 12. If some player has constantly acted 

properly and made suggestions In a manner that would have resulted 
in the most favorable outcome. and especially If such advice was 

ignored by most or all others, you may have one of the statues therein 

animate and speak to the lucky Individual, as follows: 

"{Heroic Persona Name). you are a hO'O worthy of the pnlM.tJ of 
aJJwhoaccompanyyou.t(DeltyName},batowuponyou(Award}. • 

Insert the appropriate names of the HP and deity. The award should 

be either a new K/S Area (something which suits the actions, nature 

of the deity giving the award, and/or nature of the recipient) at a 7 
STIZP. a Quirk or Power of useful but not overwhelming sort (recog­

nize a Demon or its Uk if within seven feet, or become Invisible once 

per day, or transform Into a specific creature-perhaps a falcon­

once per day, or heal 10% PD once per day, etc.) The reward could be 

3 AP /XS to be used lmmedlately. This Instant recognition of good play 
should encourage the individual responsible to keep it up, the ethers 
to be more conscientious and emulate that example. 

When the party leaves Area 1 O heading south (towards the lntersecr 
tion), remember that the trap mechanism can still create problems. 

The spears, if not destroyed, have withdrawn Into the walls, and the 

dart trap will be reloaded. Such Is life In this dangerous burial place ... 

13. Statue of Rahotep 
As the team heads eastwards along the corridor to this place, 

remember the traps! When they can see Inside the area. read: 

""lhe room ls 30 feet square, with an small exit about ftve feet 

wide and seven feet high In the west wall. In the fa left hand 
(southeast) corner of the chamber ls a huge statue of the Evil one, 

the arch-enemy whom you seek. (lbe players should pick up on the 
clue, the avoidance of mention of Rahotep's name I) It stands upon 

a four-foot plinth and holds a great Iron rod In Its hands. On Ute 

noor In Ute center of Ute room Is a circular mosaic showing Ute 

12 dlvlslom of Ute sky, with a bronze dial In the center and a 
pointer topped by a bronze knob.• (Note: The statue Incorrectly 

appears In the center of Area 13 on the color map. It should be In the 

southeast corner; as stated above.) 

As soon as anyone iteps into the room, the statue's eyes (Inset with 

crystal globes) glow with maglckal power as a casting of Directed 
mum/nation is activated. This simply causes ilght to be cast In what­
ever spot the personas gaze. as twin beams six feet In dlameter shine 
from the statue •eyes• to a distance of 60 feet. SUch light is daylight 

bright, but the room Is otherwise lacking In light sources. 
The walls and ceiling are Inscribed with many forms of writing and 

Illustration. There are dweomers laid thereon, as well as on the statue 
and dlal (and also in the western rooms 13A. B. and C), and these 

produce a confusing blend Heka sources and strengths which can't 

be separated by HPs attempting to so do through any Power of Cast.Ing 

of their own. A general Aura of uncertainty pervades the chamber. 

Note that directly below the statue is a secret trap door; which gives 
access to Areas 14-16. 

Wall Paintings a 11frltings1 The depictlons here are of Rahotep 

and various other A!gyptians, male and female, royal, noble, and 

commoner, all engaging In religious and domestic actlvltles. Rahotep 

is seen In various situations: eating. attended by slaves and servants, 

entertained by musicians, dancers, and penormers. acrompanied 

byhisharemofeoncublnes,speaklngtoanaudienceofiesserPrlests, 

and so forth. Hieroglyphs and hieratic script recount his typical 
activities, and state that these things and more will be eajoyed by 

Rahotep after death. 
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On the north wall ju.st west of the entry Is an admonishment aimed 

at Intruders: 

"/Vote all the great happln~ 

ofRahotep, 
and know that the Set Rahotep 
wlU have greattt joy $tlU. 

Welcome to all you who enttt. 
for you win M:f'll'e 

undo- lilt powa- and plesuure." 
Zodiac, DlaL and Point.en Read the bold sect.Ion below aloud. But 

as there Is a good bit of and to It. so you should need to be aware of 

a few thlng.s beforehand: 
When the pointer Is turned, there will be various musical noises-­

strings plucked, harps strummed, bells tinkling. a clstrum being 

shaken and thumped, drums beaten. atambourinerattledanddapped, 

a gong sounding. pipes playing. horns of reed or brass horns winded. 

and even somethlng like a bagpipe whining. Mix It up as you llkel 

Various scents will also come forth-flowers, musk. perfume, In­

cense, spices. etc. All of this Is meaningless. 

As the pointer moves. the statue revolves on Its base. Its eyes can 

be thus so turned as to prevent the normal spotlight Ulumlnatlon they 

provide otherwise. Although the movement Is as meaningless as the 

other effects above. the results might be otherwise. If the statue Is 
turned a full 360°, the base begins to tilt Imperceptibly toward the 

northwest. In 50:5 CTs thereafter, the statue topples over. Those 

whose attentions are still fixed on the zodiac may be unaware of the 

event. and might thus have no chance to avoid the falling mass of 

stone. Note that the area of Impact Is 24 feet long and nine feet wide; 

the statue will fall aero~ most of the 

diagonal of the room. 
Anyone watchl.ng the flgure will see It 

Ultlng and wobbllng. They need not 

check to avoid the coming fall. and If 
theyshoutawarnlng. mast others In the 

place should be able to get away with· 

out trouble. Otherwise, alert personas 

to avoid belng crushed to death by an 

Avoidance roll at DR ·l:'.asy" If directly In 

the path of the thlng. otherwise against 

Perception, Physical or Ment.sl (player's 

choice) at DR ·easy.· !'allure Inflicts 

20D 1 o PD. while Special ra11ure Is ln­
&ant death. 

If flgurines are obtained from Area 
1 :5C (hereafter) and placed on the 12 

wedges of the drde, the zodiac device 

will becomeanactlvetransporter. When 
the pointer is moved dockwlse and 

sopped wlthlnanywedge. everyone within 

the room Is sent (with all they wear and all 
equipment carried. but without anything 
which happens to lie elsewhere) to air 

other area The zodiac number corre­
sponds to the room number of the deS> 

nalon. as@ven In thJs key. for mostJoca.. 
tlons. choose a vacari central area ror 
either Area 8 or Ar~ 9. the destination Is 
the center of the lrtersec:tJon (i.e.. with 

some above the pit). as the later ls equally 
spaced to either side. !'or Area 7. the 

destination Is also above the pit therein. 

Now to Inform the players ... 

,nlald In Ute center or Ute s tone 
floor ls a drcle or bronze. IO reet In 
diameter. Brome strips dMde ltlnto 
I lwedgesor equal she.Each wedge 
ls rashloned or Inlaid stone and tile 
to depict one o( the bOU5es of the 
Ancient A!gyptJan zod.lac. 
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•Attached to a large bronze dial In the cmla' of the drcle Is 
a three-foot-long bronze point.a'. Gold markings are Inlaid in a 
fteld of black near the center: these are A!gyptlan numeral 
hieroglyphs. one for each wedge of the drcle. The orientation 
seems to be towards the north, for the mad( for • 1 T lies in the 
wedge nearest you. that of • 1 • Ues In the north-northeast 
wedge. •2• In the northaut wedge, and so forth. 

"'Between these numerals and the depictions of the zodlacr­
whlch will be desaibed for you in a short time-are 36 gold-gilt 
c:artouches, three in each wedge. 1hese apparenUy give the 
names of deities-but none that you recognize in the slightest. 
FUrthermore, strange male deities •e depicted in brilliant 
color at four points outside of Ute drcle. AU of them hold oddly 
shaped devices in Utdr hands. and each has a human body, but 
multiple heads and wings. 1bese are as followsi 

"l'tearest. at 12: Pour ram heads, four black wings. 
At 3: Ram and beeUe heads. four gray wings. 
At 6: Lion and scorpion heads. four red wings. 
At 9: Serpent and hawk heads, six green wings. 

•And ftnally there are the l l depictions of the zodiac Itself. 
These are as follows. starting with the one nearest to the door 
and proceeding dockwlsez 

·11. Straight.horned blue ram aowned with four plumes 
(red. white, blue. and gold), on a pale-grun fteld. 

• 1. Fair of great ftsh with pearly teeth. one coral-hued 
and theothersUvery-gold, agalnstadark·bluebackground. 

•2. Man with white skin. aowned by green leaves and red 
flowers. pouring slivery waters from two golden chalices 
Into a deep-blue baaground. 

•3, 'Jbree.homed goat.fish ol silver and white. upon a 
fteld Or dark green. 

·4. Winged black centaur with scorpion talL wearing a 
red crown and Banked by two gold feathers. drawing a bow: 
royal purple baaground. 

•5. Dark red scorpion. with claws and stinger of jet. 
aawllng on a pale-gray ground. 

·e. Golden soi. disc: a falcon In Its cent.a' supports the 
beam of a balance, from which two Iron pans are suspended 
by slivery chains: the background ls black. 

•7. Priestess with pearly·hued ftesh, wearing a golden 
headdress and bearing a gold scept« standing on a deep 
brown lleld. 

·a. Bronze.maned lion adorned by a double aown of 
pwple and gold. on a blue-green fteld. 

•9. Orange KSab beetle with claws and mandibles of 
silver. upon a fteld of dark gray. 

• 1 O. Two humans of pinkish hue. raising hands to touch 
each other. Ute male's headdreM Is of gold feathers. and 
the female's ls a golden sun and ura:u.s serpent: back· 
ground ls Ind.Igo. 

• 11. Black bull with pearl blaze. and ruby·red hooves and 
horns. bearing a silver aescent and white moon-disc upon 
Its back. upon a variegated deld ol light blue. light green. 
and vloleL 

-rhe huge statue appears to be made of red sandstone. 

painted and glided to give It a life-like appearance. It Is 24 feet 
tall and nine feet broad. It mu.st weigh kns ol tonsl And that 
means It wa probably carved right here ••• 

-rrom Its sandaled feet. linen kllt (girded with leather), and 
glld on above to Ute ornamental collar and headdreM (c:lasped 
by the ura:u.s serpent). this ftgure appears as a giant replica of 
an N.gyptlan of old. There are gUt rlng.9 on Its llngen. arm.lets of 
goldandredonltsarms, andevenalmlfeandsomestrangesort 
of ankh. both painted realistically and carved to appear u 
protruding from Ute girdle. 1be natmaL coppery lued sand­
stone ls used to show the flesh. as ls typical for mala depicted 
thus. 1he eyes are strange, of course, for they are of some 
crystalline substanc:e and cast bright beams of light. seemingly 
wherever you desire. as If by mental command from you. 

·A massive 19·footlronrodextendsfromthestatue'sbueup 
through Ute hands, which are carved so as to hold the thing. 
Upon the tlp of the rod. which reaches to Ute middle of the 
statue's chest. Is represented some beast's heacl-perhaps • 
camel's. 1be rod was evidently slid Into posltlon when the 
statue was completed.· 

The rod emanates a strong Mixed Heka radiance of Supemocural 
force, so there may be some ~empt at removing It. Thal ls Rahotep's 
desire. If the HPs manage to work the rod upwards, Its unbalanced 
weight topples the statue northwest. If those In range are aware of this 
occurrence, allow the chances to escape harm es detailed above. 
Agaln.anyonecaughtunderthestatuelscrushedandslaln,ofcourse. 

The statue will animate In llmlted fashion, as detennlned by the 
characters' further actlons. 

If the statue Is so toppled, It Is a relatively easy matter (given 
sufficient manpower) to use the Iron rod as a pry to move the plinth. 
If desired (but see below). The secret trap door ls easily detectable: 
tapping thereon. for example. produces a hollow sound. A heavy Iron 
ring. hidden below a thin stone cover. enables easy opening. 

l'Unth: There Is a steady Preterrutural Heka of Mixed energy 
emanatJng from the plinth. 

This four.foot-tall block Is six feet square. and apparently made of 
the same red sandstone as the statue. However. this ls actually a giant 
amoebld. turned maglckally Into sandstone and maintained thus as 
long as It remalnsatopthesecretdoor. It regains Its true form flveA1's 
after being moved, and Is then Insatiably hungry after Its long Impris­
onment. Before this restoratJon. It will to all actlons appear exac:t1y as 
a rube of sandstone, and chipping off pieces won't harm It at all. 

The delay In the amoeba's restoratJon should give the party ample 
time to explore Area 14 (and possibly beyond). It will be a nasty 
surprise later, so keep track of game time. The thing will flow down 
Into Area 14 If the secret trap door Is left open. or will head west If It 
senses movement therein, or will otherwise go north and end up In 
the pit at Area 8 . In the latter trek. It will not trigger the trap(s) at Area 
9 south. Once In the pit, It will dissolve the splk~s. and Its body will 

appear as red sandstone. Watchful personas will be puzzled to note 
the disappearance of those spikes when they return ... 

It Is noteworthy that the amoeba's fluid body can pass through 
small areas, such as between steel bars (see Area 14). 

Deial1.s of this creature ae given In OP Statlstics following cnai:ter 9. 
I 3A. Music Rooms 91be ftv~foot-wlde passage west opens 
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Into a chamber lnjmt two paca. 'lhla place la a small room of 
aome 15 feet length by 1 O wiclth. It la an abeolute jumble of 

strange musical Instrument&• 
The musical sounds mentioned above In your notes for the zodiac 

devloe come from this place. However, they emanate from the room 
Itself, throughout which Is a strong maglckal Aura. Musical instru­

ments of various N.gyptJan sorts are herein arrayed-in cases. on 

stands, or hanging on the walls. These are not magick.al. nor even of 
exoeptlonal workmanship. They wlll break. from age. lf played. 

138.Pragra.ncaalbe~oot..wklepMMgeaoutbalsoopens 

Into a chamber lnjmt two paca. 'lhla place la a small room of 

aome 15 feet length aouth by 10 feet wiclth. It has many small 
contalnas arrayed In various stand• and on tables, and an odd 
device aends smoke forth amidst this dJsplay.• 

The manifold scents of pleasant. sorts also mentioned In your notes 

for the zodiac device come from this place. A small oenser on a 

wooden st.and smokes faintly. giving off a pungent stream of spicy 

sm<>Ke. which wafts up about a foot-and then stops abruptly. The 

walls herein are bare and Wlrnar1<ed. cases and stands contain 

ancient perfumes. unguents. frawant oils. spices, and inoenses within 

tubes. bottles. jars. etc. None Is maglckal. but the containers have 

marginal antiquary value (300-1 ,800 51.JCs each). r.ach container Is 

approximately 12 cubic Inches In volume. weighing 0 .1 pounds. Note 

that these are pretty fragile, however. so should be packed to avoid 

rubbing. breakage. etc. 

The odd behavior of the smoke Is due to a dweomer's r:ffect. 

previously mentioned In Area 11. This room Is a transporter /receiver, 

sending anything and everything entering It to Area 115. It similarly 

receives things from the same location. 1be Tune duration of the 

r:ffect ls approximately two crs. after which the r:trect eea<ies func­

tlonlng for one AT. Anyone and/ or anyth.lng sent In parts within that 

three CT Tune duration-such 8.9 by poking a hand In. losing It. and 

then diving ln to follow It-ls reassembled properly at the destination. 

However, thlng.s apart once the r:ffect ceases will remain so. 

The transporter will not transport the Items already herein; they are 

not entering the room. 1be sm<>Ke phenomenon Is an inexplicable 

side effect, having something to do with the prooess of burning. 

Sm<>Ke produoed by visitors will behave slmllarly. All such smoke and 

smells end up In Area 115 somehow, without having activated the 

transporter. 
l 3C. Store of 7.odlac Mataialsz ~ five-foot-wide pmsage 

continuing west opens Into a chamber In just another two 
paces. 'Ibis place la a small room of aome 15 feet length 
westwards by IO feet wklth. It has a plethora of statuettes and 
ftgun:s standing In rank after rank on the shelves around the 

walls. There .-e also lnstnunenta and pap)'lllS charts too. and 
st.an •e painted on the c:eldngr 

This one should really entice the players. As the HPs look Into this 

room. theyseedorensof figurinesranglngin height from three Inches 

to a foot. Some are carved rrom various woods. bone. Ivory, or soft 
stone, cast In bronze, hammered from copper, brass, or tin, or 

fashioned In clay and painted. Portrayed on the celling Is a map of the 

stars, and papyrus star charts and astrological lnstruments are scat­

tered arolUld the room. A strong Preternatural Heka emanates from 

this place. 

This room is a lran.$porter similar to the above ( 135. and 115 and 

11 C as well). It sends things to Area 155, but does not receive from 

anywhere. Also as above. the Items already herein are unaffected by 

the operation. 
All of the zodiac symbols (combining the traditional and those 

above) are represented herein, obviously with many deplctJon.s of 
each. some plain. some ornate. 1be figurines are of various fanciful 

designs. Capricorn. for example, ls represented as a simple goat, 

goat.fish. fish with goat head, goat with fish tall, and unlcom.flsh. Leo 

ls a man-6phlnx. a wild lion, SWl with lion body, dragoMel, etc. Let 

your lmaglnat.lon room-but keep track of what you ~. lest the 

players catch you In an lnconsl!Jtencyl 

None of the Items herein Is maglckal, but the Wldersldes of exactJy 

12 of the figurines-one per zodiac symbol-are rnar1<ed with the 

numbers that correspond to their appropriate places on the circle In 

Area 13. If they are placed In position. that device becomes a trans­
porter as well . 

14. Entry to Secret Stairs 
Add a tone oflnt.ensity to your reading here, as if the party has flnally 

managed to discover something Important. Read each of the follow­

ing sections as the Heroic Personas descend. 

~ place beneath the b'ap door ls dusty, and stairs hewn 

from the sandstone descend eastward IO feet to a landlng. The 
passage then turns right (soutl1). • 

from the first landing continue: 

•· Afta the landing. you see another short fUgbt of st.Us 
descending south to another landing. theftafter turning to the 
right agatn.•• 

And from the second landing: 

'"Hen: tha-e appears but one descent. a ma-e 10 feet long. 
Beyond the stair ls a puuge, with darlmeM to the aoutb 

tbereafter, lndkatlng that a room may open out to the left. That 
dark area des about 20 fed deeper than the floor of the upper 
level from whence you came.• 

The area at the base of the stairs Is considered the third landing. 

r:ath of these sites wlll soon change, for the last Is sensitive to weight. 

When any object of five or more pounds lands thereon. the trap ls 
trlmered, and a mechanical timer starts. Two Battle Tums later. the 

two parts of the trap appear-bars and~ detailed hereafter. It 
Is also noteworthy that enlly Into Area 15 will activate other hazards. 

Two sets of steel bars descend quickly at each landing. one each at 

the outer and Inner edges (the outer. for example. being that side of 
the square landing which Is dose.st to Area 13). r.ach set consists of 
14 half-Inch adamantlne steel bars In a row. their centers eight Inches 

apart. The ends of the bars are pointed and sharp. and there are two 

quarter-inch holes In each one. about four Inches from each end (the 

upper hole, however. never emerging). Anyone and anything caught 

under the bars ls quickly perforated, but Avoidance Is eM)' (no roll 

needed) If potential targetsmoveoutofthe way.1be bars comedown 

with great force and penetrate the floor, wherein a quarter-inch steel 

crossbar slides out through the holes and locks everything Into place. 

An Identical crossbar Interlocks above, within the celling. 

f owerfu.I maglck (such as dlslntegatlon of the bars. tremendous 

strength for bending them. the ability to a'iSW1le spirit or other non-
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corporeal form, or shrinkage to a size one-fourth normal or less) is 
now the only way to pass these barriers. rurthermore, each bar Is 
charged with Heka so as to Inflict an electrical shock of 60:5 points 

base PD to anyone who touches It. 
Note that if the gant amoebid from Area 13 Is the first creature to 

touch a set of bars, Its speed and number of attaas doubles for 
each shock. cwnulatlvely; that Is, It will probably be at quadruple 
force. However, this Meet lasts only one BT's 11me, then drops to 
double for another BT, and then the thing Is back to normal. 

Now for the gas. This brownish.yellow poisonous vapor (seen 
easily) seeps down from tiny crevices around the places from whence 
the bars emerged, and also from the hinges of the trap door entrance. 
It Is heavier than air, so as It billows into an opaque doud It sinks to the 
floor (stairs) and descends. soon spreading out to a four.foot depth 
throughout Area 15. Moreofthegascomesfrom the hinges of the trap 
door than elsewhere. The gas flows for one full Action Tum and then 
ceases. 

Damage of 406 points Polson PD Is Inflicted on each Individual 
exposed to the gas. each victim of four feet or lesser height must also 
roll to avoid deep Inhalation, failure resulting In an additional 406 
Polson PD of Internal lrtjury. (You should be unsurprised to learn thi't 
the amoebld Is unaffected by the gas, except to become a bit Irritated 
along its surface membrane.) 

The gas will seep away ni:turally within 10 ATs. If the doors to the 
side rooms (15M) areopen(ed), Its depth drops to three feet (modi· 
fying the requirement for Avoidance noted above), and added dissi­
pation reduces the total time to five ATs, for some of the gas will be 
shunted through the transporters. If the door leading to Area 16 Is 
open(ed), all the gas will drain there within one AT. dissipating In 
another four ATs. A volume of flame will bum a like volume of gas 
each twoCTs; however, lndiscriminateuseofflreln Area 151sunwise, 
as will be soon evident. 

Other means of dealing with the gas are. of course, possible. These 
lndude maglckal wind, some wall or force to block its progress, and 
so forth. Keep track of the dynamics and the duri'tlon, remembering 
that thegas will (a) sink and (b) dissipate of Itself In eignt to 10 ATs. 

Not.es Once the steel bars have descended, the party will probably 

not be able to depart by normal means. But Area 15C ls a transporter 
(to Area 11 C), and It provides a means of escape, albeit an annoying 
one. If this ls used and the party has not prevlou.sly dealt with the 
cobra<> of 1 lA. the latter will certainly respond to the personas' noise 
(d. the note on page 116) Again. however; reduce the inltial number ci 
snakes encounb7ed by onehalf, lfthegas was transported thro~ 15C. 

15. Hal of Furnishings 
As soon as anyone enters this room. the statues herein will activate 

five BTs later. You may read the area description to the players 
regardless o( other events (such as an onru.sh of poison gas). since 
much of It can be obtained In a quick glance: 
~ou see a 70.foot-long hallway, 20 feet wide and high. The 

c:elllng stone seems blue-violet. almost as If it Weft a cloudless 

night sky, for a run moon and myriad stars not only appear on 
the surface but even produce Illumination ldentJcal to the real 
thin~. But the dght ls unusually radiant. enough so that you 
can detect colors. 

"Household furnlshin~ dominate mostofthearea--thesorts 
ofthin~awealthynoblemlghtpe>MeSS.lndudedareablgbed, 

couches, tables, chalrs, chests, and so forth: a desk. several 
workbenches, paraphernalla and apparatus of eccleslastJcaL 
maglckaL and aldtemlcal sorts: cases and shelves packed with 
reading mat.eriaL and containers that undoubtedly hold lllat.erla 
for castin~ and experiments: crates, cuamk jugs and jars, 
weapons and antique arm~ normal dothing. and ceRmonlal 
garb. What a cluttered. mind-boggling aJTayl 

-0.e whlt.ewuhed walls show extensive l.nsalptJons of ~11-
glo1&&--and possibly maglckal--eorts, with plctmes and small 
gJ}'PM indicating voluminous narration and pronouncements. 
Oddly, there ls no dlsca-nlble focus of Evil nature. 

-0.eft are three doors along the west wan. three along the 
east, and one smaller one to the south. near the west corner.But 
flanking the east and west doors are pairs of human-elzed 
statues. These depict people who are probably andent rlublan 
slave-warriors, au clad in leather armor with horn and metal 
bimmln~. One of each pair ls armed with big club and a tall 
wooden bow: the other has a club, speai;. and tower ellidd. AU 
the statues are painted and adorned with real feathers, appear· 

Ing most llfe-Uke. • 
There should be other matters demanding the party's attention 

before the area can be examined dosely and In detail. Aural readloWJ 
will show ~ereal activity, menace, and malign, burning hatred. 
Heka herein Is of Preternatl'"!ll and Supernatural sorts. with dim 
entltal radli'tlon readloWJ from the celling and walls. 

Other Contents: In addition to the fumlshlng.s described above, 
this room also contains many vials, bottles, jars. beakers. flasks, 
alembics, and the like, most holding flammable substances. Strange 
specimens are preserved in alcohol, and other voli'tlle compounds 
are stored here as well. There ls no treasure per se, though fla5ks 
might be recovered for approprii'te later u.ses. If so, allot fire damage 
of 406 PD per flask.full Ignited, but limit the total number of flasks to 
24 a most, and one to four per persona In any event (allowing for their 
bulky nature and the need for great care In their transport). However. 
no flasks can be recovered If very hot or maglckal fire has been 
employed In this area (such as, for example, to bum away the gas); 
see details given below. 

Clhnblngs It Is likely that personas might try to dlmb up on the 
furniture herein to escape the damaging effects of the gas trap (see 
Area 14). If the gas Is four feet deep (normal circumstances), only 
four places offer relative safety from It-a reading stand, a small but 
high table, a <:Me, and the bad< of a huge chair. each Is rather 
shaky and can hold but one Individual, Inevitably toppling over If 
cl imbed by two (even If such are of smaller than average human 
size). l"urthermore, the chance of falling Is 5% per person per BT (but 
not cumulatively). Anyone falling to the floor from such an accident 
automatically suffers the previously noted 406 PD of damage from 
gas inhalation. 

If the gas ls reduced to a depth of three feet by the opening of side 
doors, any ci a number of the various tables and wombenches can be 

used to escape the damaging effects. However. upon each are two to 
twelve various containers of unknown substances. Allow a 25% 
chance per persona clambering i:top a table or bench that 103 
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containers are knocked over and broken, producing reactions with 

the~ as given on the table In the sidebar. even If the containers are 
carefully moved to another location, there Is st:lll a 10% chance of 

breakage per container, due to their age and ix><>r condition. Feel free 
to modify (usually lessening) the results If the ~ has dissipated 

before the breakage occurs. 

firel: If any of the containers of flammable substances are ex­

posed to very hot or magickal flre, theyexplodeand bum fiercely. This 
causes any exlsUng fire to Increase by half In volume and Intensity 

(indudlng Physical damage). If any doors to side rooms (ISA.fl are 

opened, be sure to account for the spreading fire Into these areas lf 
applicable, for such might destroy some or all of the Items therein. 

The furnishings noted are quite old and will catch fire easily, 

producing dense smoke. This will quickly fill the chamber (In I 0 or 
fewerBTs, depending on the extent of the blaz.e). Personas within the 
smoke will suffer :30:5 points of PD per Battle Tum from Its Inhalation 

(In addition to gas and/or fire effects, as applicable). If not deared by 

some means, the smoke remaim throtghout the room for one hour, blt 

thins thereafter. leaving a spare of relatively dear air near the floor. The 
heJght of' this space !J'OWS at the rae of' one foot per hour (e.g., one foot 
high two hows aft.er the blai.e, two feet after three hours, etc.). 

Stat.uesi If fire has spread throughout the chamber, the statues are 

ruined and useless. Otherwise, remember that five BTs after the 

chamber Is entered, the statues activate. At that time, read the 

following: 

"You see the statues glow with a sudden opalescent light. 
Prom each steps a virtual duplicate, except that the new form ls 
animate: Ute other ls still a mere statue. They move toward you 
menacingly. What will you do?" 

These opponents are entirely real, save that they evaporate Into 

nothingness when slain. As soon as one Is dispatched, another steps 

from Its statue of orlgin at the beginning of the next Critical Tum. The 
process is halted only when a statue ls destroyed. 

each statue Is hardwood, with an Average Armor Protectlon factor 

of 6. It requires 50 points of PD to thoroughly fllnderone so as to make 
It Inoperative. They are fire-resistant unless flame Is applied directly 
for a BaWe Tum's time. or maglckal flames are concerned. 

For details of the slave warriors which are generated from these 

statues, see OP Statlstlcs following Chapter 9. 

Treasures: Yes, between the bars, {J'S. savages, and potential 

explosions from fire, this place Is certainly a nightmare. And It Isn't 
overyet;seeAreas l5M'. lngeneral, though, thlschambershould be 

pretty well wrecked by the tlme the party gets through exploring the 

area. If Demons and devas (and/or Monsters and sphinxes) conduct 
a major battle herein (see side rooms), everything of value will be 

destroyed. But If only the statues' slave.warrior savages are fought. 

with liWe or no fiery sideshows, then the valuables listed hereafter 
c.an be found amidst the furnishings. Treasures are hidden within 
secret compartments, disguised, masked by Illusions, protected by 

poisoned traps, etc. Set things up considering your Hf's, their perfor· 

mance, and their needs. 
5-9 containers• of maglckal Uqulds or salves, with minor 

powers and half normal efficacy (due to age). 

U5 various small Heka Reservoirs" with 10-100 points of 
energy within each (if and only if personas search for such 

specifically). 

1-:3 papyrl" of castlngs with Heka Reservoir included In the 

text (Grades I to VI, K/S Area of each left to the OM). 

1 Amulet of protective sort (broad, general). 

1 maglckal device of general sort and moderate power. 
1 Talisman of protectlve sort (narrow, specific). 

1 weapon of a sort useful to a needy persona. 

l weapon• of single use (such as a maglckal bolt or arrow), of 
moderate power. 

"These Items (and possibly others, at your discretion) are 

Reaction of Broken Container to Poison- Gas 

burned up and use. 
lesslffirelsernployed 
within this room, or 

else just not there at 
all lf the team Is al· 
ready well-equipped. 
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Result 
Explosion of 506 PD In a five.foot radius. Anyone within the blast Is damaged 

(ched( Avoidance for half damage) and thrown back (off the table/or bench upon 

which the container sits, if applicable). This consumes only five cubic feet of gas. 
Toxic combination: Check Avoidance or suffer 5010 PD d damage from fumes. 

Minor combustion of 303 PD In a five.foot radius, settlng the table or work.bench 

ablaze. l'1re spreads to nearby furnishings within one minute (but note effects of 
fire on~. as given In Area 14), and 10% chance each CT that an explosion (per 
result I. above) will occur 

Destructive solution (regardless of gas). ~ 8Wet:J table or workbench within three 
BTs, causi.ng Its collapse. Roll twice more (ignoring this result) when the table or 
bench collapses. 

Neutralizes gas within a five.foot radius for one AT's time 

CUratlve fumes. Heal 706 points d PD for all within a five-foot radius. and ~e 

a "safe rone• (vs.~ only) within a 10-foot radius, meanwhile spreading to 

consume 560 cubic feet of gas 

15A. rlorthwest 
Side Room: •A lhe­
foot-wide passage 
leads to a 15·by· 10 
foot room. In It you 
see hundreds of 
statuettes.• 

This place contains 
various Items for rell­

. glous services, plus 
scores of little ce. 

ramlcflguresofturtle. 
men and warthog­

headedhumans. Hid­

den amongst them 

are one to four strong 
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and useful maglckal Items of priestareft (your discretion as to exact 
Items. but these are meant to be real and useful treasure). An Aura of 
evn 1s strongly present. Heka of NqJttlve supernatural sort radiates 

powerfully from the figurines. 

If a figurine Is touched. It Is transformed Into a Demon. Use the stats 
of the Guardian Mends of Area 1 OA. but omit the special weaponry 

and reduce f TRAIT by one-half. (I know, too kind, but some slack 

mwt be cut for the Hfs .•• ) r:adl Demon can transform one (but only 

one) other figurine Into another Demon, and will Uy to do so. Imme­

diate and continuous combat wlll keep a Demon busy enough to 

avoid this; otherwise. the place wlll be soon filled with 200 of these 
horrors. 

158. "°11heast5'de Rooma •A ftve.foot-wide pueage leads to 
a 15-by· 1 O·foot room. In It you see only two statuettes.· 

This Is a plaln room, empty except for two figurines. one hawk­

headed and the other snake-headed, both of which radiate Positive 

Cntital Heka. The Aura herein ls of Oood. Justice, and Retribution. 

When touched, a powerful Deva springs from the figurine. opposed to 

the Demons that might appear In room I SA (but not countering any 

monsters from 15e). The maximum rate at which Devas can be 
produced Is one per BT per figurine per persona touching the statu­

ette. The character1stlcs of the Devas are found In OP Statistics. each 

Deva vanishes upon dispatching two of Its evil counterparts. 
If a Deva ls thus summoned before any Demons are present, 

however. the being merely shakes It head. says -You don't need me 

ye11· and vanishes. If any are nevertheless summoned thereafter. 
they might be tempted to dlspensejustJce to those who Are bothering 
them .. . but If so. remember that they are Good. 

Note that this room receives things teleported from Area 1 ~. 
I SC. Welt Central Side Rooma •A dve-foot-wlde passage 

leads to a 15·by· l O·foot room. In It you see all manner of games, 
puzzles. boxes. cages and things on shelves and tables.• 

This room Is a transporter, operating In a fashion Identical to Areas 
11 B. 11 c, and 1 ~. It sends things to Area 11 c. and receives from 

that same place. It Is worth noting that Demons and slave-warrior 
savages are subject to the transporter's effects. J!ach one entering it 
In the active period is thus sent Immediately off to 11 Cl The Hi's 
have to activate the transporter and then await the Inactive period 
In order to be able to searchl 

Shelves and tables herein are filled with games and puzzles: boords 

and playing pieces, lnsaibed tiles, Interlocking puzzles, metal cages 
(about one cubic foot volume) oontalnlng small gold-end-jewel Items, 
boxes that raWe and which have panels that slide this way and that, 

etc. (Use your Imagination.) l".ach Item bears a dweomer: for ex­

ample, the game tiles were enchanted to allow Rahotepto move them 

by mental force when an opponent was lnmtentive. 

Amongst the 200 or so Items herein are 20 of value. each worth 

11.()()().20,000 BUCs. It requires two to three BTs to examine each 
object carefully enough to discern the difference. If this takes place, 

roll 1020 for each BT spent examining an Item. a roll of 1 Indicating 
something of value. After two rolls, Its value Is known; on to the next 

lteml Remember that only 20 are valuable. so keep score .•. 

1 SD. !astCentral Side Kooma •A ftve-foot.wide passage leads 
to a IS.by· 10 foot room. In It you see hieroglyphic writing and 
detailed drawlnp on the wall.• 

An Inscription on the south wall herein prodalms: 

-n.Jd1 Ptalae the Set Rahotep loudly and oltell. 
and you will be rewarded 
with kllowledge and t.rea5uret 
bdlttJ11g •prince 1111J011g robbenr 

A group of drawings (not Items) below this message Is presented for 

additional enticement: 

Arm.bands, with an Inset depicting full metal armor. 

Chest-plate shown defle<ilng the hieroglyph which represents 
•maglck.· 

aoak of muted hue. adorned with chameleons. 
Gloves with fingers that resemble eels or snakes. 
Headdress upon which Is depl<ied a cat, rat snake, and owl. 

Key with all sorts of locks nearby. 

LooklngiJ)ass type obje<1 showing a scene from a room be-
yond It. 

~type obje<1 showlBJ the lnterlor d a stout box. 
Man wearing a girdle. from which he Is drawing forth a ooffer. 

Pair of sandals with winged heels. 
Papyrus entitled, •Secret Lore of the Art of fUferage. • 

Ring In Ibis form. Implying great knowledge thereby. 

Tunic viewed from front and side, the latter appearing two­

dimenslonal. 

Weapon depl<ied as growing from stiletto- to sword.szed. 
As Implied. the covetous visitor (thief or otherwise) need only 

speak the name of the Set Rahotep aloud to acquire something. One 
such utterance produces a trickle of silver and electrum coins from 

mld-e.ir (1D1O+1 O of each). These datter and roll upon the floor; the 
silver coins are worth 25 BUCs each; the electrum 100 BUCs each. 
You can add a few extra small gold ones If the words were spoken 

loudly, or deduct a few electnun coins If the converse. Second and 

subsequent repetitions brings the money plus one Item from the 

depictions Into existence for each recital. 
However. each repetition (the cash is free) brings a 10% domina­

tion of the persona's will by the !Ml essence of Rahotep. Translate 

such Influence into penalties to subsequent rolls against evil Influ­

ences and cheooagalnst Mental/Spiritual factors. When 100%doml­

natlon Is reached, the persona Is a mere puppet under Rahotep's 
command. Any such puppets will slip away from the party at an 
appropriate time, use the transporter (15C) to escape to l lC, and 

thereafter head forthe Gate at 2B. whereby they can ultimately arrive 

at Area 24, quaff some poison. and be turned into mummy-rombles. 
What a shame. One can only assume that this Is winnowing the wheat 
from the chaff, as It were ... 

If you Insist, an Avoidance roll can be applied to the first repetition 

(only). but this should at least be heavily penalized. as the fool Is 

motivated by greed and Is voluntarily submitting to evil to attain 

money and possessions. Disguise the roll as If It were a check to see 

what Is produced. If Avoidance Is succes.5fui. tum the silver coins Into 
bronze, and the electrum Into copper; and tell such players their Hrs 
feel sick at heart for having just done what they did. 

15£. Southwest Side Kooma •A ftve-foot.wlde pueage leads 
to a 15-by· l 0 foot room. In It you see several Interesting objects 
which are of apparent maglckal me or nature.• 

This place Is unadorned. Herein are two to six Items of moderate to 
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substantial power of dweomercnEft. of types that. will appeal to 

Mages. Determine what Is appropriate to your group, and relate the 

neture of the.<Je objects plainly. The.<Je things are surrounded by 

manifold figurines of Monsters, such that the valuables cannot be 

touched without first touching a few figurines. As with Area 1 SA. 

touching a figurine transforms It, but Into an evil Monster rather than 

demonic being. (Use the statistics for a Mend nevertheless-as used 
for the Demons In lSA--«111 at half PTRAn: but with a different and 

monstrol.19 fonn.) Thls room Is thl.19 essentially a dupllcate of I SA. but 

oriented toward Mages rather than Priests. 

151'. SouthastSlcleRoom1 •A ftvf;foot-wlde passage leads to 

a 15-by- IO foot room. In It you see a pair or statuettes.· 
This room contains two figurines of non-evil sphinxes, and exudes 

Auras of Good, Justlce, and Retribution. The figurines produce real 

sphinxes when touched, each of of which has the characteristics set 

forth In the OP Statlstlcs portion of this book. The setup Is Identical to 

that of Areas 1 SA and 1 SB. and the sphinxes can become Irritated If 

bothered unnecessarily; note. however. that they are oot as benignly 

Good as the Devas from 15B, and may exact a more severe form of 

justJce In recompense. 

16. lrtinite Exploration 
From the base of the stairs (see Area 15 ), the five-foot-wide passage 

proceeds 60 feet west, then turns right and goes IO feet thereafter 

broadening to 10 feet for another 3()..foot length. Use the foregoing as 

you describe for the players what the HP team sees as it traverses this 

portion of the tomb. On the west wall In the last 10 feet of this section 

are two doors (each 1 O feet tall and five feet wide), sheahed in copper 

now turned to verdigris hues. and Inscribed with hieroglyphs as 

follows: 
·eunes upon tho9e so foolish 
as to have delved so deeply 
Into my Emnal House. 
May you wander 
In c.onfuslon endlessly 
for daring to now seek 

the ultimate richness 
stored for my la.ting enjoyment 
In the Aft.aworld. 
Turn backJ• 

There Is no active Curse here, but the words are a due to the nature 

of what Is here ... lnflnite repetition. Mer the door seals are broken 

and the bitumen freed from them. the portal can be b.gJed outward, 

though thls requires great effort. Read the following: 

9You see revealed a large chamber, 30 feet wide and 50 feet 
long. The celling is 30 feet above. The room Is plasmed white 
and painted with scenes of Rahotep counting his wealth. 
Inspecting maglckal things, wearing jewels, and doing all 
manner of things for the purpose of storing, for l'uture use. 
such treasura as a Priest.Mage and 90k1Jer might have acaa· 
mulated during a lifetime ol ~the wealthy times of 
Andent A!.g,Jpt,.....under the aegis of a generous Pharaoh (and 
by 9ucceM and dlsbonesty as well). All thoee things are 
spoken of ln the writings which aeparate and underscore the 

depictions. 

-ibere are four archway passages leading from this mm. 
her, two each ln the north and south walls. Each pueage la I 0 
feet broad.· 

After brief exploration, the party wlll probably head Into one of 
the.<Je corridors. Each is a maglckal and continuous loop, returning to 

the same chamber after 60 feet, but arriving from the other side. of 

course. 
The "second" and subsequent chambers visited contain Illusions, 

all different. generated by Heka of very strong, Supernatural sort. say 
around Grade XIII or so (and thus quite difficult to negate. dispel, or 

even penetrete). One such dweomer covers all the walls (hiding the 

entry door In the process). and another mimics new contents.1be 

latter'seffectwillmasktheHPs'abllltytoseethemselvesatlongrange 

(I.e., by peering down anycorridorwhlle using a form of sight that has 

a range of 90 or more feet). 

The wall illusion Is rather Insidious, changing the color of the 

background and also a few-but not many-of the hieroglyphs and 

Inscriptions. When you grudgingly reveal the minor differences to 

a player who has thought to examine the walls carefully, the 

persona's triumphant satlsfactJon will doubtless spur the whole 

group onward. 
As the party proceeds to each ·new· room, work down the sidebar 

list of Illusory effects (see page 129), in order. If they double back. 

wom back up the list, of course; and If they then strike out In the 

opposite direction, skip to the bottom of the list and continue up. You 

are encouraged to add to the list-lilac, mauve, charcoal, maroon, 

rose, tan, citron, jade, olive, marigold, tan, sapphlre, and opalescent. 

for Instance, have been left undetalled. 

furthermore (though this Is optional and even nastler). refer to the 

second listing for lllusory differences In the corridors themselves. 

Al.9o. of course, you may add transient. one-time Dlusory effects 

(using cold and heet. wind. noises of creatures and persons. and so 

forth) to complete the dressing. A surprised human OP who screams 

and runs off (just a bit faster than the party's maximum rate) Ls usually 

good for a chase. 

Make a sheet with additions, details. etc., noted so that this •vast 

complex of chambers" Is truly unique In each of Its component 

porUonsl 
The party can leave easily, either lmmedletely by the door In the 

"original" room, or by finding the IUusion-<XWered door of any ·other­

roorn thereafter. It Is also noteworthy that Aural and Heka check.9 wl1I 

produce the same monotonous readlng.s. 
Astute players will soon leave one or two personas In the lnitlal 

room while the others proceed down a corridor. Those departing can 

be clearly watched In the process, but neither group will see the 

other "ahead" until the travellers re-enter the room. Note that the 

Illusory effect takes precedence over the real room, and each new 

Illusion likewise takes precedence over Its predecessor. The station­

ary personas might believe-and will believe. If you describe the 

process correctly-that they have been teleported to rejoin their 

comrades! 
You might be thus able to keep the party marchlng around here for 

quite some time. thinking that Rahotep ~ hewn a labyrinth of 

Identical chambers herein, and that somewhere there must be a 

secret cache of his treasures. 
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6rown 
Ne.-rt 
l!imereld 
Azwe 
Blue 

Ind~ 
Violet 
Qnry 
Pearl 

There Is a shallow wat.u basin (IO feet In dlametu) In the center of the room. 
PllOlpbolac:all llguracl etrwve bdilgl llow1ywrtbe kl tbe wBa. bultheae se lnsubftntla1. • 

r on. mother pJene. 
In each comer Ls a 20-(oot.UIJJ stafueof Set; each has a dllTerenl head (human. warthog. ass. okapi). 
'!be room II bot. md fhe.Wlllll me embers and llh. 
The room has a aand floor, with snakes near lhe edges. 
~ se-. black plllin paliitecf (In white) wltli demonic rorms. 
This appean lo be a rol@t"!Y hewn area. like a natural cave. 
1'be b*d fatben floor II ~wlh pimu nar tbe Wik 
The walls appear as water. With flSh and sea creatures of all slz.es sw!rnm.lng therdn. 

1be floor la o( douda; the walll llld odllng. dem' ·~· 
This appeara lo be a palace room of lapls lazuU; music and female voices are heard In the distance, 

but nobody ls lo be seen. 
fteN lllpmle bef. 'J'tie IOOm becona 81phae aOlled byaa)981 bridge. wlh abn In al dlrediona. 
There are stetues of Rahotep In the comera. and the hieroglyphs are green. 
Tire room 19 m1111. wlb a~ WIMrfilD neaiby: lh8dowa move In the fog; 
This appears lo be a garden. with a central path throlW! flowers; birds sing nearby. and they can 

be seen In the b~he& 
n.100111 liinellt ..s footrmlldlnkand .q;dlllngolden and lllYerybells90UDd p&ngemend 

awed "Jn lle8POW-. 
Wind blows softly. and chimes Unkle tantallzlngly nearby. 

C.Onidor IaJSlons 
The pasaage Is blocked by a door. which must be opened lo ~· 

'lbr:re .. ~----onmi!lil~Wllll;; 
Archway 

Cc*•• 
Broad etepa lead up. (Qlmblng eeems normal. though It Is UIUIJOr)'.) -.....-cm be ~aDlllrfoot. 
The pmaaee slants downwwds. 
1118 i-. .. llladllid•• ......,SPl!L w'*ll mUlt ~ 1Ulloelted. farted open. Ule loQ pkled. ac. 

I There are hieelng vents or steam In the walls. 
~Wlrll "'IWn ~ 
Croaldng can be heard In the dlstanc:e. 
'lheWllll .. ~ 
6road steps lead down a few eet. 
aiiiiieil~ lliilitclGI ... bl tile Wlllll. 
The passage Slants upwaf&. 
~•llDetlleMf. 
~era of Monsters adorn the walls. 
A •ir.p• on Ula ftoDr .. clelediild mliDmlldc:lay. Md mull be dr:llaled. 
HferOQJYPhe portray a Curse. and sudden cJilua run down someone rs beck (aa If one o( the Nine Curaes o( Rahotep). 

17. The "final" Chamber 
Remember that the oorr1dor proceeds :50 feet west of the Intersec­

tion (Area 8) and ends. Party entry Into th1s oorr1dor wlll bring the Khu 

of Rahotep as will be described for you In a bll 

~might of1be Set Rahotep clout& the dull min<& 
of tbO$e who 5edc to violate hD EtonaJ llome 

Being gluttons for punlShment. your Intrepid heroes will doubtless 

search here for secret access. Look thoroughly annoyed If they 

discover the dlm Preternatural Heka emanating from the west wall 

here. or If they notice that tapping prodµoes almost no sound at all 

because or the dweomerl Someone wlll probably try to see through 

the llluslon covering the wall . and will then see hieroglyphs portraying 

the following message: 

ud dl.fturb the happy rest of hD pbyskal remains. 
See without aeelnfJ, ud Jeaye thls place WJtouched. • 

The secret door here will simply not open or break until the 

message has been read. Thereafter It will pivot open after some 

amount or work. Allow success after some tlm~ 306 BTs-and 

If the players seem about to give up at any point. encourage them by 

noting that a stone Shl~ed. something creaked, etc. Once someone 
has passed through (or poked a head through) the Illusion-masked 

doorway. read the following; 
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-You have discovered a grut chamber with a peaked cdllng. 
It i. 10 reet aaoss and 40 reet wide: the celling reaches to 40 
reet at la. top. tapering In all rour directions to Io.foot hdght at 
the walls. 1be u.sual hieroglyph9 covu the lower wau.. and 
many stone statues of strange ddUes dne the wans. accompa· 
nled by the expected ones of Set. Sebk. and otha' Dartl Ones. 
1be floor ls of black OD~ pollsbed lllDOOth. 

°'Niie mbmms doaUat.e the place. all ..,.ming from floor to 
Cldlng. r.am o1 the oula' ro..1s row reet cl.anwtcr and almo8t lO 

feet tall. nm1eo1 cl.-tl-gremstone. l.ach of the Inna' row is ax reet 
acroee and almo8t 30 reet tall. made olblac:k1P11J !Jlllllt.e. And In 
the cmtG'oltberoomls a mwiveClOluJnn-.«ruD IOreetdlametfr 
and 40 feet taJJ.-..made of deep-red aandstone. • 

Pictures and texts on the walls praise Rahotep and Set. recounting 

the vile and wicked deeds of the former and raising prayers to the 

latter. Some also display ma@ckal formutre for preserving and pro­
tecting the mummy. the tomb. and the name of Rahotep. 

The Awas of the chamber are of ancient death and antipathy. 

produdngan Unea9e about entering the place. Heka emanatJons are 
of diffused Negative SUpernaural and faint and uncertain entttal 

types. No detedable force comes from the statues. but the oemal 

pillar pulses with nebulous energy. 

Behind and a<ljacent to the large pillar. mostly obscured from the 

door but quickly noticed after entry, stands a stone crypt that looks 
familiar-being Identical to the first •final resting place of Rahotep• 

found In Area 6. 
Note that ad:ion st1Jrts when an~ comes within three feet. of 

this vault (see below). 

run details are ~ here nevertheless, for certain dweomezs ~ 

enable lmil>edfon (even Into the lrt.erlors of oontainels) a (J12er larlJe· 
Crypti The aypt Is a chamber of black wanlte 12 feet wide. 20 feet 

high. and l 0 feet deep. Its west side Is open. fadng a gateway of the 

SOOle dimensions painted on the wall di rectly opposite. It Is different 

from the earlier aypt In that upon It are lnscrlbed glyphs blessing 

Rahotep. and wishing him: 
•Joy forever In UU Bternlll ttome. 
u the name of the Set Rahotep endures 

fwever 111110n115t the llring. • 
Another Inscription states as follows, Implying that all of the nine 

parts of Rahotep are Indeed entombed within this very chamber. 

·suy. Shadow of Rahotep. 
lo malre the Body whole: 
l'olfanate. Double. lo dweU 

In .RICb splend« • thJ.5 tomb: 
llerc. Heart. you will bow 
joy and wisdom endlt:!M: 
ny. free Soul, lo bring 
thy fllUI lo the heavens. 
Grow. Power, ao that 
each other mlpt lncroue: 
ll'a/lr amongst the stars. 
liberated Spb1t ol Rahotep. 
Oloriom new Being. al.st 
and nnquDlr all thy foes.• 

In the center of the aypt Is a wooden shrine. five feet wide. 10 feet 

tall, and eight feet deep. which Is painted red and black. and gilded. 

It bears the cartouche of ~ Set Rahotep.• This Is a complete 

woodencageaboutanlnnervaultofredgranlte.1belaUerlsmortared 

shut, and must be chiseled free. (Alternatively. Its top could be 

smashed.) This vault Is seven feet long. four feet tall. and four feet 

wide. Within the vault Is a sarmphagus of porphyry. with a lid weighing 

1.000 pounds. When lt Is removed. a second sarcophagus of wood Is 
revealed. palmed and glided with Rahotep's llkeness on the lid. The 

normal mwnmy within Is lnanJmate and non-maijckal. 

At. each comerwlthln the aypt stands a canopicjar with a demonic 

head. Under each jar Is an Ivory coffer, each worth 10.000 8UCs In 

Itself. The coffers hold (respectively) 200 antique silver coins, 20 
antique gold coins. 100 loose gemstones. and 10 pieces of jewelry. 

Between antlquwy and metal or gem value. the contents of each 

coffer are worth 500.000 to 2.000.000 8UCs. But as previously 

noted. the party will probably not get to these any time soon. due to 
the following. 

ArrlvahWhenanyoneoomeswlthlnthreefeetoftheaypt.readthe 

following. 
-without warning. a huge horned bdng suddmJy stepe ll'om 

the gateway oftheayptlltstandsabout 16 re« talL and ltsskln 
Is jet black. marked In blood·red with arcan~ demonic pat­
terns. la. raodou.s visage ls awful to behold. with glowing eyes 
and dripping rangs. You reel your soul sink. head spinning t'om 
the horror of this belngl 

-.whandshavetoomanyllngers.eachorwhlchlstlppeclwlth 
a nuor"5harp talon a span long. In one hand It wields a mam­
moth ldlopab sword. l"rlestcndlcn. you ncognlr.e this P..ntlty 
l'rom your studies: ltls the Demon Lordllng A.ldlnach. Speak not 
Its dread name a1ouc11· 

Now make a show of having everyone check again.st their Mental 

and Spiritual TRAIT scores. Ask about f1gurlnes carried, any protecr 
tlon.s. and so forth. Thenroll 10%twotlmesforeachpersonapresem. 

shaking your head, exdalmlng and muttering. Somebody falls with a 

score just over that needed-but no. you forgot his statuette of ... You 

get the whole dramatic ploy now. Somehow the whole party makes ltl 

Yes. It really Is Aldlnach. The weal Demon being Is maglckally 

compelled to make an appearance and canyout a sham baWe. doing 

Its utmost to make the combat seem real. It utters fearsome noises 

and threats. howls, and generally aurles on as should a property 
enraged and terrible Netherbelng lordllng of Great sort. 

Its sudden appearance gives It the lnltlatlve. and Aldlnach fires off 
Immediately a crackling ray of red-black energy into the aypt. This 

strikes an Ivory coffer. which shatters; Its blasted fragments fly out. 

Inflicting 1 D6 points of m to everyone within 1 O feet (simply bounc­

ing off of Aldlnach, of course-a fad which you may wish to voice, 

laughing at the HPs as you point It out). 1heDemoo will fire one such bolt 

every or every other Cf thereafter. thus destroying all of the cDTers by no 
lat.er Ulm the end cl the seventh CT cl this ·combat.• If someone Webs 
such a coffer and runs.. In an attempt to save the treasure. Aldlnach's bolt 
will st.Ill strike unfaillng!y (at the coif er). and the Individual takes all cl the 

dimaQe from the ha@nents J81iomatlc 13 pam of m. mt Jrdend 1 
oouJd have been much more and the HP was lucky). 

1he ~ /neriablyresults In the destruction cl all the OU'q)k:jas and 

Ivory coffers. and cl mast cl the treasure In the latter as well. A colledlon 
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worth 250.000 8lJCs ari be gleaned from the wreclulge. but no more. 
Refer to the notes above for opening the inner sarcophagus, but 

remember that the former coffin (Area 6) contained a dangerous 

mummy. Play up the tension I The Inanimate mummy herein Is merely 

that of a former slave of the Priest-Mage. slain for this purpose. Oold 

objects abound herein. One such ls a mask that covers the mummy's 

faoe; others flank the body. The mask Is worth 500.000 &Jes (anti­

qwuy value, or 5.000 If converted to raw treasure), and the total value 

oftheotherpleceslsthesame. Upon the mummy are nine gems. each 

worth 11.000.20.000 BUCs. these placed carefully on the body 

(arms. legs. thighs. shoulders. chea) In a ritualistic pattern. As each 

Is touched, you may add side effects (cold shudder, eerie sound. and 

so forth-ell meaningless). 

However. again hidden underthe IMermost coffin, as was the case 
In Area 6, there Is one of the Nine Objects of evil. the Nether/adder, 

a ladder-Uke Amulet with all the tell-Olle character1stics of the others 

of Its kind. The HP who finds it will at worst •fee1• 1t has value and wish 

to tuck It safely out of sight somewhere on his or her person. 

1he Great Column: Recall that there is Heka radiating from this 

column. Two sets of~JefhierogJyphsare carved on the pillar. On 

the northeast and southeast faces (respectively) are messages and 

other details as follows: 
Northeast: 

.,,ere were glad 
tha5e Vnda·PrleM.9 of Rahotep 
who saw Illa OreatneN aa/'ely placed 
In lhls I!temaJ llome1• 

If the glyphs for ·glad· and •safely- on this message are pressed 

slmultaneously. ahuman-slzedsecretdooruponwhichtheglyphsare 

lnscr1bed pivots open at floor level. This 9ves access to a narrow and 

cramped spiral staircase within the column. which In turn leads 

upwards to an •escape tuMet• (see the cross-section map on the 

color Insert). This passage Inclines gently upwards about 100 feet, 

whereupon stairs continue up another 30 feet. ending In a heavy 

wooden door. bound with Iron. which opens Inwards. It will open If 

tugjed at hard enough. This, however. releases an avalanche of 

melon-6lzed boulders, which CMCade Into the tuMel. bouncing and 

rolling down the steps and slope. everyone within the tunnel at that 

time Is burled and crushed unless a successful Avoidance roll ls made 

with a DR of ~ard. • that success lessening the effect to a mere 1306 

points of PD. Those within the column at the time of the avalanche 

take either 1306 PD. or half that If the Avoidance roil issucce,,.,ful. In 

any event, the stones pile up and block the staircase within the 

column. Somebody might be blocked from getting back Into the 

tomb this way. of course ... 

Southeast: 
'By such Powers n this 
doa Jhe Set Rahotep descend 
to the rightful depths 
of Illa deaened lklllml• 

If the glyphs for ·descend• and ·depths· on this message are 

pressed simultaneously. a small secret panel (at a helgnt of two feet) 

In the east side of the pillar pivots open. Wlthln are four bronze rings 

of verdigris hue. and four druK Iron bracelets. When any of these Items 

Is touched, everyone within the room Is transported Instantly to room 

17 A ( l 00 feet south and 20 feet west), which is utterly Isolated. Since 

the chamber is essentially Identical, as are the HPs' relative positions 

within It. describe the event as followS: 

-when you touch the Item. 1111 of the content.a of the to~ 

ranl.MI Bren the crypt 15 gone. It 15 u If nothing wu here. 
nothing wu dl5twbed ••• • 

If the characters have •foughe Aldinach. all signs of that fray have 

also vanished. If they have opened the secret door to the staircase, 

that portal is now dosed (In fact. although those glyphs are here. there 

Is no doorway nor staircase). The pillars and walls are otherwise 

ldertlcaltothoseof Area 17. l'lnally. thesecretcompertmert with the 

rings and bracelets Is still open. and Identical items are therein. 

However, If a count was previously made. someone should notice that 

there is now one extra ring or bracelet--Ole one touched so as to 

trimer this event. 

At this point. there are only two means of escape. and one allows 

only for nine personas of somewhat specific types. The •easy way• is, 

of course, by digging. Some divlnatory Casting will assist the team In 

this regard. This form of escape will take a while, but If pursued 

eastward. the tunnel will eventually break Into room l 5A or l 5C . The 

limited means Is by doMlng the rings and/or bracelets. If a l'Ull 

Practitioner dons one of the rings herein. that persona feels the urge 

to move to any of the green (outermost.and smallest) pillars and touch 

It. This act transports that HP beck to Area 17. maintaining the same 

relative position. but causes the ring to vanish. ~other than l'Ull 

Praditloners may don a bracelet to receive a similar urge. this time 

directed towi:wds the larger (Wanlt.e) columns. but with the sane re3Ults 

(causlngthebraceJetto~ of OOW8e). Arlngwlll nottranspat~ 

who Is unable to channel full Heka. na a bracelet one so able. 

Kebu'n of the Khw Meanwhile. our cuddly. hwnan-headed vul­

ture has found Its way back to this place. It has a mission, of course. 

If the party Is carrying all four of the Nine evil Objects obtalnable 

outside the tomb, Rahotep Is particularly lu.stful In regards to geWng 

the group on Its way to hlml even If they have only one, or none of 

these. he still hungers for the HPs' energies. Naturally. he considers 

them to have absolutely no chance against him, for If nothing else he 

Is over-confident. a1'TI:9lnt ... and possibly right! Back to the Khu. 
As the HP team Is about to depart Area 17 (or has managed to dig 

Its way out of Area 17 A and heads north along the axis from 13 to 8) 

the Khu will shift from NPM to PPM form. The thing then sends forth a 

blast of Heka at the party. a Power whose Meet delivers 13 points of 

Spiritual damage to each per30na not shielded from such attack. Wlth 

this m.sault comes Its croaking. dl.!g.1stlng mental voice, saying: 
• JackaJsl Pestaing plies al dung 
ftt for scarabs to feed on In Ute sunl 
You are In the realm of Gloomy Darli. 
ao to Rahotep's command now hark. 

Call upon His mJght. speak great His name, 
and you can yet win this deadly game. 
For each of you tha'e now awaits 
a place of power behind Re-Stau's gates. 
or a .throne and palace ln Pharaoh's land 
If wlUt Evil you take your stand.· 

The Khu flaps Its ugly wings as If to say. '"Wellr Rahotep doesn't 

expect to achieve success as regards to having personas speak his 
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name by this show. What occurs If one does ls sufficiently well known 

to the GM by now not to need repeatlng. The message ls meant to 

provoke response of another sort. Attack. 

Again, Spiritual assault on the Khu will Inflict damage on Rahotep 

proper. and all damage over a base 13 per attack does so. Whatever 

castings, Powers. or even Physical responses are aimed at the soul­

bird will evoke a response from It, however. As appropriate to the 

situation, tell the party something along these lines: 

-n.e l'llltwe-thlag em/ta • bonld ~ ~ - yotr 
atutc.b 5tnke It. It whbU upwarda, Iba pluJJga down. 1JJere & 
no Impact with the J111S511ge n0«, though. 71le tblng lllmply 
conUnue5 on through the 5tone.But of counel lthovaed above 
the pit. It fell down into that 5haJU• 

At such Ume as the team peers down there. even using maglckal 

means, there Is no sign of the Khu .. . save a falnt trace of Heka In the 

al r near the hieroglyphs high up on the wall. an Aural smlrtch seeming 

to disappear Into the stone there. (Now ls that a nose ring to lead the 

player's around by. or what?I) 

l'fote to Area I 7iThe GM should note that the seeming door In the 

middle of the west wall ls merely a deooratJve addition. The~ 

which seemlngly lies behlnd It Is actualty below the level of the 

chamber and separated from It by 30 feet of soils rock. 

SECOND INTERWDE 
Before letUng the group do more In play, though. tell them It's time 

for a break. Don't pretend It's all done. but allow the w-oup to state 

what It thinks. Get the players to relax and talk about how things have 

proceeded thus far. Analysis of the plot and tomb layout. devices and 

opponents therein, and how they have managed the whole Is a great 

way for the w-oup to gain expertise! In the case that even the Khu 

didn't convince them that there's more to this place than they've 

discovered so far. comlder ~as going badly as you read further. 

The w-oup should know for sure now that Rahotep Is still very much 

active. and there are yet ·mnes to go before they sleep.· 

Results & Rewards 
When they've talked things over sufficlenUy and seem to be a bit 

restless, hand out some •goodies.· 

eadt HP who has mmaged to get this far should receive 3 N'/GS for 

appllaltion to some K/S here and now. Clive the best of the team another 
2 polrts, the runner-up Land the woot a lecture. with the~ of 
the <Xher players. on what had better be done In the future to Improve 
things or else face the certalrXy of having to aeate a new Heroic Persona 
wltho~ the S1UF and em-a goodies the rest of the team possesses! 

Outstandingly played K/S Areas should earn 1 to 2 N'/SS. one or 

two Areas per HP. no more than three HPs so comldered. 

If any HP has l or fewer Joss factors. hand out as many as needed 

to get that persona to 3 Jf's. 

If something really unusual occurred, consider whatever other 

award (or penalty) would fit the circumstances: l N'/X. a Quirk (or 

Counter.Quirk), or whatever you think best. 

Before Resuming Play 
It Is now time to a<iSeSS once again how the team Is managing. Here. 

In brief. Is a guideline: 

If they are doing badly, then they should be encouraged to with­

draw. recover Heka and heal damage. and, while doing a bit of slde­

adventurlng. learn to be better at their wortd How? Discussion of 

what was done. what could and should have been done, and how to 

do It right the next time. that's how. Along with this. actual playing 

experience and some Improvement In the Hfs should suffice. Per· 

haps they should finish this expedition much, much later. however ... If 

at all . 
Uthe team proved to be poor to mediocre, then use the 9lfdellne 

above, but have them back here to delve deeper after lots of group 

dl.9cusslon but just a few sessions of practice adventuring elsewhere. 

1he solid team wtddJ mavued to handle tlings tdtlout anydisaster5 

but ms Slifered cmsiderable -We.arsnd t:esr"needs to be wlthdrawn for 

refittJng and a bit of plannirYJ. then Uvown beck Into the fray! 
The team with little damage and loss. and general su~ thus far. 

Is ready to go on Immediately, so aft.er whatever pause you determine 

ls right. get them going again to bring the plans of the arci>-vlllaln down 

around his withered earsl 

More of Rahotep's History 
and His Plan for Ascension 

Harken back now to that time In AnclmH.gypt when Rahotep was 

Archprlest and plotting to become Pharaoh. When Rahotep found 

that his machinations were for naught. and that the combined forces 

of Good precluded his victory by might and arms. he was faced with 

this dilemma. It was Impossible to retain llfe, and his choices were 

obvious: 
1. fight to the end and be slain. or remain In hJdlng In the 

wastes until he expired •naturally.· as do the~ of ..f.rth's 

peoples (unthlnkablel). 

2. Become lkldead by either Demonic means (beoomlng. for 

example, a ghoul or vampire) or diabolical art (as a hawit. 

gravewlght. llch. etc. )--egaln. unacceptable for one of hls •pos1-
tion• and power, 

3. expire but remain malevOlently present In a state of quasl­
llfe (as a ghost. phantom. spectre, wraith. etc.)-bahl 

4. Attain eternal status by some means. through &tital 

maglck-thus becoming weater than the Power !tatU!I he now 

had achieved, achieving Quasi-OeltyorDeml-Oodhood by some 

means. Now that was more like ltl 

Rahotep disdained the first three of the above. of oourse. but oould 

not attain the fourth. for arnol'l{Pt the great ones of r:vu. there ls 

neither the need northe desire to grant such a favor. nor to elevate yet 

another potentlal rival and/or enemy. So he formulated a plan that 

was complex, Insidious. and horrible. He would accept hls expiration 

only partially, taking for his entombed body the existence of a vam­

plre-ghoul-lich. a state that would sustain It over centuries. even 

millennia And coupled with this was a promise from Set ... '"Remain 

my falthful servant. succeed In your new plan (as you failed Me In the 

oldl). and I will aid you to become an Unmortal deity of Qloomy 

Darkness.· 

The frtest·Wlzard would need slaves and seMmts to cany out his 
plans. so he had mo.st of hls large retinue Sain and entombed with 

him. Many of these, lndudlng the vampire Uat-nebbu (Area 19) and 
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others, still serve him faithfully in unlife. Rahotep carried vast spoils 
with him In flight, so his tomb was packed with fabulous treasures, 
and word of such was deliberately spread--ensurlng the Inevitable 
assaults by robbers and thieves (I.e., sustenance for the long years of 
unllfe). And of course, the place was constructed to prevent all but the 

most powerful from achieving success. 
In the meantime, those followers who were spared death thus went 

secretly forth and kept alive the cult of Rahotep. It was these survi­
vors, and their descendants and converts, who spread tales of the 
tomb's treasure, brought sacrifices to those who dwelled there and 
could enter and leave freely. 

Thus, over the centuries, the tomb was assailed by many would-be 

looters. Thelrfallureswereonlyantlclpated. The damage done In the 
process was repaired by Heka ·unnatural· slave labor (such as 
animated skeletons, zombies, and so forth), or both. Even mortal 

humans were occasionally so employed; It was of no matter. The llfe 
force of each looter who failed fed and sustained both Rahotep and 
his entourage. Spirit, blood and flesh, mind, all served them well. 

Rahotep's plan proceeded almost as expected. His flesh was 
preserved, and he rested much, growing slowly towards a state of 
·non-mortality.• He augmented the process by continuing his re­
search Into the most arcane and hideous lore, for he had his maglckal 
library Interred in his Mortuary Palace with him. The fell nature of the 
traps, guardians, and Curses served to run out the unfit; they fed 
Rahotep sufficiently with those sacrlflces brought specially there to 
augment the energy he gained thus. (In fact, any HPs who have died 
In the process of exploration here now have gone to nourish Rahotep, 
as you will see later on ... ) 

Century followed slow century, and the Rituals were at la.st done. 
The stars had wheeled 'round again, and Set's dark powers flamed 

with renewed strength. At last the 
l!"!!!!IJ"'!!~~-:-1~-r:-~~~--.~~~'!":':""~~~~"""' 

great moment was at handl I f 
Rahotep succeeds In finishing off 
each and every one of those who 
penetrate the Mortuary Palace (Ar· 

eas 24 and beyond), he will re­
vive, and will become more .... 
With success, Rahotep can walk 

the world again without being fet­
tered to one spot, commanded 

by no harsh overlordsofi::vll. save 
' the Red One, living but not 

allve ... an eternal un-mortal, able 
to eajoy the stuff of life but not 

c::::::..;:::::::4 subject to Death! The Unmortal 

Rahotep a Deml-Ood of Oloomy 
Darkness bent on ruling all !Brth, 
spreading ev11 everywhere, and 
protected by the aegis of Set. 

But before this longed-for event 
can come about, Rahotep must 
feed upon the life essences of all 
these dauntless trespassers of 
such exceptional vitality. Certain 
things must happen, or be made 
to happen, so that the final Ritual 
can be completed. The posses­
sion of the Nine evil Objects will 
make him more potent still, a Mi­
nor deity at least, and certainly 
then the unquestioned Right Hand 
of Set, one able to dlmb higher 
stlll. Then again, those same oJ>. 
jects could be his undoing. but 
Rahotep discounts utterly that 
possibility ... 

And these things shall come 
to pass In the Mortuary Palace 
of Rahotep the Great, won't 

~~~~~~~~~==~~!i~~~~~iii:j~~~~~~:=:;~~(]~~j they? 
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THE ADVENTIJRE AGAIN RESUMED 
As the HPs have not yet faced a substantial Rahotep. and with the 

possible appearance of mummy-zombies apparently controlled from 
elsewhere. the players should be convinced. ll9 noted above. that 
there's more to this place. (Those who have thelr Heroic Persc:>nM 

depart without finding the rest of the tomb are certainly not yet of 
superior skill In regards to assessing the Intricacies of play. although 

they might handle tactical sltuatlons well enough.) 

Getting to the Inner Tomb 
The Khu's appearance above, and dlsappeanmce Into, the pit 

should certainly suffice to get the team searching that place. Still, It 

maybe necessarytoglveanotherclue. for example. any persona who 

has a figurine of Osiris or Heru may be Imbued with a •feeling of 

hatred. when the pit at Area 8 ls entered (though certainly not when 

the trap Is first sprung). That should suffice. 
Concealing seaet places within pits Is hrudly a new ploy. but some 

may be unaccustomed to such concealment being 20 feet up one 

wall. Once this Is located, however. the writing thereon should cer­

tainly provide the cap to all the clues given. 

Secret Tunnel 
If you are turning here from Area 8 and haven'tread aJJ of the other 

material under Second Interlude, please go badf. and do so now. 

As previously noted (Area 8). the stone block either swings or leaps 

out. revealing a passage five feet wide and seven feet tall, leading 

west. N. some point comes the foreboding. the eerie groaning. and 

the whispered message. 

As the narrow tunnel heads west, the celling keeps getting lower. 

After SO feet. It Is just high enough to permit aawllng on hands and 

knees, and after 80 feet a completely prone crawl Is required. 

The last 1 O-f oot section of tunnel slopes downward slightly, and the 

passage ends before a wall of wood and plaster. There is no room to 

smash It with a weapon. The logical method Is to retreat, turn around, 

and return feet.first for kleklng. Certain dweomers of destruction or 

opening may provide alternatives. of course. 

N. the point of connection to Area 18. the fkxX' of the tunnel Ls 30 feet 

above the floor of that chamber. m yoo will ncte from yoor at.away 
overview map. It Is here that yoo determine the spe.dfic victim of the 
fourth Curae (which wm recited by the whlsperillJ voice). This victim Ls 
the person who breaches the wall. whatever the means. 

If punching. weapon-assisted or not. or kicking Is Involved. It Is 

successful-and the victim Is sucked through, irrevocably falling 30 

feet to the floor and taking 606 Impact PD. modified by Heka proteo­

tions and also by Strike Location. upon hitting the paves below. 

(Remember that death bring.s metamorphosis.) 

If Heka was the means of Ingress. or the Curse was thwarted via 

Avoidance. the specific victim slips and plunges down upon getting to 

the end of the passageway entering the Area 18 room. 

Beca~ of the sloping passage. If the first person kicks throl.tjl and 

falls thus, the unexpectedly sudden breakthfolW1 fcxces the next person 
(and pos.sibly more) to try to avoid tumbllnglnaswell. Have the second roll 
ag:iWt f'MSpd + PNSpd at DR •Moderate.• the third at DR ·Hard.• 

N.B.: In the Cutaway Sldevlew of the Map. at the end of the passage 

to 18. ·w· represents the wall and "T" represents the trap. 

Ia Archway Chamber 
"'You are peaing from the twmel down Into a .50-foo~ 

chamber with a 4().foot.hlgh cdllng. 'lhe bumel'• ftoor .. about 
Io feettrom thatcddag. ExceptfortbeKarofyompenetradon . 
(and lt9 raulta on the floor below). the room 19 pa.ta'ed 
smooth and whitewashed. 1he only notable feature .. an arch­

way. IO feet high and elghtreet wide. Ht into the north wall near 
the comer. It ls the ftrst such comtructlon you have .een In this 
place. and appears to have been fuhloned after an Ancient 
Roman arch.• 

Beneath the plaster of the walls. floor. and celling are thick briek 

walls. mortared four rows deep. Beyond them 18 the solid sandstone 

and limestone layers of the hlll. lnscrlbed on the Inner layer of bricks. 

and fllllng such walls up to l O feet from the floor. are hieroglyphs. 

hieratic scripts, and bes-relief Images. All of these deride trespass­

era-•dolta, robben. 1111d df'.dJ«1'8tor.t oftomblJ•-for their folly. 

Here are also threats of tonnent and death. various derogatory 

sumestJons as to the Intruders' parents and personal habits. and 

several Curses (none of the latter being maglekal or partlcularly 

effective. except psychologically). 

The Archways 

S The arch ls of natural red sandstone hewn smooth. but 
unpainted. To the north beyond ls a va@ldy seen throne 

of amethyst hue. with a black figure seated thereon. 
I: r.ach half-column along the ~way beyond the arch­

way sheds a rust-colored lllumlnatlon. 
D: The passage north (ooly) 1ea1s 30 feet to a 1 ().foot hUJ3ec. 

lion. then OOC'iinues 20 feet to Area 20 (a chanber 40 feet 
lol1Jand 30 feet wide. containingpDJars that g\owa9do those 

In the cooidor) described below under that key number. 

iN There are unnaturally loud and long-lastJng echoes of every 

sound the party makes. 
A An Aura of total IMI, malevolence and lurking perils perme­

ates this place. 
ID> Supernatural Heka of Negative source prevall8; this 18 gen­

eral. but strongest overhead. and there are traces of 

Preternatural energy ot Negiltlve sort also. 
0 The smells of heated metal, sulphur. and mingled foul 

stenches of the worst sorts prevail here. 
'W Hieroglyphs overhead on the archway read: "1Yow do you 

Abandon all Hope,-
S Thetemperaturerisesbyseveraldegreesforeach lOfeetof 

passage to the north. reaching l 00° f . at the entrance to 
Area 20. 

The arch leads to a side venture. As the personas enter the corridor, 

they note that dark names flleker and bum within the very stone of the 
pillars lining the corridor. produdng the noted rusty-red illumlnatlon. 

They will also notice the temperature Increase rather soon, since the 
rest of the tomb h~ been a relatively constarX 55° f . Anyone who 

stares at the flames wlll deted vague shapes and features of prancing. 

leering Devils and their Ilk. writhing humanoid forms, and so forth. 

and will even hear faint cries of torment and pleas for aid. Go to Area 
19 (below) If the characters continue in this direction. 
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SecretP.xlta As to the more produdJve ext from the room, a brld note 
la lnonierbefore weocntlnue: Thn feett.otheldt (seuh) of the tunnel a1d 
five feet. hJflJeT up is another seau pe!!ISEV! whJdJ is a mere tlK> fed 
sq&JSe and~ we/J./idden. It WU btic:Md lf> four~ deep, 

pla!teted over, and whitewashed nonnally. Tapping. exceptlonal 

s1f1t, a1d ether fM:Jk:a1 means of seading revea nottmg. 

There Is a due, however. Beneath the plaster of the celllng are Iron 
support bolts with terminal ~ There Is no exterior trace. since 

these ring9 are covered by the thick plaster and theJr shafts penetrate 
brick and deep within the stone; but If a oouple are uncovered, they 
mark a path. These bolts cat be found not only on the celling before 
this tunnel entrenoe, but leading In a double line all the way to the 
southeast oomer as well. A thinking player will understand that these 
rl19 were supports for ropes. and that there wm some reason for 
them to be there In the other comer of the celling ... The layers of brick. 
Identical to thoee eveiywhere else In the room. might discourage 
some: but lf the Hrs persevere In dJoolng et this lofty comer. they will 
eventually discover the exit At sudt time, tum to Area 23. 

19. Side Corridors 
-You .ee a paeageway ol about three paces width and twice 

a human'• height angling off bdore you. ltla diftlcult to aee far 
In the fading llhldnatJon. but It mppan that the corrldOI' 
doglegs to the right and to the left aft.a' about 40 or 50 feet.• 

The stone to the left (northwest) ls gray-red; that to the right 

(northeast) Is yellow-red. 1be mechanism here Is similar to that of 
Area 16 (q.v.) andltscorrldors. When the personasreach theseoond 
tum to the north. they are transported back to the first such turn. They 

should notice their problem either when someone looks back and 

sees the rusty llgtX of the Initial corridor, or aft.er they complete a few 
turns and find nothing. 

20. The "Black Devil" 
Mission of Ltat-nebbu: 1h/s SUpematural vampire Is both totally 

/Ml and vezy s.(y and Intelligent. He Is the trusted henchman of 

Rahotep, and as sudl he Is present and rea<zy to tty and test all who 

come so deep within the tomb complex. Naturally, Ltat's power 

grows through success versus sudl Intruders, so he has a dual reason 

for doing his utmost to succeed. Who can tell. the fellow thlnl<8, one 

day perhaps I might rule all ... No matter. Should he be bested and 

escape. this vampire will communicate everything he has learned 

about the HI'S to Rahotep, his 'lord and mEN.er. •• 

Aural readl19 hereafter are of overwhelming evil. (What else could 
be expected?) Heka determlnatlon during the following monologue 
might reveal an uncertain glamour of lies, but the net result. a heap of 
Items before the throne. generates so strong a reading of all forms of 
maglckal power that lt ls Impossible to determine the exact nature of 
the falsehood(s). Intense concentration throughout might detect a 
faint Aura of deception here, that light coming from the "Devit• most 

strongly m he spe&M. 
~ three-foot half-columns continue at I ().foot lnta'vala. 

each 9beclcllng its dull and bloody·hued gleams. 'Die dtamba' 

ahead la 30 feet broad. and the walls se aooty-bued. though 
llt.IU lined with half-c:obunm atmflar to UIOH In the pallSllgeway. 
11/hateva' cdllng ls above must be black as pitch. 11u'ee pain of 

larger plllan line the way towarda a llLUlllve amethyat thn>ac. 
a seat which domlnatet the dtamba'. Mo'ftlllellt l'rom on tbla 
muslve throne catdtea your eye. 

•A dark shape la seated In the huge chair, a flpre dwarfed ~J 
Its I 5·foot Might and IO.foot breadth. You orlglnally took this 
to be a statue. aUgbUy larger than human-size, but It ba9 )lat 
moved-nlslng the palm ol lts rlgbt band towards you. 

-So you at laet have managed to llnd my retraU' its deep. 
nunbllngvak:e booms forth. 'You aredtherwonefoola orlllOft 

competent adveatun:n than I bad expected. Illy congratula­
tlom and greetl11g9. martalal' 

·Olaly-rec1 light aprlnp l'rom all of the plUan. and JOI& cu 
DOW aee the seated one more clem1y. He ls hlnn4nold. about 
seven feet tall. and cllaboUo-totally naked, atnewy tbln. and 
halrleu. His scorpion tall curls from behind. DOW mlble. Small 
jet.black horns jut from his fordlad, 

'"'Rahotep ls jmt a fiction. you know.· he contlnuea. -Yet It la 
one I have found amusing to continue. 'lhat one who w the 

P'rleat-1111zard DOWl'rla on the Iron ftoorofmyDomaln ••• ad ~ 

place ls a fine reaultlng olftc:el' 
~ devllish head ls thrown back. and hldeou9. moddng. 

dlabodcal laughter echoes throughout the balL • if It lftft • 
vastcavc:m.1he ebon aeature. who5e long uppa-fangs glinted 
brtdly as he laughed. shift.a allghtly on bis throne. and twitches 
bis needJe.tJpped KOrplon tall. 

·-vou are exceptional. you know. Most ol the robbers who 
come hue die much sooner than you wlD-or wfll yOA'O I am 
...nldenUy lmpreeeed to allow you a choice of tlu"ee opdom. 
without ambiguity or equivocation. 

•'You areol sullkleat power to become lmlghta and nobles In 
my eenlce n"-J awve your pardon: I have not Introduced 
myself. I am the One known aa Dltlp11ta', Lord of the aty olDla. 
and Father of l>almae. And yow names. ye who 9hall be 

ennobled In mysa'Yk:e? All of A!'rth'srkhes and powaa9hall be 

yows. to be sure. though such eenlce doeaentall certain dutl• 
u well-· But more of that aft.a' lntrocluctJoml Who se your• 

If aty ldlct takes this offa. I'm et a loss to explain how that ptJ'SOl'l8 

survived to this point. If any do give true names, this befngnow tm power 
over them. with oo Avoklance possible. If genera tllesorfabe nmnesan: 

given. the "OeVIJ• simply laughs derlsiveJy; It <31 detect eaSly u::h lies. 
Continue with the followlrlJ aft.er the HPS have had a chame to rq>ly: 

•'You would hem' my other options? Very well. Portheeecond. 
I orrer a ftefclom In my Realm for each ol you. I will change you 
l'rom mortal to Eta'nal. and you shall become barons In HelL 
with lands and estatet and servants and slaves greater In extent 
and number than would ftt Into this petty land of A%lJpU Come 

now, which of you would not like such a rich prize? !'fame 

yourselves. ye who deny mer 
As above. personas foolish enough to give their true name.a place 

themselves ln this being's power. Continue with the following: 
· ·So. the third option Is to be beard also. Very well. As you 

have managed to delve even unto this llnaJ chamber ol the 
tomb, I am wUUng well. not altog~ but I am feeling rather 
gmerom this clay, haWig so ra:enUy reauited an eatft pdmt­
hood east ol her&-wllllng to grant you a reward to which la 
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attadted no pledge of fealty. You can receive as mudt gold as 
you can carry, and any maglck Item you crave-es long as It's 
not too powerful. Jlla-ely pledge not to come here again. I shall 
Uten transport you safely to Ute land above, to eajoy Ute fiults 
of your victory.' 

"Before your startled gaze, panels In the great Utrone open, 
spUJing forth a stream of gold coins. Twin heaps of discs worth 
a thousand BUCs or more beyond counting. and then gems and 
jewelry as weIL start piling up to the left and right of the Utrone. 
Afewbrlghtjewelsrolloverbyyourfeetandmlghtbeplckedup 
easily. Now a scattering of otha- objects are appearing In Ute 
cascade--a ring here, a wand Utere, then an Amulet, Talisman, 
a bras-bound tome, a couple of glowing weapons, sections of 
armor ••• Allmannerofmagkkald~arepourlngforUt. 'Dlspater 
waves the stream to a halt and peen lnqulrlngty at you. 

••That ls enoughl You have more than sufttdent to select 
from. Whldt of you shall take Ute first dtolce, whldt the second? 
Now that you see the wealth and things of great endtantment, 
do not hesitate. And Ute rest of you who hang bacJr.-...uk your 
questions: I know you mortals are eager to learnjust what these 
puny magickaJ baubles can do:• 

This creature. one Utat-nebbu, was once a great wizard In Rahotep' s 

service. He Is now a mighty Supernatural vampire, and has been 

Rahotep's dllef lieutenant for nearly a thousand years. He became so 

by sorcerous art. so that he mlght thus assist his master and eajoy 
eternal life (now Unllfe) as well. 

The creature's horns and tall are elements of a very powerful 

Illusion, as ls most of the outpouring from the throne. Hrs attempting 

to break through Its dweomer must be able to overcome a Grade XIU 

Casting. However, there are 150 real gold coins here, and a handful of 

actual gems too, some of which roll over to the party, as noted. There 

are also a half-dozen minor ma@ckal Items whose nature and sort 

should be determined as you see flt. 
Uta-nebbu will oot press for names of personas who take the third 

~on (tl'ea&.lre and transpat). In dropping this request. he acts in at 

offhand ml'.l'lner as migtt be expected of one in high power who has tired 
of trifles. If anyone takes either a the first options, howevet he Insists on 
true names. thooe being absoh.tely required •by the Laws ol llell. • 

This vampire will try to dupe the party Into accepting his offer of 
riches given •tor success/W compleUon of the cballenge,, of tbe 

t.omb, · and then take them to Area 21. explalnlng that therein lies the 

magickal transport to the surfaoe. 
In com bat situations, the creature Initially uses a Word of Power he 

possesses in order to disable whomever he can. He then physically 

assaults the nearest persona, seeking to grapple in ffand-to-ffand, 
Lethal, Combat (for obvious reasons, and for added defense against 

magickal attack.s as well). Anyone slain in the fight will become a 

mummy-zombie (as If slain under a Curse). Anyone actually drained 

of blood by Utat-nebbu becomes a zomboid vampire (Unallve) under 
hisdomination.lfUat-nebbufleesthefightorlsforcedlntoPPMform, 

he will be found thereafter recuperating In Area 22 (q. v.). 

For details of this er. see the OP Statistics appealing following 

Chapter9. 
Throne; The throne has compartments that hold another 50 an­

cient gold coins. Adding these to the 150 real ooln.s on the floor, the 
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total Is 200.000 8lX:s In treasure. but If taken to a collector they will 

fetch five times that much. 
1be lower from of the throne Is a sliding stone panel. which will not 

be found ~an exteMlve examination Is conducted. Discovery Is 
at -nard. regirdle8s of what IV'S you decide Is appropriate .. Three 
~•ecarvedbXothestonebehlndlt.1be8e,andtheetrects 

of pressing them, are as given below. Note. however. that death from 

these effects does not Initiate a metamorphosis to mummy-rombie 
state (unleso, of course, the victim Is cursed as well). 

1he Three lflerogtyphs: 

An l!lye: This sends forth a disintegrating ray. The persona 

pressing the glyph takes l 306 Impact PD. or half that If an 
Avoidance roll ls asked for Immediately and succeeds. 

A Scorpion: Pressing this causes the throne and wall section 

behind It to swing north. pivoting along Its emt edge. However. 

the unfortunate pressing the hieroglyph takes an Incidental 

1306 Mental damage ... 

A Healt: This bestows deat.h-maglck on the persona pressing 

It. That Individual Is Unked to the multlpl~ stored In the 

throne and suffem 1306 Spiritual damage. 

21 Secret Room of Skulls 
1be entrance to this room Is via the pivoting throne In Area 20. 

HerolcPeBOnBSmightventureherelnafterdlspatcblngorchaslngoff 

the vsmplrerwlmrd. Utat-nebbu. or might be escorted by that crea­
ture. Refer to the appropriate section below. 

Entry 11r1thout Uta'-"ebbw -nddncl the pivoting throne Is an 
utemlve space. You walk tbrough • Io.foot square foy~ and 
come to the main portion of the chamber. Above Is a plain 
celllng about 1 l feet high. the floor eeam to be of Miid 
INUld8tone. 'lhe east and west wallll bear Roman-style archways 

deconted In bas-redef, the eutan having • devil's-head: the 
western. human dsuresaJternating wilhOowering plants. Skulls 
are ranked In rows all about the two long wans, except for two 
spaca. each of which 111 heavily cobwebbed.• 

Within one of these cobwebbed spaces are seven bat-headed 

pendants on chains. all of silver; a number Identical Items made of 

gold fill the other space. The nwnber of gold Items ls one greater than 

the nwnber of personas in the party. P.ach pendant radiates both an 

Aura and strong Heka. The Aura most malign and the Heka Negatlve 

and Supernatural come from the sliver Items, neutral Aura and 

Preternatural Heka from the golden pendants. 

Twelve small but highly poisonous spiders dwell within each re­
<:es.9. Anyone who reaches Into the webs to obtain a pendant must 

first roll to avoid being bitten, a base 20% c.bance of success; If that 
Is failed. 203 spiders are encountered succeed In their attacks. 1be 
victim takes 3010 Polson PD per bite. Instantaneous. one time onJy. 

Cautious folk will, of courx, use some Instrument. not hands, to pull 

o!X the pendants. or else bum the webs SWfJ!i before reaching In. 
Despite all this, none of the pendants seems to have any effect. If 

worn by someone using either archwfl!i, however. they alter the 

effects of the transport (see below). A golden pendant enables travel 

with all equipment; one was thus used by Utat' to move thll'lg' to its 

domain. A silver pendant. If used to move from one area of the tomb 

to another (e.g., between Areas 21 and 22), causes the wearer to be 

both "Dazed. and atruc:ted with amnesia upon reaching the destJna.. 
Uon. turning potentJally dangerous Invaders Into sale and delicious 
cattle, so to speak. The vampire's traditional aversion to silver should 

be aduesufficlent for even moderately astute players. If~ (In~ 
22) to leave the tomb via the west archwff!i (see below), It does not 

have this effect. 
Entry 11r1lh Utat.nebbw Desa1be the scene by reading the appro­

priate portion above. However. note that ltat' uses llluslons to hide 
the skulls. "Dispeter- comments that: -iJJe deril'Hlead attb (eut) 

ltlatJU uaable by thoae who dJaJJge their mbJd IUJd accept elu,e, 
of my otren for aenlce In lleU. • but that. -iJJe westG'n ..m 
tramporf.9 you to tbe aurf.u world u I promised.• f.ach arch 

radiates a strong Supernatural Negatlve Heka. but Aural checks 

produce no readlng.s. Both archways transport creatures to Area 22-
and In an unusual fashion, suspending them for one AT In a sta<;ls In 

non-dimensional space before delivery. l"Urthermore, the arches 

transport onJy living or Undead creatures. leaving all non-living ob­

jects he~cept when the transportee Is wearing a gold pendant. 

Note: If a wholesale slaughter seems Imminent-though richly 
de.served. If all have been so foolish as to go along with this busl­

ness--you may allow enchanted devices such as the HPs' best weap­
ons to pass through somehow. as If they were llvlng creatures. 
Perhaps the deity statuettes Intervene ... 

22 Domain of Utat-Nebbu 
Arrival Is from Area 21 . via an arehWfJ!i In the north wall of this 

chamber. This place Is unlit. but visitors able to see In the Infrared 
and/or ultraviolet light spectrum will have no vision problems. even 
those unable to pleti:e the total gloom wllJ hear the sounds of what 

seems to be a minor hell. Assuming some manner of sJght. read: 
-You areln a big chamber, one•o fed deepaJJd over I 00 feet 

long. It reeb of death and l.9 u moldy u a grave. Thoe are a 
haU-dozen pale IUJd beautJful women here, tall. alenda-, and 
t'ety ahapely too. 7hey amlle and beckon to yoq, but their eyai 
glowwlthalenlandredUght.andlongtang11lnthdruppa)awa 
ahow them to be Undead tbln!J'I 'You have no time for furtb8' 
ol»etvatJon. I« Ibey are coming tow•dll you with pwpoae. • 

Six female vampires of Preternatural power. the harem of Utat· 
nebbu, are here accompanied by their stock of nourishment-escore 

of humans. all near death from anemia. None of these poor captives 

Is In danger of becoming a vampire, however. a.sonly a Supernatural 
one (I.e .. Utat') can create such; Its concubines cannot so do. and 

need no zombol<:Wamplre slaves. 

Within the east and west alcoves are various amenities and furnl. 

ture of the ·vamplrettes, • such as couches and other Items (m you 

like. but no treasure; these creatures crave onJy human blood. not 
baubles). 

If the Heroic Personas arrive without equipment, they are In serious 

trouble>--{.hey will be welcome additions to the herd of captives. 

Otherwise. however. the monstrous femmes herein shouldn't beloo 
a great challenge; once they are eliminated. the area can be eitplored. 

During the fight, HPs might get the Idea of tossing the "Vamplrettes• 

through any of the four archways In this place. One such archwfl!i 
stands In each of the 20-foot«iuare alcoves on the east and west 
ends of the room, and one Is centered In each long wall (north and 
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south). onJy the north and south archways will transport these crea­
tures; refer to the • Ardtways- notes. below, for details. 

lfUt.at-nebbu 1s here, he might mslst his harem. or might flee. As a 
guideline, ~wne that If the aeature has an average of 70% or more 
of Its 11WTS, It will join the fray. but wlll later try to flee If reduced to 
:'.50% or lesser total ln any TRAIT. or below an average of 50% In all. If 
thevamplrerwlzardflees, ltleavesvtathesoutharchway. thusalertlng 
the gholles In Area 26A (see • Ardtways• below). and will later be 
found assisting the aeatures at Area 24; be sure to add the Super­
natural vampire to the listing therein) unless something untoward 

happens to hLs Soul Object. 
ror data on the Preternatural vampires. refer to the OP StatistJcs. 
When there 1s time to look around, read the following to the group: 
,,owyouseethatthlsls(wu)theprlvatedomalnofthegreat 

vampire. that lair Where he and bis six lemans took theJr eue 
and aporL 1he grat Nl'ClOphllgus in the ~ portion waa 
artalnly thatotlJtaWx.bbu hlmw.lf. for you hllVe noted alx smaller 
ones in the -wata'JI alcow:. Of goods and tWalth you see none...• 

However. under the cushions In the bottom of the &lpernatural 
vampire's coffin there lie hidden two seals. One Is the seal of 
Shadow, the eighth of the Nine lMI Objects. of course. It emanates 
the strong Aurm and Heka which mark all of these things. and the HP 
locating It will certainly take It along. carefully hidden somewhere 

amidst the things carrtes on her or his person. 
The other. emanating blackest IMI only ln Aura and Supernatural 

Heka, an almost exad duplicate, Is the Soul Object of thLs creature. 
It Is enchanted to resist Heka up to 333 points. and Physical damage 
of any sort won't affect It. However. If It Is first washed with Blessed 
Water. all of the IMl m&Bfcks are obliterated. and It can then be 
crushed by any Blunt PO equal to or greater than 17 points. 

ArchwaysaAllvlngcreatureorbelngwhouseselthertheeastorthe 
west arches must wear a silver pendant (from Area 21 ), but that 
persona can take up to two others along by grasping them firmly. All 

pendants that pass through either arch are sent to Area 28. alerting 
Rahot.ep to their use. The decorations of the archways and their 
destinations are as noted below: 

l!a!t: ""lbere are two markings. a hawk hieroglyph and the 
cartouche for the deity Horus (of SUnllght Ethos), on the 
ardlway in the east alcove.• It should be apparent that nothing 
herein could have anything to do with Oood. so thLs must be falsely 
marked. It does In fact lead only to a llghtless cavern complex 
deep below. which Is Infested by all manner of ghoulish creatures. 
To~ there Is death for a personal 

West: ·An owl and ankh hieroglyph on dtha' ade of the 
cartouche for Set are on the archway in this alcove.· The owl 

and the ankh symbols mitigate the IMI name. and this transporter 
will send users safely to the gorge area. They will appear In the 
vicinity of the entrance to this tomb (not up on the ledge). 

North: ""lbere are DO maru on or near this arch.· The entry 
arch wlll function a<J an exit. returning living ~to Area 21 If 
and only If each such per30na wears one of the gold pendants 
descrlbedthereln.lfthl.91susedtotnmsportUndead~(same 
deSlnatlon), no penda1ts are needed. If any d the PreterNturaJ 
vanplres are t.os9ed through here during the ftgtt. she will simply 
return three to six 8Ts latet probably gaining SUrprlse In the process. 

South: "1hue are DO maru on or near this arch.• This arch 
Is unusable by living beings. It sends Undead beings to Area 27 A. 
and objects (lndudlng COrp.9eS) to 26A. However, If any umlaln 

vamplress Is flung to the latter area. the an1val alerts the honfd 
gholles therein. and six will arrive from that place ln 503 8Ts 
thereafter. (See Area 26A and OP Statlstfa. for details.) The pen­
dants have no effect on the operation of thLs arch. 

Thescoreofhwnanslnthlsplacewlllmerelycowerandhideduring 
the battle. The HPs should concern themselves with resrulng the 
hapless captives. If the HPs do not eventually assist them to freedom, 
each HP party member Is In trouble. as will be explained later. 
Asswnlng normal heroic actions, however. one of these victims will. 
when spoken with by an Hf, remember: 

'71Jere was a Ume-:Juat a few days agol I recall It became we 
had light then. dear .tweet llghU 1hat basta'd Vt.at• wu tU/ted 
by three men (preswnably IMI allies). I NW that one of thete dirty 
tnlton. the cltld of them, wore a allwr pendant of unruual 
aort. • .howweHlrecallltsgllttainglnlhellght.ll'headepartlng, 
thl• leader gnupetl h.I• comrada lfrmJy. ad all t.bea atepped 
through of one of the tilde arche.91. but. .. but. •• (The poor fellow 
remembers not which was used to leave this llWe hell. and he Is 
ashamed to tell that fact.) 

The aneOOot.e Is quite true; anyone wearing a silver penda1t can grmp 
up to two others. a1d the b'lo may step through either the east ErchWl\Y or 
the west. The pmty must figure out which provides the proper exit. 

Heroic Personas who abandon these folk here Immediately lose all 
~ l'actors. They alsosuffera + 7 penalty toall Avoidance rolls for the 
balanceoftheadventurel rurthermore, since such actions are thought· 
less at best (and may be of IMI motivation). appropriate Counter· 
Quirks should be gained by each HP as their consciences are affected 
by their badness. 

23. Secret Passage from Area 18 
You should have turned here because the party~ been extremely 

skillful, and has discovered the existence of thLs passage. Refer to 
Area 18 for relevant notes. Before you continue. you should be 
thoroughly famlllar with Areas 24-31 at least. and preferably Areas 
32-37 as well. Study the map carefully; the action picks up rather 
quickly when the party arrives at Area 24. 

The breach of thLs passage produces one side effect. an event 
which Is Impossible for the HP party to detect at thLs time. though It Is 
very relevant to this scenario. The Khu of Rahotep Is drawn back from 
Its IMI doings elsewhere In the tomb. It must now wing off to the 
lnnermO.!lt place of the labyrinth. and upon returning there it Is 
Imprisoned In the appropriate pillar In Area 37. 

Relate the following to the players: 
-You have succeeded In breaking Into a small crawlway. a 

tunnel no more than two feet square. SUddenJy. a swarm of 
small bat.'Wingecl horrors comes flying out towards you. Each 
looks like a flying black scorpionJ• 

It Is assumed that at least some of the HP team Is roped up to get to 
this place, feet some IO yards from the floor below. when the 1 O flying 
arachnids oome buzzing forth as If they were a stream of angJy 

hornet.sl The picture coqjured up Is most amusing. Isn't ltl A solid hit 
kills one of these things, but meanwhile each can deliver a nasty bit 

138 GDW Necropolis Campaign 



ofpolaon with lta~attack. and all wfll 90attack umn lllaln ... that's 

the nature of the8e a1tters. 
l"or details of the flying black sc::orpk>rw. see or Stati9tJcs following 

Chapter9. 
Alth°'9J the8e thl19 seem to be a petty annoyaooe, they deliver 

a more potent threat. As they are de.stroyed. each hls9es forth a word 

with Its dying ~ of Its me&M or explratlon-es 
follows. the CUrae llCiivatfng as the tmh one dies: 

•'1Yow' - .,.,.,. - 'JMtre' - 'broflpt' - 'do ... ' - 'tbe'- 'l'fltb' -
·au.e·- 'ol"-' llltbolepl-

'lbe spedt1c vk:tlm cl the l'tfth CUrae la the l8!t party member to 

optional result: 1be per90l18 steps back against the eMt wall. 1bls 

t11mers a pivoting secret door and dumps the HP down a slimy cb\te, 
which leads to the western aide corridor (Area 19). There should be 

no Wfllf for the victim to return to the party, but at leas the peraona Js 
!till alive. If oonvenlem. you mf111 laler play out this HP's eventual 
escape from the tomb ma solo adventure; but for now. Inform the 

player that the HP Is lllmply out or the action. CorXinue for the 

remainder of the group. 

24. The Mortuary Palace 

mter the aeae.t passage. If that per90fl8 ~Jy avoids It. the 1 s 
cwae pasaea to the next~ to mer. SJd 90 forth. If anyone to be 
affected poeae98ea the Scepto of Set the Curae Is rw.gated. In any 
event. It will not activate against any persona cany1ng any or the Nine 

l"owteen ·bubbJo9 (see below) produ<le Ugtt to a radius 

of flve feet. but are widely speoed. leaving many dark 
and shadowed seas; other lighting reveals a dashing 

color scheme of orange. green. black. and whJte. 
!Ml Objects. You might wish to ask for requl.91te Avoidance rolls as If 

aome maiace was creeping through the party. from rear to front. 

Read the followlng semences as each Ls required. 
"The bonid JIWe ..mnida ...e .U dad. 1he bulJld la DOW 

clear. empty. Do you 1rilb to explore ltr 
"The dmlJ crawlway .... aght feet a.t md tllrm eoutb­

.... d.e.. 

• Afta' going eouth about 23 feet. the tunnel bD1l9 9barplJ to 
tbew.t.• 

"'lbe cnwt Is owr eo red. but & amt the nmow pmssge comm 
to RD md. JtglW.Saccelll to a I ().f~ c:hllmba'. 'Dlla ~ 
luddly, tbemrfacle )'OUMwcnplaloagis OD tbellllllle lew.l M the 
lloorolthe11pacie~ You parbdotheroomllDdtblnk)'OUCPD 
w a llgbt olllteps wWc:h deMleDd northwmla. Do )'OU ad.er the 
room. or rdnat. blldl down the bmDdr 

When the apeciftc vk:tlm of the l'1fth CUrae Ls about to deacend the 

at.alrcalle from the l().(oot~k:al room. that persona hesitates, and 

mus make a roll 8'Jllnst SMCap at DR '"Hard.· 1r this roll ls successful. 
the persona leaps down the stairs, taklng4D~ polntscllmpact PD. as 

modified by Heka protections and !trike Location, and If not slain 

(and be9nnl~metamorphoslslntoa mummy.zombie) Is then Dazed 

for 40~ 8Ts. Others In the victim's path mJght also be tumbled down 

the at.airway. to ~ve lllmllar effects of leas severity. If the victim's 

SMCap roll Is failed al the top cl the at.air. howevet the persona 

remains sta'ldlng Inertly In the room while a l().(oot-a.ablcal block of 

~sandstone (this fonnerty oompr1alrvtheodllng orthe room) ISlds 

upon him or ber. The vk:tlm Ls aquuhed flat tnstamly. but al least 

won't reappear as a murnmy-zomblel 

Any others who may be In the room at the time cl this unfortunate 
evatt must make Avofdanoe rolls al DR ·f'A1Y" to get <>lK or the peth 

or this stone block. unless they choo8e to stay and by to stop the 

block's fall (a loyal but unwlae and utterty doomed effort I'm afraid). 

If their rolls fail, they make flying leaps down the staira (as noted 

above for the specific vlctlm's 8UCCeSS). If their rolls suooeed, they 

move quickly to the 8talR:me wltho\t lncuntng unfortunate !Ide 
effects In the prooess. 

The tmnendou.9 aasb ale.rta a IUleption oommtttee In Area 24. 
Special riot.a If the spedftc vk:tlm's attempt to avoid the falling 

block falls but Is within a few pips cl sixx:ess. #Jdlf that vkilm caries 
a ftgurfne of a non-IMl N.gyptlan deity. you may employ the following 

0 

I: There Is a combined orange and alckly.geenish glow 
from ·bubbles.• whldl blocks all modes of vision ex­

cept normal sight. 
D: 1be space Is :50 feet square. more area open and 

widening to the west. 
An ominous chant cl demonlacaJ quality Is audible; this 

masks slight souna. (su<:h as those of the attackaa 
approachlng). 

!trong!Ml Is everywhere, but darkest toward the west. and 

there Ls sense of lurklng death danger overall. 
There Is supernatural Heka radiating nearby, and power­

ful ent.ltal emanatlom to the wes. 
1be room has a generally fecal sten<:h, with the smell of 

putrid flesh waftlng through. 
There are no visual warrllJ9. b\t an inate, hyena-IJke 

. laugh ls heard after the stone block falls. 

The personM will be attacked when they leave the at.air· 
case. 

Light llubblaa A total cl 20 floetlng ·bubbles· are located It spot.s 
noted on the map with the letters ·L· and "X. • nie latter (X) n 20 feet 
above the floor. but the others (L) hover at an altitude cl but tlve feet. 
The sk:kly light they shed renders useleas all modes cl vlslon except 

for normal slgtL evm If they are de9tro)'ed or extlnQulshed (see the 

events below). this effect on pemona vblon remains for two 6Ts 
thereafter. If a Ugtt bubble ls dmnaged In eny WB'f· It turns Into a 

laughl~ White skUll and then explodes. lnflk:t1qJ &De points of 
Impact PD. Heka protection modlfylng. but no Strlke Locllion modJ. 

fler. to all living (not lkldead) creatures within a lo.foot radius. 
SubHqueat EYaltaa -rhc lo.foot-long •tCwaJ llM lnugbt 

you Into the MUtheut corner of a 30-foot-equse ---.a 
antedwmbtt, you mppme. .aace the place la open to the 
wa'-4D area that Helll8 wider. the noor la IDIUf<.ed by a 
cbecka'boanl al bladl and White. 

·A few 8tl'ange ..,..._of llaUMlltJng green and onngeno.t 
1a the a1r. r.acb 8bedl la. ug1y llgbt to. ewe-root nmge.1eaw.g 
great JNllc:be8 ol8badow and dadme.• betwem It md It. many 
fellow.Jlloet~about~ but110mebowr 15or20feet 
abow the floor. 

-ibe·wsll8 lllope gradually la....U • tbeJ rt.e. paha ... •If 
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to form a dome somewhere in the darkness ovt:rhead. They are 
made of gne19s. green and Decked with brown and black. Pic­
tures thereon depict andent )fgyptian troops, but with skel· 
etal featares. These pictures are inlaid with some burnt-orange 
material. in ugly contrast to the green stone. But the columns, 
seemingly placed every I 0 feet throughout the area. are much 
worse. Never did you dream such stuff could exist-dashing 
green and orange strlatJons, shot with veins ol wormy maroon 
and splotches of ftlthy brown and black. 

·suddenly a tJttering giggle slices through the air. The cry 
reminds you of a hyena .•• .and It echoes long and alarmingly to 
the wesL And then the floatJng globular lights go ouL • 

The giggle comes when the last party member steps off the stair· 
case (or. if the party has left. someone on the stairs, when the lead 
persona reaches a point 20 feet from the east wall). Utter darkness 
reigns for a full two CTs; no form of sight or illumination will function 
at all during that Interval. Then the bubbles suddenly spring alight 
once again. revealing enemies. 

-nie palpable gloom lifts as amexpec::t.edly as It came. as the 
green-orange glow reappears. You note with a feeling of revulsion 
that a dozen olthe skeletons thatoooe seemed as If they were mere 
wall decoratJons have become fully real. and areadvandngagalnst 

you in ranks, spears leveled. They march in predsion step, six 
coming from the west and slx lh>m Ute north. Each wean Pull 
reinforced leathtr armor:. the black plates ol polished horn gleam­
ing. the bronze studs smirches ol wrdlgris. Each unnatural at­
tacker has before It a large towa- shield. also ol leathtr 9tudded 
with bronze and animal horn. so a to form a veritable wall. 

"These things are of malign nature, no doubL They move with 
a swiftness that belles their bony forms. The empty eye sockets 
In their shiny orange skulls glitter with a green and Evil lambent 
Ore. Their coppery colored bones crackle and spark with hellish 
pow~ as UWe surges of searing blue electrldty dance over 
their forms as they move.· 

The skeletons are three feet apart, the two separate ranks each 30 
feet long. Thus, these 12 Unalive things form an ·L· which boxes the 
HP team Into the southeast portion of Area 24. These skeletons are 
meant to delay the party for one AT. However. a deluge of water. either 
as precipitation or as a flood, will drain away Instantly their energy and 
destroy them. The play of electrical energy over their "bones" Is a due 

to the percepUve player: Short out these things. and the battle Is won. 
These automatons have been programmed well. When they are 

within melee range (three feet or so distance) of their opponents, 
electrical bolts arc forth from their six.foot-long spears of metal and 
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hit unfailingly during every combat exchange. The base PD Is only 303 

f!.ledrlcal, but modification for that attack form Is required, and there 

Is also potential weapon damage (Piercing. 306) a9 well. l'urther· 

more, anyone who hits a skeleton with a metal weapon takes 303 

points of rJedrlcal PD. no further modlflcatlon, however. Using these 

effects to good advantage, the skeletons keep marching and press 

the party beck toward the stalrca<Je. 
This confrontation could turn out to be a flmco for the Heroic 

Personm-however ... 

Rdnforcements ~ Tluncosts Too: If any Undead from Area 28 

(q.v.) were let loose by the HP team, thesecreatweswllljoln the fray 

In 203 CT3 after the first attack by the skeletons. The same Is true for 

any Nether11ngs let loose from Area 2t (q.v.). 
TheSUpematuralvamplrefromArea20(q.v.)wlllllkewlsebelnthls 

location lfhe escaped. Utat·nebbu will •captain• the company oflMl. 

using his Powers from a distance, but joining In melee If the HP team 

begins to predominate. 

lf any persona<; were cursed and slain. becoming mummy-zombies 

thereafter, and If such mon.sters have not been dispatched by the 

party, they now an1ve here. In five to seven BTs after the skeletons' 

are detected, the mummy-zombies ol former persona'> come shuf· 

fling up to fight the party. 
Lmtly, blt not In terms ol timing. personm under evil lnfl~. 

corbolled by Rahotep, will tum Immediately ag:imt their former fellows 
atthemomentolata::kbythesk.eletons.~anyharmthelater 

rnlgt be auslrlJ to them. ~them vldously with whaevertools ol 
slaugttathey ~weapons. rowers. etc. 

We'll assume that the team has been played property, however. and 

that after some clever Heka use or fierce fighting. they prevail. so ... 

25. 1ne Great Hao 
-i1iere ft DOW black empty apaca OD the wall where the 

coppayakeletomoncewere.l'fotnceoftheeeunnatural things 
remains to madl their destnK:tJon. (Add whatever Is appropriate 

J"e9U'dlngturncoetcomrades, mummy-zombies, Uat'. and the Undeact 

Demons, et al. ) You've llnlshed them off, but now your attentJon 

lllU9t tum to whatever des beyond the antechamber. 

"You peer through the gloom. noting llfjilln the wretched 
plUan and ftoating globes of akkenlng llghL 1he stench haan't 
leilllened. either. To the west 19 a vuthalL at least 50 feet bl'oad 

and 80 or more feet long: the light 19 too poor to say with 

ca1alnty. As implied by the sloping walls. the ceiling arches 
ovu your heads, at least 40 feet above. Along the distant walls 

are large blotches, vaguely tuman-ehaped, but not moving. 
•SUddenly, from the Door ne.- yo..- feet tlWft comes a glow ol 

blueftd lghL ADdst the flay COiom forming Uwnin Is the SUfl" 
gadon ol a hand's shape. Hittoglyphs ol eye«aring azure.atm. 
son are bdlig etched Into the black stone. They can sommow be 

undentood by aD who look upon than. and they read as folloWlll 

"!'low r8gns Rabotep. 
and 1he Set Rabotep In bull 
rains down upon tho9e robben 
who enter His lll05l NO"ed Plortuisy Palace 

1he Sixth of His Clnesl' 
'"Do you dare to press aheadr 

Note that ~ usual, the possession of one of the Nine IMI Objects 

negates Curse effects as regards the Individual possessing It. If the 

Curse Is laid upon the persona bearing the Blackened sun, It will be 

dispelled entirely. falling to activate, but Rahotep will know this, of 
course. 

lt matters not whether the HPs do go forward, or they stop and 

dither. Unless they are quite noisy, they detect faint noises from 

above. They see (either by the light ol the bubbles. or from their own 

lllumlnatlon) that holes are opening above their heads, all along the 

central part ol the celling. 
aay pots drop to the west. ·Ou.bl Splash/ lll•I l'llmes od 

aharp, 1111ple&Mnt burning smells plo-ce the foul air. ls tlMt the 

atonetJlullng? Were thoae pots n11ed with add?I Did that eune 
uy 'ralm downTYou may drop In comments such ~these If the 

players are Insufficiently worried. 

If any personas are In position to view Area 24. they see that the 

skeleton Inlays are back on the wall-but this time they're made or 

(add-reslstant) bronze, confirming the party's probable view that this 

Is not a IJ)od place to be right now. Then holes start opening In that 

area's celling as well. 
The team will probably decide to advance along the walls of Area 

25. and that's what Is desired here; the Sixth CUrse Wa9 delivered by 

part or a powerful Illusion or Grade XVI strength. having two other 

purposes: (l) giving the defenders time to make ready, and (2) 

channelllng the Intruders Into a particular area. 
Area 25 Is divided Into two halves, the north and south, I.e., right 

and left. Six upright wooden sarcophagi stand along the wall of each 
sec1ion, three In the vicinity of each ·w notation on your map. making 

a total ol 12. f'.ach sarcophagus contains the evilly animated mwnmy 

of one ol Rahotep's under.frlests, now an Unallve thing. The six along 

the south wall are confined to that area. and those to the north are 
slmllarly restric1ed to their own sectJon. None can ~ beyond their 

designated areas, and none can pass the row of columns (stretching 

from east to west) that stands about 15 feet from them. 

The restrictions are nearly Irrelevant, though. If the personas stay 

near the walls. They are attacked by the mummies, which move m 
rapidly a<J do heavily armored humans. 

-You are aalled by• h•lf-doun mwnmlet who come forlh 
rapidly &om tbe Ml'COphllgl nuJlied along the waJJa here. 1JJae 

hon1d tbbJp--INuJd•ge-wrapped corp5a with glowing. ..,.. 
lerolent eyet ri.5/ble where the linen wrappings hllt'e fallen 
•wa,-..growl and groan hollowly u they strike •t you with 
dubbed 11.sts. 1JJae things are U:n#ble, lllJdyourpartyJ. c:aught 

between them and the hall of add.filled pot.s behind/ 

IJJere might be a c:lwH:e of eteape, though: you see a nve­
foot.wlde pas511ge ln tbe waJL and It Jlet between tbe three 
mummlet •dvandng It-om the right and the three coming tram 

the Jett. •• • 
This might tr1ooer the team's entrance to either of the side 

chambers, 25A or 258. If the team decides to dart down one of 

these ·escape routes,· tum to the appropriate key. The mummies 

will not follow the party Into the passageway. but they will rank 

themselves In an arc before the entrance, ready and waiting for 

their foes to come out ... 

Special "°te; Not only will any personas slain by one ol these 
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mummies become a mummy.zombie (m If aimed). unless sud! 
lndlvlduals bear one or more d the Nine evil Objects. In wbldl C89e 

the persona simply Is dead. In cues where there Is no such protec­
tion, that metamorphosis unfailing occurs. 8Dd It takes but o~ 
twelfth normal time. I.e .. one AT Instead d 12. The victim's oorpse 
begins to shrivel one BT alter death. completes the change In four 
5Ts, and Is animated et the end of the next l5T. The victim will rtse 
quickly and attack the remaining Hrs with great malice. 

l'or details d these thlng9 refer to OP StatJstlcs following Chapter 9 
of this scenario. 

Jgnortng the Adds If the party somehow manages to dispel or 
pierce the dweomer. or simply Ignores the llluslonary acid rain and 
oonUnues down the central aisle of the pelace. the mummies cannot 
reach them. 

If the Heka engendering the Illusory rain of add-filled pots~ been 
canceled, Inform the team that there are no celling holes. pots. etc. 

If they are firmly convinced that It Is Illusory, allow each persona a 
roll against MRPow at DR "Hard.· A succes.s negates the Illusory effect 
for that Individual only. A Spedal succes.s allows another roll to by 
and dlsbdleve for all who failed. !'allure Indicates that the Hf will 
sufTerlD~AcldPDeachandeveryCTthatpersonaremalnslnthearea 

subject to the "add-pot" bombardment. This damage will not merely 
go Wiilf!IY. It mu& be healed as would damage from a real attack. A 
Special !'allure nq}llteS the chance for another roll due to someone 
elsescoringaSpedalSucceM. The personals convinced absolutely; 
this Is real I 

Desaibe the scene d the raging and frustrated Unallve thi~ as 
follows: 

"To dlha'baad;yousee• h811-dozeahonld ~·se­
wr•pped COl'ptHtl with glowing. llJlllevolellt eya Kslble where 
the llaea wrapplnga have l•Uen •w•y. llut Ibey growl IUld groo 
hoDowty IUld beat the air, held by Nme ln¥151ble bln1a- to the 
... ol the sre-t palace llall. 

25A a IL South Side auunbens rour mwnmy·wmbles, former 
adventurers who fell to Rahotep's Curses, stand In the Initial foyer 
(25A). They will attac.k any Intruder who enters. fighting unUI de­
stroyed. Allow each of the leading persona.9 (three et mOl!lt) a Pe~ 
tlon, Physical roll. DR "Hard.· Any success means the attackers do not 
Surprise the HPs. !'allure Indicates Surprise, and If any failure Is a 
Special failure, then the party ls Totally SUrprised. No reinforcements 
arrive dwing the fray regardless of the number of CTs It takes to 
resolve. 

l'or details of mwnmy-wrnbles. refer to OP Statl.stks following 
Chapter 9 o( this book. 

·As you go along the paa911geway Nmefoworftve pac:a, you 
are set upon by a handJUI ol dreaclluL taloned mummla who 
9tood lurking In In a IO foot by 15 foot alcove to your Id\ (the 

ea). It Is a matter olllghtlng or llttJng back the way you came• 
After the team succeeds In defeating these Unallve things. con­

Unue: 
""lbe pueage contJnuee on ahead. It Is about 50 feet In 

length. You can He openings along the Jdt..hand walL strings 
of beads hanging before eadt of these ftve doorleM openings.· 

The larger chamber ls divided to form a hallWf!IY and five rooms with 
open access ways, each space roughly a 1 ().foot cube. You can read 

the descrlptlon d these place3 to the p~ers. one mirroring all: 
•A beaded mrtaln doee9 the room apace from the hallway 

leading to IL 1he plllce Is lamhl)' decorated. with a couc:b. cbalr 
and table. and a chat for jewelry, clothing. and coemetlca. tbe 
walls are pluta'ed. painted. and adorned with lmatpdom and 
colortul drawlngL It Ill thU8 quite almllar to thoee used by 
wealthy~ women of ancient times, you recall, though 
puhape this one somewhat smalla'. 

"Your eye. •e, though, drawn to something else. 1here Ill a 
pale and beautiful girt staring at you. and she aies for your hdp 
as she sees who you are.• 

Upon hearing the noises of Intrusion and battle. these females 
ready themselves for company ... They are not, of course, lmpriaoned 
damsels; these are the concubines of Rahotep, each being an awful 
ghoul·vamplress. and they know very well what's going on. Note. 
however. that they do not come to the aid of the mummy-zombies, 
Instead remaining In place to maintain their pretense m effectively as 
possible. 

When they are confronted by any Intruder. they frantically cry out 
for help and rescue: 

Tlease don't kill mel I am a prbo~ one who doesn't belong 
here, one olyoUf Help me, take me with you. I want to be he. to 
live again In the 8UlllighU Don't leave me here for that awful 
fiend. I can't stand It any more...(sob, sob. whlmperr 

If they note their sister-concubines with the HP team. they wlll. 
naturally. cry out with relief m If they dJscem they too have been 
"saved.· each concubine wears a Tallsman beneath her scanty garb. 
The device blocks Aural read!~ and confuses dweomers meant et 
detecting lies; thus not one of these five ·women• appears to be !ML 
meretrldous. deceitful. Ir the Talismans are dlsoovered. the conru­
blnes will dalm these that these were given to them by a terrible 
vampire. who feeds upon their blood: 

"The Tllllaman rettoret my health lllfa-he blteJ me. aucb 
IOl'fh my blood. l 11111 thua pl'ft'cnted from acble¥1ng n-cn auc11 
ollH:l'wlH unwelcome acape u 1.9 prowded by death. Clfl, It'• 
juat •wfWI 'lh•t llJOIJata' jlDt lilugld hon1bly, and Mys that It I 
.remove the 'l'all.sllMll. It wlU doom me to eterml Vnllfel And then 
the awful nend drlnb from me more llUtfully MJll ••• (shudder).• 

Plf!IY this up; you might actually con the players. 
If the creatures do In fact succeed In duping the party with their 

dalms of being prisoners. they also beg for the rescue of their 
comrades "ju& across that awful halt.• If and when all 10 all are 
gathered together. of course. they attack In concert. 

If the HPs don't fall for thls. the five ghouJ..vamplresses attack with 
touch and bite. If seriously wounded, a coneublne of Rahotep will 
assume rat.form and by to escape to the next side room (26A). 

These creatures are eager to COMUme the humans. for that will 
make them more like Rahotep. They yearn for the eternal existence 
that they know their ma<iter plans to achieve. Rahotep will allow them 
to feast. If they can. for their success will ensure that the party Is not 
strong enough to threaten his plans. The personm can always be 
nursed back to full vttallty before the final ceremony that Rahotep hM 
in store for them ... 

In addition to the maglckal Talismans. each ooncublne owns 
jewelry that would be worth 200,000 BUC.S as antiques. or 20,000 
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BlJCa as raw metal and stones. Within the five-room area are also two 
to 10 bottles and jars oontainlng maglckal ellxirs. potions, philters, 
ointments. etc. N. least tw<>thlrd.9 of these are of types be.nefidaJ to 

the Hf party (healing compounds. restoratives of vark>ua sorts. and 
so forth). Consider the party's needs when determining such. 

for details of the glloul-vamplresses, see Of StalstiC9 following 

Chapter9. 
15C a D. rlorth Side OlllmbusiTuese areas are Identical to 25A 

8r B In all respects. Including the mummy-:zombles. concubines of 
Rahotep. and amount of treasure presem. 

Use the text above In 25A 8r B as Is needed. but remembering to 
read ·right• for ·1e1t. • •west• for •east.· 

Determine the ellxJrs. potions, etc., separately. this time trying to 

add useful Items not found In Areas 25A 8r B. 
lSE. 'lbe Gray Alalea • A.9 you proceed furtha' Into the great. 

palatJal halL you note that the blac.k·and·white checkaboard 
pattern mds at the verge of the line of four pillars ahead of you 
to the west. the fart.hat two of the fow bdng maulve cohunm 
near the north and 90Uth walls. 1be pavement therafter Is a 
sickly SJ•Y co~ shot through with splashes of maroon and 
vdm of jaunclkled yellow. u If lllllde of old and dirty Ice ftlkd 
with dlagmUng olJaL 

-ibis flooring forms 1111 lnverted T: beyond It to dtber side, 
the checka'bollrd reaumee. but ln colon of red and blac.k. 'Die 

stem al the T stretcba bd'ore you to the west. and them 

reach to the walls to elthG" side. AnothG" of the thick pm.a. six 
feet ln dlamd~ stands along the west edge of each arm of the 
..-. • Between theec. on a north-eouth ads. an three lesecr 
plllan. each three feet In diameter. the middle one Is neauy 
centered In your walbound path. AU al these pl.Oars are of 
serpent1ne. 
~the.,.... of the gray .. tone T reach the walls. there 

are semldraalar ak:oves. these bdng hewn out al the blood·red 
sandstone rock which forms the natural walls of this cava-nous 
place. Within each lO·foot-tall and 10.foot-wlde alcove stands 

a pale SJ•Y statue ol about twice human-size.• 
If the party approaches either alcove. tum to the appropriate 

descrtptJon (Area 26 for the left/south. or Area 27 for the right/north). 
and loose the pack of attendant creatures. If the personas Ignore 

these places and move ahead, sklp to Area 28. 

With respect to those side areas. feel free to add such appropriate 

ghoulish creat~ from your own milieu to the companies of gholles 

and ghulaz therein as you think would liven ~ up. Lesser crea­
tures can serve as ·cannon fodder.· 90 to speak. 

26. Hyencrfac.ed Man 
-rou see a 11.foot-tall male figure. fashioned al leprous QJaY 

marble. 1be body• deformed but m1111e1lls.1he clawed bands 
and feet •e ol animal nature. despite the llngen and toes. 1be 

skull ls human ... almost. It Is elongated. with hyena-like jaws. 
and the be9tJaJ eyes and ears bespeak some nlghtmare-blmd of 
human and ammaL It lltenlly reeks al Evil: the putrid air of the 

room doesn't quite mull Its vlle stench. 
This statue Is of Oholl, the father of au gholles. Anyone with a 

figurine of Chons or Heru will l'eCO@liz.e Its demonic depiction and 

sense Its danger. Ten of these honid gholles will soon appear from 
Area 26A. an1vlng throUgh an an:hway concealed behind the statue. 
Tue stencil noted above Is that of the first of these aeatures. who 

Surprises automatically th08e of the Hf team lacking fJgurtnes .of 
Chon.s and/or Heru, and engages the nearest Surprised peraona In 

melee combat. Tue other nine arrive, one at a tlme. during each er 
thereafter. The gholles wlll fight fearlessly until they are slain. 

Casual visual examination of the base of the statue reveals a from 

decoration In b~lef skulls and bones. If the Hfs tinker with this 
decoration. and If anyone 90 doing manages an appropriate K/S roll, 
DR •Hard,• they open a secret compartment In the plinth. Within Is a 

papyrussaoll Inscribed with strange. silvery-black hieroglyphs, whldt 

cannot be understood without maglckal assistance. Tue scroll bears 
an Aura of terrible IMI and an enchantment of fntital Heka radlat.lon. 
Any persona with a figurine of Thoth will. upon touching this papyrus. 
know that It Is unspeakably dangerous. 

Do what you can to discourage the reading of the Item. for It can be 
used to summon Oholl himself. a Great Demon. and his companion, 

the Lesser Demoness. Ohul, whose statue stand.9 In the opposite 

alcove (Area 27). If these entitles are brought here, the ensuing 

conflict with the party will be, for these Demons, a trlfllng effort. On 

the other hand, If anyone destroys the scroll. lmmedlately award Joss 

factors. eJther5 tothatslnglelndlvldual. orotherwlsed.lvldedamong5t 
those who concur. 2 to the Initiator and 1 each to those agreeing. Also 
jot down the name of the Hf suooestJng this actJon, and note a bonus 

(to be awarded at adventure's end) of 2 Af(M-one each for the 

Mental and Spiritual traits. due to persplcacltyl 
for detall.s of the gllolles. see Of St.at.lstlcs following Chapter 9 . 

16A. Stinking Lain "1be stench ln this place Is Wlbearllble. It 
Is a den. • be9t1aJ Lair dttered with rd'u.9e and bones. uaement 
and rags. You eee nothing which even falnUy resemble9 an Item 
of worth or lnta'est. 1bse seems to be an arched ult In the far 
walL bowevs. • 

This Is a filthy. carrlon«.rewn. bone-littered place with no trea­

sure-the lair of the gllolles encountered above. An archway !tands 

In the southern wall. This transporter receives corpses and objects 

from Area 22. and It can be used by Undead. Unallve. and Unllvlng 
creatures (but no others) to go to and from that place. 

Tueodorherelnlssobadthatanyonerernalnlngformorethanone 

Action Tum Is penalized unless maglckally protected. The rmJngs of 

all of such a subject's Physical ATI'RIBUIYS drop to half normal for 

twice m long as the Individual remained within the place. 

If any of Rahotep's concubines haVe fled to this locatJon from 

Area 25A or 256. they might be encountered here. probably still 

with Injuries. Allow a 25% likelihood. If so. they assume rat forms 

Immediately and try to esca.pe once again. this tJme back to their 

or1glnal lair. 

27. Dog-Faced Woman 
"Here slancb a 1 l·foot-tall statue of some female •thing.• It 

Is a nUebapen aeature. hewn from soft. dirty-gray atone. JU 
bestial face comblna the wont feabua of a bound. baboon. 
and woman Into a lee:rfng. fanged visage of demonic appear· 
anc:e. 1he long arms, corded with muscle, tamlnate In clawed 
bands: the feet are slmla..lyugly 1111d clawed.1hebollow. empty 

Chapter B: Kahotep·~ Tomb GDW 143 



eye 50Ckets stare balefully outwards, and the overall Impres­
sion bodes horror most malevolent.• 

This statue Is of Ohul, the mother of all ghulaz. Those personas 
bearing figurines of Nelth or Sekhmet will recognize the depiction as 
being that of a Demoness. Seeing It they will say. •Ghut 51Je who 
spa'WIJed the IJbulazr A dozen of these foul creatures will, in fact, 
appear Immediately thereafter, coming from Area 27 A. and an1ving 
unseen through the archway concealed behind the statue. Two 
ghulaz attack with automatic Surprise. against personas lacking statu­
ettes of Nelth and/or Sekhmet. launching themselves upon the near­
est character. Any personas with figurines of these two deities will not 
be so Surprised. The rest of the peck appears at the rate of two every 
two CTs thereafter. 

A glance at the pedestal of the Ineffably gross statue reveals a motif 
of dismembered body parts adorning Its front. Manipulation of the 
stone decorations might open the secret compartment. Within this 
compartment In the ~ of the statue are a pair of faceted gems. 
carved to make them appear as eyeballs. Placing these In the eye 
sockets of the statue summons Ohul. a Minor Demoness deity, and 
her companion Oholl, whose statue stands in the opposite alcove 
(Area 26). Shortly thereafter the personas are utterly and horribly 
vanquished by these Demons. Any persona with a figurine of Isis will. 
upon seeing these stones, know that they are unspeakably danger· 
ous. and should not be placed In the statue's eye sockets or even 
retained as loot. 

If either of these gems Is retained as treasure. each persona 
canylng one Is cursed. this affliction having the same effect as one of 
Rahotep's own Nine. Passing such an Item on to another person 
brings penalties to Joss and to AP gains thereafter as befit the 
motivation of the deed. If the gems are destroyed Immediately. 
however, each persona who agrees with this practice gains l Jr on the 
spot. Double that for the persona who first suggests the action. Also 
jot down that HP's name for a later 5 AP/S point award in Perception, 
Mental. 

ror details of the ghulaz. see OP Statistics following Chapter 9. 
27 A. Messy Lain -nie stench in this place ls terrible, but you 

can withstand it by breathing through your mouth. It is a den. 
a bestial lair Uttered with refuse and bones, excrement and 
rags. You see nothing which even faintly resembles an Item of 
worth or lntuest, save, possibly. the archway at Its far end.· 

This Is Identical In contents to Area 26A In most respects. save that 
it is not as smelly. Refer to that description for details. but ignore the 
notes relevant only to the stench of the gholles. This area receives 
Undead, Unallve, and Unllving, but not objects or non-enlmated 

corpses, from Area 22. 

28. Rahotep's Court of Evil 
Refer to the description of 'ihe Gray Aisle· (Areas 26 er 27), which 

details the T-5haped gray stone area and the columns of varying 
thickness. These form the east boundary of Area 28. 

"It ls evident that the columns along thegrayT-shaped Door 
area separate the palatJal hall into greater and lesserport!o~ 
refurlng. that Is, to status, rather than size. The Door along the 
sides of the T l.s checkered in red and black. and the columns 

are of serpentine. just as you noted previously. The pillars 

separate the central area from two side aisles. The sloping walls 
descend from the ceiling dome overhead. and the end of the 
place is flnally (though barely) In slghf.....4 rounded alcove 
about 20 feet In dlametu-were Its Oank.9 not angling walls, 
and if Its end portion were not open. of course. 

"In Ute center of this portion of the hall stands a huge statue 
of a Monster, a nightmare work carved flom serpentine Ina most 
detailed fashion. It has five pairs of arachnoid legs spaced ftve 
feet apart along a collect. snake-like body. That form is thick· 
bodied, much as a python's, Atop an eight-foot neck. the 

aocodllian head sports gaping jaws. from which protlude 
many teeUt. The I ().foot-long tail terminates In a huge scor· 
pion-type stinger. Were It real and stretched out. this horror 
might measure 50 or more feet long. overall. 

"Beyond Utat statue and about 20 feet from the rear alcove, 
hedged round by four pillars and Danked by light-bubbles at eye 

level, loonw a huge stoneftgure ofRahotep. Youseeitln proftle. 
for It faces left (south). The 15-foot tall figure ls aowned by a 
headdress Utat resembles a vulture. adding three feet to Ute 
totalhdghL 

-nie side aisles are lined wiUt oUter statues. To Ute left are 
depletions of all of the Undead aeatures you have encoun· 
tered--ghoullsh things. vampires. mummified zombies, and 
skeletal creatures. To the right are statues of ftendl.sh and 
demonic mien.· 

Note that any player who asks Immediately about the headdress 
should be entitled to a Perception, Mental K/S check roll at Difficulty 
Rating ·Moderate• to relate the vulture form to the human-headed 

one that has been seen before. Only one persona can check thus. 
however, no chain rolling from calls of, ·rn havemyHPseeifhecan ... • 
If an HP does relate the two, that persona will then react a bit later, but 
first the other information and action. 

There is a strong fMI Aura throughout this area. Supernatural Heka 
radiates from the south statues (Undead. to the left). but the Heka 

emanating from those along the north aisle Is erttital. All these 
dweomers, however. were pl.aced on the statues to encourage Intrud­
ers to stay in the center, where stands the real threat. By taking either 

slde aisle. the party can avoid the Monster. the scorpion-snake ln the 
middle. 

The huge serpentine Monster is held in suspended animation. 
When any living creature passes within 13 feet oflt, the magi ck of the 
Casting is broken and the thing returns to life. Assuming that this 
occurs. the personas first hear a long, sighing sound with sort of a 
hissing quality; the Monster Is drawing its first breath In many a Jong 
year. 

This Monster is the final defense of Rahotep-his last test of the 
teams' energy. The Intake of breath should alert the Hrs. A Percep­
tion, Mental roll at DR ·Hard· Is In order for each persona so able. If 
they watch closely, they can see the creature's sides moving. Again, 
a roll against Perception. l'hysical at DR ·Moderate• ls called for here 
for those able personas looking in Its general direction. If they act 
quickly, the personas can take the offensive, effectively Surprising 
the Monster. Otherwise. the first actions in the next CT are the 
Monster's. In any event. the creature strikes quickly from a coiled 
position. thereby gaining a-13 bonus on its Initiative due to reaction 
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speed; In combat, Its bite thus often comes before all else. When it 
resumes Its animation, tell the players something like: 

-rlJef#'tt.D.HoneMomtal.9bn:alblng/ Jt.sc:ol& twltdJI ltl.9allvel• 
During the battle, the visage of the great statue of Rahotep rotates 

to face the melee. The figure's glowing red crystal eyes can be seen at 
a range of up to 18 feet. The statue does nothing else unless ap­
proached within six feet. Such approach, however, will bring not only 
the Seventh Curse, but also a huge stone golem opponent, the 
animated figure of Rahotep. 

With respect to that Curse, It will fail actlvetion If It oontacts a 
persona with the Nether/adderf,,vil Object. each other of the Nine evu 
Objects also prevents the dweomer from affecting the persona pos­
sessing It, but, as usual, do not prevent activation of the Curse upon 
some Individual lacking such ward. 

If both of the glowing eyes are destroyed at a dlstanc.e, or blocked 
or covered In some way-difficult. to be sure, but pos.slble with 
certain dweomers-the serpentine MC>r)ster turns Immediately to 
stone once agalnl I f some unfortunate Is being constricted at the time, 
the victim Is caught fast, but may be freed eventually by hewing away 
the stone. If the eyes are merely covered, one of the statue's first 

actions after animating (due to 
someone's close approach) wlll be 
to remove the obstruction, releas­

ing the scorpion-snake Monster 
once again. However. If It has been 
hewn In two while petrified, It will 

thrash and writhe around In Its 
death-throes, and each persona 
within a 15-foot radius of the thing 
will suffer 2D 10 Impact PD from Its 
contact before It expires. 

For details of this Monster, see 
OP Statistics. 

The serpentine Monster wears a 
jeweled collar about Its neck. This 
Item Is made of green crocodile 
leather and set with corundum 
emeralds. It blends perfectly with 
the thing's skln. so It wlll likely go 
unnoticed (Perception, Peyslcalroll, 

DR •extreme·) until the Monster Is 
slain. This Is a wonderful treasure 
(if not destroyed by fire attacks or 
some such), for each of Its seven 

gems ls worth 100.000 BOCseadl. 
In the collar below each, forming 
the settings. are maglckal Talis­
mans. If their existence Is not de­
tected maglckally. and especially If 
thegemsaretw>Ulyremoved, these 
valuable Items will probably go 
unnoticed (again chance of discov­
ery is a Perception, Physical roll, DR 
"extreme·). TheTallsmansall have 
different uses, and each protects 

the persona canylng It from certain U1 fortunes, as follows: 
1. Protection from Ingested, Insinuated, and/or contact pol· 

sons 
2. Protection from poisonous gaze and/or poisonous breath 

attacks 

3. Protection from paralyzing and/or petrifying touches 
4. Protection from paralyzing and/or petrifying breaths 
5. Protection from paralyzing and/or petrifying gazes 
6. Protection from diseases and/or parasitic Infections 
7. Protection from loss of external body parts (toes, fingers, 

limbs, etc.) 

Rahotep Statue1 As noted above. the statue of Rahotep turns to 
face the personas dur1ng their fight with the serpentine Monster 
scorpion-serpent, and the glow of Its red crystal eyes can be seen to 
a range of 18 feet. This statue, a golem, will animate when anyone 
comes within six feet of It; at that time, read the following aloud: 

-You are near the towering ftgure ol the Archprlest-Wlzard. 
and suddenly there ls movement atop IL 1be headdress has 
become a living thing-e human-faced wlture. It mournfully 
croaks a brief phrase, Oaps Its wings once, then vanishes. 
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-nte aoak seemed almost human. and the sound seemed to 
convey something. Was It saying: 'So now you have Incurred the 
Seventh~ ofRahotep'? 

'WelL whatever the message, It ls now of no Import. for the 
huge stone llgure ls moving ponderously towards your 

The party has, not surprisingly. just been cursed by the ren (name) 
of Rahotep. The dweomer delivered, it flaps upwards and proceeds to 
go from f"f'Mto PfMtoNPMform, andthusdisappearfrom harm'sway. 

Of course. one expecting the Khu can as well assail the ren. There are 
exactly two CTs for this to occur. for thereafter It is gone! Mental 
damage In excess of 13 points per attack delivered to itln f"PM or PPM 
form accrues to the ·current• M TRAIT total of Rahotep. 

The Curse just delivered has two principal Effects: l'lrst. without 
speaklng to successful activation of the remainder of the dweomer. It 
causes anyone hit to suffer maxJmum damage. and anyone stain wlii 
tum into a mummy-zombie In one AT. Second. the specific victim will 
be that HP who takes the least Physical damage from the golem 
(randomly determined In case of ties). Meanwhile. the ren travels to 

the statue of Rahotep. whleh stands In Area 37. 
Again. the second portion. the Curse proper as It were. fails activa­

tion if It encounters that persona bearing the Seal of Shadow- and 
Rahotep will know and be delighted if that makes all Nine tvll Objects 
present I In like vein. any persona with another of these objects will be 
unaffected by the second portion of the Curse. Regardless of that the 
Initial part acts fully with respect to each and every persona. 

Although the golem Is very dangerous, It Is subject to Physical 
damagefromweaponsandHekaaslsusual.andshouldbeovercome 
relatively quickly by able personas. A large number of CastiOGS will 
probably be used up In the process. and that Is what Is expected. Heka 
re.serves are there to be drained I 

For details of the golem. see OP Statistics following Chapter 9. 
When the golem Is destroyed. read the following. Note that the 

secret door to the west cannot be found until both sets of doors 
(mentioned In the text for the players. below) have been opened. 

•Aft.er you have destroyed the animate statue, a chill falls 
over your group. 1be walls ahead (west) shimmer as the scene 
changes. Two sets of doors are now visibl e a.long the angled 
waUs before the empty alcove. 

Ring of Diafithic Travel 
The wearer of this Item (se.e key 28) can pass through I 0-40 

fettof stone, the exaa limit bting determined by the hardness 
of the medium, as given below. The red sandstone within whleh 
the tomb lslocaed Is "bard sedimentary. ·Typical facedressl~ 

(even of harder rock) do not affect penetret.lon. but metals 
reduce the )lmlt by one foot per Inch thereof. 

Igneous rock 

MetamorP,hlc rock 
Hard sedimentary rock 
Soft 9edlmentary rock 

HaxlmumPenetrat1on 
10 feet 

20 feet 
30 feet 
40feet 

-ro the left (south) ls a portal of black wood. Green pictures 

and hieroglyphs upon those two doors depict a Priest ming a 
flail to drive off Incredible Monsters and creatures made of ftre. 
To the right (north) are doors ol bright reddish mahogany. Blue 
depletions thereon show a Mage who bolds a aook aloft,. subdu­
ing ravening DemoM, Devils. and fiends that cower below him. 

"Both gateways are done In the ancient style, with heavy 
metal hinges and supports. They are closed tight. and each pair 
Ls sea.led with a large lead cartoudte, which you recognize as 
that of 7he Set Rahotep. •• 

The players might. and well should, decide to have the party stop 
to Inspect the remains of the golem. Within the statue Is a shriveled. 
blackish-red mummy wearing ancient finery and a necklace. the latter 
inscribed with a cartouche which reads ·Rahotep. • (lt Isn't anything 
of the sort, of course. but It was necessary for the Sympathetlc magi ck 
of this anlmatJon.) The mummy clutches a papyrus scroll (whleh 
animated the statue) and wears a ring on one bony finger. This latter 
Item enables the wearer to pass through stone once per day (with 

restrlctions as explained In the sidebar). Also herein are a bronze 
crook and a bronze flall. both of which are often Included In depic­
tions of !Egyptian deities .. These Items have no Auras. but bear 
various Preternatural dweomers. so emanate Heka accordingly. and 
will prove quite useful If retained. 

29 Black Gate of the Mage 
Refer to the description given after the golem's defeat This Is a 

portal of Black Oweomercrrett. as should be evident from Its color. It 
will open safely only If a Mage or Partial Practitioner dweornercrrefter 
strikes It with the bronze flail. If that occurs, the room Is found to be 
absolutely empty. Since fire creatures and Monsters are depicted 
hereon. and since sueh are more the province of Mages than Priests. 
the party has ample clues as to the proper procedure. 

The portal will actually burst asunder if anyone strikes It If this 
person Is not a dweomercrrefter doing so with the bronze flail the 
fearsome sekem (power) of Rahotep emerges. with Total Surprise. If 
the doors to Area 30 are already open, stop and read the text given 
after that section t•Both Doors open·) before continuing. 

This opponent Is tw0<1lmensional, able to vanish by turning side­
ways. regardless of the perspective of the personas. Under 
most circumstances (I.e .• unless kept visible due to ex~p­
tJonal lighting and/or positioning of opponents), the sekem 
always attacks first In every Critical Tum. It can be attacked 
l'hyslcally or Mentally. but not Spiritually. 

The sekem vanishes at some point. passing to Area 34. 

when It has either slain a persona or has been defeated. Its 
defeat Inflicts 18 points loss to M TRAIT upon Rahotepl 

If It causes an HP death. It rtjoins Rahotep below. and the 
fallen victim turns into a mummy-zombie at 20 times the 
usu<!! speed. I.e .• only five BTs to complete metamorphosis 
and animate. If the party defeats the sekem, a maglck Item 
appears within Area 29. This should be of great power and 
eminently useful. with some power related to the sekem's 
powers (tw0<1lmenslonallty. Intellect. etc.), though of prop­
erly llmlted duration or frequency of use. 

See OP Statistics for the data on the sekem. 
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30. Red Gate of the Priest 
This Is the portal of IMI prlestcrseft, of course, as Indicated by the 

color, the crook (a distinctly ecclesla<itical Implement), and the nature 
of the creatures depicted thereon. The procedure for opening the 
doorslstheoonverseofthatdescrlbedforthoseabove(Area29), I.e., 
they will open safely (revealing an empty room) If a Priest or fartlal· 

Practitioner prie.stcrrefter under ~w strlkes the gates with the bronze 
crook found amid.st the golem's remains. Also similar to the above, 
any ether blow releases a portion of Rahotep--thls time the evil sahu 
(once a mere Jkh). It c.an be attacked Physically or Spiritually, but not 

Mentally. 
If the doors to Area 29 are already open, st.op and read the text 

given herealter ("Both Doors open·) before continuing. 
This opponent Is, In effect. an antl·belng-e figure of semi-trans­

parent black radiance (rather as If made of dark smoky quartz). from 
which crackling energies fly like electrical sparks. In addition to Its 
fearsome blow of anti-energy, the sahu poses a special threat to 
users of Castings. Any dweomers sent directly at It wlll turn back 
upon their own casters. who must make an Avoidance roll or be fully 
affected themselves. Area effect Castings. however, are not so 

redirected. 
The goal of the sahu Is to slay a Heka user. and It will thus try to 

engage one such In oombat, preferring run Practitioners to Partial 
Practitioners. If It succeeds In Its objective, It vanishes. returning to 
and ~olnlng with Rahotep's body. As noted for the shadow. the fallen 
victim turns into a mummy-zombie at 20 times the usual speed. Also 
as given above, a maglck Item appears In Area 30 If the sahu Is 
destroyed. This object should have some power related to the sahu 
(Astral journeying. AIDtereal form, reversal of certain maglckal ef­
fects, etc.), though (again) of properly limited duration or frequency 
of use. 

Whether vanquished or simply released and defeated. the sahu 
proceeds from here to Area M. Its defeat Inflicts 36 points loss to his 
S TIWT upon Rahotepl 

See Of Statistics for the data on the sahu. 
Both Doors Opem If both portals have been properly opened, 

avoldlng combat with either of the perts of Rahotep therein, Imme­
diately award I Joss l'actor to each persona. In addltion (and If 
applicable), note the player who first suwested the correct proce­
dure, and jot down an award of .3 points of enhancement of that 
persona's 1'1enta/ TRMT, the points g>lng to 1'1RGap, 1'1Rl'ow, and 
1'1RSpd. 1'1al<e this award at the condusion of the adventure. 

When both sets of doors (Areas 29 Be 30) are open. read the 

following aloud: 
•suddenly, the tempa-ature in the sea drops to near-freez. 

Ing. and you can see your breath. 1heR Is a pallid Ught to the 
west. and you dearly see Its source: Glowing hieroglyphs have 
appeared on the curved stone wall of the alcove. 1he color 
emanatJng from them Is disgusting. Who will examine this 
writing to cledpher Its meaningr 

The glowing hieroglyphs will remain until their message Is read. At 
that time. refer to 31. below. 

31 Glowing Hieroglyphs 
The text of the hieroglyphs Is as given below. If nobody reads them. 

the last two Curses can be avoided, but the party can go no farther. for 
the wall will resist all attempts at penetration. It Is thus Inevitable that 
the final pair of vexations be released ... Here Is the translation of the 
written words of Rahotep. so dweomered as to allow anyone viewing 
them to read: 

•Seven of the CUnes 
of 1he Set Rahotep 
have come upon you. 
Twice more are ye cursed, 
fated mortals who dare My tombl 
Mne Is the number to coltjoln. 
and I will have your dves--en. 
1hen will I have Pline. 
1he Time of Greatness 
for Evil Is at hand. 

·As you read the dire message from the vile thing who 
dwells somewhere within this deadly labyrinth. the 
hieroglyphs begin to fade. Soon they are burned out, leaving 
only faint traces upon the sandstones at this final place of 
the Mortuary Palace.· 

The glyphs remaining there in trace should encourage a dose 
Inspection of the wall. Unlike any previous attempts (which were 
fruitless, If actually made), a stone block near the floor can now be 
seenasbeingrougherthantherest.protrudlngsllghtly.~persona 

should get a Perception, 1'11,ysicsl K/S check. DR •Moderate: to 
discover this. A slight shove will move It Inwards, and a portion of the 
wall then slides upward to allow entry Into the westernmost room. But 
as this occurs, the west end of the 10-foot square section before the 
dooiway tilts downward In an Instant, and Area 31 becomes a pit 30 
feet deep. 

The final two Curses of Rahotep have been bestowed. They are 
Ineffective on a persona bearing any one of the Nine IMI Objects, but 
nothing negates these last two. The specific victims thereof are those 
who first read the hieroglyphs (Curse #6) and open the secret door 
(Curse #9). (If one person did both, the other specific victim Is that 
party member who was farthest away from the secret door when It 

opened.) All specific victims (indudlng those of previous Curses. If 
stlll alive-and remember the Seventh Curse. from the vulture at Area 
28) who are standing on the sloping floor fall Into the pit, taking 606 
points of Impact ID upon striking the stone floor 30 feet below. 
Damage Is mitigated by Heka, but adjusted by Strike Location. Any· 
one else on the slope must make an Avoidance check normally or fall 

In for similar results. 
Again, cursed HPs who are thus slain turn to mummy-zombies in 

five BTsl 
But for the survivors the moment of truth Is at hand I 

END GAME 
The Heroic Personas should be shoulder-to-shoulder now, so to 

speak. sensing that they are near the conclusion and that they 

have really accomplished something meaningful by attaining this 
place In the tomb despite all the horrible foes and deadly ob­
stacles that were placed before them. Let them know they have 
done a great job I 
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HIDDEN TOMB ENCOUNTER KEY 

32 Sunken Chamber 
The Heroic f'ersonas should have no problem descending to the 

bottom of the shaft. (Okay, some poor guys probably had a problem 
with falling. but I mean the remainder can use rope or magick to get 
down with ease.) Read the sentences below as appropriate to the 

party's position. 
-nte odd-shaped llWe chamber 30 fee.t below, 'Which Is re­

vealed by the opening of Ute secret door. appears virtually 
empty. From Its •y• -shaped western point. to the 1 O·foot length 
of its eMt wall. 10 feet distant from that. Utere are only two 
Utlngstonote.1beseareacryptandwhatllesatoplt.Hewnfrom 
Ute living rock wall. this vault Is ftve feet wide and high. and runs 
Ute entire lengUt of the east wall. 1bu.s It Is direcUy below your 
entry point. Shutting It Is a slab of stone, a lid more Utan six 
Inches Utick. sealed in place by a silvery solder. Atop this sheet 
of stone Is a llghtless, totally black shape In the conventional 
form of a star. nus thing Is no bigger Utan a child's hand. (This 
is the ninth of the Nine lMJ Objects, the Cursed Star, of oourse.) 

•All ftve wall.s of Ute place are adorned by lmc:riptlons and 
ftgures, and so too Is the crypt. 

-nte air here is stale and dust covers everything. At least you 
know that Ute Undead denizens of Utls labyrlnUtine place never 
frequented Utls hidden chamber. 

The top and front of the vault are oovered with writings. which seem 
to warn all to leave this place undisturbed. The inscriptions are 
Individual phrases, not a single oomplete warning. Some persona will 
read and note: 

··woe to any 
who dare break my slumberr­
and 
."tread llgbuy, 
lest my rest be broken.·· 
and 
•'Death's bony wings whisper near.·· 
and 
··ao up to the top to 8nd 
your treasures ebewhere. •• 
and 
•'Evil must remain 
to protect this resUng place.•• 

-ntesestrange warnings give you pause. A dark and palpable 
IMI ls present. You can feel Its malign en~ cold threat that 
pervades Ute small chamber.· 

The room Itself seems to have been hewn from the solid r~. The 
walls are covered with bas-relief figures of Demons, Devils, and 
Fiends (on the north and south walls) and three Serpents (east wall). 
The western point of the walls of this peaked room (see the sldevlew 
map) Is adorned with Inscriptions that praise the IMl of Rahotep 
••nJne Umes nlnety Into Eternity• and so forth. A great IMl Is 
discernible, emanating from not only the crypt but the entire eastern 
part of the room thereabouts. Aural examination of the crypt reveals 
wicked power, teni ble death, and total hopelessness. (Stress this, for 
the unsealing of the vault will probably doom the party.) 

The team might and probably wlll use the top of the vault as a step 
up to aid them In examining the east wall. Careful examlnatJon of the 
upper slab reveals that the southern third shows hairline cracks. Any 

~7iirz:r::;;~~~~':t"----"."::;;;:~~-----ui'J~~~~~~~--~;;:~~~-:;:;~ personasuccee&nglnaPercep-
tion, PhysicalK/Scheck at "Haro· 
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~~~~~~~~~ DR will discover these fractures. 
A like Perception, Hent:al success 
will certainly tell the danger of 

~~~~~~lr.JFI putting stress on the fractured 
..........,~~~ area. If more than 200 pounds of 

weight Is placed upon this por· 
tlon. the sealing forces can be 
negated. The chance of cracking 
Is 5% per pound exceeding that 
limit. If the top cracks, then the 

sealing forces are destroyed. 
The vault contains two of the 

ninepartsofRahotep, both Phys!· 
cal, the khat and ab (body and 

heart). If the vault Is opened or 
unsealed In any WEtJ, the other 
sevenpartsofRahotep, whlchare 
now gathered beyond, will be 
freed so as to reunite Immedi­
ately with the two in the crypt, and 
the Unmorta/ Rahotep will arise 
and attack. (See also • f1nal De­
structlonoftheTomb, ·page 153.) 

This wlll not alter the statistics 
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given In the OP Statlstlcs section. (The party's victory over the other 

parts, If any, did not destroy them. but merely defeated their at.empts 

to wreak other mischief, and will have delivered some damage to 

Rahotep.) There are other means of cortjolnlng his nine parts. and the 

remainder of this section discusses those. 

See the OP Statlstlcs for full details of Rahotep's cortjolned parts 

enabling his rise as Unmortal. 

The Secret Door: The secret door can be found.-: DR ·e&y if the 

bas-relief Serpents on the east wall are carefully examined. The area 

around one such figure Is a pivoting panel. four feet tall and three feet 

wide. 8eyood It Is a 10.foot«Jllare corr1da, 20 feet lorlJ, which ends In 
a sealed sone slab. The ptoce behind the secret penel Is desalbed next. 

33. Sealed Slab 
"Behind the pivoting stone panel Is a IO·foot.wlde hallway, 

dkewlse hewn from the solid sandstone. It has been disll5ed for 
centuries. Al the end of the lO·foot,.long pusage Is a slab of 

familiar appesanc:e-e stone block. granite, typical of olhen 
you have seen used to seal •eas of the tomb. l:leroglypbs ~ 
lmcribeduponlt. andlmmedlatdybdowtbale19lhenowlnstanUy 
rwog.nluhle cartouche of Rahotep. The lmatption Is• foUowsi 

••Strike the l'lfame of Rahotep 
nine thnes. 
The stone will then be sundeRd 
and your progress unimpeded:· 

If anyone follows these Instructions. the stone shatters and the ren 
(name) of Rahotep Is empowered to cortjoln with the khat and ab 

within the crypt (Area 32). 

Altemaively. If emugh pushi!ll force Is applled .smoothly--5a)' three 
or four Hrs with combined PMPow of 60 or more and weigtt in e.x~ of 
600 pounds. the slab simply slides lnwm'd without breaking. 

'"By Mlorin9 and 5tralnlng. you hat'e managed to 5hot'e Ure 
slab of granite about Uueefeet/nwardsl JJJael.snowa two-foot-. 

wide 5PllCe to Jell and right which allows you to proceed.• 

Of c:xx.ne, a Casting will do this too, and In such case simply use 

appropri<te preamble to relay the fad th.-: they cat enter the next portion. 

34. Chamber of Two Ways 
'"You pea" through the doorway to see a room 30 feet broad. 

20 feet high. and I 0 feet deep to the euL It has no light sources 
and Is bleak. A dark archway stands in each md wall. to the left 

(north) and right (south). The one on the left hand Is made of 

blood·red stone: the right.hand one, of black basalt. Before the 
latter stands a cn:ature-e living shadow-who whispers: 
·'You~ most puissant. mortals, to have come so far. I Invite 

you to proceed onwards unmolested, for this way ls the only 
route to your reward!' 

'"But from the northern portal steps a semi-transparent man· 
Uke ftgure, who seam formed of electrifted smoky quartz. It 
contradicts the shadow. sayings 

•'You must avoid that route, brave mortals. Pass through this 
way, for It alone allows you to go onw•d safely to vlctoryl' 

'"lhe two dark thlnp exchange causes. gesture, then vanish.· 

These figures were. of oourse. the khaibet and sahu (being) of 

Rahotep. When they vanish. they enter the statue of Rahotep In Area 

37. Any players demanding it are entitled to a K/S Check against their 

personas' Perception. Mental STUP. DR of •extreme,• but "Hard. If 
such an Individual has attacked either. ·f.asy· if the persona has 

.-:tacked both. to recognize the two for what they were. 

This chamber Is unadorned. The far (eastern) wall ls of solid stone 

about 18 Inches thick. and that is the only safe route onward. This wall 

Is made of stone blocks. and dose examination will reveal the signs 

of careful flat mortaring with cement of the same hue as the rock. Any 

persona will note this If looking .-: the wall from three or less feet 

distance and succeeding In a Perception (either) roll at DR ·ea.,y.• 
Continue with Area 35. below when and if the /f P team brea}(s a 
hole through or otherwise passes this barrier. 

The arches radiate strong Auras of evil. Heka of Supern.-:ural 

Negative sort eman.-:es from eaeh. Identical hieroglyphs above them 

depict the symbols for ·evn- and •freedom• !n cortjolned form. The 

arc.hes are transporters. but they merely send all those who enter 

them directly upwards 30 feet. to points near the once-hidden gates 

of the Court of Rahotep above (Areas 29 and 30). If the northern arch 

Is thus activated, the AAa/betls empowered to cortjoln with the other 

parts of Rahotep within the crypt (Area 32). Use of the other arch 

empowers the sahu In like manner. This will certainly pleme Rahotepl 

35. Faery Spheres 
-nte room you have found beyond the stone blocks ol lhe 

east wall Is also 30 feet broad and lO feet high. but Its depth Is 
about 30 feeL floating In the air of the room are flaming orbit of 
dlfTerenl dark·red hues, each a fool across. (There are two to five 

orbs here. one for each ofRahotep·s parts within the crypt-Area 32-

as determined by the party's actions at the entrance to and arches 
within Area :54.) In the middle of the far (east) wall ls a slab of red 
sandstone 10 feet square, but the orbs block your passage to It. 

·A whispering voice says, '"° power you poMeM can over· 
come this barrier. Ask mucy of the Might of Rahotep, else be 
consumed by his ftery wralhl' And as the whisper fades away, 
the orbs move toward your What will you do now?r 

If an orb Is successfully &ruck in combat by K/S useorC'.a<itlng. It bwsts 

and vanLshes. The explosion inflicts 3D3 polrts d Impact m to all within 

a six.foot radius of its blmt, modified by Heka protection. wltholt &11ke 
Location roll modifier. If the flames on one of t.htse i;pheres Is extin­
guished. the ab fallstothefloor. lnanlmate, ald melts away within one BT. 
beooml!ll a gxiey mess d vile putrescence. If all d the orbs are sbUck. 

and nooe a-e extinguished. the sel<em (power) of Rahotep Is embled to 

cof'\ioln with the other parts in the aypt. Th.-: pleases Rahotep tool 

In comb.-:. the fiery orbs have an Initiative of 6. each has a BAC of 

66. They move so as to contact a persona. delivering 3D3 points of 

Mre l'D upon the target subject. modlfled by Heka protectJon but 

Ignoring all normal armor. Combustible materials exposed to contact 

will Ignite If the orb succeeds In h!Wng them as It strikes the persona. 

The fiery orbs each taXe but 13 points d m to deSroy. They have oo 

Average Armor rrotedion which deducts 6 points d PD from each 

suooes5ul strike upon them. They aiways Slifer only Non-Vital damage. 

Once these spheres have been dealt with. read; 

'now that you have ddeatecl the ftaming orb5. you see that the 

red stone slab centered In the far wall of um chamber Is cownd 

with hieroglypm 1Whk:h you can &mckr'stand without tramlation: 
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-Nae euna. nine etepe: 
.U parte have been pueed. 
If you dare the eeventh. 
JOU ahoW a 9pbtt 
beyond impd9oning.'• 

To prooeed. the l1Ps must break through the slab or otherwise pass 
It. just as they did Its west wall. &lspldous folk will. of c::owae, sec 

through the cloaking words above and discern a due to the danger 

beyond. a.. revealed In the next text sedfon. 

36. Rairbow Stairs 
-rn breaking the lllab, you have revealed 9tepe dacieadfag 

e.t. 'lba'e ~nine of them. and each Iii one foot broad and tall. 

1he top one Iii whl~ and Ulen comm violet. Indigo. blue. green. 
yellow, orange. red. and black. 'lhelandlng. agalnofpurewhl~ 
abut. a wall of the Nme 9DOWJ hue. 

If noooqy says 8r1)thlng to the oortray, aB.me that sane pe13ona 

cw.ntually tream (X'I the seVC1th (oralQC) step duri!ll the ~ 
(Rememberthe~mentioned .sewrth.. aldexpertpleye:swlll 

8YOld that nl.lnberl)'lhbadion empowaa the KhuolRmotq>toooqjoin 

wkh the other pms. nu oouJd pos9bly overjoy our ardwlllalnl 

The white wall ls merely a thin slab. easily broken. and beyond It Is 
the final room of the tombl 

0 

37. Hal of Nine c:ollmns 

In this hall Is a row of nine great fluted pillars. each 
depk:tlng a likeness of Rahotep u part of the col­
unm (telemon-Ukecolumns). Beforetheenbystands 
an exact man-e1zed stone duplicate of Rahotep. 
and throughout the chamber are various fumlsh-
1r9, a ba?ge. a chariot. an um. and vast heaps of 
treuure. 

I: Some plllars may emit maroon light (one for each part 
of Rahotep freed). Be sure to note this on yourrnapl 

D: 190 feet broad, 15 feet high, ~ feet deep; no other 
exits. 

Whlspe~ are audible around the enbyway (the 2().foot­
square shown by a dotted line on map); elsewhere 
Is abeolute silence. The susuTTBtlon If of unlntelli­
glble sort. but It sounds wicked. sly. menacing ... 

Extreme Evil emanates from the statue and pillars. and 
there Is an Aura of pcrvulve danger and unbridled 
greed. avarice, covetousness, J>OS.'eMlveness. and 
lust everywhere ebe. 

All forms of Heka are present throughout. nebulous and 
difficult to pierce; If checked from a two-foot or 
lesser range, each pillar radiates potent Negative 
Supernatural power. 

Pragrances of wondrous sort waft from the glowing 
pillars, and a vile stench from the oth~. 

Those bearing statuettes of Thoth. Heru. lsls. Nephthys. 
and/ orChons feel vay edgy when ne.ar any glowing 
pillar. 

There Is warmth near the glowing columns; chill near the 
dark ones. 

·As you peerlnto this long balL you have the dliltlnct Im..-. 
aon that you have come at lut to the ftnal dwmbfto of Udll 
9Ubt.emmean PalaceolDeaUt. lmmed.latdybdore the entrance 
Iii a Ute-sized 9tatue of Rahotep. 1hls .tone ftgure Ill carved. 
painted. and even clothed • If It wa-e the ancient Aldlprie.t, 
Wlzard bbmelf. 8ddnd the .table la a .....ave column no ae.. 
than llve feet In diameter. It la flanked by fOIU' more to dtber 
hand. 90 Uta-e •e nine oftheK pillars In alL 

-rbe room Ill full of all mannet" of tb1apa bealltifully cnfted 
tmnltme to the right. a royal-type "Jlle River barge and a 
c:harlot to the ldl,. gJOUped near the f• end9 of the room'• wat 

ade. But to t11e east. put the 11ne of p11i... ~ Ueaure9 
beyond beliefs gems, jewelry, and huge pila of colu of all 
llOrta, from bronze and copper, to gold and even orkalcumJ 

Volcas or the nine parts of Rahotep, all that have not yet been 

cortjolned with those In the aypt are now Imprisoned In the statue 

before the door. If the persona5 have performed with utter perf ed.lon. 

a veritable chorus of whispers assaults their ears before they can 
conUnue,saying; 

•• Succ:e991'. 

and 
· ·AD this wondrous treasure here ls yoursr· 
and 
·eautloal Only If all the pillars glow can you obtain your 

wea10t:• 
and 
'11elpl Help md Rad the wall wrttin •• 
for poor Kahotq> needs aid:· 
and pos.gbly 
••RJd yoursdl of thltt wldied object you ~ 

magkbJ plJJan IHre will btuJlab Its bll fottNo-1'· 
and 
-,,,,t'olc:ewlUguldeyou to tberltJbt~ t'IJe object 

aur be dlapotetl of only la one place. 

(The later urgings come only If all nine of the evil Objeda are 

gathered In this place, as ls explained hereafter.) 
Although they seem to be nearby. these voices come from the 

statue. The number of different voices Is equal to the number of unlit 

pillars. There are at least two parts of Rahotep Imprisoned herein, 
both previously encountered In the form of human-faced vultures: 

the Khu, relea!led when the fir.it wall pelrxlng was broken. Wf!t:J back 

In Area 3. and the ren, which once perched aopthegolem In Area 28. 
On the other hand. at least two are missing (and their pillars lit): The 

l<hst and ab (body and heart) are st.Ill sealed In the aypt (Area 32). (lf 

they are not-how did the party get here?) The presence or ab.9enoe 

or the other five parts depends on the HPs' ad.Ions during their 

descent from the Mortuary Palace. 
All specific victims of Rahotep's curses will eventually act to aid 

Rahotep herein. All others who hear the voices must check 8!Jlln!t 
their Spiritual TRAIT as follows: Difficulty Rating "Hard,• a+5 added to 
the result for each voice speaking, Also deduct any other llngerlng 
penaltles from certain ac:tJons taken or lesser CWses received else­

where In the tomb. Success means that the voices have no Influence. 
!'allure means the sumestJons will cause the pemona to comply with 
Rahotep·s wishes, eventually. 
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Note that one check must be made by each persona upon entering 
the 2()..foot-square area before the doorway. Repeat checks may thus 
be required of those who pass out of and then return to this location. 

IMcrlptionsi The wrltlngs on the plastered and painted west.em 
wall relate the following long and heart-rendlng tale: 

"Rahotep was a tine. noble. and up.standing man who did 
many kind and generous thln!J5. But the Good Archpri~ 
Wizard became possessed by an IMI spblt. a Demoniacal enUty 
whose force wu so powedW as to slay him.In aH the land, none 
was strong enough to release tbls wondedW man from the awful 
doom that then csrsed him. ttowe.-el', theEril enUty was forced 
to allow Rahotep one slim chance. If any mortal could penetrate 
the hotTOrs the great Demon had placed wltbln tbls tomb. 
lfndlng and brlnglng warmth to an that which was Rahotep, the 
benelfcent rictlm of wicked possession by that Demon would 
be liberated to dwell happily In the alterworld. 

•Furthermore, those accomplishing tbls feat shall be re­
warded handsomely, pennltted to take anything desired from 
amongst the .-aststore of wealth earned by Rahotep's generous 
work and great charitable endea.-ors. An olffdal proclamation 
which am be found amidst the 1Teaslll'e9 e.-en proclaims the 
rescuers ' legal right to their new pos.sesslonsr 

Choke! This last lie Is perhaps too obvious. Great treasures stored 
up In the tomb of a philanthropic saint? Really, now. Well, the players 

need some breaks ... 
1be Nine lMI Objects: It Is not poosible forRahotep to take one of 

these. Each and every one must be given to him In order for him to 

possess it. and Its power. 
If there are some but not all nine of these thlng.s now within Area 

37. Rahotep will simply cause those personas under his lMI Influ­
ence to cast those held by such individuals into the interdicted 
portion of the chamber (to the east) as they begin activating the 
pillars as Is detailed lmmedlately hereafter. This Is a relatively minor 
triumph, and while pleased, Rahotep isn't going to waste much time 
with such minor acqulsitlons-mlnor compared to his Unmortal 
status, thatit. However ... 

If all nine of the Nine £vll Objects are now here, there Is 110 

question about It. Rahotep's lust for power prevalls over all else. He 
must have them. They will elevate him to full deltyhoodl (See OP 

Statlstlc.s for the various details of all these variables In Rahotep's 
makeup.) Besides, there is just the barest chance that these mortal 

worms might stumble upon the means to destroy him. so Rahotep ls 
anxious. to sey llie least. So, what does all this mean? 

Those who he can Influence will carry their object or objects to the 
designated column. Some need no activation, but with those others 
which do require such utterance (speaking his name and wishing life 
upon him) to free a portion of Rahotep. they will touch the evil Object 
to the cartouche. That Item will vanish. being transported Instantly to 
the vault which holds those freed parts of the arch-villain. Once this 
is done, they will speak as noted below, if need be, and then assail any 
other persona possessing an evil Object, with an alm to wrest It away 

and likewise give It to Rahotep as noted. But ... 
Should the team manage to ~ble the nine Items and smash 

each before !ts pillar. then this act first paralyzes that portion of 
Rahotep. then destroys It upon the com pletlon of the breaking of the 
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last of the Nine fMI 0 bjects. They can be broken thus only before the 
correct column, and are Invulnerable to damage otherwise. There is 
no particular order of destruction necessary to fulfill the task. How· 
ever, there are few clues to which Item corresponds to which pillar, 
save the presence of the last object on the crypt, the negating of 
Curses and the urglng.s from the whispering of Rahotep's portions, 
and no dweomer possible to the party will give any assistance In this 
regard. Period. See the Pillars Summation in the sidebar for which Is 
which. 

Failure to properly destroy all of the Nine !Ml Objects means that 
they reassemble and are whole again-once removed from the tomb, 
after a decade has passed. or Immediately upon Rahotep arising as 
Unmortal. 

DestructJon of all of them means the annihilation of ·our Boy: a 
total Victory for Truth, Justice, the H.gypt.ian Way, and (most lmpor· 
tantly) the HP Team I 

As soon as any one object Is thus shattered, the voices of Rahotep 
will begin threatening, pleading, and saying, truthfully 'If this 
continues you fools will destroy evezy bit of wealth and the great 
horde of enchanted Items heret• 

··eursed to nine Umes nine tlmes Is the one doing what you 
would dor· 

"I pledge my unfailing word, you will be myChlefVlrler, If you 
do not do the wicked thing you now contemplatel" 

··eeaser DeslsU You lltfiue a worthy sdon ofrlghteousnessl" 
"l"lease, hear Rahotep and pity him: do not do Utls thing/" 
11More and you will destroy these treasures hoarded here for 

your coming/ Are you mad?" 
11Stop/ /Yow, whlle you can, take the barge, the chariot. all the 

wealth of ages and depart quickly. On your Ilves I beg tbJsr• 
l"lllars: In addition to a likeness of Rahotep, each column bears a 

hieroglyph and a word of hieratic script at the base. (See the sidebar.) 
These identify the nine parts of Rahotep, listed below from left to right 
(north to south). Fili In your notes on whether the column Is lit. In 

accordance with the HP team's actlons In Areas 33-36. 
If either a living being or the statue herein (see below) touches 

a column and says ·Rahotep, Live,· that part of Rahotep repre-

sented is empowered to con· 
join with the others In the crypt. 
andtheplllarlllumlnates. Those 
characters who are forced to 
aid Rahotep (I.e., those bear· 
Ing one of the Nine Curses, and 
those who fall to avoid the sug­
gestions of the voices) will, at 
some point, start lllumlnatlng 
unlit columns. The first such 
must and will be the center one, 
of course, the lighting of which 
animates the statue of Rahotep 
(see below). 

The wicked arch-villain, Raho­
tep, Is completely freed when all 
of the columns are Illuminated. 
At that time, all nine parts are 

cortjolned, and the Unmortal Rahotep emerges from the crypt (Area 

32) by his own power. (Bverybody duckl) 
The line of pillars cannot be passed until all are lit. An Invisible 

barrier of Supernaural Negative Heka prevents anyone from reach· 
Ing the Incredible heaps of treasure. Will the party free Rahotep, anc 
probably die thus? Will greed triumph over common sense? Sta) 
tuned ... 

The barrier Is weakest around the Illuminated pillars, and some 
treasure can be gleaned in those areas (see "Treasures,· below). 

Statue1 lf and when all of the Nine !Ml Objects are destroyed, the 
ka statue Is shattered Into a rain of dust. See below as to wha occurs 
when the figure Is otherwise destroyed. 

When the central column (of the ka) Is lllumlnaed, the staue of 
Rahotep Is animated, a golem. It Immediately moves toward the 
nearest unlit pillar, at a rate of nine feet per Critical Tum. When It 
comes to an unlit pillar It reaches out and touches tha column while 
all Its remaining voices (unfreed parts of Rabotep) recite the proper 
phrase 7lahotep, Live,. In chorus. (F.ach such lighting of a pillar 

gives the golem statue 1 :3 additional points of Physical TRAIT, as 
noted below.) The statue l91ores all attacks and does not Itself do 
anything but try to Illuminate pillars. 

When all the columns are /it, the statue vanishes, and Rahotep the 
Unmortal arises in Area 32, thereafter coming to ·reward• his 
rescuers with free trips to the afterlife. If the statue Is destroyed, the 
only way Rahotep can revivify ls for the party members to touch the 
remaining unlit pillars. 

The statue can, of course, be attacked before It animates. It has a 
PTRAITof 66 points, plus 1 :3 per Illuminated column; thus It will have 
a least a total of 92 points. Non-enchanted weapons do not affect It. 
Piercing PD has no effect on It. Its dweomers negate the first 6 points 
of PD from any attack. It can be struck for Non-Vital PD only. Its power 
causes the activation success of any casting directed at or otherwise 
affectlng it to be a two steps worse than usual rEas1' becomes 
·Hard; ·Moderate• becomes •Difficult: etc.). It seems totally un· 

harmed until Physical damage In excess of 66 points, plus 13 per 
Illuminated column, accrues to It. The statue then crumbles Into 
fragments and dust. 
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Once the ks statue (double) Is destroyed, each persona will feel 

triumphant and relieved. each one who carries a statuette of any non­

r:v11 or Neutral deity (I.e .. Sunlight. Moonlight. or Shadowy Darkness 

r:thos) gets a feeling of completion and the urge to depart from the 

tomb. 
Two specific directions are Indicated: the entrance doorway and 

the barge (see "Treasures,· below). If the party heads out by conven­

tional means, they find that some treasures have appeared in Areas 

35andM. 
'heasurai If Rahotep Is annlhJlated through the use of the Nine 

r:vll Objects, then all the treasures found in this whole complex (32-

37) are likewise destroyed. 
The coins, gems, and jewelry that can be obtained from the areas 

around the illuminated pillars will total 250,000 BUC.S in metal/gem 
value per persona. This amount Is fixed, regardless of the number of 

lit columns. 
If the personas depart by using the barge In this room (see below), 

they get no other treasure. If they exit by a more conventional means, 

they find all of the following items In Areas 35 and M. However, If 

they leave this room, re.oons/der, and return out of fTeed, neither 

the barge nor the dlarlot will be present anywhere. fUrthennore, K/S 
~ lgllnst the voices, If Rahotep remains urxiestroyed. will this Ume 

be made at DR "Difficult.· for the Hrs are evidencing greed If the 

Unmortal Rahotep Is freed at some point because of this return, 

assume that his attacks on the personas will probably (90%) destroy 

the magickal Items listed below, regudless of the results of the battle. 

(l"or example. the HPs might climb onto the barge, lllumJnate the last 
pillar, grab some of the •forbidden· treasure, and then try to depart. 

Rahotep will certainly attack before they can escape--end can. ln 

fact, follow them Into the planar reaches! 
Barga Whether found here or in Area M , this Is a maglckal Barge 

of the Spheres. This vessel can travel to any plane or sphere as if one 
were using a dweomer similar to MUaI Journeying. It can carry 12 

personm and 12 horse-sized steeds. A maglckally small space within 

It holds a volume and weight of cargo equal to that number of 
pa9Sengers: I.e .. 12 people and 12steeds, oraboutseventons/I.400 

cubic feet. Words of power that cause the barge to move and function 

are Inscribed upon a small brass plaque attached to Its surface. 
ThecraftcanbeharmedonlybySupernaturalormorepotentHeka, 

and has 700 Physical points. 
Charlot (Area 34 ): This four.persona vehicle Is a maglckal Charlot 

of the Wind. In addition to passengers. It can bear 400 pounds of 

weight In armor. weapons. personal gear. equipment. etc. Attached to 

the reins are two enchanted figurines of owl-sphinxes. and several 
words of hieratic script are Inscribed on the chariot's flooring. These 

Words of Power have several specific uses, basically enabling the 

enlargement of the figurines into full-sized creatures (or the reverse 

effect), and providing the means of controlling and instructing them. 

The chariot's maximum aerial speed Is 60 miles per hour. The owl­

sphinxes can fly untiringly for a time equal to that of night's darkness 

or 12 hours. whichever Is the lesser. 
The chariot and Its steeds can be harmed only by encha11ed atac:ks or 

Heka. The vehlde hm 400 Physical polrts. l'.ach owl-6phinx hm 200. 

Other Items: The following magickal devices are found In Area 35, 

assuming that Rahotep has not been annihilated. Each Is specific to 

an Individual vocation, and only generally de9c.rlbed here. Apply 

specifics In terms of your own campaign. 
Rod: This Is a powerful device usable by Dweomercrrefters. 
Crook: This device Is usable by Prlestcraefters. also very potent: 
flail: This Is a Arms/Warrior's weapon, highly enchanted and with 

multiple uses. 
Other: Add either one major or two lesser items for the following 

Vocatlonslf represented In the HP team: Alehemy, Mysticism, Outlawry, 
SCholar, Voyager. 

Destrucdon: The nine iats cf RalOlep catnot be de!troyed by any 
mea\Ssavethaenumerated with respecttotheNlner:vll Objects. Hethi1' 

Ls not likely to be annihilated by the J:81.Y. If Rahotep hm risen as an 

Urvnortal, however. hisdeSrud:loncanSill be aoo:>mpll.shed ~the 
objects. providing this Ls finished prior to his arrival In Area 37 ... 

Jllnal DesbuctJon of the Tombs r:xactJy three ATs after Rahotep 
is annihilated and the party leaves Area 37, the ground rumbles and 

quivers, and a wide fissure opens between the Mortuary Palace (Areas 

24-28) and the surface above It. Stone blocks fall to dose off the 

Rainbow Stairs (Area 36), and a huge slab starts to descend slowly 

throughout Area 33, sundering the pillars lnto stony splinters. Then 

falling stone from the celll~ begins burying chambers; steaming 

cradls begin appearing In the floors; darkness thickens everywhere, 

etc. The team can exit by any of various means, Including scampering 

out through Area 32, transporting up to Area 28 via the archways, or 

by means of Heka. for It Is now possible to use any form of castlng or 

Power to escape this place. They had better, for If they are stJll within 

Its precincts at the end of the ninth AT after Rahotep's destructlon, 
they will be buried In the collapse of the place. slain, their glorious 

victory for naught. 
To this end you might have the figurines possessed by each per­

sona radiate an urgent need to leave the place. forgetting the trea­

sures which have been left elsewhere. Those most likely to urge such 

are Thoth. lsls, and Osiris. 
If the team has managed to flinder the statue but otherwise not 

gotten ·our Boy,· then the above occurs, only It is all a very potent 

r:nt1ta1 illusion (OradeXXVI), which Set places to try and cut his losses, 

so to speak. Again the person.as will need to flee, for they can't pierce 

or disbelieve ll There will be certain real phenomena (ground trem· 
ors, winds, etc.) to Inflict a bit of damage and speed them on their way. 

The barge and/or chariot can be employed to escape in this case. If 
they don't beat It fast, they dlel The flgurlnes will. ~. urge flight, for 
the final result is known to these deities. 

If the Unmortal Rahotep Is revivified and released, the team can 
pos.sibly use the Nine IMI Objects. or. lacking those, steal the barge, 

even loading the chariot and other loot thereon, and get out fa.st. If 
they have otherwise served Qoocl loyally, there might be some delta! 

Intervention to allow this escape. It will be coupled with a new quest, 

of oourse. It Is one the gamemaster must devise-or await a scenario 

which presupposes this nasty event. That Is. Rahotep being Unmort.al, 

the HPs must find a way to reverse or Otherwise correct their mistakes 
and do aw'iJ'j with the old arch-vlUaln once and for all . 

AWARDS 
See Chapter 9 for the final awards to the person.as who survived this 

adventure. 
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HEROIC PERSONA AWARDS 
In terms of cash, the Hrs should be literally rolling in BUCs If they 

did even moderately well In the temple and tomb. Again, each should 

have some maglckal Item or two worth holding on to. Such treasure 

aside, the real goodies are about to be laid out for you to distribute 

amongst the HPs. 

The awards discussed here are In addition to those previously given 

out by you at various times during this epic. There are four cases to 

consider now that the scenario Is coming to Its cond us ion. Let's work 

from best case to the worst. 

Triumph 
The team managed to blow Rahotep away. He Is gone. annihilated 

forever. This Is a true featl 

AP / Gsi 20 each, -5 for poor showing. +5 for the best players' HPs. 

AP/StJ: 10 each. -':J/+2 per above, divided between up to three K/S 

Areas, for those abilities utlllzed most frequently and with decisive 

effect. 

AP/X5i 3 each,-1/+ l per above. applicable only to one, two. or all 

three 'IRAITS, Immediately. 

Jhi 7 each, -2/+2 per above, but no HP's Jf's should exceed 14. 

Special Connections: If the HPs came on a treasure hunt, their 

success will gain them no Special Connections. save tho.se Indicated 

for doing well In earlier action In Aartuat and Its environs. If present on 

a Direct Mlsslon. they will have gained up to the following seven 

Special Connections: 

Archprlest of H.gypt 

Vizier of the Middle Kingdom 

High Priest of Thoth 

Archbaron of rarnoc 

A high official In the Utchatu 

A Chief Scribe In Pharaoh's Court 

captain commanding r arnoc Garrison 

~Special Connection Is awarded to the HP that the OM deems 

appropriate, after the team has handed over half Its take, been feted 

and meets all of these folks ata royal reception. If there are fewer than 

seven HPs. no one persona gets two connections, so drop off the ones 

you don't assign. 

Quirks/Counter-Quirk..91 Do away with one Counter-Quirk per HP. 

as applicable. To the best of the team, award a Power of strong sort as 

a Quirk. a gift from the forces of Good. 
SEC: HPs here on a casual basis will be given honorary dU:zenship 

If they stick around and share out half of their loot according to the law 

of the land. and their rank will be that <i Braves a Pharaoh (f'reeman 6 )­

higher If they pay over to the Royal Treasury and the Temples another 

25% of their take; then they will all be made Warriors of Pharaoh 

(Knights. SOC 7 ). If they take their loot and run, then they keep what 

they can hold onto, and have only a minor positive Influence If they 

return to H,gypt In the future and Iden tify themselves as those who 

destroyed Rahotep. 

If the HPs are here on a Direct Mlsslon. the Influence of the 

arch priest and many others will go to work. After paying over their half· 

share of all wealth taken out, each will be granted noble status at a 

royal gala. Have a recounting by the HPs. and when the story Is done 

Pharaoh will make the foremost persona in the team a baron, then 

next a lord. the next a chief scrlbe. and all the rest shakes. With these 

hereditary titles will go fiefs, villages or a village. herds of livestock. 

and such revenues as these estates produce, less the government's 

share, naturally. 

Victory 
The team has foiled Rahotep's scheme for the time, Inflicted heavy 

casualties on his minions. and managed to get away. This Is pretty 

good playl 

AP /Gsi 1 O each. -2 for poor showillJ, +two for the best players' HPs. 

AP /55: 5 each, -1/ + 1 per above. divided between up to two K/S Areas. 
for those abilities utill:zed most frequently and with decisive effect 

AP /XS: 1 each. -1/+ 1 per above. applied immediately to each HP's 

Vocational TRAIT. 

JFs: 3 each. -1/+ I per above. but not to exceed 14. 

Special ConnecUons: If the HPs came on a casual basis, their 

success will gain them no Special Connections, save those Indicated 

for doing well In earlier action In Aartuat and its environs. If present on 

a Direct Ml~lon, they will have gained up to the following five Special 

Connections: 

High Priest of Thoth 

Archbaron of rarnoc 

A high ofllclal in the Utchatu 

A Chief Scribe in Pharaoh's Court 

captain commanding Farnoc Garrison 

each Special Connection Is awarded to the HP that the OM deems 

appropriate. after the team has handed over half Its take. been feted 

and meets all of these folks at a reception given by the archprlest. If 

there are fewer than five HPs. no one persona gets two connections. 

so drop off the ones you don't assign. 

Quirks/Counter-Quirks: Do away with one Counter-Quirk for one 

HP. if applicable. To the best of the team award a Power of moderate 

sort as a Quirk, a small gift from the forces of Good. 

SEC: If the HPs are here a Direct Mlsslon. the Influence of the 

archpriestand many others will go to work. After paying over their half· 

share of all wealth taken out, each will be granted status by decree of 

Pharaoh. The leader of the team wi ll become a Warrior of Pharaoh 

(SOC 7. top). and all the rest will be named as either Chiefs of Pharaoh 

(SOC 7 . middle) or Scribes (SOC 7. bottom). With these non-hereditary 

titles will go manors and estates. and such revenues as they produce, 

less the government's share, naturally. 

Faik.Jre 
The team has loosed Unmortal Rahotep but haven't handed over all 

of the Nine evil Objects to him. 
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AP /Os: 5 each, -1 ror poor showing. + l for the best players' HPs. 

AP/Ss: 2 each, -1/+ l per above, divided between up to two K/S 
Areas. for those abilities utilized most frequently and with good effect. 

AP/XS: 1 each. lrandonlylftheyareabouttoembarkonado-or-<lle 

quest to rectify their error. In any other case, none are awarded. 

Jfs: 2each.-l/+l perabove, another2 lftheyareabouttogoforth 

to correct their errors, but not to exceed 14. 

Disaster 
The team has managed to reed Unmortal Rahotep those Nine Evil 

Objects, yet managed to flee him somehow despite their blundering. 

AP /Os: 3 each, -1 for poor showing. + 1 for the best players' HPs. 

AP /XS: 1 each, Ir and only If they are about to embark on a do-or­

die quest to rectify their gross error. In any other case. none are 

awarded. 
JFs: 1 each. plus 2 If undertaking the mission noted, (and they'll 

need theml). 

DEPARTURE 
If the team has citizenship. with or without titles and lands. they can 

depart,.egypt and return again anytime. If they have substantial sec. 
they should appoint overseers to their lands, if any. put their affairs In 

order. and so forth before going. 
In other cases, and assuming that the the HPs are satisfied that they 

havedefeatedRahotep.andhavesomelootedtreasuregainedthereby, 

they can leave In either of two fashions: 
( 1) They can get away-with or without the aid of nomad tribesmen, 

keeping all of their gains thereby. Of course. those who don't tithe (up 

to a maximum of say 70,000 BUCs each If two or more tithes are 

Involved) to each and every one or the deities whose figurines as­
sisted them In the course of adventuring will never again receive aid 

from that deity or its agents or assigns. ecclesi.astlcs lnduded. (Some 

truly outstanding service might negate this after such service is 

perrormed.) 

Remember. many of the treasures are worth a whole lot more Ir 

carried away from Jegypt and sold to dealers ln antiquities. Any large 

city in Jeropa. Near Azlr. or on Atlantl will do nicely. 

If Rahotep was but checked, his tomb will thereafter be restored 

to Its Initial state after a period or time. and old minions restored, 

or new ones put in their places. The spirit- and soul-vultures.Khu 
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and ba, will be free to communicate with and assist varlous 

servants of evil In the region. Some other party may venture In at 

a later time, and If so, you might allow some extra clues about what 

these Heroic fersonas might face. due to this party's reports. but 

Khonsu-khalbet. the Demoncroc. etc., will have to be replaced 

with creations of your own. 

STAYING IN .IEGYPT 
Only the ~emaster can determine If this Is desirable. The cam­

paign development Is the perquisite. This Is advisable only In the case 

of a Direct Mission. In such case, It Is a great Idea If the team had a 

Triumph. They will be celebrities for a year or so, and renowned and 

respected thereafter. The government and various temples wlll have 

endless missions for them. There Is also plenty of room for free-lance 

adventuring on the borders, from In trigues to jungle epics possible. 

In the case of mere Victory, the Hfs might become near-HPOs assist­

ing another group to really get ol' Rahotep this time ... 

In the case of !"allure or Dlsa.5ter, the only way to remain Is to be on 

hand to perform such duty as Is required to attempt red:lflcatlon of 

errors. Not a few bribes will need to change hands to hush up the true 

facts too, and the team wlll be expeded to furnish such sums gladly. 

Still. It could be exciting and rewarding. 

GAMEMASTER'S 
SPECIAL REFERENCES 

Thus ends the epic adventure of The rteaopolls. Continue read­

ing. though. If you wish to develop campaign play ln Pharaoh's 

Kingdom. 

N.gypt It.self can be expanded into a full campalwi settJng by use 

and detailing of the maps and employment of the appendix herein. 

consulting the Epic of tf)1h book. and with such aid as you m ight find 

helpful In historical atlases and boo~ on Ancient egypt. These notes 

offer a suggested sub-plot to add a bit of Intrigue. as well as Ideas for 

further development of the cam palgn. You can use this or not. as you 

see fit. 

Expansion of the Existing Scenario 
Aartuat and Environs: Khonsu-khalbet Is absolutely a secret 

agent of the Utchatu. working In cooperation with the Temple of 

Thoth. The Sepal Governor of l nny Is secretly In league with th~ 

powerful agents of Set; with their help. he plans to revolt, eventually 

assuming the office of Vizier of Middle N.gypt under Unmortal fha.. 

raoh Rahotep. He will have to be found out and dealt with by the HP 

team after the adventure ln the tomb Is concluded. 

Temple of Osiris: If the HPs perform well and destroy the ev111n 

this place. and especially If they restore Osiris, the newly arrived High 

Priest fllls them In on the background details given above. That 

person knows that there Is a connection between the governor. the 

cult of Set here. and the proximity of the t omb of the IMI Rahotep. 

The party Is given royal permission to explore the whole area. You 

may reinforce the group with soldiers If you see flt, allowing as many 

as are equal to the garrison of Aartual each Hf Is given a royal writ 

that allows free passage In N.gypt •for services to the House of the 

Royal Pharaoh.· 

Tomb of Kahoup: Khonsu. soldiers. and a kherl-hebu of Thoth 

will accompany the party. Khonsu-khalbet's has his figurine of Chons. 

of course. and the Priest-Mage one of Thoth. 

Campaign Suggestions 
After the Tom.b: After final success, with the Hfs proclaimed to be 

noble N.gyptlans. given land. etc., they are suddenly called upon to 

fight the Accursed forces of IMI that are attempting to overthrow 

Pharaoh despite not having Rahotep on hand to lead them. The team 

must now learn to organize troops and flght guerrilla bands. then a 

rebel army. Then they have to head south, take on a horde of jungle 

savages. and go trekking up the Nylle In search of a •t.ost Oty of Set. 

hidden thereabouts. 

If Rahotep has not been utterly destroyed. resurgent evil stirs up 

trouble while the HPs are elsewhere. To maintain their titles and 

po.ssesslons In N.gypt. the Heroic Personas must thereafter offer 

prized rewards to other adventurers (HPs or otherwise). who will 

Investigate. 

General Awarclng of APs. Jass Factors. Etc. 
1be amount dRwardglw.n herein lamnple. I~ a bl generous If long-term play Is ex>nsldt.red. 1bere Is a raat 

fortbls. though, as you11 dlacoYer' •you read on. If'. after having read, and c:ionaldered everything In u,is acenaio, you ftnd thlt 

tbeB'Wm'dS IR lmufftdmt. feel he toadda pold here and there to boo&t than. l"leophyte ~mlllit need lots dS'J?.Uand 

.-. ~ doesn't teach them ln,Ythlng, and what happens If they nr»u learn? Or what If they do lesn and Uial have HPI 

resent~~ rteitbet_ raull ls deslrable. irpj> awsds In tJgtJt rdgni a1d never 9ve ow more a rew m<ft poilU than the 

~IJ1nMil)ded mmu:mum. 
1he manner In whiCb awaR:llme 9Yal cu~ mnotmts md tlmlhg througho\t the cowae dpla)'. la attuned to the player 

pap that~ both non-vetaan and bm under> or moderald)' wdklevelaped Haolc Personm. 11n.aa. the breaks for awsds lft 

meant to train.Mt encamage pla,ens ••bulldl tbelr Heroic Pemorm' ~If the HPs are ltrong and their pla)1era veteran. 
no nuaa: 1bal wtD not be bad. llDCl tbll method wlD aaw to relnfarc:e the good bablta d plar the group bm developed. 

lbO you bekYe }'OW.,.., II otbawlle too~ cop6nue to uae a like method In all adYentures, whether oommadal 

W'laaor-tboee wbidl you dew.lop. 
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CHAPTER 3 
Soldiers (40 total) 

Vocation: Soldier Sile: 2 

Habitat: A::rth, ~ Aartuat Size: Average 

Jllo\'e (ycls/81')1 78 IDltlative lllocUllen: Human standard 

OUtstandlog-lmportant K/S A.reas/SUl>-A.reas a STUP: 
(Soldier Vocation K/S bundle plus) 

Combat. HTH. Non-Lethal: 24 (+/ --06) 
Combat, Hand Weapons: 30 (+/--O:S) 

Combat, Missile Weapons: :Sl (+/--O:S) 

JOM (AntJ.J055) Factors: 0 AttradJvenesa: Avg. (+/--O:S) 
Qulr1'.s1 Nil 

Avuage Armor Protection: 8/ 12 

Worn: Half Reinforced Leather/Shield 
Dodglng1 Nil Avoidance: Base 9/12/8 

Weapons: 

Weapon WP s ATK DT BAC c Dur 

~ 5 4 1 p M w 10/20 

Short Sword 6 :s p :SD6 +l :S6 M 5/ 20 

S. Tower Shield O 4 B I D~ +l ~ M +/10 
M. Comp. Bow 5 4 2 p :SD6 +l :S6 w 5/ 20 

Averaged Armor Details 
Armor Avg Pierce Cutting Blunt l'lre Chem Stun Pty. 
Half Rein. Leather 8 9 11 10 5 5 8 1 

stallsUcal Detall1 Base Scheme (+/ --O:S) 

Pl: 58, eL: 46 P1 78, WL: 59, CL: 70 

MR: 29 MM: 29 PM: ~ PN: ~ 

MRCap: 11 MMCap: 11 PMCap: 14 PNCap: 14 
MRPow: 9 MMPow: 9 PMPow: 1 :S PNPow: 1 :S 
MRSpd: 9 MMSpd: 9 PMSpd: 12PNSpd: 12 

s1 55. ei... 44 
SM: 29 SP: 26 

SMCap: 11 Sl'Cap: 10 
SMPow: 9 SPPow: 8 

SMSpd: 9 SPSpd: 8 

Commentary a Description: These are average Jt:gyptlan regular soJ. 
dlers--t.ough. harcklrinklng. and with a love for gambling. Their ethol and 

natures are as varied as the general populace of the land. although they tend 

a bll more towards the neulral. As ls typical , they are suspicious of outsiders 
and strangers. not partk:ularly friendly to anyone they don't know and re­

spect. and understand authority well enough to avoid confrontallon while not 
necessarily canylng through with orders and Instruct.Ions ... None of them like 

brigands and all hate nomad raiders, even those of the unit who are them­

selves of like background. 
As is typical of regular milltruy, these soldiers are neither fanatlcs nor fools. 

They will Rght when they must. retreat In sltuaUons where they face certain 

death and there is hope If they get away. However. they are disciplined and 

respectful, even like their sergeant. Het.et..f. and their commanding officer. 

HamephaL They will fight to the last man if these two are there and so order. 

Soldiers, Corporals (8 totaO 
Vocation: Soldier Sile: 2 
Habitat: A::rth .• ~L Aartuat Size: Average 

lllove (ycls/BT): 84 lnJl.l&lvelllocllfters1 Human standard 
OUlatmdiog·lmportant K/S An:M/ Sub-An:M llr STUP: 

(Soldier Vocation K/S bundle plus) 

Combat, HTH, Non-Lethal: 28 (+/--O:S) 

Combat. Hand Weapons: M (+/--O:S) 
Combat, Mlsslle Weapons: ~5 (+/--O:S) 

Joee (AntJ.J0118) Pllc:torst O Atlntc:tlv-1 Avg. (+/--0~) 

Qulr1'.s1 NII 
Avuage Armor Protection: 12 

Worn: :S/4 Reinforced Leather 

Dodging: Nil Avoldancet Base 9/1~/8 

Weapons: 
Weapon s ATK DT lBn Bonus BAC 

~ 4 1~ l 
Short sword p :SD6 +2 :S9 

M.Co p M>6 +2 40 

Averaged Armor Ddall: 

c 

M 

w 

Dur 

Armor Avg Pierce Cutting Blunt l'lre Chem Stun Pty. 

:S/4 Rdn. Leather 12 I~ 17 8 8 12 iJ 

stallsUcal Details Base Scheme (+/--O:S) 

1111 60. eL: 48 P1 84, WI,: 6~. CL: 76 
MR: :SO MM: ~ PM: 43 PN: 41 

MRCap: 11 MMCap: 11 PMCap: 16 PNCap: 15 

MRPow: 9 MMPow: 10 PMPow: 14PNPow: 12 

MRSpd: 10 MMSpd: 9 PMSpd: l~PNSpd: 14 

S1 55, eL: 44 
SM: 29 SP: 26 

SMCap: I I Sl'Cap: I 0 
SMPow: 9 SPPow: 8 

SMSpd: 9 SPSpd: 8 

C.Ommentary a Descrlptlon1 These are veteran ~Uan soldiers pro­
moted to minor command because they are a bit more able than the rank and 
file, but they are otherwise not much different from the ordinary privates. 

They are more concerned with seeing that everything Is In order-<>therwlse 

they lose their rank and extra pay and prlvilegesl 

There Is nothing In uniform to distinguish a corporal from private other 

than the leather epaulettes of his armor (worn as rank badge even without 
armor) and the like greaves. 

Platoon Serge.ant Hetet-f 
Voc:atlon: Soldler sr.c1 5 
Habitat: ~. JF.gypt. Aartuat Sb.ei Average 

lllove (ycls/BT): 88 lllltllltlve fllod.l.llers1 Human standard 

out.stmdlog-lmportmt K/S Axua/ Svb-An:M • STUP1 
(Soldier Vocation K/S bundle plus) 

Perception. Mental: :SO Criminal Activities, Physical: 47 

Perception, Physical: 40 Deception: 35 

Riding: :so endurance: 40 
Combat. HTH. Non-Lethal: 32 escape: 28 
Combat. Hand Weapons: 41 Qambling: 50 
Combat. Missile Weapons: 48 Survival: 62 

Joae (AntJ.J0118) Factors: 1 Attnctlv--. 11 

QulrU: Senses strong Heka-<:aster within IO feet of him. 

Average Armor Protection: 15 

Worn: 3/ 4 Metal llC Leather 

Dodging: Nil Avoklancet Base 10/14/9 
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Weapons: 

Weapon WP s ATK D1' lBn Bonus BAC c Dur 

Spear 5 4 1.5 p 306 +5 48 w 10/20 

Short sword 6 3 1.5 p 306 +5 47 M 5/20 

M. Comp. Bow 5 4 3 p 306 +6 51 w 3/20 

Averaged Armor Detalh 

Armor Avg Pierce Cutting Blunt !'Ire Chem Stun Pty. 

3/4 Metal l!c LeaUter 15 15 23 20 9 9 16 3 

StatlsUcal Detall1 
Pl: 68. eL: 54 F1 88. WL: 66, CL: 79 S: 60. eL: 48 

MR: 32 MM: 36 PM: 45 PN: 43 SM: 32 SP: 28 

MRCap: 12 MMCap: 14 

MRPow: I 0 MMPow: 11 

MRSpd: 10 MMSpd: 11 

PMCap: 16 PNCap: 16 

PMPow: 15PNPow: 13 

PMSpd: 14PNSpd: 14 

SMCap: 12 SPCap: I 0 

SMPow: 11 Sf'fow: 9 

SMSpd: 9 SPSpd: 9 

C.Ommeat.ary It DacrtpUoa: SergeantHetet·fjolned up atege 15. so 

he has been In the army for 13 years now. He Is !ttong. tough. wily. end able 

In a number of areas not exactly approved of by the government. .. Hetct..f' Is 

of Moonlight ethos. lnt.ennedlate nature (although very orderly In hb habits 

end demanding likewise of others under his command), and serves the deity 

Bes. He Is courtJng MastuU. and will be hostile and aooresslve to anyone who 

he perceives to be doing lhe same. See also Sergeant Nemekh hereafter. 

The platoon sergeant wear met&Htudded (3ted) armor. Including epau­

leU.es with three roundels which ldenUfle.s them as of that rank. Otherwise. his 

uniform ls that of the other soldlers here. 

Soldiers, Cavalry Troopers (5 totaO 
Vocatlon1 SOidier sect 2 

Habltall ...t:rth, tf.gypt. Aartuat Slu1 Average 

Move (yds/BT)1 80 lnltlatlve PlocllJIU'SI Human standard 

Riding aenet: 130, e/S: 1 /6 
OUlstandlng·lmport.ant K./S Area9/ Sub-A.reM It STr.:Ut 

(Soldier Vocation K/S bundle plus) 

Riding: 40 

Combat. tm1, Non-Lethal: 26 (+/--06) 

Combat. Hand Weapons: 32 (+/--06) 

Combat. Missile Weapons: 34 (+/--06) 

JOM (Anti-Joss) f'aclors1 O AltracUveness1 Avg. (+/--03) 

Qu"5: Nil 
Average Armor f'rolect.lon1 12/14 

Worn: Half Chaln Mell/BU<:kler 

Dodging: NU Avoldanc:ei ~ 9/12/8 

Weapons1 

Weapon WP s ATK D1' lBn Bonus BAC 

Uglt Lance· 7 4 1.3 p 406 +I ~ 

Sabre 4 6 1.5 c 406 +I 36 

Hand AM. 3 4 1.3 c 30& +I 37 

Hand AM. . Thrown 5 4 2 c 306 +I 39 

s. Comp. Bow 3 3 2 p 206 +l 37 

c 
c 
M 

c 
c 
w 

Dur 

8/20 

5/20 

8/20 
8/20 

8/20 

' Otherwise as Spear (above. soldlers) when dlsmounled end so employed. 

Averaged Armor Detail: 
Armor Avg Pierce Cutting Blunt !'Ire Chem Stun Pty. 

Half'OlainMall 12 12 21 14 6 7 14 3 

Statlstical Deta111 ~ 5c.heme (+/--03) 

11'1158, eu 48 F1 80, Wt.: 60, CL: 72 s1 33. eu 44 

MR: 29 MM: 29 PM: 40 PN: 40 SM:29 SP: 26 

MRCsp: I I MMCap: 11 PMCap: I 3 PNCap: I 5 SMCsp: 11 SPCap: 10 

MRPow: 9 MMPow: 9 PMPow: I 3PNPow: 13 SMPow: 9 SPl'ow: 8 . 

MR.Spd: 9 MMSpd: 9 l'MSpd: 121'11.Spd: 12 SMSpd: 9 SPSpd: 8 

COmmeatary It Dacrtpt.lon1 These are average A!gyptlan cavalry 

troopers. not always chummy with the regular lnfant.rymen--exct.pl when 

outsiders threaten lheml 

cavalry troopers' unlfomu are pale mustard hue. rel.her than Infantry 

white. Their~ mesh of chain mall also marl\s them as horx soldiers. 

Cavalry Sergeant Nemekh 
Voc:atloa: Soldier Sl.C1 3 

Habltall ...t:rth, tf.gypt. Aartuat Slut Average 

ll'love (yds/BT)1 90 IDIUatlve Mod.Ulen1 Human standard 

Riding aenet: 130. e/S: 7 / 6 

Out.slmdlng·lmportant K/ S A.reM/Sub-AreM a S'reU1 

(Soldier Vocation K/S bundle plus) 

Perception, Mental: 30 Criminal ActMUes. Physical: 52 

Perception. Physical: 40 DeceptJon: 43 

Riding: 48 l'.ndu ranee: 38 

Combat. tm1. Non-Lethal: 36 ~pe: 44 

Combat. Hand Weapons: 42 Gambling: 41 

Combat. Missile Weapons: 44 Survival: 60 

Joes (Anti-JON) hctorsl 1 AttndiveneMI 12 

Qub1u: Nil 
Average Armor f'rolectloa: 18/20 

Wom: 3/4 Chain Mall/BU<:kler 
Dodglng1 NU Avoldmce1 Base 10/13/11 

Weapons1 
Weapon WP s ATK D1' lBn Bonus BAC c Dur 

~Lance· 7 4 l.S .. 406 +3 49 c i/216 
Sabre 4 6 1.5 c 406 +5 48 M 3/20 

t1and AM. s 4 1.3 c 30& +3 47 c 8fJJJ 
Hand AM.. ThlOWll s 4 2 c 306 +5 49 c 8/20 

s. Comp. Bow 3 3 2 .. 206 +S 47 w S(JJJ 

'Otherwise as Spear (above. Soldiers) when dlsmounled and so employt.d. 

Averaged Armor Debll1 

Armor Avg Pierce Cutting Blunt /'Ire Chem Stun Pty. 

3/4 Cb81ii Mali 18 18 31 21 9 lo ii 5 

Statlstical Dd.1111 
11'1160, eu 48 
MR: 33 MM: 37 

MRC&p: 13 MMCap: 15 
MRPow: I 0 MM Pow: 11 

MRSpd: 10 MMSpd: 11 

P1 90, WL: 68, CL: 81 

PM: 44 PN: 48 

PMCap: 13PNCap: 16 
PMPow: 14PNPow: 15 

PMSpd: 1 !I 1'11.Spd: 15 

S1 70. er... 36 
SM: 30 SP: 40 

SMCapi I I Sl"Cap: 13 
SMPow: IO SPl'bw: 13 

SMSpC 9 Sl'Spd: 12 

COmmeatary er De8crlptloa: Nemekh ls the be.st buddy and continual 

rival ofHept.et.f, even though he Is 10 years older than the other and regards 
him as a younger brother (or almost a son). While b~ up their respectJve 

branches, each seaetly wishes the other were In the same one with him or 

vice versa. These two got In some trouble In l'amoc, and that's why they are 

po sled to Aartuat. .. end rnlghtrernaln here for many more years beforegeWng 

better duty. l!.ach want.s to remove the blot on his record by doing something 

not.eworthy (but not through hard woli( or gmit danger). 

The sergeant of cavalry wears more chain mall armor. lndudl!lJ epau­
lettes with two roundels which ldentlfles him as of that rank. Otherwbe, hb 
uniform Is that of the other cavalry troopers here. 
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Vocat.lom SOidier 
Subaltern &5-f-py 

Sile: 4 (8) 

Habltali A"Jth, A'{Jypt. Aartuat 

1110\'e (yds/BT)I 88 
Riding Oenet: 130, f',fS: 7/6 

Slzei Average. short 
lnltlallve Modiften1 Human standard 

OUt.slandlng·lmportant K/S Arem/Sub-Areas et S11!EP1 
(SOidier Vocatlon K/S bundle plus) 

Riding: 4-0 
Combat. tm1, Non-Lethal: 22 
Combat. Hand Weapons: 35 
Combat. Missile Weapons: M 

JOM (Anti-JOIN) hctorsi o Atb'adlveness1 9 
Qulr"51 t1Js open, honest-looking face and wistful nature make those with 
a sympathetic nature want to help him. 
Average Armor Protect.lon1 18/20 

Worn: 3/4 Chain Mail/Buckler 
Dodging1 Nil Avolclancet Bese 11/14/10 

WP s ATK DT can Bonus BAC c Dur 

5 5 1.5 C/P 40§ + 40 M 5/20 
Buckler 3 4 1.5 P 106 +I 38 M 5/20 

Copip. llow 5 4 2 P 506 +l 39 w ~20 

Averaged Armor Ddalb 

AmJOr Avg Pierce Cutting Blunt !'Ire Chem stun Pty. 

r a14 a.1n l'1all 

statlstlcal Ddall1 
1111 69, f',L: 55 
MR: 29 MM: 4-0 

18 

MRcap: lO MMCap: 15 
MRPow: 9 MMPow: 13 
MR.Spd: I 0 MMSpd: 12 

18 31 21 

1'1 88. WL: 66, CL: 79 
PM: 42 PN: 46 
PMCap: 16 PNCap: 16 
f'MPOW: 13 PNPow: 15 
PMSpd: 13 PNSpd: 15 

9 10 2 1 5 

S: 70, f',L: 56 
SM: 30 SP: 4-0 
SMCap: l l Si"Cap: 15 
SMl'ow: I 0 Sf'l'ow: 13 

SMSpd: 9 Sl'Sjxl: 12 

Commentary et Description: The subaltern Is a younger son of a petty 
baron sent off to make hJs way in the mlllt.aJybecausehe Isn't suited for much 

else-<.ertainly not the priesthood or any scholarly vocation. Recognizing hls 
overall talents, higher authority sent h1m to this post to keep hlm out of the 
way ... Because ~f-py Isn't partlcular1y able, and has no promising future. 
he yearns to do something Important to •make hls name.· He Is just smart 

enough to be dangerous-that's how the NCOs aqjudge him. He can be a lot 
of trouble or a big help to the HP team depending on how he's approached. 
Bas-f-py Is a follower of Balance, Khnemu, and Is personally of rather chaotic 
nature. 

5th Lieutenant Hamephat 
Vocat.lom SOidier SEC! 5 
Habltati A':rth, A'{Jypt. Aartuat Slzei Average. tall 
Move (yds/81')1 95 lnltlallve Modiften1 Human standard 

Riding Genet: 130. f',/S: 7 /6 

Out.slmdl.ng·lmportant K/S Areas/Sub-Areas et S11!EPI 

(Priest lk SOidier Vocation K/S bundle plus) 
f',/S Graces: 33 f.oduranc:e: 35 
Native Tongue: 38 Games. Mental: 32 
Perception. Mental: 40 Games, Physical: 41 
Perception. Physical: 50 Hunting lk Tracldng: 39 
Riding: 46 LeadeBhlp: 54 
Combat. tm1, Non-Lethal: 27 MJ1ltary Science: 37 
Combat. Hand Weapons: 51 Survival: 35 
Combat. Mlsslle Weapons: 46 Weapons. Mllltary, All other: 28 

Qu lrb1 Shoots et moving target with only 50% normal penalty. 
Jose (Anti-JOIN) hctorsi 2 Atb'adlVeneMI 14 
Average Armor Protect.lon1 24/26 

Worn: 3/4 l'lete Mall/Buckler 
Dodging1 NII Avolclancet Base 16/15/10 

Weapou: 
Weapon WP s ATK DT CBn Bon us BAC c 
Lo~Bword 5 5 2 406 +7 :la 
Buckler 3 4 2 P 106 +7 
M. Comp. llow 5 4 5 p :506 +8 

Averaged Armor Ddall1 

Dur 

Am!Or Avg Pierce Cutting Blunt /'Ire Chem stun Pty. 

~/4 Plate l'1all 24 

Statlstlcal Ddall: 
Jll: 96, f',L: 77 
MR: 49 MM: 47 
MRCap: 18 MMCap: 17 
MRPow: 15 MMF'ow: 14 
MRSpd: 16 MMSpd: 16 

2 

F: 95. WL: 71. CL: 86 
PM: 48 PN: 47 
PMCap: 18 PNCap: 17 
PMPow: 15 PNPow: 15 
PMSpd: 15 PnSpd: 15 

Si 70. f',L: 56 
SM: 30 SP: 4-0 
SMCl!p: l l SPCap: I~ 
SHl'ow: l 0 Sl'Pow: 13 

SM.spd: 9 SPSpd: 12 

Comment.}' ft Descriptiom This man Is the only son of a free farmer. 
but his abilities enabled h1m to attend school without cost to hJs famlly­
somethlng they hadn't the funds for, of couise. Aft.er completing hi.9 tra1nfng 
as aspirant to the priesthood, Hamephat realized he wasn't meant for that 
vocation. so joined the army Instead. Aft.er only one year he wm promoted 
from subaltern to ~th lieutenant-ell et the age of 21. His rise was too rapid, 
and a jealous l st lieutenant had hlm posted to Aartuat. realizing that with 
opportunity for learning and performance thJs fellow would be a rival In jWll 
a few yeaBI Now age 23. having been stuck at the caravanseral for some time, 
Hamephat is Itching to do something. If the HP team ls a problem to him. then 
he will seize the opportunity. but If they offer something better. thls fellow Is 
one to recognize that too. Hamephatls a devotee ofHerakhty. thus ofS~ 
l!:thos and basically ordered nature. 
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Hept-f-hra the Merchant 
Vocatloru Merchant Sile: 6 

Habitat: ..t:rth. ~t. Aartuat Size: Average. fat 
Moove (yds/BT)1 54 lnlt.1allve PlodltlU91 Human standard 

Riding Oarron: 130, e;s: 5/4 
OUtstandlng·Important K/S Areas/Sob-Areas~ STUP: 

(Merchant VocaUon K/S bundle plus) 

PercepUon, Mental: ~ Appraisal: 48 
PercepUon, Physical: :57 Business AdmlnlstraUon: 54 
Combat. tm!, Lethal: 24 Deception: 5:5 

Combat. Hand Weapons: ~ Garnb~: 43 

Combat. Mlsslle Weapons: 30 Influence: 29 

Criminal ActJvlUes, Mental: 62 Rarltie.s: 43 
Criminal ActlvlUes, Physical: :51 Tolerance: 34 

Joss (AnU.Joss) factors: 2 AttracUveness1 10 (IU 4) 
Quirks: Unfailingly noles an}')ne in I rod who Is scrullnlzing him with 

suspicion. 

Average Al'lDOI' Prolecliom 20/l~ below 
Worn: Half Relnforc.ed Leather-e below 

Hek&engendered: 2~ below 

Dodglngr Nil Avoldancer Bese 13/8/8 

Weapons1 
Weapon WP S ATK ur can Bonus BAC C Dur 

Short Swordt 6 3 1.5 P 306 +I 45 M 3/40 
M 3/40 ~ert 5 2 1.5 p 206 +l 44 

Hand Crossbow, 
Stone 5 2 c 5/40 
tl'1orentlne 

Averaged Armor Detail1 
Armor Avg Pierce Cutting Blunt l'lre Chem Stun Pty. 
tta1f Rein.Leather 10 10 15 13 6 7 14 2 

stallslk:al Detail! 
P11 60, et.: 64 
MR: 40 MM: 40 

MR<:ap: 14 MMCap: 15 

MRPow: 1 :5 MMPow: 12 

MR.Spd: 1 :5 MMSpd: I :5 

P : 54, WL< 41 , CL< 49 
PM: 27 PN: 27 
PMCap: 10 PNCap: 10 
PMPow: 9 l'NPOW: 9 
PMSpd:8 PNSpd: 8 

St 61, et.: 49 
SM: :51 SP: 30 

SM<:.ap: 12 Sl'Cap: 11 

SMPow: 11 SPPow: 10 
SMSpd: 8 Sl'Spd: 9 

Commentary ~ Description: At age 4:5, Hepl.f·hra is as thoroughly 

sunk in evil as possible. This man will always au.empt to klU a foe, especially 

when he has an advantage, i.e., kickthemanwho ls down. Heisnotacoward, 
but he certainly has no death wish. If he can talk or buy his way out of a 

situation .• Hept·f·hrawilldo so. He has no real loveforanyfamllymembersave 

his daughter, who he dotes on. 
Hept.f-hra, as do all members of the Rahotep cull, has a bone necklaces 

which Is dweomered to foil anyattemptatAurareadJng. The device causes his 

Aura to appear fuzzy and vaguely warm-friendly In color. 
He wears a Scarab which provided him with 20 points of protection from 

any Physical damage. lncludlng Impact. This object wiU functlon once each 
day only, then must recharge itself for 24 hours. When expectlng combat. 

Hept·f-hra dons an Unsurpassed Quality set of Half relnforc.ed leather armor 

whose protectlon ls equal to that of Metal et Leather-AA!' 1 O. Penalty 4. 
Hepl·f·hra will happUy see his superior, Gerhil. c1lsgraced or dead, as 

long as his own life Isn't threatened In the process. Likewise. he wiU abandon 

the two hired thugs or any of his family, save his daughter. Nektinefar. 

Nehs~ & Maq1:2, Guards of Heptf-hra 
Vocation: See below SCC:I 
Habitat: ..t:rth, ~ Aartual Sl.ze1 Average, bulky/lall 

Move (yds/BT)1 90 lnitillt1ve PlodltlU91 Human standard 
Rk1ing Jades: 110, 'e/S: 4/-

0Utstandlng·lmportmt K/S AreM/SUb-Areas a STUPt 
(Thief, Physical;rrtmlUve Warrior Vocation K/S bundle plus) 

Rk1lng: 29/42 

Combet. tmf. Lethal: :57 f28 
Combat. tm!, Non- Lethal: 17 /20 

Comba.t. Hand Weapons: 27 /:53 

Combat. Missile Weapons: 29/:55 
Criminal ActlvlUes. PhysicaJ: 40/26 

Jas& (AnU..J088) factors: O AttractJvenessi 7 /9 
Quirks: Nil 
Average Armor ProtecUoru 6-eee below 

Worn: Half Leather (Padded) Armor 
Dodging: NII Avoidance: 6ese 7/12/7 (Neh.sl) 

B89e 7 /1 :5/7 (Maq.t) 

Weapons1 
Weapon WP s ATK ur CBn Bonus BAC c Dur 

Moml~l 8 7 p 406 +5 M c 8/20 
Battle Ax.e2 8 6 1.5 C/P 406 +4 41 c 8/20 

Spear. Thrown 0 4 1/2 p 306 +5/+:5 29/35 w ~/20 

I - Neh.si. 2 - Maq.t 

Averaged Armor Detail: 
Armor Avg Pierce Cutting Blunt l'lre Chem Stun pty. 
Half Leather 6 7 9 8 4 4 6 

statlst.k:al Ddall1 

Pl: 44. el.< :55 
MR: 22 MM: 22 

MRCap: 8 MMCap: 8 
MRPow: 7 MMPow: 7 
MR.Spd: 7 MMSpd: 7 

1":90, WL: 68, a.: 81 

PM: 47 PN: 4:5 
PMCap: 18 PNcap: 17 

l'MJ'ow: I 7 /15 l'NPow: 14 
~ 12/14 PNSpd: 12 

Sc 44. el.< :55 
SM: 22 SP: 22 

SMCep: 8 SPCap: 8 
SMPow: 7 Sf'fow: 7 
5MSpd: 7 SPSpd: 7 

Comma:atary a Description: Nehsi Is an ugly but falsely sml~ 

Nubian of husky buil<l. Maq-t is a lanky fellow with pale blue eyes, Is e 

renegade Berber who pretends to be Jf:gyptian. Both are cruel and wicked. 
As do all members of the Rahotep cull. both of these thugs have bone 

necklaces which are dweomered to foU any attempt at Aura reading. The 

device causes their Aura to appear fuzzy and vaguely warm.friendly In color. 
If Instructed. these two will don additional armor, the various plece.s worn 

then equalling l'ull leather armor as Indicated above. In a tlghtsltualion these 
two wiU run l!rWay as quick as they can to save their own necks. 
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Fa-t-t:ep, Wife of Hept-f""hra 
Vocation: Thief, Mental Sl!Ci 6 

Habit.ab AW\, ~ Aartuat Slzei Average 
lllove {yda/BT)1 62 Initiative lllocWla-s1 tluman standard 

Riding Oarron: l :50, eJS: 5/4 
Outstaading·lmportmt K/S ArutJ/SUf).ArutJ er S'mU1 

(lblef, Mental IVS Vocallon bundle plus) 

Riding: :50 
Com.bet. tland Weapons: 20 
Com.bet. Missile Weapons: 36 
DeceptJon: 39 

Disguise: 48 
JOM {AnU-JOM) f'aclors1 l Attrac:Uveaess: 13+ (JU 4) 
QulrU1 NU 
An.rage Armoc Frotection: NU 
He~ngendered: See below 

Dodglng1 NJI Avoidance: Base 12/11/8 

Weapons1 

Weapon WP S ATK DT nm Bonus BAC C Dur 

Dlgier 5 2 I ~ M 5_QQ_ 
c 8/20 S.QossboW,8oll 6 

stallsUcal Details 
1'1179. eu 63 
MR: 34 MM: 45 

4 

MRCap: 12 MMCap: 16 
MRPow. 12 MMPow: 14 
MRSpd: 10 MMSpd: 15 

P 206 +I 42 

P1 62. WL: 47, CL: 56 
PM: 27 PN: 35 
PMCap: l 0 PNCap: 13 
PMJ>ow:7 PNPow: 10 
PMSpd: IO PNSpd: 12 

s156.eu 45 
SM: 20 SP: 36 
SMC.ep: 8 Sl'Cap: 12 
SMJ'ow: 7 SPPow: 12 
SMSpd: 5 SPSpd: 12 

Commentary er Descrtption: l'IH-tep is still nlce looking. and one 

wouldn't think her old enough lo be, and actually be, the mother of four 

chlldren, two of which are fully grown. She is selfish. demanding. bossy, 

avaricious. and depraved. 

She wears a Chann which causes any physical blow. Including a missile 
about lo strlXe her. lo miss. but this magickal device funcllons only once per 

day. Also, as do all members of the Rahotep cult. ft&l-tep has a bone necklace 

which is dweomered lo foll any attempt at Aura reading. The device causes 

her Aura lo appear fuzzy and vaguely wann-frlendly in color. 

Nektinefar, Daughter of Hept-f""hra 
Vocation: Thief. Mental Sl.C1 6 
Habit.ab A:zth. ~ Aart:uat Slzei Average 
Move (yda/BT)1 70 Initiative lllocWla-s1 Human standard 

Riding Oarron: 1:50. eJS: 5/ 4 
OUtslaading·lmportmt K/S ArutJ/SVb-Attatf er S'mU1 

(lblef, Mental IVS Vocallon bundle plus) 

Riding: 33 Deception: 36 
Com.bet. Hand Weapons: 22 Disguise: 40 
Com.bet. Missile Weapons: :50 Influence: 27 

J055 {A.nU-JOM) F9Ctorst 0 AUnct.lvmes&l 16 (JU 2) 

QlllrU: 50% chance of picking up a surface thought of one who ls talking 

lo her. 
Average Armor Protection: NU 
Dodging: Nil Avoidance: Base 12/14/10 

WP S ATK DT nm Bonus BAC C Dur 

5 2 I p 2D6 
s. Qossbow, Boll 6 4 

Statist.k:al Detail 1 

M: 78. eL: 62 
MR: 37 MM: 41 
MRCap: 13 MMc.ap: 15 
MRPow. 13 MMPow: 13 
MRSpd: 11 MMSpd: 13 

p 206 

P: 70, WL: 53, CL: 63 
PM: 32 PN: 38 

PMCap: 13 PNCap: 15 
PMJ>ow: 6 PNPow: 8 
PMSpd: 13 PNSpd: 15 

27 lL 5/'l!J 
36 c 8/20 

S: 63. eL: 50 
SM: 21 SP: 42 
SMC.ep: 9 5f'Cap: 14 
SMPow: 5 SPPow: 14 
SMSpd: 7 SPSpd: 14 

Commentary er Description: Nektlnefar, age 18, is bad through and 

through. She is also very good looking. and she uses this as a weapon lo 
control and gain what she wants. She eajoys going lo the tavern. or elsewhere. 

and leading on several of the so Idlers lo see them flght over her. She will use 

her looks and chann lo try lo subvert HPs, learn secrets from them, etc. 
In most respects she Is much the same as her mother, perhaps a bit 

more clever and ruthless I Because Hepl.f·hra dotes on her, she ls hated by the 

rest of the family. She doesn't mind at all, for she is virtual ml.stress of the 
place. 

She has a bone necklace which Is dweomered lo foU any attempt at Aura 

reading. The device causes the her Aura lo appear fuzzy and vaguely warrn­
friendly In color. 
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Sba-t>ennu1 & Pansbek2, Sons of Hept-f-tira 
VocalJom See below 5eCI 6 

Habltab ..f:.rth, ~ Aartual Slzei Ave!'¥. husky 
fllcwe (yds/BT)r 80 loltlatlve PlodUlen: Human standard 

Riding Clam>ll! !JO. 'r.,fS: 5/ 4 
OUtatandlng·lmportant K/S Areas/ Sub-Areas a Sl'l'EP: 

(Merchant Vocation K/S bundle plus) 

Percept.Ion, Mental: 28/ 16 Appraisal: 27 / l l 

Percept.Ion, Physical: 34/ 27 Business Adminlstratloll! 25/8 

Combat.. Hll1. Lethal: 29/ 17 Deception: 21/23 

Combat.. Hand WeapoM: J0/22 QambllnQ: 23/20 

Combat.. Missile Weapons: 24/26 lnnuence: 19/9 

Crlmlnal Act.lvlUes, Mental: 22/23 Rarities: 22/ 13 

Criminal Act.lvlUes, Physical: 27 / l 7 
JOM (Anti-Joss) hctors: o AttractJveoess: 13/12 (JU 2) 

QulrU: Nil 
Average Armor l"rotect&onr ~ below 

Worn: 3/ 4 Leather Armor~e below 
Dodglngr Nil AvoldanceiBase 12/ 12/6(SIJa.bennu) 

Base 12/ 13/ 6 (Pansbek) 

Weaponsr 

Weapon WP s ATK lJT can Bonus BAC c Dur 

Sabrel 4 6 I c 406 +2 34 M 5/21) 

Bh.idgeon (2HJ2 5 6 6 206 +I 27 w 10/ 10 

DlgJer 5 2 p 206 +2/+l 30/27 M 5/21) 

H. Oossbow. l5dt 7 6 .5 p 306 3 1/ 33 c 8/ 20 

I - Sbe-bennu, 2 - Pansbek 

Averaged Armor Dela.Ill 
Armor Avg Pi erce Cutting Blun t !'ire Chem stun Pty. 

't!>/ 4 LeeUler 

statl5Ucal Dela.II: 
fllr 76. tLc 61 
MR: 36 MM: 40 

9 

MRcap: 14 MMcap: 14 

MRl'ow: I 0 MMPow: I 3 
MRSpd: 12 MMSpd: 13 

10 I':!> 12 

Pr 80, WL: 60, CL: 72 

PM: 43 PN: 37 
PMcap: 16 mcap: 14 

l'MJ'ow: 14/ 13 Pl'1Pow: 12/11 

~ 13/ 14 ~: 11/12 

6 6 9 1 

S: 45. 'r.,Lc 36 

SM: 20 
SMCap:9 

SMPow: 6 

SM9pd:5 

SP: 25 
Sf'Cap: 10 

SPPow: 8 

Sl'Spd: 7 

Commentary a I>easutpUon1 Sbe-bennu. ~ 19, and Pansbek. age 

16. hat.e everyone. especially their parents. their slst.er. and each other. or 
course. In addlUon lo haired. they also have scorn and cont.empt for those 

outside their family. Nonetheless. both are able enough students of dishon· 

est things. learning from parents and anyone else. These bw1yyoung men are 

not bad looking. but already they evidence their Inner wickedness. so that as 
people come lo know them both are disliked. 

Both wear the bone necklaces which aredweomered lo foil any au.empt 

at Aura reading. The device cause.s the weare(s Aura lo appear fuzzy and 

vaguely warm-friendly In color. 

Given opportunlty. these two will don 3/ 4 lealher armor and pick up their 

crossbows m well. 

Preternatural Uons (2) 
ldenUften re11s. lion 
Habltab Plane of relines Slzei 3xman-sli.e 
Modes a Katee of Movement (yds/811: 

Stalk: !JO 
Run: 260 

Charge:~ 

lnltlatJve Modlften: -to (Base) 

lnvulnerabDltlesr Acid. Chemical, l!lectrlcaJ. !'ire. Poison of Mundane 

o rigin. 

SmceptlbWUar NU 

Qull'Ur NII 
Average Armor l"rotec:Uon: 6 
Dodging: NII Avoklance1 Base - / 10/-

l'llllural Weapoosr 

Attacks BAC 

ro~law• ><2 / 160 
BIUng 40 
Hlndclaws ralle auto•• 

lJT 

c 

206+7 
306+7 

406+14 

·Two rolls. one for CuUJng PD, the second for Blunl PD from Smash o f paw. 

··Applicable only when opponent has been hit by both forepaws. lndk:at· 

Ing hold and In pos!Uon wh.ich uposes It to rear leg.9 klckqJ lo rake. Le.. 

bipedal opponent prone. 

statlsUcal Dela.II: 
Mr (Cunning) 

MR: 21) MM: 21) 

MRCap: 8 MMcap: 8 
MRPow: 6 MMPow: 6 
MRSpd: 6 MMSpd: 6 

Armor Scbemet 

Area Pierce Cut 

Ultnt 8 8 
Super 6 6 
Vital 4 4 

Non 2 2 

Avenge 5 5 

Pr 260. Wl..: 195. CLc 234 

PM: !JO PN: IJO 

PMCap: 70 PNCap: 70 
PMPow: JO f'NPOW: JO 

PMSpd: JO PNSpd: 30 

Blunt /'Ire Chem 

8 
6 
4 
2 
5 

·invulnerable lo Mundane attacks of this nature 

16 
12 

4 
10 

~lee. 

Commentary a Desutpllon1 Both of these creatures are male UoM of 

some 750 pounds weight and great ferocity. They are fearless and will 

conUnue their auacks unUI slain. In aU respects they appear as giant sped· 
mens of silvery maned Afrlkkan lions. 
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Shenau 
Vocatlom Demon~ l'llrtial l'ractialtt 
Habitat: ..t:rth, tt:gypt. Aartuat 
llfove (yds/BT)1 66 

Rkllng Garron': l~. f,JS: 5/4 
' Secretly stabled at Nepl-f-hra's. 

SEC12 (5) 

Shet Average, thin 

lniUaUve lllodiners: Numan standard 
Out.stand.Ing-Important K/S ARM/SUl>-Area9 er S11!.EF1 

(Dweomen:rrefler Vocation, Black School K/S bundle plus) 

Dweomercraett. Black': 39 Maglck' : 39 
Perception, Mental: ~ Cortjuration': 49 
Perception, Physlcal: 34 Demonology': 54 

Rkling: 23 l!Jcorclsm•: ~ 
A&rology': 39 Necromancy•: 32 

Combat. tm1. Lethal: 34 ()c(;ulUsm': 66 

Combat, Nand Weapons: 42 Toxicology: 45 
Joss (ADU.Joss) Factors: 3 AttractlveneM: 9 (JU 3) 

Qu"5:Nil 

Average Armor Prot.ec:Uon: 13-eee below 

Worn: NU 

Nella-engendered: See below 
Heka Available: 60 I 

ca.slings: (Most likely lo be used and Orade) 
Cortjuration: Circle of Invisibility (II), Shadow Belt (II), Symbol of 

Deceit, Chokec/oud of Balasm (111), Olyph of Harm (Ill), Symbol of Influ­
ence (Ill), Olyph of Terror (IV). 

Dweornerc.neJt General: Atmor. Phy. (1), Quicken (1), V1811X's Mnoying Itch {1), 

Annor(ll), l'orcedatt (11), Hold Mee.ts (11), Avoid Heks Attack (111), Hel<B Darts (111). 

Dweomeccrrett. Black: Ac.c/umsM (IJ, cause Discord (I), 1'llJht (1), l'Ulldark (11), 
1Teacherous Blow (II), Blindness (111), 11e.mory Dmln (111), Weakness (Ill). 

Necromancy: Animst.e Corp.ge (I), Animat.e Skeleton (I), ca/I Corpses {II), 

Cell Skeletons (II), Charnelreek (11), Imbue Remains with Speed (I). 

Dodging: NII Avoidance: Base 12/10/9 

Weapons: 
Weapon WP S ATX DT can Bonus BAC C Dur 

DegJer 5 2 1.5 P 206 +3' 47 M 5/20 
·But of course I Shenau uses a Poison of STR ~ on the blade, so if any PD 

accrues from a succe.ssful strike by him, this stuff delivers Its added ~ 

points of PD. I CT delay. one time only. 

st.at.15 tic.al Detail: 
111:90. r..t.: 72 
MR: 42 MM: 48 
MRCap: 15 MMCep: 18 

MRPow. 14 MMPow: 18 
MRSpd: 13 MMSpd: 12 

P1 66, WI..: 50. CL.: 59 

PM: 32 PN: 34 
PMCap: 12PNCap: 12 

PMPow: 9 PNPow: 12 

PMSpd: 11 PNSpd: I 0 

S168, et.: 54 

SM: 28 SP: 40 
SMCep: 12 srcap: 16 
SMf'ow: 8 Sl'l'oW: 14 

SMSpd: 8 SPSpd: I 0 

Commentary er Description: Shenau is ' allied' lo Tu-t. 'Lord oflMI In 
Serpent l'orm, • serves the Seven Powers of r..vil, and is thus a devotee of Set. 
He is a seconcJ.rate Demonurglst who ls the chief of all In the vlclnltywhich lies 

outside the gorge Itself. In fact. he wouJd gladly become the master of the 
temple loo, but not being a Priest is something of a c!rawback. ... but he thinks 

to somehow overcome that factor. Naturally, there Is some frlcUon between 

Shenau and the High Prlest(see theChapter6 OPs). and betWeen heand Hept­
f-hra, and his family, as well. Ne would gladly slay all save the merchant's 

daughter, who he would make his concubine. .. 

Shenau has a locked, Neka-trapped coffer In which he keeps 10.000 
BUCs in various coins. He only carries 0% In cash on him at any given Ume. 

As with all the cabal of evil here, Shenau has a bone necklace which Is 

dweomered to foil any at.tempt at Aura reading. The device causes his Aura lo 
appear fuzzy and vaguely wann-friendly In color. He also possesses a dis­

torted pervlslon of an ankh, a maglckal object In the fonn of Serpent so 

twisted and looped as to resemble an upside-down ankh. This ls the first of the 

Nine evil Object.s which the N Ps should acquire In the course of the adven­
ture. In cortjunctlon with an evil Chann hecarie3, the Serpent Ankh provides 

him with a Negative Neka Armor which functions lo absorb 13 points of 

damage. all sources total .• each Crit.ical Tum for 13 CTs total. If damage 
continues lo be Inflicted so as lo exceed that time, the Chann Is destroyed. 

Ne dares not actually surrender to foes, for his punishment would be 

terrible Indeed. Shenau will at.tempt lo succeed through treachery and 
trickery, nee to the bandits In the wast.es, or otherwise fight to the death. 

Voc:atJom Thief. Mental 

Gerhit 
SfCi 2 

Habltati ..t:rth, K.gypt. Aartuat Shet Average 
Move (yd5/BT)1 70 lnltllllive ModUl«n1 Human standard 
Oulstlmdlng-lmportant K/S Area9/Sub-Arem er STl!EP: 

(Thief. Mental VocatJon K/S bundle plus) 

Perception, Mental: 3 I Appraise.I: 34 
Perception. Physical: 37 Deception: 29 

Combat. tm1. l..elhal: 28 Disguise: 23 

COrnbat. Nand Weapons: 36 escape: 27 

COmbat. Missile Weapons: 21 SUrvival: ~ 
JOM (ADU.Joss) Factors: 0 AttractlYeneNI 10 

Qu!JU:Nll 

Average Armor Protec.Uon1 12f9-«,e below 

Worn: See below 

Dodglng1 NII Avoidances Base 9/11/7 

Weapons: 
Weapon WP s ATX DT can Bonus BAC c Dur 

Demer 5 2 1.5 p 206 +2 41 M ~/20 
Bludgeon(2H) 6 6 1.5 B 206 +2 42 w 10/10 
Knife, Thrown 3 2 p 206 +I 24 M 5/20 

Averaged Armor Details 
Armor Avg Pierce Cutting Blunt fire Chem Stun Pty. 

Chain Mail Shirt 12 12 21 14 6 7 l4 3 
3/4 L.ealher 9 10 13 12 6 6 9 

stal!sUcal Detail: 
111: 59. et.: 47 

MR: 30 MM: 29 
MRCap: I l MMCep: I 0 

MRPow: I 0 MMPow: I 0 

MRSpd: 9 MMSpd: 9 

P: 70, WI..: 53. CL.: 63 

PM: 35 PN: 35 
PMCap: 13 PNCap: 12 

PMPow: 13 PNPow: 11 

PMSpd: 9 PNSpd: 12 

S: 50, et.: 40 
SM: 22 SP: 28 
SMCep: 9 Sl"Cap: I 0 
SMPow: 7 SPPow: 9 

SMSpd: 6 SPSpd: 9 

Commeatary er Description: Oerhlt is a thief and a follower of 5ebk. 

Because he provides an excuse for Shenau lo be in the village. and his $On 

serves as a useful spy, Oerhll gets a fair sum from the chief. Thus, this fellow 

has burled under the pallet he sleeps on 1,200 BUCs in silver coins. 
Being what he Is. this fellow has no love for anyone other than himself. 

Including his son. Hep-lhait. whom he finds annoying at best. but useful as a 
tool. Oerhlt ls rather cowardly, and In a tight situation he will either run EMay 

or surrender-if he thinks th.al by so doing he'll save his skin. 

In addJUon to the bone nec.klace coofuslng his Awa this lhlef usuallywears 
a vest of very fine adarmJd.e steel chain mail between his undershirt. 800 olter 

blouse. This allows him MP of 9. If forewarned, Oethil will don pllin 3/4 lealher 
armor, so as to give an MP of 12. with a Pe.naly of only 3 lo Speed l"'ad.or. 
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Hep1:hait 
Vocatloni Thief. Physical 5ie1 I 

Habltati ~. Aartuat Siz.e1 Average. chlkl 
Move (yd5/BT): 58 Initiative lllodlfttn: Human standard 

OUutandlog·lmportant K/S Area.9/Sub·Areas a STUP: 
(Thief. Physical Vocation K/S bundle plus) 

Combat. tml, Non.Lethal: 12 Appraisal: 20 

Combat. Hand Weapons: 15 DeceptJon: 15 

Crlmlnal Actlvllle.s. Mental: 15 r'..9cape: 22 
CrimlnaJ Actlville.s, Physical: 4-0 Survival: 17 

JOM (A.au.JON) factorsi 0 Altl'llct1veaas: 11 

Qulrtl.s: ~es blows/grabs from the hand at +20% factor. 

An.rage Armor Frotectioni NU 

Dodglog1 NII Avoidance: Base 10 

Wc:apom1 
Weapon 

Dagger 

WP S ATK 

statlsUc:al Detail: 

DT lBn Bonus BAC 

p 206 
C Dur 

M 7/10 

Mi 56. e1...: 45 P1 58. WI..: 44, CL.: 52 S: 46. eLc 37 

MR: 28 MM: 28 
MRCap: 11 MMCap: 11 

MRPow. 7 MMPow: 7 

MRSpd: I 0 MMSpd: I 0 

PM: 28 PN: 30 
PMCap: lll'NCap: 12 

PMl'ow: 6 l'NPoW: 6 
PM.spd: 11 PNSpd: 12 

SM: 16 SP: 30 

SMCap: 8 Sl'Cap: 12 

Sffi'ow: 4 SPPow: 6 

SMSpd: 4 SPSpd: 12 

commentary a DeK.rlptlon: Nep-{halt. a sneaky and vile lad of 11. ls 

the son of Oerhlt. but he scorns his parent. toadying to Shenau. It does no 

good. and both men treat him badly-what this little swine deserves! He lies 

and cheats whenever possible, and c:ajoys it. alo~ with petty cruelty too. If 
he Is convinced lt will avoid torture or death, he will lalk readily about Shenau 

and his father, Oerhit; however, Hep-{hait would rather lie or use a trlck to get 

free than reveal things. Peaching Is thus his last resort. unless perhaps he was 
given a large amount of money. say over 1.000 6UCs, and a mount and gear 
to gel him safely out of AartuaU 

In addition to a few clothes and his Below Average Qualitydag}er. Hep­

thalt has 206 6UCs In coin. Nls only magk:kal object is one of the bone 

necklaces to hide his true Aura. 

Khonst.rkhait>et• 
V ocatJooi Primitive Hmter.' Mai PradJ~ sic: 4 (7) 

'(lnfonnalion lf agent of Temple of Thoth given In parentheses) 

Habitat: A:}th, tfID'pt. Aartuat Siz.e: Large. tall 

Move (yd.5/BT): 105 lnltJaUve Modifttn: Human 

standard. but see Quirks 
OUlslandlog-lmportant K/S Areas/Sub-Areas lk STUP: 

(Primitive Hunter Vocation K/S bundle plus) 

e;s oraces: 21 (31) (Arms lk Armor: 30) 

Nal.lve Tongue: 21 (41) (Boeti~: 25) 

Perception. Mental: 34 (44) (Criminal Ad.Jville.s, Mental: 20) 

Perception. Physical: 49 (Criminal Ad.Jvlties. Physical: 20) 

Riding: 55 (52) (Cultured Palate: 20) 

Trade Phoneclan: 26 (38) (Drawing: 30) 

Anlmal Handling: 22 (27) (r'..9cape: 30) 

6lography/Oenealogy: 29 (54) (l!.splonage: 25) 

Combat. tmf, Lethal 35 (4-0) (J"orelgn Language. Babylonian: 20) 

Combe!. NTH. Non-Lethal: ~ (4-0) (l'orelgn Language. Oreclan: 25) 

Combet. Nanci Weapons: 43 (48) (O~. Mental: 30) 

Combel. Missile WeaponS: 51 (55) (Oames, Physical: 30) 

Divination•: 35 (4-0) (Medicine, Oriental: 25) 

~logy/Nature Science: 37 (Police Work: ~) 
endurance•: 51 (36) (Pr1estcra:ft•: 30) 

l'irst Aid: 30 (35) (Sports: 4-0) 

Nandlcrafts/Nandlwork: 45 (4-0) Herbalism•: 25 (30) 

History: 27 (32) Hunting lk Tracking: 51 

Leal.herwork: 37 (32) Mountain Climbing: 39 (44) 

Nature Attunernent: 20 (15) Panlheology•: 20 (30) 

Religion•: 25 (:5!5) Survival: 50 (45) 

Swimming/Diving: 20 (30) Tolerance: 4-0 (35) 

(Powers:) (Healing (506+7 I/day), Illumination I I rod distance I/day), 

Immunity to Poison (I per week). No measurable Hella cost for use.) 

Heb Available: 529 (456) 
C.tJnp: (Mo& likely to be used and Orade) 

Divination: Augury (I), Detect Olyph (I), Detect He.ks (I), Detect He.ks Trap 

(II). Object Reading (II), Path of Wl~om (II). Detect Invisible Objects (Ill). 

Herbalism: Aursread (I}, Detect Polson (I), Healing Poultice (I), Identify 

Poison (II). 
Prlest.cnEft: Blessing, Minor (Oen. Nat. II). Prayer (General I), Draw Heks 

(General II). Healing, Minor (General II). Rlghtcourse (General II), Smiting 

(General 11). Annoyance (Moonlight I), OW/eam (Moonlight I), Slumber 

(Moonlight I), Whisper (Moonlight I), Blurslght (Moonlight II), Hists of 

Silence (Moonlight II). 

JOM (A.au.JON) Factors: 2 (7) AUnctiveaas: 15 

QulrU: 50% unlikely to be Surprised or Totally Surprised. 

Avaage Armor Prot.ection1 6/8 (12/14--eee below) 
Worn: Half Leather Armor~ below 

Heka-engendered: Nil (6) 

Dodglog1 4 Avoidance: Base 16/17/12 

See also Commentary below. 

Wc:apom: 
Weapon WP s ATK DT lBn Bonus BAC c 
Dagger 5 2 1.!5 (2) p 206 +6(+7) !51~6) "' Spear 5 4 1.5 (2) p 506 +6(+7) 51(56) w 
Spear. Thrown !5 4 3 (5) p 306 +8(+8) !59(63) w 
(Long Sword 5 5 2 C/P 406 +7 56 M 

(8uckler !5 4 2 p 106 +7 !5& "' L. Comp. Bow 7 5 5 (3) p 406 +8(+8) !59(63) w 
(L. Comp. Bow• 7 5 3 p 406 +8 83 w 

Dur 

!5/20 
10/20 
10/20 
!5/20) 

!5/20) 
8/20 . ) 

'-0 on dice rolls for hitUng and Strike Location against Demoncroc. or a 

+20 on l'AC as indicated, -6 on Strike Location rolls. with bow, as shown. 

Averaged Armor Dd.ail: 
Armor Avg Pierce Cutting Blunt l'lre Chem Stun Pry. 

l1alf Leather 6 7 9 8 4 4 6 

statlsUclll Ddail: 
Mi 96, eLc 11 
MR: 49 MM: 47 
MRCap: 18 MMCap: 17 

MRPow. 15 MMPow: 14 

MR.Spd: 16 MMSpd: 16 

Y1 10!5, WI..: 79, CL: 9!5 

PM: !54 PN: 51 
PMCap: 19 PNCap: 18 

PMPow: 17 l'NPoW: 16 

PMSpd: 18 PNSpd: 17 

s186. e1.c 69 
SM: 42 SP: 44 

SMCap: 16 5PCap: 16 
SMPow: 14 Sf'l'ow: 1!5 
SMSpd: 12 Sl'Spd: 15 

COmmeatary « Descrtptlon: This man Is the only son of a free farmer 

(pa.rents now decea9ed). but his abllltJes enabled hlm to el1end school et the 

Temple of Thoth without cost to his famlly-«>mething they couldn't have 

afforded. of course. Khonsu was then ·aoopted" by the Nigh Priest there, 

raised as If he were the son of an arlst.ocratlc }Egyptian, and thus gained 

accordingly. more so if he Is to assume the role of an agent for the Temple of 

Thoth. 
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Khonsu's AuantJan ance.sUy shows. His skin comple1llon Is a paler 
copper-red than the usual In tf:gypllans. he Is taller than average (6 '3 '),and 

big-boned and muscular. His physique. dark brown hair. and gray eyes from 
hls Tuareg ancestJy both set him apart and make him handsome Indeed. 

Should Ole HP team be on a Direct Mission and you assign him as an 
agent of Ole Temple of Tholh, and you lhink Ulat the players' HPs need 
assistance. then Olis is Ole OP provided! Khonsu-khalbet becomes some­
thing In between a OM·run HP and e.n HPO. He Ulen gets WormaUon from and 
has connectlons t.o Khmun, seat of Ole Temple ofTholh. 

His regular armor Is simply very welJ.made crocodile leather stufT. If he Is 
an SQenl then U1ls Half leather armor is also dweomered t.o provide e.n 
addlUonal 6 polnl.9 of protedJon from each and everyatt.acl</darnage. includ­
ing Impact. as well as Mental and Spiritual Khonsu po99e99e9 a devoUonal 
figurine of Chons whlch Is generally similar t.o Ulose available t.o the HPs at 
Merh&-aptul's estabUshment. However. as Is stated, If Khonsu·khalbet Is 

engaged In com.bat asatnst the monstrous dalmolherion. Chons will aid hlm 
by best.owing a temporary Quirk. Because of this. he wlU strike as If using an 
enchanted weapon. wilh -6 on his die rolls for !'AC and Slrlke Local.Ion 
determlnaUon. and If plying his bow his srntr will be at a +20 as shown 
above. If Ole Demoncroc Is killed In Olis process, then Khonsu-khalbet will 
retain lhe Quirk forever aft.er! 

Whether or not an agent. Khonsu is a great fellow and will. If the HP team 
is welJ.lntenUoned, friendly, and ofOood. assist them as he sees correct In 
light of their behavior and communlcatlons wilh him. 

If Khonsu Is a normal Individual. he has 30% BUCs hidden f1Nley In his 
place. but If he Is an agent of Ole Temple of Thoth he will also have about 
5.000 In silver and small gold coins on hand. 

Demoncroc 
ldenliften Dalmotherion 
Habitat; N/A-unnalural thing She: 6xman-slz.e 
l'lodes at Rates of l'lovement (yds/BT)1 

Swim: 100 
Walk: 50 
Charge: I 00 (5 Cl's only) 

lnltlatJve l'lodlf1ersi Normal, but see Powers below regarding Ambush. 
lnvulnerabll.IUes: All non-enchanted weapons. Chemicals, Disease, l'lre. 
Poison. 
5u.s<:epllbOIUes1 Insinuation onl)'-Argenl (x2), Cold wrought Iron (xi). 
Oold (x3). 

Qulr1's: Nil 
Average Armor ProtecUon: 8 

Heka-engendered: 13 vs. all damage forms 
Dodging: Nil Avoidance: Base 20/11/20 

l'latural Weapons1 
Attac:Ju BAC DT 

Bill!11 M (70•) P 
Tall Smash 50 B+st.un 

·1f it succeeds In Surprising Its vldlm. 

606+6-«.e below 
3D3+3DIO---$ee below 

Powers: Darkseelng (60-foot range). Heal Self(D6 polnl.9 of PD each Action 
Tum), Shape Shilt (to/from 6 'carp I / day), Silent Movement (on land. I AT. 
I/day). 

Olher: Ambush (Total Surprise) If In water and vicUm does not detect by 
succeeding In a Perception, Physical K/S check at DR 'Hard.' 

statlsUcal Dda01 
Ph 120, &.: 96 Ft 360, WL: 210·. CL: 324 Sc 120. l!L: 96 
MR: 60 MM: 60 PM: 200 PN: 160 SM: 60 SP: 60 
MRCBp: 20 MMcap: 20 PMcap: 7 4 PNcap: 66 SMCap: 20 5PCap: 20 
MRPow: 20 MMPow: 20 l'MPOW: 60 PNPow: 38 SMl'ow: 20 SPl'ow: 20 
MRSpd: 20 MMSpd: 20 PMSpd: 66 PNSpd: 66 SMSpd: 20 Sl'Spd: 20 

·At such Ume as the Wound Level Is reached. lhe Demoncroc turns itself 
Into a 6 fool carp and att.empl.9 t.o swim away. 

Annor Scheme: 
Area Pierce Cut Blunt fire Chem Stun I!lec. 
Ultra 12 16 20 20 12 
Super 9 12 15 I~ 9 
Vital 6 8 10 JO 6 
Non 3 4 5 5 3 
Averege 5 7 12 12 5 

• Invulnerable 

Commentary 8t Desc:rtption: As noted, this dalmotherion Is some 30 feet 
long and 5 broad. If It succeeds in its bite au.ack. the thing wlU drag Its prey 
under lhe water t.o drown in D3+ 2 BTs. ll.9 huge tall strikes for 30 Io stunning 
PD points. and any hit of Vital Location indicates lhe target is knocked down 
for 03 Cl'sl The bite can be applied asalnst only such Individuals who are 
within about 5 feet of ll.9 head in a 180° arc from its nose. The tall a11.ack Is 
likewise applicable only t.o Ulose within a like arc centered on lhe base of the 

HHoot 4ong tat I. 
It requires enchanted weapons and He~nergyto harm this thing. save 

for Ulose SusceptlblJIUes noted above. It rec.overs 06 lost PD polnl.9 every AT. 
However. when its P TRAIT is reduced t.o below 70% nonnal (300 - 211 or 
more points damase suffered), It changes itself Into a huge carp (6 feet long) 
which can swim as fast as a man runs. The dalmotherlon will then el.lempl t.o 
swim off and hlde--upstream. down, or in the depths of the pool or the muddy 
bottom of lhe pond. In this form it is subject t.o normal weapons. but Its armor 
protection is unchanged. 

The demonic spirit Inhabiting this form Is most bloodthirsty and malign. 
Al night it wlll cause the Demoncroc to come forth and stalk through the 
village seeking prey. Its weight and strength enable it t.o smash down doors 
in order t.o get at vldlms. However. it cao't climb stairs. See Chapter 3 OPs 
for other details of what enables this thing t.o be as it Is. 
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CHAPTER 4 

Merha'"'aptut 
VocaUoni Priest.Mage. l'Ull Preclitloner SEC1 6 
Habltall /Erth .• A:'.gypt. Aartuat Slut Average, plump 
fllove (ycls/BT)1 68 laltlatlvefllodlften1 Human standard 
out.ttmdlng·lmportant K/S Att.M/ SUb-AreM It STUP: 

(Priest-Mage Vocation. l'..Ulos of Balantt and Oreen School K,IS bundle plus) 
Pr1e.stcreeJt ·: 65 Religion•: 65 
Perception. Mental: 4-0 Dweomercreeft.. Oreen·: 4-0 
Perception. Physical: 30 l'.xorclsm·: 4-0 
Riding: 30 Herbalism ·,30 
Apotropalsm' : 4-0 Magid<": 4-0 
Astrology' : 4-0 Myst.lclsm' : 50 
Astronomy' : 30 Pantheology' : 30 
Combat, tml, Non-Letllal: 20 Combal. Hand Weapons: 30 

Qulrb1 Nil 
JOM (AntJ-Joss) factors: I Attnctivene881 9 (IB 4) 
Average Armor Frotectlon: Nil 

Worn: NU 

He~ngendered: See below 
Heka Available: 2,188 
CMUngs1 (Most Ukely to be used and Orade) 

Apotropalsm: Protection from Deception (II). Unseen Sentinel (Ill), 
Disrupt casting Ufect (IV). Protection from Drowning (IV). 

Astrology: Hel<B Sense (I). !{now Disposition (I). !{now 1Tuth (Ill). 
DweomercreeJt. Oeneral: Avoid Deadly Attaclc OJ. Disjunction (I). A \Uld Helal 

Attack (Ill). Dispel In visibility (10), Nmor. He.l<a (IV). Wound, Mental (IV). 
Dweomercn£ft.. Green: Commune with Nature Spirits (I), Blending (II), 

Locate l"auna (Ill). 
l'.xorcism: Detect Possession (I), Abjure Dweller (II), Benediction (Ill), 

Reveal (IV). Unmasking (V). 
Mysticism: Hemisphere of Yin/Yang (I/II). Aural Sight (II). Discern Pres­

enc.es (II). Hyperaesthesia (ll). Power of Wood (Ill). True Sight (Ill). Hystic 
Bullets (IV). Torpify (IV). 
Pri~ft.. Oe.neral Nature: Blessing Hlnor/ Hajor (I I/IV). Ou/dance (V). 
Prieslcn£1\. Basic Prayer (I). Pronounc.ement (I). Healing, Hlnor (II). 

Bounds of Action (Ill). Hel<a Defenses (Ill). Wound. Spiritual (IV). Thunder· 
bolt (V). Word of Command (V). 

Prlestcrreft.. Wtos of Balance: Burlyone (I). P.esponse (11), f'oca/ Point 011), 
Sphere of Confusion OVJ. Rebuttal M. Wind of Charge M. Wold of Dazing (VI). 
Dodglng: Nll Avoidance: Base 14/9/1 5 

Weapon.s1 

Weapon WP S ATK Bonus BAC C Dur 

~ 2 l p 206 

StaU.stJcal Ddall: 

111192. f!.L: 74 
MR: 40 MM: 52 
MR<:ap: 14 MM<:ap: 22 
MRPow: 12 MMPow: 16 
MRSpd: 14 MMSpd: 14 

1'1 68, WL: 51. CL: 61 
PM! JJ PN: J5 
PM<:ap: 1 J PNCsp: 14 
PMPow: 11 PNPow: 12 
PMSpd: 9 l'NSpd: 9 

S1 104, f!.L< 83 
SM: 56 SP: 48 
SMCep: 22 Sl"Cap: 19 
SMl'ow: 19 SPl'ow: 14 
SMSpd; 15 Sl'Spd: 15 

Commentary It Description: Whlle MerhHplut Is generally a benign and 
peacerut reuow. he has a da!ller. but will not usually attack another human 
with this weapon. preferring instead to utlll.ze his Cast.lfllli if he is au.acked. 
Naturally. he will not initiate violence against any normal creature or feUow 
human. lfhe Is att.acked in his own dwelling place. he gains a+ 7 Heka annor 
rrom Hapy's l'ellsh nearby. this prot.ed.lon continuing for as long as needed 
without cost to Merha-eplut or negat.lon of any sort by his foes possible. 

If the Demoncroc has been active and sleln any villager, then MertliHlplllt wiD 
be prone to assist the 11Ps if they come to him and ask advice and seek help. 

Olhezwlse, thls eccleslastk requires fees for servlc.e.s. for he Is constantly 
helping the needy in Aartual. and hopes one day soon to be able t.o build a small 
temple for Hapy in the village. This will take quite a sum. of course... · 

CHAPTER 5 
C,aptain Turpur 

Vocation: Thief, Mental llC l'l'lysk:al ~ J 
Habitat: /Erth, A'.gypl. Thebes Slut Average. tallish 
Move ()'els/BT): 86 lnltlatlve Plodlfters: Human 3tandard 

Riding Genet: 130. e;s: 7 /6 
OUtstandlng·lmportant K/S A.reM/Sub· Areas It S11'..EP1 

(Thief. Mental llC Physical Vocation K/S bundles plus) 
f!./S Oraces: 29 Criminal Actlvlt.les, Mental: 42 
Native Tongue: 38 Criminal Actlvlt.les. Physical: S2 
Perception. Mental: 30 l!.ndurance: 30 
Perception. Physical: 52 Oambllng: 39 
Riding: 44 Influence: 33 
Combat.. tml, Lethal: 57 Leadership: 34 
Combat.. Hand Weapons: S5 survival: 43 
COmbal.. Missile Weapons: 4-0 Tolerance: 4-0 

JOM (AnlJ-JOS$) Factors: 1 AUnctlvmeNI 12 OU 2) 
Qulr"51 Nil 
Average Armor l"rot.ecUon1 16/ 18 

Worn: !'I.Ill Reinforced Leatller Annor/Brass Buckler 
Heka engendered: See below 

Dodglng1 Nil Avoldancei Base 11/15/8 

Weapon.s1 

Weapon WP s ATK UT llm Bonus MC c 
I>lgger ~ 2 2 p 206 +8 82 Pl 
Sabre 4 6 2 c 406 +6 61 M 
8uckJer s 4 l p 108 +5 80 'pt 

S. Comp. Bow J J l p 206 +2 45 w 

Averaged Armor Ddall1 

Dur 

5110 i 
S/30 

5fl/J 
8/20 

Armor Avg Pierce Cutting Blunt l'ire Chem Stun pty, 

l'Ull Rein. Leather 

Statl5t.lc.al Detall1 
!111 74. CL< 59 
MR:~ MM: 39 

16 

MRCep: 13 MMC8p: 14 
MRPow: 12 MMPow: 1 J 
MRSpd: 10 MMSpd: 12 

18 2S 20 

1'1 86, WI.< 65. CL: 77 
PM: 4 1 PN: 4~ 
PMCap: 14 PNCep: 17 
PMPow: I 3PNPow: 11 
PMSpd: 14PNSpd: 17 

11 11 18 l i 

5154. f!.Li 4J 
SM: 27 Sf: 27 

~ l OSPCap:IO 
SMPow: 9 SPPow: 9 
SMSpd: 8 Sl'Spd: 8 

Commentary It DescripUon.i This man has the Bloodied Hoon evil 
Object which. in combination with a Charm he possesses. will each CriUcal 
Tum shield him from 9 points of damage of He~ngendered sort. whether 
Mental, Physical, or Spiritual. However. aft.er functlonlng 9 tlme$ thus, the 
Chann Is destroyed. and the object no longer protects him thus. 

Turpurdlslikes the Priest. Hu-BenlL and would er\J<>y seeing him slaln in 
baUJe. as long as he and his surviving force triumphed. Immediately upon 
seeing that his force Is being beaten. Turpurwill break off and fly el best.speed 
to safety. While a servant of evil. he Is not commltied to lhls mat1e.r m are 
many of the others. Turpur and his brigands are simply bad men wUll'lJ to kill 
and pillage for their own pleasure and gain. 
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Priest Ht.rBenti 
Vocation: Priest. Partial Pracl..iUoner SEC: 6 
Habit.at: A::rth. A::gypt. Temple of Osiris Sizer Average. lean 
Move (yd.s/BT): 70 lnltlatJve Modlflrni Human SIBndard 

Riding Genet: 130. 'l!./S: 7 / 6 
OUl.standing·lmportant K/S Areas/Sub-Areas a STUI": 

(Priest Vocation. &hos of Gloomy Darkness K/S bundle plus) 
Pries~ft·: 55 Religion·: 55 
PercepUon. Mental: :35 Demonology": 40 
PercepUon, Physical: :35 Occultism•: 40 
Riding: 30 Pantheo1ogy· : 30 
Combat. 11111. Lethal: 30 Sorcery: 40 
Combat. Hand Weapons: 30 Combat. Missile Weapons: 30 

JOM (AllU.J088) Factors: 2 AttractlVenf:MI 9 (IU 4) 
QuirU: Nil 
Average Armor Protection: 20 

Worn: l'ull Metal 6c Leather Armor 
Nella-engendered: See below 

Hma Available: 4:51 
Castings: (Most likely lo be used and Grade) 

Prlest.crreft, General Nature Blessing l'finor (II). Ou/dance (V). 

Priest.crrefl. Basic: Prayer (I). Pronouncement(!). Smolrecloud (I). Healing. 
l'finor (II). Bounds of Action (Ill). Heka Defenses (Ill), Wound. Spiritual (IV), 

Thunderbolt (V). Word ofc.ommand (V). 
Priestcrrefl. ethos of Oloomy Darkness: cause Pain (I). Venomtouch (II), 

Violence (II), Palpable Oloom (nIJ. O/oomcloek (IV). W//lpower Drain (IV), 

Derange (V), Webs of l'fadness (V). 
Sorcery. lnfemal Circle of l"lame (Ill). 

Dodglng1 Nil Avoidance: Base 11/ 11 / 15 

Weapons: 
Weapon WP s ATK DT Om Bonus BAC c Dur 

Mace (2H) 9 8 8 406 39 c 8/20 
DagQer 5 2 p 206 :35 M 5/20 

s. Cmllbow. llol 6 4 p 206 :36 c 8/20 

Averaged Annor Detail1 
Annor Avg Pierce Cutting Blunt l'lre Chem Stun Pty. 

l'Ull Metal 6c Leather 20 20 :31 27 12 12 22 4 

statlstlcaJ Detail: 
P11 76, 't!,L: 61 
MR: 38 MM: 38 

MRCsp: 15 MMCsp: 15 
MRPow: 12 MMPow: 12 
MRSpd: 11 MMSpd: 11 

P:70. WL:5:3. CL:6:3 
PM: :35 PN: :35 
l'MCap: I ~ PNCap: I :3 
PMPow: 11 PNPow: 11 
l'MSpd: 11 PNSpd: 11 

Si 92. 't!,L: 74 
SM: 48 SP: 44 
SMCap: 17 Sl"Cap: 15 
SMPow: 16 SPPow: 14 
SMSpd: 15 Sl'Spd: 15 

Commentary It Description: Hu-Bent! hopes his performance In this 
situation will prove so successful that he will be promoted to a Chief Priest 
status. He Is thus doubly fanatical. He will flee, however. lfTurpur runs off, as 
he thus saves his life and has a perfect excuse! 

Jn battle he will launch a readied bolt from his crossbow, and then he will 
begin a Casting. When he has sent what.ever one he deems best, Hu-Benti will 
then either engage In further Casting or else combat. depending on the 
proximity of foes. 

Bandits ()Egyptian ex--5oldiers, 10 totaO 
Vocation: Soldier SBC: I 
Habllal: tfl1h. ~Temple cJ Osim Slze1 Average 
Move (yds/BT): 78 Initiative Plodiflus: Human standard 

Riding Genet; 130; -20 P. 'l!,/S 6/ 4 
outstanding-Important K/S Areas/Sub-Areas It ~P: 

(Soldier Vocation K/S bundle plus) 
Combat. 11111. Lethal: 24 (+/-00) 
Combat. Hand Weapons: :30 (+/--0:5) 
Combat. Missile Weapons: :51 (+/ --0:3) 

Joss (AnU.J088) Factors: O Attractiveness: 9 (+/--0:3) 
QulrU1 Nil 
Average Armor PTotec:tlon: 6/9 

Worn: Half Leather/Shield 
Dodging1 Nil Avoidance1Base9/ 12/8 

Weapons: 
Weapon WP s ATK DT Om Bonus BAC 

Light Lance• 7 4 p 406 +l :37 

Daooer 5 2 p 206 +I :35 

Sabre 4 6 c 406 +l M 
S. Tower Shield 0 4 I B 10:3 +l 30 

s. Comp. Bow :3 :3 2 p 206 +l M 
·otherwise as spear when dismounted and so employed. 

Averaged Armor Detall1 

c Dur 

c 10/20 
M 7/20 
M 1/20 
M -4/ 
w 10/10 

Annor Avg Pierce Cutting Blunt l'lre Chem stun Pty. 

Half Leather 6 7 9 8 4 4 6 

Stat.lst.kal Detail: Base Scheme (+/ --0:3) 
Pl: 58, r,1..: 46 P: 78, WI..: 59. CL: 70 SI 55, 'l!,l..: 44 

MR: 29 MM: 29 PM: 39 PN: 39 SM:29 SP: 26 

MRCap: I I MMCsp: 11 PMCap: 14PNCap: 14 SMCap: 11 Sl'Olp: JO 
MRPow: 9 MMPow: 9 PMPow: I :3 PNPow: 1 :3 SMPow: 9 SPPow: 8 

MRSpd: 9 MMSpd: 9 PMSpd: 12PNSpd: 12 SMSpd: 9 SPSpd: 8 

Commentary a Description: These. outlaws are much the same es 
average N.gyptlan regular so Idlers-but they ere of the worst sort and desert­
ers and/ or crlmlnals of other kings. They ere more prone lo flight than 

surrender. for they know if taken prisoner they will face trial and probable 
execuUon. 

After loosing a volley or two of arrows, these men will drop their bows, 
take up their shields and lances, charge lnt.o melee, and then discard the 
lance for sword (sabre). 

Bandits, Tribal Warriors (8 totaO 
Vocation: Primitive Warrior SEC: I 
Habitat: tt:rth. N.gypl Sh.er Average 
Move (yd.s/BT)1 82 lnltlatlve Modifiers: Human standard 

Riding Genet: 130; - 20 P, e;s 6/4 
OUt.standlng-lmportant K/S Areas/Sub·Areas a S11'.EP: 

(Primitive VocaUon. Warrior K/S bundle plus) 

Combat. 11111. Lethal: 25 (+/-00) 
Combat. Hand Weapons: 40 (+/--0:3) 
Combat. Missile Weapons: 40 (+/--0:3) 

JOM {Anti-Joss) Factors: O Atb'actlveness: 9 (+/--03) 

QulrU: Nil 
Average Armor PTotec:tlon: 6/9 

Worn: Half Leather 
Dodging: NJI Avoidance: Base 8/1 :3/7 
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Weapons1 
Weapon WP s ATK DT CDn Bonus BAC c Dur 

Dewer 5 2 1.5 p 206 +1 45 M 5)20 

Sabre 4 6 1.5 c 406 +1 44 M 5/20 

s. Tower Shield 0 4 1.5 B 103 40 M +/10 

M. comp. Bow 5 4 2 p 306 +I 45 w 10/20 

Ave.raged Armor Detail: 
Armor Avg Pierce Cutting Blunt l'/re Chem Stun Pty. 
Halfl.eatber 6 7 9 8 4 4 6 

statlstJcal Detail: Base Sc.heme (+/--03) 

111154, eL< 43 Pi 82, WI..: 62, CL.: 74 Si 50, el.< 40 
MR: 27 MM: 27 PM: 41 PN; 41 SM:24 SP: 26 

MRCap: I 0 MMCBp: I 0 PMcap: 16 PNCBp: 16 

MRPow: 9 MMPow: 9 PMPow: 12PNPow: 12 
MRSpd: 8 MMSpd: 8 PMSpd: 13 PNSpd: 13 

SMCap: 9 Sl'Cap: 10 

SMPow: 8 SPPow: 8 
SMSpd: 7 SPSpd: 8 

Commentary ac Description: These are renegade tribesmen-typically 

driven from their own people because of some cowardly act, crime, etc. They 
are mercenaiy but support evil in that they are wicked. 

They fight from a distance whenever possible, plying bows until forced 

to close combat. 

Bandits (Riff-Raff, 4 total) 
Vocatloni Thief, Physical SECt I 
Habitat: .tf:rth, ~ Size: Average. smallish 

lllove (yds/BT)i 76 Initiative Modiftas1 Human standard 
Riding Oenet: 130: -20 P. e15 6/4 

outstanding-Important K/S Ar'eM/SUb·Anas ac S'IUP: 
(Thief, Physical Vocation K/S bundle plus} 

COmbat. HTH. Lethal: 28 
COmbat. Hand Weapons: 36 

combat, Missile Weapons :21 
Joss (AnU-Joss) Factors: 0 Attractiveness: 8 (+/--03) 

Quirks: Nil 

Average Armor Protection: 6/9 
Worn: Half Leather/Shield 

Dodging: Nil Avoidance: Base 10/12/8 

Weapons: 
Weapon WP s ATK DT CDn Bonus BAC 

6 3 1.5 p 306 +l 42 

S. Tower Shield O 4 1.5 B 103 36 

s. Oossbow. »oil 6 4 I p 206 27 

Spear, Thrown O 4 p 306 21 

Averaged Armor Detail: 

c Dur 

M 7/20 
M -4/ 
c 10/20 
w 10/10 

Armor Avg Pierce Cutting Blunt l'ire Chem Stun Pty. 

Half Le8lher 6 7 9 8 4 4 6 

statl.stlcal Detail: Base Sc.heme (+/--03) 

Ill: 60, BL< 48 Pi 76, WL: 57. CL: 68 

MR: 30 MM: 30 PM: ~ PN: ~ 

MRCBp: 11 MMCBp: 11 
MRPow: 9 MMPow: 9 

MRSpd: 10 MMSpd: 10 

PMCBp: 14PNCBp: 14 

PMPow: 12PNPow: 12 

PMSpd: 12PNSpd: 12 

Si 52, el.< 42 

SM: 26 SP: 26 

SMCap: 10 Sl'Cap: I 0 
SMPow: 8 SPPow: 8 

SMSpd: 8 SPSpd: 8 

Commentary ac Description: These are true slum-scuml They have no 

loyalty save to themselves and money. At the least sign of real danger these 

four will bugger off. 
In battle they will loose off their bolts, cast aside the crossbow. and pick up 

spear and shield. As they ride they will cast spears and then f%lht with swort1s. 

Sanddevil 
ldentltler: Demon; Brute (Spirit} 

Habitat: Nether 6c Pandemonlan Planes Size: 24 x man-size 
Modes ac Rates ol Movement (yd.s/BT): 

"Sliding•: 60 
lnitiaUve Modlftas: + 10 (Slow) 
InvulnttabiliUes: Weapons of any kind except as detailed below. 

Susc:eptlbllitles: !'Ire, Lightning. Reverse PetrlfacUo~ below 

Qulrks1 NU 
Average Armor Protec:tloni see below 

Heka-engendered: 19 points per er versus Mental and/or Spiritual damage. 
Dodging: Nil Avoidance: Base 6/4/6 

"atural Weapons1 
AUac:ks 

5and 81aalt 
BAC DT 

_ 61>8 J 
Sand screen tt 33 

Qulcksandt 
tSand Blast: The Brute can, each Critical Tum. expel a clump of itself et a 

target from I foot up to 30 feet distant. this blast of sand end rock hitting with 
a BACof65and inf1Jctlng6D6 lmpactPD (no strike Location roll}. It can do this 

even If foes are actually upon its body surface. Annor Is disreglrded. save that 

of Heka-force which will absorb damage. even most enchanted armor will 
otherwise allow pert.icles of stone through its openings. cannot prevent the 

force of the blast, and so berm is inflJcted. 

t tsand SCreen: Once each CT, the sanddevll can whirl up a curtain of sand 
which will blind and disable for 03 Critical Tums any caught wllhln it This 

attack has a range of 60 feet but a BAC of only 33. those within Its 15-foot-wide 

path each being rolled for separately as to whether or not the attack effects that 

Individual. 
#Quicksand: Anyone actually upon Its surface will be drawn down. as the 

Brute displaces Its body under that subject and replaces substance so 

withdrawn upwards surrounding the victim. Alter 1 er. the vlcUm is stuck. 

Such en attack appears as If the Individual were trapped and sinking in real 

quick.sand. The victim will be one-third Immersed In 2 CTS, totally burled In 6 

CTS. end suffocate thereafter in 03+ I BeWe Tums. Two men or a horse (with 

orwllhoul rider} can be assailed thus. Once any victim Is burled, a new subject 

can be attacked by this mode. 
Note that trying to unbury a victim with hands or tools, even shovels and 

spades. Is a useless employment. So are ell weapon attacks of any sort. 

statistical Detail: 
111: 40. e1..: 30 
MR: 20 MM: 20 

MRCBp: 8 MMCBp: 8 

MRPow: 6 MMPow: 6 

MRSpd: 6 MMSpd: 6 

Armor Scheme: 
Area Pierce Cut 

Ultra 
super 
Vital 
Non 

Average 
'Invulnerable 

P: 480, WI..: 345, f.L: 414 S: 40, ~Le 30 
PM: 260 PN: 200 SM: 20 SP: 20 
PMcap: 120 PNCep: 90 

PMPow: 80 PNPow: 70 

PMSpd: 60 PNSpd: 40 

Blunt I' ire 

SMCBp: 8 SPCap: 8 
SMPow: 6 SPPow: 6 

SMSpd: 6 SPSpd: 6 

Stun /Slee. 
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Commentary ar Description: This Is the spirit of a Netber/Fllndemonlan 

Brute. Its body on J'Erth Is sand and gravel. and it can expel portions of itself, 

replacing this material with like desert substance. 

It will not move more than about 30 feel from the entrance to the cave. 

Should any of the HPs be canylng an Jt:gyptlan rlQUrine of a deity of Gloomy 

Darkness Wlos. the Brute will single out such Individuals for preference In Its 

att.acM, being drawn to the dlchotomy of a non-5ervanl of set bearing such a 

token. 
Its attack fonns are fairly deadly, each o( the three types being able to be 

employed simultaneously. 

The thing Is mo5t vulnerable to Menlal and Spiritual attacks, this despite Its 

Heka annor 8Qllinst such damage. If brought below Wectlve Level In either 

TRAIT, it will be unable to attack or move. If reduced below TRAIT total .• the 

spirit ls hurled from the Material to the Nether Planes. 
It ls mosl easily defeated by Physical means through blowing it away with a 

gale of wind or washing it away with a downpour of water. However, the 

Sanddevll can also be defeated fhysically by fusing it into a glassy lump 

through lnlense heat of fire or lightning. being made into solid stone through 

petrlfacUon (yes. it will won< as the sandgralns are like living cells in this easel}, 

or being turned to flesh (a reverse petrifaction) and thus being mK1e 
vulnerable to any sort of weapon. 

"A nubis" 
VocaUon: Priest-Mage. l"U1I PradJtloner SECt 6 

Habltat.1 ..t:rlh, ...tyypt. Gorge of Osiris Siu: Average 

Jltove (yd5/BT)1 88 lnltlallve Modlflem Human standard 

Out..tmdlng·lmportant K/ S Areas/Sub-Areas ar STl'.EPi 

(Priest-Mage Vocation, Wlos of Balance and White School K/S bundle plus) 

Perception. Menlal: -10 (due Lo Curse) Dweomercrreft. White•: 50 

Perception, Physical: 47 txordsm•: 30 

Rldlng: 30 Herbalism•: :30 

Apotropaism•: 30 Magick': 50 

Astrology': 50 Mysticism': :30 

Astronomy•: 50 l'antheology· : 50 

Combat. H'Tl1. Non-Lethal: 4-0 frlestc.raeft •: 61 

Combat, Hand Weapons: !>I Religion•: 61 

JoM ( ADU.Joss) Factors: O Altnctlveoess: 9 (IB 4) 

Quln51 Convinced he is Anubis, guide of the dead. 

Average Armor Frot.ectlon1 NU 

Worn: NU 

Heka-engendered: see below 

Heb Available: 2.~~ 
casungs: (Most likely to be used and Oracle) 

Dweomercraell. General: force.dart (II), tfeks Darts (llO. Bedlam (IV). Neg~ 

tive Oravity (IV), tfeka Bolt (V). Jnvlslble Chains (V). 

Dweomercraeft. White: Silver Spears (II). ZOroaster's Noonblaze (IV). 

Prlestc.raeft. General: Thunderbolt (V). Word of Command (V). 

Prlest.crreft. l!.thos of Moonlight.: Blurslght (II), Cell SWll/111 (IV). 11/st:s of 
Sleep (V), Anlmal Paralysis (VI). 

Dodging: 3 Avoldancei Base •/17/18 

•See below. 

Weapons: 
Weapon WP S ATK DT lBn Bonus BAC c Dur 

~er s 2 2 f 206 +11 • S1 
•See below. 

statlst.ical Ddallt 

M·1 106. eL: as 
MR: !>2 MM: 54 

MRC&p: 20 MMCap: 20 
MRPow: 16 MMPow: 18 

MR.Spd: 16 MMSpd: 16 

P1 88, WL: 66, CL: 79 

PM: 44 PN: 44 

PMC&p: 17 PNC.ap: 17 
PMfow: 10 l'Nfow: 10 
PMSpd: 17 PNSpd: 17 

St 11 ~. et.. 90 
SM: !>9 SP: 54 

SMCap: 22 Sl'Cap: 20 
Sffi'ow: 19 Sl'l'ow: 16 

SMSpd: 18 SPSpd: 18 

Commentary ar De8cr1ptlon1 As noted by mterisk ('), this poor fellow Is 
under a Cwse which has mK1e him quJt.e crazy. and this llllcmes,, ITllkes 

rational tblnking. but nol M TRAIT Heka use. qult.e impossiblel The Insanity abo 

empowers him to attack as If he had twice his normal PMPow, and thus 8 of 

the+ 11 points to Physical damage with his da(Eer. Of oourse. he is far more 

likely to loose some casting than he Is to ply 111' weapon ... 

If the weretberlos Initiate attack on the HP party, "Anubis" will lake this M 

a sign th.at there are evil persons. and he will then beg!.n 111' Heka ~nless 

the team has "proved" its Qood and benign nature to him. In which case he 

will direct lhlnGS at the weretherlos. "IJlln, he will activate Ca.stlnGS without 

reglJ'd for himself or his •companion deities" and anyone else in the areal 

Jf the team manages somehow t.o save the cnuy ecclesiastic whiJe 

destroying the M thin$P with him, 1111d then procuds t.o c~ him of his 

madness, the group will be ~warded well for its ability. 

Weretherios 
(Select those which you, as gamemaster. deem bestl) 

ldenUften Animal, Shape Changer 

Habitat: fh~ree Slut S~les norm. Large+ 

Modes ar Rates of Movement. (yd5/BT)1 According to the species' P TRAIT. 

l nltllllllve Jltodlfters1 Per sped~ below. 

Out.standing-Important K/S Areas/Sub-Areas ar S11'.EPt 

Any basic Vocation of non-Spiritual TRAIT sort. al lo~vel S1U.I' without 

any Spiritual or Heka-genereting K/S Areas. 

IDVU!nuabilities: Non-enchanted weapons. 

SUsceptlbllltlcs: Insinuation of any ferrous metals (x2) 

Ave.rage Armor Prot.ectlon1 NU 

Dodging: See below. Avoidance: Standard ac.cordlng to 

"'alural Weapons: 
Human rorm: BAC • ~ + Dodging as % 

AUacu · 
Handsx 2 
Bite 

BAC DT 
fl 
f 

AlTRIBt.Tre Speed. 

""""'° mlnua lnlJl!Uve 
-20 dlilo 

·1n an animal form. see the animal of that species down below. 

••See above regarding human form. 

rowers: See page 171. 

StatlsUcal Detall: Base Scheme(+/ ...,._, lndk:ated for species) 

Jlt: Cunning: 60 P1 160, WL: 120, CL< 144 

MR: 25 MM: 35 PM: 7!> PN: 85 

MRC&p: I 0 MMC&p: 12 PMC&p: 29 PNCap: ~3 

MRPow: 8 MMPow: I I PMfow: 24 Pl'O'ow: 26 

MRSpd: 7 MMSpd: 12 PMSpd: 22 PNSpd: 26 
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ArmorScb~ 

Area Pierce Cut Blunt !'ire Chem. stun ~lee. 

itJltra 4 4 8 16 16 8 8 
Super 3 3 6 12 12 6 6 
Vital 2 2 4 8 8 4 4 
Non I I 2 4 4 2 2 

A~ 2 2 4 8 8 4 4 

Species & statlstkal Vsiallons of Werdheriost 
Species lnltlaUve Dodging Powers· M/F Modlfterst 

Baboontt -II 17 D,E,J, M,R +~/· 

!'ox - 19 25 A,D,IUR.U,Z +:56/-50 

Jackaltt -18 24 C,E,N.Y +24/ -40 

Leopard -14 20 A.C.T +6/+:50 

Uontt -1 2 18 8.1'.W - /+'SO 
Owltt -9 15 H,N,Q.V,W +12/-50 
Snalle - JO l6 A.O.P +12/~ 

Swine -8 14 e,M.R.U +:50/+40 
Wol(tt -I'S 2 1 H.1.K.Q +12/+10 

t Addition to TRAIT. checks against M (cunning). and K/S use as appli­

cable. 
t tSuggest.ed for use by text of scenario. Some are non·evU. bul nol lhis 

one I 

"Powers In addition to Shape Shlft.lng le/ from human fonn1 
A - AltracUveneS$: One subject of opposite sex unwilling to attack (check 

vs. SMcap et DR 'Very easy- (x4)) usable J/dey. 

B - Bellow/roe.r which pamlyres Individual directed et (check vs. PNcap el 
DR · very ~y- (x4)), I/AT. 

c - Confusion by Oeze 3/day (check vs. MRcap et DR · very l!a.sy" (x4)). 

D - Dlsplecement In desired direcUon by 203 feet. 3 Umes/dey. 

E - emotion reading (empathy) enables Individual to sense trust. suspicion. 
elc .. end thus not be Surprised. 

P - l'eerge.neretion In all subjects In PTRA!Tx .10 radius I Ume/ dey (check 
vs. MRC8p et DR -Very easy" (x4)). 

a - Oeze Hypnosis I/AT (check vs. SMcap el DR · very l!a.sy · 1x4)). 

H - Hype.rrestheUc senses. e - au. h - hearing. o - smell. s - sight. t - taste 
I - Invisibility I/day. 
J - Jump 12 feet forwercl, 6 feet sideways or backwards. 

L - Lock doors by Heka-force baning l/dey. 
K - Keening noise affects all In 12 foot radius and reduces effecUve M TRAIT. 

K/S use. use by 12 points as long es I BT, I /dey (check vs. PNPow el DR ·very 
~y· (x4)). 

M - Mimic voice of anyone heard within lasl AT's Ume. 9/dey. 
l'I - Noise projection to M TRAIT in feet distance so as mislead hearers, 6/dey. 

O - Open (locked) door/window by Oeze, l/dey. 

P - Polson bite lnnlcls .5 P TRAIT In PD in I CTs time. 2 times/day. 

Q - Quiet ell noise so as to be tolelly silent In acUons for I AT's time. 3/dey. 

R - Renect Heke attack (non-area). I/day. 

s - Stun opponent to lnecUon for D3 crs by suc.cessful strike. I /AT. 

T - Tum mlssile(s) aimed at. I/AT. 

U - Use X Splriblal TRAIT K/S Area at corresponding M (Cunning) level at N 
STUP, I/day. 

V - Volancy enabling night et up to human running speed for as long as I 
AT's time. I/day. 

w - WeekneS$ by oeze 3 Ume.s/dey (check vs. PNcap at DR · very l!a.sy" (x4J). 
X - Xenophilla Aura so that all within I :Z..foot radius welcome as dear and 

trusted friend, I/day (check vs. SPPow at DR -Very l!a.sy" (x4)). 

Y - Yawning lo as to cause all In I Uoot radius to doze or sleep, I /dey (check 

vs. PNPow et DR -Very easy- (x4)). 

z -Zoollery by Qeze so lhal lndivklual will not harm species or werelherlon 

(check vs. SMPow at DR 'Very e&sy" (x4)). 

Commentary« De8crlpt1on1 Werelherios are quasi-inlelllgentspecimens 

of Phiuee animals who are able to assume the form of humans and shnJlar 
bipedal creatures. None of the l'J.IUsort possess eilhere true rnlndorsplrit. and 

thus all lack Mentel and Splriblal TRAIT and can't be attacked lhus. These are 
evil werelherios. and of malign and chaotic nature. preying upon the species 
they assume the form of. killing and eating them. Thls Ls so even In regards to 

lhose of otherwise herbivorous kind. as there Is something In the rnaJ<.e..up of 

weret.herios which seems to demand human flesh. 
Whlle they can and do associate wilh nonnal animals of lhelr seeming 

species. they prefer the company of each other or those humans able to 

assume the form or animals. likewise of Bvil dlsposillon and murderous. man­
eaUng habits. certain Theriamorphs and 1berianthropes. 

Note lhan when threatened with serious Physical damage In combat. a 
weretherlon will usually revert to Its animal form to continue attacking or lo 

escape. Sh.ape shlftlng thus requires I CtlUcaJ Tum. 

There are. of course. werelherios of beneficent and neulral kind. bul lhese 

sorls ere not within lhls piece ... 
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CHAPTER 6 

Temple Guards (.32 total) 
Voc:atJotu soldier ~ t 
Habllab tfl1h. ~ Temple c:l O!ii'il She: Average 
Ptove (yds/BT)1 76 lnitJatJve Plodiften1 Human standard 
OUtstaodlng-lmportant K/S Areas/SUb·Areas er STUFI 

(SOidier Vocation K/S bundle plus) 
Combat, HTH. Lethal: 24 (+/-06) 
Combat. Hand Weapons: 30 (+/-03) 
Combat, Missile Weapons: 31 (+/-03) 

J088 (ADU.Joss) Factors1 0 Attrac:tlveness1 Avg. (+/-03) 

Qulrk91 Nil 
Average Armor Frotectiom 8 or I 2---6ee below 

Worn: 
16 with Half Relnforced Leather 

16 with 3/4 Reinforced Leather 
Dodglng1 Nil Avoidance: Base 9/12/9 

Weapons1 
Weapon WP S ATX DT can Bonus BAC C Dur 

J!ll.Oulaannet 4 10 1 C/P 406 +l M W 10/20 
Hand Axe 5 4 I C 306 +1 35 C 8/10 

tln1Alle, 1h'own5 4 2 c 306 +l 38 c 8/10 
M. Corr4>- llowt 5 4 2 P 306 +1 36 W 10/20 
Pl aa.baw. llolt7 6 l p 306 38 c 8/20 

t 16 guards anned with Bill-Oulsarmes wear 3/4 Reinforced Leather Armor. 
16 guards In Half reinforced leather armor are divided: 

8 anned with mOOlum composite bows 
8 anned with mOOlum crossbows with bolts. 

Averaged Armor DetaD: 
Type of Armor Avg Pie Cut Blunt !'ire Chem Stun Pty. 

tfalf Rein. Leather 8 9 11 10 5 5 8 
3/4 Rein. Leather 12 13 17 15 8 

Stal.lsllc:al DetaD: Base Scheme (+/-03) 
Pl: 58, eL: 46 F: 76, WL: 57, CL: 68 
MR: 29 MM: 29 PM: 38 PN: 38 
MR<:.ap: 11 MMc.ap: I 1 PMc.ap: 13 PNC.Sp: 13 
MRPow: 9 MMPow: 9 PMPow: 13 PNPow: 13 
MRSpd: 9 MMSpd: 9 PMSpd: 12 PNSpd: 12 

6 12 2 

S: 55, eL: 44 
SM: 28 SP: 27 
SMC8p: I 0 Sl'Cap: I 0 
SMPow: 9 SPPow: 8 
SMSpd: 9 SPSpd: 9 

Commentary er D~r1pUon: These are average tEgyptlan mercenar­
le.9--il.bout the same as regular soldiers. They are servants of Set. evil. and 
have fair morale. but if able they will not fight to the death by any means. 
Thus. if no powerful Priest Is nearby they will surrender In the face of certain 
death. 

Temple Guards, Corporals (6 total) 
Vocation1 SOidier Sl!C: 2 
Habllab tfl1h. ~Temple c:l O!ii'il Sh.el Average 
Plove (yds/BT)1 82 lnitJatJve Jllocll.ftcn: Human standard 
Outstaodlng-lmportant K/S Areas/SUl>-Areas er S'l"l'ZP1 

(soldier Vocation K/S bundle plus) 
Combat. HTH. Lethal: 27 
Combat. Hand Weapons: 33 
Combat. Missile Weapons: 35 

Jo55 (AnU.Joss) Pact.ors: O Attractiveness1 Avg. (+/-03) 
Quirks: Nil 
Average Armor Frotection1 12/1 4 

Worn: Half Chain Mall/Buckler 
Dodglng1 NII Avoidance: Base 9/14/8 

Weapons1 
Weapon WP s ATX DT can Bonus BAC c Dur 

Lo~SWOrd 5 5 1.5 C/P 406 +2 38 M 5 
Buckler 3 4 1.5 p 106 +2 36 M 5/20 
.Hand Axl. 5 4 1.5 c 306 +2 38 c 8/ 10 
Hand Axe.Tur~ 5 4 2 c 306 +2 40 c 8/10 

Averaged Armor DetaD: 

Type of Armor Avg Pie Cut Blunt !'Ire Chem Stun Pty. 

tfalf Chain Mall 12 12 21 14 6 7 14 3 

stall5lkal DetaD.1 Base scheme (+/-03) 
Pl: 58. fL: 46 Pi 82. WL: 62. CL: 7 4 S: 52. eL: 42 
MR: 29 MM: 29 PM:42 PN:40 SM:27 SP:25 
MRC.Sp: 1 I MMC,ap: 11 PMC.Sp: 14PNCap: 14 SMC.Sp: lOSrc.ap: 9 

MRPow: 9 MMfow: 9 PMPow: 14PNPow: 12 SMPow: 9 SPPow: 8 
MRSpd: 9 MMSpd: 9 PMSpd: 14 PNSpd: 14 SMSpd: 8 SPSpd: 8 

Commentary er D~r1pUon1 These are veteran A::gyptlan mercenaries 
otherwise not much different from the ordlnaryguan:lsmen they lord it over. 
They are able to use crossbows if there are such weapons available, but 
normally they must command the regular guardsmen, so they don't carry 
missile weapons other than their belt axes. 
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Temple Guards, Sergeants (2 totaO 
Vocation: SOidier SOC: 3 

HablUt: Jfl1h. ~ Temple cl OSiris Size: Average 
Move (yds/BT): 88 Initiative ModiftU"S: Human standard 

outstanding-Important K/S Area,,/Sub-Area<J a STUP: 
(SOidier Vocation K/S bundle plus) 
Perception. Mental: 20 Criminal Activities, Ph)Slcal: 40 
Perception, Ph)Slcal: 40 Deception: 40 
Rldlng: 30 endurance: 30 
Com.bet, tm1, Lethal: 36 f.scepe: 30 

Com.bet, Hand Weapons: 41 Oem.bllng: 40 
Com.bet Missile Weapons: 46 Survival: 40 

Joss (ADU.Joss) l'aclors1 O AttractlveoesSI IO 
QulrU: Nil 
Average Armor Prote<:lion: 18/20 

Worn: 3/4 Chain Mell/Buckler 

Dodging: Nil Avoidance: Bese 10/14/8 

Weapom: 
Weapon WP s ATK DT can Bonus 

LongSWord 5 5 
Buckler 3 4 

Hand~ 5 4 
Hand Axe.Thrown 5 4 

Averaged Armor Detail: 
Type of Annor Avg 

3/4 Chain Meil 18 

statistical Detail: 
M1 60, eL: 48 

MR: 30 MM: 30 
MRcap: 10 MMcap: 10 
MRPOW: 10 MMPow: 10 

MR.Spcl: 10 MMSpcl: 10 

1.5 C/P 406 +5 
1.5 p 106 +4 
1.5 c 306 +5 

3 c 306 +6 

Pie Cut Blunt f"lre 

18 :31 21 9 

Pt 88, WL: 66. CL: 79 
PM: 44 PN: 44 
PMcap: 15 PNcap: 15 
PMPow: 15 f'NPOW: 15 

PMSpd: 14 PNSpd: 14 

BAC c Dur 

46 M 5/20 
44 M 5/20 
46 c 8/10 

51 c 8/10 

Chem Stun Pty. 

10 21 5 

S: 56, eL: 45 
SM: 28 SP: 28 

SMC,ap: 10 SPCap: 10 
SMPow: I 0 SPPOW: 10 
SMSpd: 8 SPSpcl: 8 

Commentary a Description: These mercenary sergeants are tough 
bullies who ertjoy being the t.op-Oogs of the guard force. Of course they fear 

and toady to lhe clerics. They can use bow or crossbow with equal skill, but 

generally are too busy seeing to the men to so do. They ere the least likely to 

surrender. 

High Priest Setenrnef er 
Vocation: Priest l"ull PradlUoner SEC: 7 

HablUb ..fith. ~Temple cl OSiri9 Slze1 Average 
Move (yds/BT): 60 lnltJatlve ModiftU"S: Human standard 

OUtstanding-Importaat K /S Aresu/SUJ>.AreM «ik STUP: 
(Priest Vocation. l!thos of Gloomy Darkness K/S bundle plus) 

Prlestcreeft': 72 Religion': 72 
e;s Oreces: 50 Astrology': 50 

Native Tongue: 50 
Perception, Mentel: 60 
Perception, Ph)Sical: 30 

Rldlng: 40 
Trade Phoneclan: 4-0 
Com.bat, tm1, Lethal: 25 

Combat. Hand Weapons: 41 
Joss (Antf.Joss) Factors: :3 
QulrU1Nll 
Average Armor Protectiom 32 

Worn: Nil 

Nella-engendered: See below 
Heb Available: 1.555 (l.805') 

Astronomy': 30 
Deception: 60 

Demonology': 81 

Influence: 60 
Occu11lsm · : 80 
Pantheology' : 40 
sorcery': 81 

Attractlveness1 15 (IU 6) 

CMtlngs1 (Most likely to be used and Grade) 

'250-polnt Heka Reservoir~ below 

Astrology: Know Disposition (I). Influence of Venus (II). Know Truth (Ill). 

Heka Sight (IV). 
Prlestcreeft. Baslc: Awe (I). Prayer (I). Pronouncement (I), SmokecJoud (I). 

Healing, Minor (II), Bounds of Action (111). Heka Defenses (lll), Wound, 

Spiritual (fV). Thunderbolt M. Wold of ConYmnd M. Symbol of tntital 
Power (VI). Return t.o Sanctum cvii). 

Priest.c.rrelt. 1!thos of Oloo~ Dw1111ess: Cause Pain (I). Violence (II), Palpable 

O/oom (Ill). O/oomcloak (IV), Willpower Dmln (IV), Derange M. Webs ofMadnesB 

M. Malaise (VI), Webs of constriction (VI). OJoomc/oud (Vil). Unholy Word (Vil). 

Deat:hgrlp (VIII), Subversion (VII). 71Je Black Wind (VII). 

Sorcery: Infernal Circle of !'Jame (JU), Arcane Bolt M. Beastform (VIII). 

Dodging:~ below Avoidance: Base 13/10/18 

Weapons: 
Weapon WP s ATK DT can Bonus 

Usa Rod" 10 2 1.5 8/P 506 +5 
Dagger 5 2 1.5 p 206 +2 
Chopper• 9 2 1.5 c 905 +2 

·see descriptions on page 174. 

statistical Detail: 
M: 86, fL: 69 

MR: 43 MM: 43 
MRCep: 16 MMCep: 16 

MRPow: 14 MMPow: 14 

MR.Spd: 13 MMSpd: 13 

P: 60. WL: 45. CL: 54 
PM: 28 PN: 32 
PMcap: I 0 PNcap: 12 

PMPow: 8 PNPoW! 10 

PMSpd: I 0 PNSpd: I 0 

BAC c Dur 

51 M 1/50 
46 M 3/4-0 
50 c 

S: 117. eL: 94 

SM: 65 SP: 52 
SMCep: 25Sl'Cap:18 

SMP~ 22 SPP~ 16 

SMSpcl: 18 Sf'Spcl: 18 
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commentary le Deac.riptlon1 Setem-nefer Is a very handsome man of 
mlcldllng age with a commanding presence and an elr of authority of (fal9ely) 

benign sort. His strong Spiritual power seems to radlat.e from hlm. and there 

Ls no question lhal he ls a pot.enl eccleslasll<:. 
Setem-nef er, the false chief cleric of the seeming Temple of Osiris and 

actually the Hem-neler-tepl (High Priest) of the (hidden) Temple of Set. Ls 
most malign and clever. He has, of course. many K/S Areas lhal are not 

enumerated above. His speech Ls convincing. his manner most captivating, 

and his understanding of all sorts of maglckal devices very complete. He Ls 
not a brilliant mind but is a fair judge of people and an able and ready liar, 
so he should be able to convince unwary HPs of what.ever he desires! 

Maglckal Items possessed and employed by thls cleric are as follows: 

Ste.ellnen Oown: This gannent provides Its wearer with prol.ecllon 
from Physical damage as If ll were a 1'\111 plat.e armor suit. but It has no extra 

weight or Speed Penalty. IL has a Heka enchantment which must be renewed 

to repair damage to It. just as If IL were armor. and lhls repair requires Heka­

l'orglng as appropriate to the It.em. of course. 
Adder Sandals: The wearer of these sandals Ls able to dodge as If he or 

she had combined PMSpd and PNSpd of 36. In this case. Setem-nefe(s 

Dodging fad.or (deduction from opponent's l"AC) is 5. 
Uas Roa This Ls a small version of the sort of rod typically seen as being 

held by deities of /Egypt. ~en though it ls as llghl as If formed of titanium 

st.eel (about 5 pounds). but because It Ls some 4 feet in length. the wielder 

must employ both hands when strlklng wlUt ll The rod has a factor of 5 
reducing armor protedJon and ls f asland damaging In its effect. IL ls certainly 
an enchanted weapon. and due to its nature. only a Priestoranotherper80ne 

who Is under a Vow can utlllze efTedJvely this Item. Any Olher one will find 

the rod is simply a normal It.em. basically useless In combat. 

Cleaver of Set (Chopper): In lhe hands of one nol IMI. this artifact wUI 

not funcUon property as a weapon. Set.em-nefer himself resorts to it only In 
dire emergency. for it can tum on its wielder and Inflict harm on him! It ls 

aUUned to unlock his secret rooms. and that ls the main reason the High 

Priest carries this object at his waist On any Special l'ailure for one of 1!.vll, 

the weapon delivers its PD to the one wieldlng it; a failure of any sort for one 

of non-IMI ethos Indicates this deadly reversal of lnt.enl .. 
Displacvnent Tuiisman: This object Im been so keyed as to function to 

carry Set.emnefer upwards (to a maximum dlslanoe equal to hls SIUI' ln rods) 

tothesafetyofhlsownchamber. ltlslnscrlbed ln hleroglyphswhlch lndlcat.ethls. 

If other such wrillngs are Included to expand the functions to lnclude horizontal 

and downward dlred.lons. the Item will be a great general purpose. short~e 
transport.er. The change can be acx:ompllshed by Heka-l'orying of 61 or higher 
STU.P. ln 2D~weeks timeatacostof IOD6x 1.000 BUCs. 

B/acl< smr Ruby: Thls Ls set In a ring worn by this eccleslastk. It Ls a 

Heka Reservoir charged lo its capacity of 250 points of energy. The acUva­

Uon word for its use is engraved Inside the band. 

Priest Tcheripep 
Vocatlom Priest. l"UJJ PradJUoner SlC1 6 
HablLata ..fith. ~ Ttnqlle a Oslri9 Slzei Average. tall 

Jllove (yds/81')1 76 lnJUaUve lllodiften1 Human standard 

0Ul5tanding·lmportant K/S Areas/SUl>-Arus lc STl!EP1 

(Priest Vocation. &hos of Oloomy Darkness K/S bundle plus) 
Priesl.c:nlelt •: 52 RellQlon •: 52 

PercepUon. Meola!: 35 Demonology': 41 

PercepUon, Physical: 35 Occultbm': 40 

Riding: :30 Pen theology' : :30 

combat. HTH. Lelhal: 35 sorcery•: 41 

COmbat. Hand Weapons: 35 COmbat. ML<lslle Weapons: 35 

Joee (ADU.Joss) Pacton1 I At.tractlvenee&1 10 OU 3) 

Qulrk51 See below 
Average Armor Frot.ectlom 32 

Worn: l"Ull Plate Mall (concealed under robes) 
Nella-engendered: See below 
H~ Available1 1.007~ below 
C.Ung.s1 (Most likely to be used end Orade) 

Priesl.cnd. Be.sic: Prayer (I). Pronouncement (I). Smokedoud (I). HeaJJng, 
Minor Oil. Bounds of Adion (Ill). Neira Defenses (Im. Wound. Spiritual (IV). 

Thunderbolt (V). Word of Command (V). 

Priesl.c:nlelt, l'lhos of Oloomy Darkness: cause Pain (I). Venonmuch (II). 

Violence (II). Palpable Oloom (111). Oloomcloak (IV). Willpower Draln (IV). 

Derange (V). We~ of Madness (V). 

Sorcery: Infernal Circle of /'tame (Ill). 

Dodglng1 Nil Avoidance: Base 9/1 1/ 14 

Weapons1 
Weapon WP s ATK DT nm Bonus BAC c Dur 

Mace (lft) 9 8 l.~ 8 406 +2 44 c l/'JI) 

Demer 5 2 1.5 p 206 +l 40 M 5/20 

Averaged Armor Detail: 
7)'pe of Armor Avg Pie Cut Blunt !'ire Chem Stun Pty. 

l'ull "* l'tllll 32 29 ~3 38 18 19 ~ e 

statbtkal Det.ail1 
111160, l!.L: 48 P1 76. WL: 57. CL: 68 s190•, e1..t n 
MR: 28 MM: 32 PM:38 PN:38 SM: 46 SP: 44 

MRCap: 11 MMCap: I~ PMCap: 14 PNCap: 14 SMCap: 16 SfOlp: 16 

MRl'ow: 8 MMPow: 10 PMPow: 13 f'NPow: 13 SMl'ow: 16 ~: 14 

MRSpd: 9 MMSpd: 9 l'MSpd: 11 PNSpd: 11 SMSpd: 14 SPSpd: 14 

commentary a Descr1pUon: Tcherlpep. the second of the Khenu (•of· 
flclallng prophets•) of Set. plans to gl ve the Hrs a nasty surprl.se If they seem 

Intractable. However. he Isn't all that bright. and thus Hu-benti was sent to 

oversee the bandits-which thls fellow resents. He might act rashly ... 

As regards Heka defenses. Tcherlpep carries an Amulet whlc.h will 

absorb each Critical TUm up lo 1 O points of Heka sent to cause IJ'\lury to him 

personally. lhls energy being held In the Amulet as a Heka Reservoir. 

However. If the Heka so gathered exceeds 100 points. then it !hat.els. 
lnnldJng 1001 o PD on hlm (or whoever po~ it). 

•OP has a special Quirk which raises his STRAIT to 1O1 for purposes of 

l"ull PradJce ln Priestcra!lt 
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Priestesses (2 total) 
Vocation: Priest, l"u.11 Prac:Utioners SOC: 6 

Habbl: ..f.l1h. ~ Tumple a Osiris Size: Average. shapely 
llfove (yds/BT): 60 Initiative llfodifters: Human standard 
Oulstanding·lmportmt K/S Areas/SUJ>.Areall ct STl'.EP1 

(Priest Vocation, fl.hos of Qloomy Darkness K/S bundle plus) 
Priestcrrel\ ': 46 Re~on •: 46 
Perception. Mental: :50 Demonology': 36 
Perception. Physlcal: 35 Occultism': :50 
Riding: 20 Divination•: 45 
Combat, Hand Weapons: :50 Pantheology': 25 
Combat. M1.S$11e Weapons: 25 Sorcery': 36 

Joss (Anti-Joss) Factors: o Attractiveness: 14 (IU 4) 
Qulr1's: See below 
Average Armor Protect.Ion: I~ 

Worn: Nil 
Heka-engendered: See below 

Heka. Available: 998 
Cmtlngs: (Most likely to be used and Grade) 

Divination: Detect Invisible Objed (ll). tmpsthy (IV). 

Priestcrrefl, General Nature: Blessing Minor (II), Ou/danc.e (V). 

Priestcra?.ft. Basie: Frap (I). Pronouncement (I). Smokedoud 0). Healing. l1inor 
(Ill. Bounds of Action om. 11e1uJ Deknses om. Wound. sp.idual OVJ. 

Priestcrrel\, l'lhos of Oloomy Dari<ness: cause Pain (0. Venontouch (ll), 

Violenc.e (II). Palpable Qloom (!10. Qloomcloalc (IV), Willpower Drain OV). 
Sorcery: lnfemal CJrcJe of flame (!II). 

Dodging: Nil Avoidance: Base 11/11/15 

Weapon.s: 

Weapon WP S ATK Bonus BAC c Dur 

&nan Knife c 106t +2 ~· 
. s peclallzed 

tPoisoned to deliver 13/13/6 points of PD In each of the 3 crs following 
actual wounding of a subject. 

Stallstk:al Detail: 
Ill: 72, r:v. 58 
MR: 36 MM: 36 
MRC.Sp: 14 MMC.Sp: 14 
MRPow. 11 MMPow: 11 
MRSpd: 11 MMSpd: 11 

P: 60, WV. 45. CL: 54 
PM: :50 PN: :50 
PMC.Sp: I I PNC.Sp: I I 
PMPow: 8 PNPow: 8 
PMSpd: 11 PNSpd: 11 

S: 96 '. r:L: 77 
SM:42 SP:54 
SMCap: 15 Sl'Cap: 18 
SMPow: 14 Sl'Pow: 18 
SMSpd: 13 Sl'Spd: 18 

COmmmtaiy lie Desc.rfptJoo: l!ach Priestess, whUe self-6eeklng and r:vil Is 
relatively loyal to Setem-nefer-unless It Is a matt.er of their life and his death. 
Thus. either one alone Is likely to be cooperative and truthful (when forced and 
checkedon)aboutthln{P here In the temple. Together. though. each wlllfearthe 
other will tell of giving aid to the enemy, so cooperaUon Is unlikely In such case. 
They aren't lighters. and neither Priestess wlll attack unless ordered to do so by 
the High Priest (or unless attacked). or possibly In defense of the temple. Both of 
these women are very shapely, highly Atlradive. we~poken. and vivacious In 
conversation. They are Hemt. Attendant Priestesses. jokingly called "lsJs• and 
'11ephthys, • !Xll'J>Orting their devotion to Osiris (though actually serving Set). 

Tuey know poisons well and each has a small vial of nearly odorless and 
tasteless poison ofSTR 100, 1 BT action aft.er Ingestion, seaete.d on her person. 
There is enough poison In the con!alnerto kill 206 individuals. but the STR Is an 
even 100 until the limit lndlcat.ed by the dice~ found, then diluted accordingly. 
If given the chance, they will offer drink to the 11Pswhich they have poisoned, or 
otherwise slip this toxic stuff Into what.ever the team mlght quaff. 

each Hem-tPriestess wears a pectoral necklace which has a Talismanic 
power to absorb Physical damage dlrecled at her. This capacity Is 13 points 
maximum In any given attack. These are r:vil objects, however, and will not 
function for one not of that ethos. 

·ors have a speclal Quirk which raises their s TRAIT to 101 for 
purposes of run Practice In l'rlestcnelt 

Lesser Priestesse.5 
Vocation: Priest, l"u.IJ Practitioner SOC: 4 

Habbl: ..f.l1h. ~ Terr?e a ORi!I Sizes Average. shapely 
Jllove (yd5/BT)1 66 IDIUative lllodlftu91 Human standard 

OUtstmdlng·lmportaat K/S Areas/SUl>-Areas a S'll'ZF1 

(Priest Vocation. l!t.hos of Gloomy Darkne9S K/S bundle plus) 

Priestcrrel\': 36 Re~n': 36 
Perception, Mental: 25 Deroonology': 31 
Perception. Physk:.al: 35 Occultbm:': 25 
Riding: 20 Divination ' : 25 
Combat, Hand Weapons: :50 Pantheology' : 20 
Combat, Missile Weapons: 25 Sorcery' : 31 

JON (ADU.Joss) Padon: 0 Attrac:tlvenas: 13 (IU 2) 
Qwiks: See below 

Average Armor Protectlow Nil 

Wom:Nil 

Heka-engendered: NU 
Heka Avallable: 791 
<:a.tings: (Most likely to be used and Grade) 

Divination: Detect Invisible Ob.Jed (II). 

P!WS.crrel\, General Nature: Blessing Hinor (II). 
PIWS.crreft., BasJe: Prayer (0, Pronouncement (I), Smokecloud (I), Healing. 

Hinor (II), Bounds of Action (Ill), Helfa Defenses (III). 
Priestcrreft.. l'lhos of Oloomy Darkness: cause Pain (I). Venontouch (II), 

Violenc.e (ll). Palpable Qloom (Ill). 

Dodging: Nil Avoldancei Base 10/13/15 

Weapon.st 

Weapon WP S ATK DT lBn Bonus BAC c Dur 

5 2 1 F 206 

statistk:al Detail: 
Jll: 68. r;1.,: 54 
MR: M MM: M 
MRC.Sp: 13 MMC.Sp: 13 
MRPow: 11 MMPow: 11 
MRSpd: I 0 MMSpd: JO 

P: 66, WL: 50 Cu 59 
PM:33 PN:33 
PMc.ap: 13 PNCap: 13 
PMJ'ow: 7 PNPow: 7 
PMSpd: 13 PNSpd: 13 

S1 78' , r:Lt 62 

SM: M SP: 44 
SMCap: 14 SPCap: 16 
SMJ'ow: l 0 Sl'f'ow: 12 
SMSpd: 14 Sf'Spd: 16 

Commentaiy ac Descrlptlon: These Sem-t Priestesses are called "The 

Pure.· but they are anything but. .. They are here to assist during ceremonies 
by singing and various ecdeslastical practices. as well as to serve the Priests 

in all ways. 
They will fight only If they have to. although these women will happily take 

part in the slaught.er of a helpless foe. !ff aced with certain death. they will be 

very rooperative, seeking freedom and whatever they can gain In the 

process. 

·ors have a speclal Quirk which raises their S TRAIT to 101 for 

purposes of run Practice In l'rlestcne/t 
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As.5istant Priests (4 total) 
VocaUoat Priest. l'ull PradlUoner SEC1 5 

Habitats A!rth, A!gypt. Temple ci 08lrls Slr.e1 Average, lean 

lllove (yds/Bf)1 76 lnltlllllJve lllodifta"S1 Human standard 

OULttmd.lng-lmportmt K/S Aras/SUb-Aras a S'IU1'1 

(Priest Vocation. l!l.hos of Gloomy Darkness K/S bundle plus) 

Prleslc2ft' : 41 Religion ' : 41 

Perception. Mental: 35 Demonology': 36 

Perception. Physical: 35 Occultlsm': 30 
Riding: 30 l'antheology': 26 

Combat. HTH. Lethal: 30 Sorcery•: 36 

Combat. Hand Weapons: 35 Combat, Missile Weapons: 35 

JON (AnlWoss) Pactol'SI O Attractiveness: 10 (JU 2) 

Qurlk51 See below 

Average Armor l'rotec:Uoru 20 

Worn: l"ull Metal ac Leather Armor 

Heka-engendered: See below 

Hdul Avallablet 700 

CMlln!J.'I (Most likely to be used and Qrade) 

Prle.st.c2ft. General Nature: Blessing Minor (ll). 

Prie.st.c2ft, Basic: Prayer (I). Pronouncement (I). Smokedoud (I). Healing. 

Minor (II), Bounds of Action (Ill). ffeka Derenses (Ill), Wound. Spiritual (IV). 

Prle.st.c2ft. l!l.hos of Qloo~ Deriuless: Cause Pain (I), Venonmuch (II), 

Violence (II). Palpable Q/oom (Ill), O/oomcloelt (IV), Willpower Drain (IV). 

Sorcery: Infernal Circ.Je of flame (Ill). 

Dodglng1 NII Avolda.nce1Base9/12/11 

Weapom1 

Weapon WP s ATK DT 01m Bonus BAC c Dcu 

Pt.ce (2H) 9 8 ).:J B 408 +I 44 c 8f'Jt) 

Demer 5 2 1.5 f 2D6 40 M 5/20 

s. aa.oow. l!Oll 6 4 2 f we + l 41 w IO{Jt> 

Averaged Armor Det.all: 
1)'pe of Armor Avg Pie Cut Blunt !'ire Chem Stun Fty. 

NI l"ldlll er Lf:lllher 20 20 31 27 12 12 22 4 

Statistical Detail: 
Ill: 60, l!.L: 48 1'1 76. WL: 57. CL: 68 S180'. l!.L: 64 

MR: 30 MM: 30 PM: ~ PN: ~ SM:44 SP:36 

MRCap: 11 MMCap: 11 PMCap: 14 fNCap: 14 SMCap: 18 Sl'Cap: 16 

MRJ>ow: 10 MMfow: 10 l'MPow: 12 l'NPow: 12 Sl1l'oW: 14 SPl'ow: 10 

MRSpd: 9 MMSpd: 9 l'MSpd: 12 l'NSpd; 12 SMSpd: 12 SPSpC I 0 

·ors have a special Qul!1t which raises their s TRAIT to Io I for pwposes of 

l'\I II l'ractk.e ln Priestc.reelt. 

Lesser Attendant Priests (12 total) 
Vocailoru Priest. l'ull PradlUoner SEC! 4 

HabllaU lfrth. ~ ftn1je ci Ol!i1ll Slz.ei Average. lean 

lllove (yd9/Bf): 72 lnltiaUve lllodMlfnl Human standard 

OUbt.mdlng-lmportmt K/S Aras/SUb-Aras a STU.Fi 
(Priest Vocation, l!l.hos of Qloomy Darkness K/S bundle plus) 

Prleslcn£ft' : 36 Religion•: 36 

Perception, Mental: 30 Demonology' : 26 

Perception, Physical: 35 OcculUsm': 30 

Riding: 30 l'antheology' : 20 

Combat. HTH. Lethal: 30 Sorcery': 26 

Combat. Hand Weapons: 30 Combat, Missile Weapons: 30 

JON (AnlWoss) Factorsi 0 AUrac:tlv- 9 (IU 1) 

QulrU1 See below 

Ave.rage Armor l'rotectloa1 2~ below 

Worn: l'\lll Metal ac Leather-eee below 

Hdul Available1 775 

CMlln!J.': (Most likely to be used and Qrade) 

l'rlestcl1lelt. Oenerel Nature: Blessing Minor (11). 

Prie.st.c21L Basic: Prayer (I), Pronouncement (I), Smokedoud (I). t1eallng 

Minor (II), Bounds of Action (UI). Heka Defemes (Ill). 
l'rlestcl1left, l'lhos of Qloo~ Deriuless: Cause Pain (I). Venonmuch (II). 

Violence (II). Palpable Oloom (Ill). 

Dodging: rtll AvoldaDClel Base 11/1 1/1 4 

Weapom: 

Weapon WP s ATX DT Dam Bonus MC c Dur 

Mace 5 5 1 8 3D6 35 M 5/20 

S. Tower Shield O 4 8 103 30 M +/10 

Averaged Armor Detall1 

1)'pe of Armor A vg Pie Cut Blunt !'Ire Chem Stun Pty. 

l"Ull Metal tie Leather 20 20 31 27 12 12 22 4 

statbUcal Det.allt 
Ill: 72. l!.L: 58 1'1 72, WLc 54. CL: 65 S: 88' , l!.Lc 70 

MR: 36 MM:36 PM:36 fN:36 SM:46 SP: 42 

MRCap: I~ MMCap: 13 PMCap: 14 fNCap: 14 ~: 16 Sl'Cap: 14 

MRJ>ow: 12 MMfow: 12 l'Mfow: 1 1 l'NPow: 11 SMPow: 16 SPl'ow: 14 

MRSpd: 11 MMSpd: 11 l'MSpd: 1 1 l'NSpd; 11 SMSpd: 14 SPSpC 14 

Commentary a DescrlptJon1 Hem-net.er, •servants of the gods,· are 

generally non<.ombatants. but If so commanded they will ~turn to their 

quarters, don thelr armor. pick up their maces and shields, and sally forth to 
use Cestlngs and weapons In defense of the place. Naturally, when so doing 

they wfU have poor morale If things are golng bedly for the forces of IML.. 
·ors have a special Qul!1t which raises theirs TRAIT to IOI for purposes of 

1"1111 fredlce ln Prle.stcrrelt. 
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Novice Priests 
(Aspirants & Warriors. 24 total) 

Vocation: Priest. l"artJal l'radll.loner SEC: 3 
Habit.al: ..t)th, ~Temple ci Osiri9 She: Average 

Move (yds/BT): 80 Initiative Modiften: Human standard 
OUt.standlog·lmportant K/S Areas/Sub·Areas et SIUP: 

(Priest Vocation. l'lhos of Oloomy Dar1utess. K/S bundle plus) 
Priestcrrefl · : 26 Religion·: 26 

Perception. Menlal: 20 Demonology': 20 
Perception, Physical: 35 Occultism': 25 

Riding: 30 Pantheology': 20 

COmbal. HTH. Lethal: 30 sorcery': 20 

COmbat. Hand Weapons: 30 COmbat. Missile Weapons: 30 

Quirks: NU 
Joss (AoU.Jo55) Factors: Attractlvene.ss: 9 
Average Armor Frotectloru I~ below 

Wom: l'Ull Reinforced Leather~ below 

H~ Available: 288 

Ca.slings: (Most likely lo be used and Oracle) 
Prlestcrrefl. Oeneral Nature: Blessing Minor (11). 

Priestcrreft. Basic: Pmyer (0. Pronouncement (I). Smokedoud (I). Healing. 

Minor (ll). 
Priestcrrefl. Wlos of Oloomy Darkness: Cause Pain (I). Venomtouch 01). 

Violence (11). 

Dodging: Nil Avoidance: Base 10/ 14/ 12 

Weapons: 

Weapon WP s ATK DT can Bonus BAC c Dur 

Spear 'J 4 I p 306 M w 10/20 

Spear. Thrown 0 4 p 3D6 35 w 10/20 

sabre 4 6 c 406 M M 'J/20 
Mace 5 5 B 3D6 35 M 5/20 

s. Tower Shield 0 4 8 103 30 M +/10 
Hand Axe 5 4 c 3D6 35 c 8/ 20 

Hand Mt.. Thrown 'J 4 c 306 ~ c 8/20 
S. Crossbow. Bolt 6 4 p 2D6 36 w 10/20 

Averaged Armor Detail: 
Type of Amior Avg Pie Cut Blunt !'ire Chem Stun Pty. 

l'Ull Rein. Leather 16 18 23 20 II 11 16 2 

St.atlslic:al Detail: 
M: 70. ~I.,: 56 P: 80. WI,: 60, Cl,: 72 S: 80. Cl,: 64 

MR: 35 MM: 35 PM: 40 PN: 40 SM:44 SP:36 

MRcap: 15 MMcap: 15 PMCap: 14 PNcap: 14 SMcap: 18 Sl'Cap: 12 

MRPow: 10 MMPow: 10 PMPow: 12 PNPow: 12 SMPow: 14 SPl'ow: 12 
MRSpd: I 0 MMSpd: I 0 PMSpd: 14 PNSpd: 14 SMSpd: 12 SPSpd: 12 

Commentary et OescripUon: A quart.er of these are female. These 

trainees are present lo assist in the !!Nil riles performed herein as they learn 
their ecdeslaslical work and practice the craft of arms. Because this place 

is what il is. they are neither able priest.crreft.ers or fighters. Thal ls as il is. If 

there is con met. these fellows will be ordered lo hasten lo their quarters. don 

their armor. gatheruptheirweapons. and haveallhe intruders. They are just 
fodder for the baWe. after all... 

Boar-Demon 
ldenlifler: Demon 
Habitat: Net.her Plane, Dual. She: 3 x man-size 
Move (yds/BT)1 80 lnltJatJve Jllodifta'S1 Human standard 
Invulnerabilities: All non-enchanted weapons. Chemicals. Disease.Poison 
&.wceptlbllilles: Insinuation: Alyent (x2), COid wrought iron (xl ), Oold (x3) 

Quirks: Nil 
Average Armor Frol ecUon: 14 

He Ila-engendered: I~ below 
Dodglog: Nil Avoidance: Base 15/ 10/20 

Large Knives x 2 
Biting 50 

DT 
c 

C/P 
206+13 
6D3+6 

Powen: The followillJ Powers are delivered by oaz.e al a raJlje of 6 feet. one 
per ailical Tum. repealing from l 9l lhrough 6lh In a cycle wilh no limit a'> to 

number of uses: 
1st CT Osze: Jnnlcts 606 points Spiritual drumge. 
2nd CT Qaze: lnnlcls 6D3 !'ire PD. plus lncendlary effect which causes 

burning of all inflammable items worn by the target subjecL 
3rd CT Qaze: equal to e blow of Stunnlng sort which inflicts no PD bul 

prevents any action by the targelsubjed in that CT. or the next if lhe opponent 

had Initiative end acted Orst. 
4th CT Oaze: causes the subject lo become ..t:thereal. and. if there ere no 

others attacking il. the Boar-Demon wlll lhen pursue its victim on lhal plane 
by likewise taking NPM form; however. the transition requires 1 CTs lime. 

5th CT Qaze: Causes lhe subject lo suffer C.Onfuslon on the neJtl CT so that 

frlen~ appear a.s Demons and attacks will have equal probability of striking 
each nearby friend. 

6th CT's Oaze: Dlslnt.egretes opponent's weapon If it Ls non-enchanted, and 
ha.s a 10% chance of destroying average magickal anm. 

Other. Horror reactlo~ seeing this lhlng must check vs. SM C\TtOORY 
al. DR "ttard": Special Success - Initiative vs. Individual. and never need check 
again. success - Never need check again. l'allure - RecoU and do nothing for 
2D3 crs. and check again thereafler. Special l'allure - l'tee 3D3 crs. cower 
3D3 crs. and check aga.in thereafter. 

stati.sllcal Detail: 
Ill: 100. &. 80 
MR: 50 MM: 50 
MRcap: 20 MMcap: 20 
MRPow: 15 MMPow: 15 
MRSjXI: 15 MMSjXI: 15 

Armor Sdleme: 
Ares Pierce Cut 
Ultra 24 24 
Super 16 16 

Vital 12 12 
Non 6 6 
Average 13 13 

'Invulnerable 

F: 240, WU 180, CU 216 

PM: 120 PN: 120 

PMCap: 50 PNcap: 50 
PMPow: 40 PNPow: 40 
PMSpd: 30 PNSpd: 30 

Blunt !'ire Chem 
28 
21 
14 
7 
17 

& 120, &. 96 
SM: 60 SP: 60 

SMcap: 20 Sl'Cap: 20 
SMPow: 20 SPl'ow: 20 
SMSpd: 20 Sl'Spd: 20 

Stun flee. 
32 20 
24 15 
16 10 

8 5 
20 10 

Commentary ~ DescrlpUon: When one of these creatures appears. it 
chooses a single target and tights lhal individual with its two blades. its 
ferocious bite, and the effect ofils malignly maglckal gaze. It ha'> no fear and 
wlll nol retreaL When slain. Its spirit relums to the dark and !!.vii parts of the 
Dual. where Set and his associates restore 113 Physical form. 

The Boar·Demon has a form of Negative Heka prot.ectlon whlch serves lo 
prevent the Orsl 13 poinls of any Heka attack directed at it from iajurlng il. 
and this applies lo Mental and Spiritual altacks. 
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Sebk-GolerrrStatue 
ldeatlftc:n Oolem 

HabllatJ ..t}th, ~ Temple d Osiris Slz.e1 3 x man-sized 

l'love (yds/Bf)1 20 lnltlaUve l'lodlftas1 Human standard 

lnYUlneral>ilJUes1 Nil 
Susceptibilities: Nil 
Qulr1Lt1 edged weapons strlklng lhls thing must make a roll as If they were 

J>anylng 
Average Annor Protection: Nil 

Dodglog1 Nil Avolda.nce1 Base 14/ 10/ 17 

1'111llual Weapons1 

AU.ells BAC DT 
B ~DG+l8 

rowers: Ankh generates I crocodile In a 6-foot radlus. 9 In each Io CTs. 
Othen Uas sc.ept.e(s Isl strike each BT destroys an Item's dwwmer 1r It 

succeeds In hilling. 

Statistical Dd.all: 
Ill: 90. ti..: 72 1'1 200, CLr 200 S: 105, ti..: 84 

MR: 45 MM: 45 PM: 100 PN: 100 SM: 60 SP: 45 

MRCep: 16 MMcap: 16 l'MCBp: 40 PNCBp: 40 SMCap: 20 Sl'Cap: 15 

MJU>ow: 15 MMPow: 15 PMPow: 50 PNPow: 50 Sl1Pow: 20 SPPow: 15 

MRSpd: 14 MMSpd: 14 l'MSpd: 50 PNSpd: 50 SMSpd: 20 SPSpd: 15 

Armor Scheme1 

Area Pierce Cul Blunt !"Ire Chem. stun tlec.. 

Ulra 80 80 20 80 80 80 40 

Super 60 60 15 60 60 60 50 

Vial 40 40 10 40 40 40 20 
Non 20 20 5 20 20 20 10 

Average 50 ~ 12 ~ ~ ~ " 
Commentary fir Description: Because this thing Is possessed by a splrlt, 

It has a stronger Menlal TRAfT than usual ror a golem or this sort. end It e1'o 
~s a Spiritual TRAIT. The Latter makes the thing vulnerable lo attack 

causing Spiritual damage too. 1r either Menlal or Spiritual TRAIT Is reduced 

below tL. the statu~olem ceases runcUonlng. 

Giant Crocodile of Sebk 
ldeot.lften Anlmal, crocodile 

She1 6 x man-size Hllbltal: Jf'.rth, ..t:gyJt. South Nylle 

l'love (yds/BT): 6 
loYUloulll>illtles: Nil 

lnltlallve fltoclMkn: Human standard 

SUS«pt.lbilllles: Nil 

QulrU: Nil 
Average AnnOI' Proted.loo: Nil 
Dodging: Nil 

l'latural Weapons: 

Avoidance: Base -/7 /-

Attac:U BAC DT &Me 

Biting 50 P eoe· 
Tall Smash 40 B+Stun 503+5010 .. 

·Any successruJ strike Indicates the crococllle has cloeed Its jaws on the 

subject, the vicllm Is then held rest. and each er thereafter he suffers an 

automeUc 603 PD unUJ the crocodile is slain or the subject is dead. 

··Anyone hit by this attack Is knocked down and must spend next crgeWng 

beck up, and can't do anything other than thaL 

Statistical Detail: Base SCheme (+/--06) 

l'l(Cunnlng): 50 1'1 260, WL: 195. CLr 234 
MR: 18 MM: 12 PM: 150 PN: 150 
MRCBp: 6 MMCBp: 4 PMC8p: 60 PNCap: 60 

MRPow: 6 MMPow: 4 PMPow: 28 PNPow: 28 

MRSpd: 6 MMSpd: 4 PMSpd: 42 PNSpd: 42 

Armor Scheme: 

Area Pierce Cut Blunt l'ire Chem Stun tlec. 

Ulra 12 16 20 16 16 20 12 
Super 9 12 15 12 12 15 9 

VII.el 6 8 10 8 8 10 6 

Non 3 4 5 4 4 5 5 

Average 5 7 12 7 7 12 5 

Commentary ar DescrlptJon1 One or these huge anlma1s ls anywhere 

between 24 to 28 reet In length end welQhs 1.000 or more poundsl The bile 

or any lndlvldual can be applied against only such Individuals who ere within 

about 5 feet or Its heed In a 180° arc from Its nose. The tall attack ls likewise 

applicable only to those within a like arc centered on the base or the 

approximately lo.foot-long tall. 
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Kheri"'hebu, Priest-Mage of Set 
VocalJom l'rie<t-M¥. l'Ull f'ractitioner SOC: 6 
Habitat: /Erth, tf:gypt Slzet Average 
Move (yda/BT)1 92 lnltlatlve Modlften1 Human standard 
Oubtmdlog-lmportant K/S Area./Sub-AreM lie STl'.EP: 

(Priest ~ Mage, Wlos of Qloomy Darkness and Black School, Vocation K/S 
bundle plus) 

Perception. Mental: 41 
Perception, Physical: 41 
Riding: 36 
Combat. HTI1, Lethal: 41 
Combat, Hand Weapons: 41 
Combat, Mmile Weapons: 41 
Deception: 51 

JOM (Anti-Joss) Factors: 2 
Qurlk.s: Nil 

Demonology': 41 
Dweomercreeft': 51 
Magk.k': 51 
Panlheology': 36 
Prlestcreeft•: 61 
Religion': 61 
Sorcery' : 51 
Altrac:UveoeM: 11 (IU 3) 

Average Armor Protec:Uoo: 12---«e below 
Worn: Nil 
Helle-engendered: See below 

Heka Available: 2021 
castlogs1 (Most likely to be used and Qrade) 

Dweomercreeft. General: l"orcedart (II), Heka Darts (Ill), Bedlam (IV), Nega­
tive Qravity (IV), Heka Bolt M. Invisible chains M. 

Dweomercreeft. Black: Acclumsed. cause Discord. f'rlght. Paralysis (Phy.), 
Pox, Vertigo (all I); f'U1Jdark. Treacherous Blow (both II); Badfeelings. 
Blindness. Memory Drain. Weakness (all Ill); Neid of Hysteria, Petrifying 
Oaze. Venomcloud (all IV); Derange. Paralysis (Mntl.) (both V); Bane, 
Blackwhi~. Mind Control (all Vl). 

Priestcreeft, Basic: Awe (I), Heka Defenses (Ill), Wound, Spiritual (IV), 
Thunderbolt M. Won1 of Command (V). 

Prieslcreeft, &hos of Qloomy Darkness: cause Pain. Petrify (both I); 

Venomtouch, Violence (both II); Palpable Oloom. Webs of rear (both 111); 
Willpower Drain (IV); Derange. Webs of Madness (both V); Webs of Constric­
tion, Withering (both Vl); Oloomcloud, Unhold Won1, Webs of Pain (all Vll). 

Sorcery: Muddlemist (l), Infernal Circle of f'lame (Ill), Dazeall (V). 

Dodging: l Avoidance: Base 16/ 16/1 8 

Weapons: 
Weapon WP s ATK DT CBn Bonus 

Quarter Staff 5 3 l.5 s 306 +3 
Spear 5 4 1.5 p 306 +3 46 w 
spear, 'Thrown 0 4 2 p 306 +2 41 w 
Long Sword 5 5 1.5 C/P 406 +3 46 M 
Sboit SWo rd 6 3 l.!5 p 306 +3 47 H 
Buckler 3 4 1.5 p 103 +2 44 M +/10 
S. Tol!r'er Sbleld O 4 1.5 8 103 +2 4 1 H +/10 
oaooer 5 2 1.5 p 206 +3 46 M 5/20 
Dlljpr. 1brown .2 .2 2 p 206 +2 45 1'1 'Sf.10 
M. Comp. Bow 5 4 2 p 306 +:5 46 w 5/20 

statistical Detail: 
Ill: 102. t:L: 82 P: 92. WL: 69, CL: 83 S: 112, eL: 90 

MR: 51 MM: 51 PM: 46 PN:46 SM: 58 SP: 54 
MRCap: 19 MMCap: 19 PMCap: 17 PNCap: 17 SMCap: 21 Sl'Cap: 20 
MRfow: 16 MMPow: 16 PMPow: 13 PNPow: 13 SMPo~ 19 Sl'Pow: 16 
MRSpd: 16 MMSpd: 16 PMSpd: 16 PNSpd: 16 SMSpd: 18SPSpd:18 

Commentary lie Descrfpt1001 A Kherl-hebu of Set Is a malign. sly. and very 
cunning fellow. One wlll typically be disguised as a soldler, merchant, pilgrim. 
beggar, etc. Use of ca&ings Is always aimed at maximum effect; weapon use 
Is reserved for desperation or slaughter. These Pri~ages are also fairly 
adept at anns, and use lethal hand-«>-hand flghtlng as weU. 
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Black Serpent 
ldenW\e.r. SerpenL. Minor 

Habbl: Ndher f'lants.fandemaum Siz.ei 12 x man-size 

!'lodes er Rat.a ol lltovemeot (yds/BT): 

Slither: 68 

Walk: 136 

Run: 272 

1'1y:336 

Initiative l'lodiften1 Nonna!, but see Powers. 

lnvulDerabillUesr All no~nchanted weapons (except gold). Chemicals, 

Disease, electricity. l'ire, Polson. 

Smceplibilil~: Insinuation: Gold (x2). exposure to direct sunlight or 

equivalent (D6+ 1 PD/CTs Daze after 2 BTs). 

Quil1'5: Nil 

Average Armor Protection: Nil 

Nella-engendered: 6 

Dodging: Nll Avoidance: Base 20/15/20 

l'latural Weapo1151 

Attacks 
Polllon 8mltJl• 
Bile 
Conatrlctlon 

BAC OT 

Pollon 
p 

IS 
• Z..yard range. I target 

· 'One lime Instant 

tConstriclion will. In addition lo In Ilk.Ung damage, seize its victim on the 

lnillalslrike end continue to damage him automalk:alty each CT aft.er thel until 

the vld.im dies. the attacker takes over ils CL In Physical damage, or the 

attacker decides to release the subject. The subsequent damage is lmpecL 

Powers: Dsrkseelng (as daylight). Hee/ Self (303 points of PD each BaWe 

TUm). Shape Ch811ge (to humen/ Serpenl fonn 2/day), Silent Movement 

(Slithering). Wound, Mental/SpiritueJ (by Oeze, 1-c.heln ra'l!e. if not otherwise 

using another eltack fonn. damage 603, 6 tole! of both/ day). 

Othen ~reme Attractiveness: --0 - Blasphemous. Check vs. SM CAT· 

eGORY al! Daz1ng - •ttero•; 1'1eeing - ·olfficutt"; Insanity - •tterd. • 

CasUng Ability: PrieslalEn. Gloomy Darkness, Orades I • VI . 680 Heke 

points available. 

Slat.ls lical Detail r 

Pl: 120, el.: 96 

MR: 60 MM: 60 

MRCap: 20 MMCsp: 20 

MRPow: 20 MMPow: 20 

MR.5pd: 20 MMSpd: 20 

l'r 680, WU 510, CL: 612 S: 120, el.: 96 

PM: M-0 PN: M-0 SM: 60 SP: 60 

PMCsp: 120 !'Neap: 120 SMCep: 20 Sl'Cap: 20 

PMPow: 40 PNPow: 40 Sl1l'bw: 20 SPIVw': 20 

PMSpd: 180 PNSpd: 180 SMSpd: 20 SPSpd: 20 

Annor Scheme: 
Area Pierce Cut Blunt !'Ire Chem. Stun /!lee. 

Ulnt 16 24 l 32 12 

Su~r 12 18 24 24 9 

Vial 8 ll 16 16 6 
Non 4 6 8 8 3 

Ave!'!Mle 10 l~ 20 20 
'Invulnerable 

Commentary er Description: A Serpent of this sort. a Minor one, Is a very 

nasty thing Indeed, and its opponents should be happy they aren't fedng e 

more potent one! The Serpent's head resembles a cross between e snake's 

end a crocodile's, with long front fangs as has a snake, and roW!I of lesser teeth 

besides. The creature has an Ophidlan body some ~ feet long. about 2 feet 

In diameter el Its thickest pert. Sel along the mk1dle third of the body, the 

thickest portion. are 6 pairs legs of the sort which enable the Serpent to move 

at either e sprawling or ered. gall. or sllther noiselessly along ways no blOOer 

then 2.2 foot diameter. IL also bas the abillty to fly magldlally. 

Its Intelligence allows it to use e Qaz.e al1ack to weaken foes not driven 

from ils presence by the very sight of lhe Serpent tl will then move to attack 

al close quarters. attempting to constrict. one opponent while ll assails 
another with breath end fang. 
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White Monster 
ldenUJ1e.n Monster 
Habitat: Nether Plane-Pandemonium Siu: 6 x man-size 
Modes tk Rat.es ol fllovemeot {yd5/BT)t 

Walk: 44 
Trot: 88 
Run: 176 

Charge: 352 ( I 5T only) 

lnltlat.lve Ptodlllerst Human standard 
Invulnerabllltles1 All non-enchanled weapons. Chemicals. Disease. l'ire. 

Polson. 
SmceptlblllUes1 lnslnuallon: Gold (x2). ~posure t.o full moonlight or 

equlvalenl (06+ I PD/CTs Daze an.er I BT). 
Quirks: Nil 

Average Armor Protection: Nil 

Nella-engendered: See below 

Dodging: Nil Avoidance: 15/ 12/ 15 

"aural Weapons: 
Attacks BAC 
Homx2 30 

Claw x 2 35 

Bile 40 
Kick 25 

DT 
p 

c 
p 

B 

406 
203+2 

4M+4 
403+8 

Powas: Dorl<9ee.ing (as If ~l). Displacement (I rod distant from bWaJ 
posiion. 3/day). Heal Self (D6 points of PD each lleWe Tum}. Hypenrsthetk 
sense of Smell. Intuition (Avoidance of area Med~ or Power certain if it 
gains lnltlative that en). Resistanc.e to Heks (mu.st overcome 26 point R factor t.o 

affect Mon.st.et wkJt castJng or Power). Shape Shilt (t.o hurmn/Monst.er 2/day). 

Other: ~me AttracUveness: -3 • Honid. Check vs. SM CA'IWORY al: 

Dazing • ·~y: l'leelng - ·~y.· 

Casting Ability: Priest.creeft, Gloomy Darkness. Orades I • v. 44-0 Heka 

points available. 

stal.bUcal Detail: 
Pit 90. ~ 72 
MR: 45 MM: 45 
MRC8p: 15 MMC8p: 15 
MRPow: 15 MMPow: 15 

MR.Spd: 15 MMSpd: 15 

Armor Scheme: 
Area Pierce Cut 

Ultnl 20 20 
Super 15 15 
Vial 10 10 
Non 5 5 

AvertllQe 12 12 
·invulnerable 

Pl 44-0, WU ~.CJ..i ~6 

l'M: 220 l'N:220 

l'MC8p: 90 l'NC8p: 90 
PMPow: 58 l'NPow: 58 

l'MSpcl: 72 l'NSpcl: 72 

Blunt /'ire Chem. 
l8 
21 
14 
7 
17 

5: 90, ~ 72 

SM: 45 SP: 45 

SMCap: 15 SPCap: 15 
SMPow: 15 Sl'l'ow: 15 

SMSpd: 15 SPSpd: 15 

Stun tlec. 
32 20 
24 15 

16 10 
8 5 
20 12 

Commentary tk Desc:rlpUon: A Monster of this kind is a chimerical one. ll 

is about 6 feel lall. 9 long. and decicledly fa.st! It has a head resembling a 

mixture of rhlnocero.5 and hippopotamus (both nose horn and tushes). 

forel~ slmllar t.o those of a huge tiger. a camel-like mid-body. and horse-like 

rear legs with hooves able t.o deliver a strong kick. Coupled with its Powers, 

TRAITS, and fury. these fact.ors make It a dreaded opponent 

In combal ll will altack one orlwo opponents: if two, then one with the horn, 

the other with claws and bile. A foe lo Its rear will be kicked. 

Blue Demon 
ldenUJle.n Demon. Minor 
Habitat: Nether Plane-Pandemonium Siu: 3 x man-size 
Ptove (yd5/BT)1 I 00 lnitiatJve Plodilkrs: Human standard 
Invulnerabilltles1 All non-enchanted weapons. Chemicals, Di~. !'Ire/ 

Heat. l'Jed.rlclly. Polson. 
Smceptlbllltles: lnsinuallon: Cold wrought iron (x I ), Gold (x2). Argent 

(x i ). ~posure: extreme cold (x2 PD). 

Qurik.51 Nil 
Average Armor Protection: 12 

Nella-engendered: See below 
Dodging: 9 Avoidance: Base 22/20/22 

l'lalural Weapons: 
Attacks Base 
Talons x 1· 206+2 

Bile 50 P 203+2 

Tall 7~ p 1~+1 •• 
·1f both talon auacks succeed. the Blue Demon strlk.es with Its la11 as 

indlcaled. 
.. If It scores PD thus, the venom In the barb Inflicts an addltJoneJ 20 Io 

Polson PD. 

Powers: Ball Ughtnlng Pr<XJuction ( l/IIT duratJon. 3-foot diamel.et, move 

6 feel/CT as desired. 603 ~le.clrical PD t.o all It touches. I /day). Chllmeleon 
l'oon (3/day). Dark.seeing (as If daylight). Heal Self(D3 points of PD each Battle 

Turn}. Resist.a nee t.o Neka (must overcome 13 point R factor t.o affect Monster 

with casting or Power). Shape Shilt (t.o human/Monster 2/day). 

Othen I!xtreme Attractiveness: ..g - Blasphemous. Check vs. SM CAT· 

roORY al: Dazing - ·11ard·: Meelng - ·oifflcu1t·; In.sanity . ·11ard. · 

Casting Ability: Prlestcn£1\. Oloomy Darkness, Dweomercreell Black. 

Orades I ·VI, 864 Heka points available. 

stal.bUcal Delalh 
Pt: 132. ~ 106 
MR: 66 MM: 66 

MRC8p: 22 MMC8p: 22 
MRPow: 22 MMPow: 22 
MR.Spd: 22 MMSpd: 22 

Annor Scheme: 
Area Pierce Cut 

tntia 20 20 
Super 15 15 

Vital 10 10 
Non 5 5 

A~ 12 12 
'Invulnerable 

P: JOO, WU 225. CJ..i 270 

l'M: 150 l'N: 150 

l'MC8p: 60 l'NC8p: 60 
l'MPow: 30 PNPow: ~ 
l'MSpcl: 60 l'NSpcl: 60 

Blunt l'(re Chem. 
28 
21 
14 
7 
17 

$¢ 1:52. ~ 106 

SM! 66 SP: 66 

SMC8p: 22 SPCap: 22 
SMPow: 22 Sl'Pow: 22 
SMSpd: 22 SPSpd: 22 

stun tlec. 

.28.. i 
21 

14 
7 
17 

Com.mentary tt Desc:rlpUon: The hideous r:vu ugliness of this creatures 

vl<;age is ·blasphemous.· and thus humans must ched t.o see lf they can 
rermin in its presence. A Demon of this sort Is 8 feet tall. broed. and very fast. 

It ls humanoid In appearance. with metallic blue. scaly skin. and a comb-like 

crest of spines running from the lop of its knobby skull t.o between the shoulder 

blades. Its tall ls prehensile. barbed. and poisonous. While holding a foe fast 

with Its talons, a Blue Demon can strike with this sting. but It Ls not otherwlse 
used In combat Combat ability coupled with its Powers rmke.s confrontation 

with thls Netherdweller a risky proposition. 

In combat. It will allackoneorlwo opponents: if two. then one with the horn, 

the other with claws and bile. A foe t.o Its rear will be kicked. 
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Brown Fiend 
Jdentlften !"lend 

Habitat: Pandemonium, Dual Slze1 Man-sire 

Move (yds/BT)1 170 lniUallve Modlfters: Human standard 
Jnvulnerabllllles: All non-enchanted weapons. Chemicals. Cold, Disease, 
l"ire/l1eal. Polson. 

5u.scq1tibilllies1 Insinuation: Argenl. (x i ), Iron (xi). Silvered Iron (x2). 

Quriks: Nil 
Averag~ Armor Protection: I 7 

Heka-engendered: See below 

Dodging: 19 Avoidance: Base 25~/25 

Bite 60 p 

Powers: Dark.seeing (as If daylight). fog aoud Oenerat/on (I-chain radius. 

:S/ dey). Heal Self(D6 points of PD each Battle Tum). Ice DaJt.s (:S/CT. I-chain 

range al ·short.· 66 BAC. :SD:S each Piercing and exposure PD, :S volleys/AT, 

:s times/day). Jumping (20 feet forward, 10 feet upwards, sideways, back­
wards). Resistance t.o Heka (must overcome l:S polntR factort.oafTect Monster 

with casting or Power). Shape Shift (to any form I /AT-I CT transformation 

Ume). 
Olhen ~xtreme Attractiveness: -10 - Ineffable. Check vs. SM CATOOORY 

al: Dazing. ·oifficuJt•; 1'1eelng. ·very Difficult"; Insanity, ·01mculL" 

Casting Abillty: Wllchcraen. Grades I ·IX, l.:SOO Heka points available. 

Statlstk:al Detall: 
M: 150. &..: 120 
MR: 75 MM: 75 

MRCap: 25 MMCap: 25 

MRPow: 25 MMPow: 25 
MRSpd: 25 MMSpd: 25 

Armor Scheme: 
Area Pierce Cut 
Ultlll 28 28 
Super 21 21 

Yitai 14 14 
Non 7 7 

Average 17 17 
· invulnerable 

1"1 170. WU 128, CL: 153 
PM: 85 PN: 85 
PMCap: :SS PNCap: :SS 
PMPow: 25 PNPOW: 25 

PMSpd: 25 PNSpd: 25 

Blunt !'ire Chem. 
28 
21 

14 
7 

17 

S: 150. &.< 120 

SM: 75 SP: 75 

SMCap: 25 Sl"Cap: 25 
SMPow: 25 SPl'ow: 25 
SMSpd: 25 SPSpcl: 25 

Stun tlec. 

28 28 
21 21 

14 14 
7 7 
17 17 

Commentary et DescrlpUon: This creature's visage Is 'ineffable,· il Is 

·savage faced,· something combining the worst aspects of a leprous human, 

a Devil, and a rabid animal. It ls no surpri.se. then, that hurmns must check al 

severe modifier to see If they can remain in its presence. A Brown !'lend Is 6 

feet tall. thin. and extremely fasll ll Is humanoid in appearance. with warty. 
toad-Uke hide seeming to hang In tatters from Its lank frame. ll:s head Is 
oversized, with protruding. serrated-fanged jaws. 

ll certainly prefers to utilize Powers and Castin~ to assail foes. but a l'iend 

of this sort is by no means averse lo leaping into melee and shredding Its 

opponent with claw and fang. However. this terrible creature uses Its intelli­

gence and guile to best advantage. 

Hippodilemon (4) 
Jdentiflen Demon. Least 

Habitat: Nether Plane-Pandemonium Size: 12 x man-slz.e 

Modes 8t Rates of Movement (yds/BT)1 

Swim 96 
Walk: 48 
Charge: 96 (5 crs only) 

Initiative Jllodif1ers: Human standard 

Jnvulnerabililles1 All non-enchanted weapons. Chemicals, Disease, !'ire/ 
Heat. Posion 

Su.sceptlbllltles: lnslnua!lon: Cold wrought iron (x I). Cold (x2), Argent (x I), 
l'.xposure: ~xtreme cold (x2 PD) 

Quriks: Nil 
Average Armor Protection: I~ below 

Heka-engendered: 6 vs. all damage fomlS 

Dodglng1 NU Avoidance: Bese 10/8/10 

J'llatural Weapons1 
Attacks BAC DT 

40 -----"---Tall Smash 30• s 6Dl0 
•outofwateronly. Subject hit will be knockedofffeetandlnt.owaterlfwithin 

6 feel 

Powusi Darkseeing (12().foot range). OJ»<!Ue ~r(l<hain clilmete.r, I/clay). 
Other. ~xtreme Attractiveness: -3 - Horrid. Check vs. SM CAT&lORY al: 

Dazing. ·~y-; 1'1eelng. ·~y.• 

statlslk:al Detall1 
Mz 60, 1!.L: 48 P1 480. WL: :360, CJ.. 432 

MR: 00 MM: 30 PM: 240 PN: 240 
MRCap: 10 MMCap: I 0 PMCap: 110 PNCap: 110 

MRPow: I 0 MMPow: I 0 PMPow: 34 PNPow: 34 
MRSpd: 10 MMSpd: 10 PMSpd: 96 PNSpd: 96 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. 
Ultra 20 20 20 
Super 15 15 15 

Vital 10 10 10 

Non 5 5 5 

Average 12 12 12 

'Invulnerable 

5' 78, l!.Lc 62 

SM: :S9 SP: !!9 
SMCep: 13 Sl"Cap: 13 

SMJ'ow: 13 Sl'l'ow: 13 

SMSpd: 13 SPSpcl: 1 :S 

Stun ~lee. 

20 20 
15 15 
10 10 

5 5 

12 12 

Commentary et Desc:rlpUon: A Hlppodllemon Is a giant hlppo-headed­

crocodlle-demon about :30 feel long end weighing a ton or more. One swims 

as does a crocodilian. propelling itself through the water by Its massive tall. As 

noted In the text. the thing wiU attempt lo clamber aboard to get at prey. If 
brought lo below Wound Level. a Hippodilemon will sllp back underwater, use 

its Power lo hide its escape. end flee. 
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Serpent of the Duat 
ldenliften serpent Major 

Habltati Nether Planes.l'andemoolwn stze1 24 x man-size 

!'lodes It Rat.a ol lllovemeot (yds/BT)1 

Slither: 50 
Walk: IOI 

Run: 202 

l'ly: :SIS 
.. lniUalJve lllodlfters: Normal. but see Powers. 

Invulnerabilities: All non-enchanted weapons (except gold). Chemlcals, 

Disease. ~ect.riclty. !'ire. Poison. 
SU..cepllbDltles: Insinuation only--Oold (x2), l!.xposure to direct sunlight 

or equivalent (DI O+ I PD/CTs Daze after I An. 

Qulrks1 Nil 
Average Armor P'rotec:llon: Nil 

Heka-engendered: 6 vs. each damage fonn. 

Dodging: Nil Avoidances '!J-0/10/YJ 

~atural Weapoast 
Attacks BAC 

l'lame 81Ut.ht 50 
Bite x2 60 
ConstrlcUon 40 

DT 

!'Ire 
p 

8 

6Dl0 
6D6+6" 
~+:5·· 

'T'ail Stlng '!JO P 6D3+6Dl0 Poison 

t I :S-foot range. 6-fool wldUt 
·A Specie.I Success in strike means a !118Mllzed opponent has been 

swallowed wholel 

• 'Constriction will. in addition to infiidlng damage. seize its victim on 

the Initial strike and continue to damage him automatically each er alter that 
unW the victim dies. the attacker takes over Us CL in Physical damage, or the 

attacker decides to release the subject. The subsequent damage is Impact. 

rowers: Darkseeing (as daylight). Heal Self (:SD6 points of PD each Baille 

Tum). Shape Change (to human/ serpent form 6/day). Silent Hovement 
(Slithering). Wound. /'1ental/Spirltual (by Gaze. l<haln range. If not otherwise 

using another attack form. damage 606, 6 total of both/day). 

Othen l!xtreme Attractiveness: -9 - Blasphemous. Check vs. SM CAT· 
toORY at: Dazing - ·Harc1· ; l'leeing - ·oifficu1t· ; Insanity - · Harc1.· 

Casting Ability: Dweomercrmft. Black. and Prlestcrreft. Gloomy Darkness. 
Grades I • IX, 2.840 Heka points available. 

statlstlcal Details 

Ill: 180, !!.Lt 144 F: 1000, WU 795, CU 954 St 180, l!U 144 
MR; 90 MM:90 PM: 530 PN: S'!J-0 SM: 90 SP:90 
MRCap: '!JO MMCap: :SO PMCap: 240 PNCap: 240 SMCap: '!JO Sl'Cap: :SO 
MRfow: :so MMPow: :so PMPow:SO PNPow: 50 SMPow: :5<l SPPow: ::lO 
MR5pd: :SO MMSpd: 30 PMSpd: 240 PNSpcl: 240 SMSpcl: 30 SPSpd! 30 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem Stun ~lee. 

Ullra 20 28 40 40 12 

Super 15 21 30 '!JO 9 
Vital 10 14 20 20 6 
Non 5 7 10 10 :s 
Average 12 17 25 2:5 7 

'lnvulnerabe 

Commentary It Desc:rlptJon: A Serpent of this sort Is a bigger and 

tougher version of a Minor one. Note it has vestigial wings but flies through 

Power. 

Fiend of Seker 
ldentiften l'iend, Major 

Habitat: Pandemonium. Dual Sb:e: Man-size 
!'love (yd5/BT)1 21 O lnitiaUYe lllodifta's1 Human standard 
lnvuloerabDltles: All non-enchanted weapons, Chemicals, Cold, Disease. 

!'ire/Heat Polson 
Su.seieptibilities: Insinuation: Argent (x i ), Iron (xi ), Slivered Iron (x2). 

Quirks: Nil 
Average Armor Frotec:tlon: 20 

Heka-engendered: See below 

Dodging: 39 Avoidance; Base '!J-0/35/ :s-O 

"atural Weapons: 
Attaclrs 

Claws x 2 
Bite 65 

DT 
c 
p 

:H>.5+9 
:SD3+9 

j 

Fowers: Darkseeing (as if daylight), l'og Cloud Oeneratlon (l<haln radius, 

3/day). Heal Se/f(:SD:S points of PD each Batt.le Tum), /c.e Darts (:S/er. I-chain 

range at · short.· 66 BAC. :3D:S each Piercing and l!.xposure PD, :S voUeys/AT, 

3 tlmes/ day). Jumping (20 feet forward, 10 feet up~. side~. back­
wards), Resistance to Heka (must overcome 18 point R factor to affect Monster 

with c.a.5tlng or Powen. Shape Shilt (to any form I /AT-I er transformation 

time). Teleportation (any distance, I /day). 

Othen ~xtreme Attractiveness: -1 O - Ineffable. Check vs. SM CATt!OORY 
at: Dazing - ·Difficult"; l'leelng - "Very Difficult "; Insanity - "Difficull " 

Casting Ability: Dweomerc.~ft. Black and Witchcrmft. Grades I · IX. 1.660 
Heka points available. 

statistical Detail: 
Ill: 180. !!.Lt 144 

MR: 90 MM: 90 

MRC,ap: 30 MMCap: 30 
MRPow: 30 MMPow: 30 
MR5pd: '!JO MMSpd: 30 

Armor Schemes 

Area Pierce Cut 
Ultra 32 32 
Super 24 24 

Vital 16 16 
Non 8 8 

Average 20 20 
'lnvulnerabe 

Fr 210, WU 156, CU 189 
PM: 105 PN: 105 

PMCap: :SS PNCap: 35 
PMPow: :SS PNPow: 35 

PMSpd: :SS l'NSpd: 35 

Blunt fire Chem. 

32 
24 

16 
8 

20 

St 180, l!U 144 

SM: 90 SP: 90 

SMCep: '!JO Sl'Cap: :SO 
SMPow: ::lO SPPow: ::lO 
SMSpd: 30 SPSpd! '!JO 

Stun ~lee. 

:52 :52 

24 24 

16 16 
8 8 

20 20 

Commentary « DescrlpUon: This creatures visage is •ineffable; it is 

· savage faced, · something combining the worst aspects of a leprous human, 

a Devil. and a rabid animal It is no surprise. then that hum ms must check at 

severe modifier to see if they can remain in Its presence. This l'lend ls 6 feet 
tall, thin. and extremely fast! It is humanoid in appearance. wlUt warty. toad­

like hide seeming lo hang in tatters from Its lank frame. Its head Is oversized, 
with protruding. serralecl-fanged jaws. 

It certainly prefers lo utilize Powers and Castings to assail foes, but a l"lend 
of this sort is by no means averse to leaping into melee and shredding its 

opponent with claw and fang. However. this terrible creature uses Its intelli­

gence and guile lo best advantage. 
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Monster of Set 
Identifier. Monster 

tlal>lt.ali Ne:lher Plane-Pandemonium She: 12 x man·si.ze 

Modes l!r Rates of Movement (yds/BT): 
Walk: 64 
Trot; 128 

Run: 256 

Charge: 512 ( 1 CT only) 

lnlUatlve Modifie.rs: Human standard 

lnvuloerabillUes: All non-enchanted weapons, Chemicals. Disease, !'ire, 

Poison. 
SuscepUbDIUes: Insinuation: Oold (x2). txposure t.o full moonlight or 

equivalent (06+ 1 PD/CTs Daze aft.er 1 BT). 

Quirks: Nil 
Average Armor P'rotec:Uon: NU 

Nella-engendered: See below 

Dodging: Nil Avoidance: Base 15/ 10/15 

l"alural Weapons: 
Attacks Base 

Homs >< 2 4D6 l"ire PD 

Claw>< 2 c 206+2 

811.e. 60 p 405+4 

Tail 40 p l D3+606 Polson 

Kick 30 8 4D5+8 

Powers: Dark.seeing (a.s If daylight). DLsplscement ( 1 rod distant from Initial 

position, 3/day). Heal Self (06 points of PO each Batlle Tum). Hyperre.sthetlc 

sense of Smell. Intuition (Avoidance of area l!.ffect Castlng or Power certain 

if it gains lnillallve that CTI). Resistance to Heka (must overcome 26-polnl R 

factor lo afTect Monster with Casting or Power). Shape Shilt (to human/Monster 

2/day). 

Other: l!xtreme Attractiveness: -3 - Horrid. Check vs. SM CAlroORY at; 

Dazing - ·~; l"leeing - · easy.· 
Casting Ability: Priestcrll!ft, Oloomy Darkness. Orades I - v. 640 Heka 

points available. 

SlatlsUc:al Detail: 

M: 90, l!.L: 72 
MR: 45 MM: 45 

MRcap: 15 MMcap: 15 
MRPow: 15 MMPow: 15 

MRSpd: 15 MMSpd: 15 

Armor SCheme: 
Area Pierce Cut 

Ultra 24 24 
Super 18 18 

Vital 12 12 
Non 6 6 

Average 15 15 
· invulnerable 

Pl 640, WL: 480. Cu 576 

PM: 320 PN: 320 

PMcap: 120 PNCap: 120 

PMPow: 80 PNPow: 80 

PMSpd: 120 PNSpd: 120 

Blunt l'ire Chem. 
52 

24 

16 

8 

20 

S1 90, l!.1..: 72 
SM: 45 SP: 45 

SMCep: 15SPCap:15 

SMl'oW: 15 Sl'l'oW: 15 

SMSpd: 15 Sf'Spd: 15 

Stun /!lee. 

52 20 

24 15 

16 10 

8 5 

20 12 

Commentary l!r Description: Another chimerical Monster. this one was 
created by Set to be a particularly vile and efficient klller. The Monster of Set 

ls a species with a hog-like head, scorpion-body. snake.tail complete with a 

biting (and polsonous) head, and lion fore!~ and ass-like rear• Curved 

4-fool·long horns of flame sprout from Its head. 

Tall attack and the kick are employed only again.st an opponent lo Its rear. 

Demon of lubeni 
Identifier: Demon, Minor 

Habllall Nelhet Plane-Pandemonium She: 3 x man-size 

l'love (yds/BT)I 120 lnitlalive l'lodiftas: Hu.man standard 

lnvuJnerabUIUes: All non-enchanted weapons. Chemicals, Disease. !'Ire/ 

Heal, electricity, Poison. 

Susceptibilities: Insinualion only-Cold wrotWit iron (x I ), Ookl (x2). 

Argent (x i ). txposure lo extreme cold (x2 PD). 

Quirks: Nil 
Average Armor ProtecUo o: 12 

Nella-engendered: See below 

Dodging: 5 Avoidanc.e: Base 20/18/20 

l'lalural Weapons: 

Altack.9 BAC 

Talons x 2 50 

Bile 50 p 
306+6 
5D3+6 

rowers: CJlameleon l'orm (3/day). Dark.seeing (as if daylight). Heal Self 

(303 points o( PD each Baille Tum). Ughtning Bolt Production (!·rod range. 
1 target. 3010 elecbical PO I /day). ResLstance to Heks (must overcome~ 

point R ractor lo affect Monster with Ca.sling or Power). Shape Shilt (lo human/ 

Monster 2/day). 

Other: l!xtreme Attracdveness: -9 - Blasphemous. Check vs. SM CAT· 

&JORY at; Dazing - •ttard' ; l'leelng - ·Dirncull" ; Insanity - • ttard." 

Costing Ability: Priest.c~n. Gloomy Darkness, Oweomercra!ft, Black. 

Grades I· IV. 600 Heka points available. 

Statistical Detail: 

l'I: 120. el..: 96 
MR: 60 MM: 60 
MRcap: 20 MMcap: 20 
MRPow: 20 MMPow: 20 

MRSpd: 20 MMSpd: 20 

Armor Scheme: 

Area Pierce Cut 
Ultra 20 20 

Super 15 15 

Vital 10 10 

Non 5 5 
Average 12 12 

' Invulnerable 

r : ~. wt: 210. CL: 324 

PM: 180 PN: 180 

PMCap: 80 !'Neap: 80 
l'MPow: 46 l'NPow: 46 

PMSpd: 54 PNSpd; 54 

Blunt l'ire Chem. 
28 
21 

14 

7 
17 

S: 120. el..: 96 

SM: 60 SP: 60 
SMCap: 20 SPCap: 20 

SMl'ow: 20 Sl'l'oW: 20 
SMSpd: 20 Sl'Spd: 20 

Stun ~lee. 

28 
2 1 

14 

7 
17 

Commentary er DescrlpUon: The gray'6C8led Demon of Jubenl is baslcaUy 

a sligtltly different version o( the Blue Demon. above. 
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Ophidiles (4) 
ldentlfien Monster (of Sebk) 
Habitat: Ndher Plane-Pandemonium Sizer 12 x man-size 
ModCJ ~ Rates of Movement (yds/BT): 

Swim: 90 
Walk: 45 
Charge: 90 (2 CTs only) 

lniUallvc Modlfius1 Human standard 
lovulnerabllllles: All non-enchanted weapons. Chemicals. Disease. Pire/ 
Heat. Polson. 
SUSceptJbDilles: Insinuation: Cold wroughl Iron (x I). Qold (x2). Argent 
(x i). f!.xposure:exlreme cold (x2 PD). 

Qull1ts1 NU 
Avuagc Armor Prot.ection: 12'-«e below 

Nella-engendered: 6 vs. all damage forms 
Dodging: Nil Avoldan«: Base 10/8/ 13 

Natural Weapons: 

Attacks 
Bitingx 2 

SpiUlngt 
Constrlctlon 

t21·fOOt range 

BAC 
40 

OT 
p 
p 

6 

Python 403 
Viper 2D~Polson STR 33 

Contact Polson STR 33 

:SD:S 

• Constrid.ion will. in addiUon to lnnicting damage. seize its victim on the 
lnillal strike and conlinue to damage him automalically each CT after that until 
the vlctlm dies. the attacker takes over its CL in Physical damage. or the 
attacker decides to release the subject.. The subsequent damage Is Impact. A 
conslricted individual can't use Combat K/S. 

rowers: Darkseeing ( 120-foot. range). Oj»que water (I .chain dlamet.er. I /day). 
OUtcr: txtrcme AttracUveness: -:S - Honid. Che.ck vs. SM CATUlORY al: 
Dazlng. ·easy-: l'leeing. "l!asy. • 
HypnOlic Oaze: The subject nearest Lo the cobra head of the Ophklile must 

check Avoidance of the eye oaz.e. MR.Spd at DR ·easy- or be Immobile. do 
nothing for I CT and be hll automatically next Critical Tum. 

Statbtical Detail: 
M: 60, eL: 48 
MR: :SO MM: :SO 
MRcap: I 0 MMcap: I 0 
MRPow: 10 MMPow: 10 
MR.Spd: I 0 MMSpd: I 0 

Armor Scheme: 
Area Pierce Cut 
Ultra 20 20 
Super 15 15 
Vital 10 10 
Non 5 5 
Average 12 12 

• 1nvulnerable 

P: 480. Wt.: 360, CL: 432 
PM: 240 PN: 240 
PMC3p: 110 PNcap: 110 
PMPow:34 PNPow:34 
PMSpd: 96 PNSpd: 96 

Blunt /'ire Chem. 
2-0 
15 
10 
5 
12 

S: 78. U: 62 
SM: 39 SP: 39 
SMCap: I :S SPCap: I :S 
SMPow: 13 SPl'<M: l:S. 

SMSpd: 13SPSpd:13 

Stun tlec. 
20 20 
15 15 
10 10 
5 5 

12 12 

Commentary~ Description: An Ophidile has a crocodile body some 20 
feel long. Three snake-necks protrude from the shoukle~ cobra-like one 
7 reel long. a viper-like ones feet long. and a python-like one 15 feet long. The 
cobra end viper heads flank that or the python end serve Lo protect il when it 
attacks by conSlrlcUon. The cobra head can spit its weak. Strength :S:S Polson, 
immediate effect. but one Ume only PD. up to 21 feet. and the viper head Is also 
poisonous. but must Physically strike its opponenL llte python head Is non­

poisonous, but has bi{ljer t.eelh ... 
In auacking an opponent outside the waler. an Ophldlle does not usually 

attempt Lo clamber ashore; Instead ll simply lrie.s to wrap around an lndl· 
viduaJ target with its python part. If that is successful, the victlm Is then 
pulled Into l.he water. crushed by constricUon. poisoned by the other heads. 
drowned. and Jen. fora JaterfeasUng. Attacks on land require that the Demon 
at least emerge partially from the water for effed.lve at.tacking. Thus. at least 
two crs of such a rouUne will be non-combat.ant on the Ophidile's part­
clambering out to attack. and lat.er rct.umlng lo the water with a vid.lm. 
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Sphinx-Parody (Parodinx) 
ldeaWlen Monster 

Habitat: Pheeree-Pandemonium She: 6 x man-size 

Modes er Kales of lllovement (yd.s/BT): 
Walk: 44 
Trot: 88 
Run: 176 

Chaige: :S52 (I BT only) 

lailiatlve Mocllfters: Human standard 
lnVUlaenbillUa: All non-enchanted weapons, Chemicals. Disease. !'ire, 
Poison. 

SusceptlbOIUa: lnslnuaUon: Oold (x2), ~ure to fUU moonlight or 

equivalent (06+ I PD/CTs Daze aft.er I BT). 
QulrU: Nil 

Average Armor Protection: NU 

Nella-engendered: See below 

Dodging: NII Avoidance: 15/ 12/ 15 

l'latural Weapoast 

Claw x 2 c 203+2 
Bite 4-0 P 2D:S+2 
8ray• 

Kick 25 B 4D:S+4 

·All within a &fool radius suffer 6D:S Spiritual damage rrom this evil sound! 
Annor agalnst SD mitigated 8911nst thi.s. Attack usable I/BT only. 

camel·beaded 
Altack.'J 

Spk 
Claw x 2 

8ite 

O/(apl-beaded 
Attacks 

Homx2 
Ciaw x 2 

81te 
Kick 

Wart.bog-beaded 
Attac.Q 

Claw x2 

Slash 

8lte 

35 

4-0 

BAC 

30 
35 

4-0 
25 

BAC 

35 

45 

4-0 

DT 

Chem. 
c 
p 

DT 
p 

c 
p 

B 

DT 

c 
c 
p 

306 Acid PD 

203+2 

303+3 

8-
403 

2D:S+2 

303+4 

20:S+2 

8-
203+2 
30:S+:S 

4D:S+4 

Powe.rs: Darl<se.eing (as If daylighl). Displacement (I rod distant from initial 
posiUort :S/day). Heal Self (D6 points of PD each Batl.le Tum), Reflect casting 
(I /BT), Resistance t.o Hel<a (must overcome 26-point R fad.or to affect Monster 

wilh casting or Power). Shape Shilt (Lo human/Monster 2/day). 

otben ~xtreme Attractiveness: -3 - Horrid. Check vs. SM CAIWORY at: 
Dazing - ·easy-; l'leeing - ·easy.· 
Casting Ability: Priestcn£ft. Oloomy Darkness. Orades I· V. 44-0 Heka points 
available. 

St.atisllcal Detail: 
111:90. ~72 

MR: 45 MM: 45 
MRCap: 15 MMCap: 15 

MRPow: 15 MMPow: 15 
MRSpd: 15 MMSpd: 15 

Armor Scheme: 

Area Pierce Cut 
Ulra 28 28 
Super 21 21 

VlaJ 14 14 

Non 7 7 
Average 17 17 

' Invulnerable 

P: 44-0, WL< 3:30. CL: ~6 

PM: 220 PN: 220 
PMCap: 90 PNCep: 90 

PMPow:58 PNPow:58 
PMSpd: 72 PNSpd: 72 

Blunt fire Chem. 
32 
24 

16 
8 

20 

S: 90, eLc 72 

SM: 45 S~ 45 

SMCap: 15SE"Cap:15 

SMJ'ow: 15 Sl'l'cM: 15 
SMSpd: 15 SPSpcl: 15 

Stun ~lee. 

4-0 24 
30 18 

20 12 
10 6 
2, 1, 

Commentary er Description: A Monster of thi.s sort i.s a reptlle.-enlmal 
species with various head appearance and combat ablUUes as noted above. 

Although they appear Lo be carven, they are actually evil creatures of Phi£ree 

under pel.rifacl.ion dweomer. 
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Jdentiften Undead Spirit 
Habttat1 Varied 

CHAPTER 7 

Ghost 

Slz.e1 Man-sized and variable 
Move (yds/BT)1 33 or wind speed In lt.s dlrectlon 
Initiative Modlfiers1 Human standard 
lnvuJnerablllUes1 All non-enchanted weapons. 
SusceptlbUIUes1 Allerglc Reaction (IMI). Proximity lo chimes ringing 
(D6+ I SD/BT). 
Outstandlng·lmportant K/S AreM/SUl>-Areas ~ Srnl':P: 

(According to past life's Vocation) 
Joel (Antl-Joes) fadom ~ below Attractiveness: Variable 
Qulr1'51 As assigned by the gamemast.er 
Average Armor Prolect.ion: 15 

Heka-engendeted: Special 
Dodglng1 NII Avoklancet 88.9e 17/ I0•/ 15 

•Uses total Physical, end depending on P TRAIT at the time, could be higher. 

l'latural Weapons: 
Attacks BAC DT 
Touch 50 see below 
Drain auto 

see below 
see below 1 pl SD/BT- see below 

Powers: See below 
castJng.s1 Posslble, but very rare 

stat.lsUcaJ DetaiJ: Base Scheme (+/-1 to 3DIO/ IDI O) 
M: 110. CL< 88 Pt 10. a,o· &100. CL< so 
MR: 55 MM: 55 PM: 5 PN: 5 SM: 50 SP: 50 
MRC.Sp: 20 MMC.Sp: 20 !'MC.Sp: ~ PNCap: 3 SMcap: 20 SPCap: 20 

MRPow: 18 MMPow: 18 PMPow: 1 l'Nl'ow: 1 SMPow: 15 srrow: 15 
MRSpd: 17 MMSpd: 17 PMSpcl: 1 PNSpcl: 1 SMSpd: 15 SPSpd: 15 

·See below 

Armor Scheme: 

Area Pierce Cut Blunt !'Ire Chenl. Stun /!lee. 
Ultra 12 12 12 24 24 a2 32 
Super 9 9 9 18 24 
Vlal 6 6 6 12 T6 
Non ~ ~ ~ 6 6 8 
Ave111ge 7 7 115 15 20 

Commentary lit Desc.rlpUon: Splrits of the dead. ghosts, a.re still lied In 
some way to the Material Plane. Oh06ls are usually of dark neutral sort or 
actually evil spirits or deceased humans who remain on the Material Plane for 
some purpose or perhaps as e means of punlshmenL Those that ere 
summoned and controlled by practltioners are unlfonnlyvlolent and vengeful: 

A ghost et.tacks most Insidiously, over e longer period o( Urne then many 
other assailants. each BatUe Tum e ghost vempirically drains 1 SplrltueJ TIWT 
point. doing so without a Unk. and betraying its attack by no more than e 
feeling of unease. a chill down the spine, a feeling of being watched. etc., on 
the part of the vklim The dra.ined Splriluel points llCCl'Ue to the ghost. and 
when these total the SPCap or the victim. the ghost has established a Mentel 
Unk. bul Heke armor will prevent this. of course, as long as It ~ evellable to 
negate such Unkage. The Heke channelled through this Link by the ghost then 
causes rear. but not such that the subject nees. Unless the subject succeeds 
In a roll versus his SPCap al DR ·Hard,· he will suffer I point of Mental demege 
for every I point or Heke so channelled. Meanwhile. the ghost continues to 
feed vemplricelly on 1 s TRAIT point each BT. rr reduced lo below Mentel a. 
the subject then loses I STRAIT point per CT, the ghost gains eccordlngJy. and 
the subject will, et o TRAIT. Mental or Spiritual, become either totally Insane 
or eLse e will-less idioL 

The reeder will note thel lhe ghost requires a considerable period of time lo 
effectuate its assaulL If it appears that there wl11 not be sufficient Ume, or if 
Heke protection disallows Link. the ghost wl1J expend Heke to assume e Part.laJ 
Physical Manifestation so as to be able to Physically attack. They hove e BAC 
of 50 lo succeed in a touch, armor disregarded. unless specially enche.nted to 
resist such touch. The touch o( a ghost will have two effects. The subject must 
succeed In a roll versus hls SM CATCOORY score el DR · Haro· or eLse age 506 
years. In this process, the ghost gains as rneny Physical TRAIT points, 
something the thing much desires! If he or she fails and ages. then a second 
roll must be mode versus MRCap al OR ·Hard.· with failure Indicating that the 
vlctJm loses his or her mind, and Is now totally end perrnenenUy Insane. 
However, the PPM of a ghost Is vulnerable to Physical attacks. for it Is week 
Indeed. Naturally, IJ seen or perceived, a ghost can always be et.tacked Mentally 
or Spiritually or possibly through some other Heke-based means such as e 
Casting or Power. 

A ghost can pass through material barriers. but Is subject to all manner or 
other. magickel barriers, or course. Note thel e ghost can not affect any 
rnelerlal thel ls enchanted or maglckelly fonned end must have e PPM to be 
subject to any Physic.al damage whatsoever. for In sptr!l (NPM) form one Is 
invulnerable to such attacks. If reduced to zero (0) Physical TIWT, the ghost 
if sent to another plane and sphere. end it can't return to the Met.erial Plane for 
as many day's Ume as it suffered PD points below 0. 

The Heke possessed by a ghost Is equeJ to its total TRAIT scores. even with 
this Heke, ghosts cannot Mentally or Spiritually attack a victim unless they fhst 
menage lo drain STRAIT points as Indicated so as to Unk automaUcelly and 
enable this. 

The Partial Physical Manifestation of a ghost has lnvulnerablllty to normel 
weapons, silver or gold ones, as well as enchanted arms and Hek&-besed 
attacks innid. normal Physical damage. 

It is ten up to the OM to develop special ghosts or unusueJ potenc)'-those 
able to employ castings. have Heke armor. and or with more ecloplasm to give 
PTRAIT. 
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Ghoul 
Identifier. Undead 

Habitat: /Erth, many other like spheres Sizt. Man-sired 

Modes 8c Rat es of Movement {yds/BT): 

Base: 120 
Burrow through soft dlrt: I 

Initiative Modifiers: Human standard 

lnvulnerab01Ues: All non-enchanted weapons. 

SUsc:eptlbUIUes: contact: rire (x2), ~xposure: Allergic reaction; Severe: 

dlred. sunlight (I pL PD/CT, Dazed In l Bn. 
OUt.standlng-lmportant K/S AreM/SUb-Areall 8c Sl'UP: 

(None usually, but possible In rare cases) 

JOM (Anti-Joss) Factors: o Attractiveness: I 
Quirks: None usually 

Average Armor Prot.ec:tlom 12 

Natural: See below 
Worn: Possible In rare cases only. 

Nella-engendered: Possible in rare cases only. 

Dodging: 3 Avo idance1 Base-/17/15 

"atural Weapo115': 
Attacks 

Claw x 2 

Bile 

BAC 

70 
65 

OT 

c 
p 

'Weapons are used In very rare c.ases only. 

Castings: In very rare cases only. 

103+6 

203 

Powers: Oaze, Fearsome, (Single Subject): InacUon of subject that CT unless 

Avoidance roll successful. 
Other. Odor. The odor of a ghoul causes those within a 6..fool radius to choke 

versus Physical Neural capacity at DR · very ~sy" (x4); l'allure - 3D3 BTs 

spent retching and unable to acL Disease: Wounds Inflicted by a ghoul lnfllct 
a disease as noted below. 

Statl.stlcal Detall: Base SCheme (+/-D6 ) 
M(Cunning): 90 P: 120. WL: 90. CL 108 S: 100, EU 80 

~~ ~~ moo moo ~30 ~w 

MRCBp: 15 MMcap: 15 PMcap: 25 fNCBp: 25 SMcap: 15 Sl'Cap: 30 
MRPow. 15 MMfow: 15 fMfow: 18 fNPow: 18 SMPow: 5 SPPCM: 20 
MRSpd: 15 MMSpd: 15 fMSpd: 17 fNSpd: 17 Sl'lSpd: JO SMCap: 20 

Armor Scheme: 
Area Pierce Cut 
Ultra 20 20 
Super 15 

Vital 10 

Non 5 

Average 12 

' Invulnerable 

15 

10 

5 
12 

Blunt 
20 

15 

10 

5 
12 

Fire Chem. Stun Blee. 
32 

24 

16 

8 
20 

Commentary lit Description: Ghouls are vile Undead creatures which 

survive by feasting on living flesh. Though ghouls, like skeletons. are not 

intelligent per se, they are imbued with a fonn of malign and terrible Cunning 

in place of Mental TRAIT. This means they can 't be attacked Mentally, but they 

can "think" nonetheless. 
In the process of turning from human to ghoul. the body thins and becomes 

narrow and sinewy (ropey looking), the skin becomes leathery and gra)'WI. 
hands and feet broaden and lengthen. and the nails of hands and feet become 

clawed. The skull elongates, the front growing to resemble a muzzle. and the 
teeth become pointed and sharp. with canine fang.5 and bone-crunching rear 
molars. 

The touch of these monsleis is unclean, and wounm lnflld.ed by their clews will 
cause Infection and dlsease of clisgu.stlng sort and jXltent S1'R and CON-R (42r60). 

A few ghouls, perhaps 1 in 1 oo. are able to retain Knowledge/Skllls and 
abil!Ues such as Heka use. These monstrous Individuals are the leaders of 

those less able. and with their Powers they can assume human guise and 

operate in society disguised thus. 
Ohulazare vaguely dog-faced corpse-eaters of Preternatural power. They are 

larger than ghouls. Oho/Jes are things even worse than ghulaz, with regenera­

tive power and Supernatural potency. See Chapter 8 of the OPs section 

hereafter. 

La mire 
ldenUften Monster 

Habitat; Phreree, et al. Sizt. 3 x man-size 

Modes lit Rates of Movem ent (yds/BT): 
Mammalian tr Reptilian Form: 

Walk: 88 
Trot; 176 

Run: 264 
Initiative Modifiers: Human standard 

lnVUlnerabilltles: All non-enchanted weapons. Chem icals, Disease. l'ire. 

Polson. 
Susceptibilit ies: Insinuation: Cold (x2). l!.xposure to ful l moonilght or 

equivalent (06+ I fD/ CTs Dared after I Bn· 
QuirU: Nil 

Average Armor Protectlom Nil 

Nella-engendered: See below 

Dodging: Mammalian fonn: 11 

RepUlian form: 3 

Mammalian: 

Attacks BAC 
Clawx 2 35 
Kick 25 
Spit 30 

ReptUlan: 
Attacks BAC 
Claw x 2 35 
Bite 40 

Avoidance: Mammalian fonn: 17/21/ 15 

Reptlllan form: 15/ 17/ 17 

OT 

c 

OT 

c 
B 

Chem. 

:SD3+3 
2D3+2 

2D6Acld fD 

203+2 
P 2D3+2 and Poison STR (2Dl0) 

COnstrlctlon 30• 6 :SD:S 

·constricUon will, in addition to lnflicUng damage, seize its vicUm on 

the Initial strike and conUnue lo damage him automatically each CT after that 
until the vicUm dies, the attacker takes over Its CL In Physical damage, or the 

attacker decides to release the subjecL The subseqUent damage Is ImpacL 

A constricted Individual can't use combat K/S. 
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Powers: Darkseeing (as if daylight), Displacement (I rod distant from initlal 

poslUon, :5/day), ff ea I Self (606 points of PO, I /day), Resistance to ff eke 

(must overcome 1:5-point R factor to affect Monster with Casting or Power), 

Shape Shift (to human/Monster 2/day), and: 

MamrmJlan: Singing t.o Olsmorlze (all human(oldsl In l<hain radius must 

check vs MR CATeOORY at DR •ttard· or see the Laml~ as a beauillul human 

who Is their trusted friend/beloved. and approach accordingly). 

Reptilian: Illusory form (appear as any kind of human or other creature, 5 

Al's duration, I /day), ffypnoUc Osze (I-rod range, I subject. check vs. SM 

CATeOORY et DR •ttard· of be Hypnotlz.ed, :5/ day). 

Othen I!xtreme Attractiveness: -:5 • Horrid. Olec.k vs. SM CATeOORY al: 

·0ez1ng· • ·Moderate;· l'leeing • ·r..asy-. 
Cs.sting Ability: Mammalian: Dweomeromn. Black. up to Orade VI, 600 

Heka points available. 
RepUllan: Prlestcrren. Oloomy Darkness., up to Orade VI, 600 Heka points 

avallable. 

StatlsUcal Ddall: [lfammatfan Form 
Jl'l1 102, l!U 82 P1 :520, WU 240, CU 288 
MR: 51 MM: 51 PM: 160 Pr!: 160 

MRCsp: 17 MMCap: 17 PMCep: 67 Pr!Cap: 67 

MRPow: 17 MMPow: 17 PMPow: ~ fT'!J>ow: ~ 

MR.Spd: 17 MMSpd: 17 PMSpd: 6:5 Pr!Spd: 6:5 

Reptlllan Fonn 
Jl'I: 90, el: 72 
MR: 45 MM: 45 

MRCap: 15 MMCap: 15 

MRPow: 15 MMPow: 15 
MR.Spd: 15 MMSpd: 15 

P: 280, WU 210, CU 252 
PM: 14-0 Pr!: 14-0 
PMCap: 59 Pr!Cap: 59 

PMPow: ~ Pr!Pow: :30 
PMSpd: 51 Pr!Spd: 51 

Armor Scheme: Jl'lammallan 

Area Pierce Cut Blunt Fire Chem. 

Ulnl 24 24 28 
Super 16 16 21 

Vital 12 12 14 

Non 6 6 7 

Avemge 15 15 17 

Armor S<:heme: Rept Dlao 

Area Pierce Cut Blunt Fire Chem. 

Ultra 28 28 52 

Super 21 21 24 

Vital 14 14 16 

Non 7 7 8 

Average 17 17 20 
'Invulnerable 

S: 90, l!U 72 
SM: 45 SP: 45 

SMCap: 15 SPCap: 15 
SMPow: 15 Sl'fow: 15 

~ 15Sl'Spd:l5 

S: 102, el: 82 

SM: 51 SP: 51 

SMCap: 17 Sl'Cap: 17 

SMPow: 17 Sl'l'oW: 17 
SMSpd: 17 Sl'Spd: 17 

Stun l!lec. 
52 24 

24 18 
15 12 
8 6 

20 15 

Stun l!lec. 
40 28 
~ 21 

20 14 

10 7 
25 17 

Commentary ~Desai ptlon: The P~ree species or Lamh£ are man-ea Ung 

Monsters with the upper torsos of human females, similar to a centaur In 

proportion. The body ls of either mammal or repUle type. Lamia: of the former 

sort appear to be rather cenlaur·llke, for the upper torso ls humanoid, and so 

ls the head end enns, but the four-legged body ls penther·llke In front deer­

Uke behind. Such Lam!~ are swift In the extreme. Those o f the repUllan sort 

have human heeds, upper torsos and enns, sneke.llll.e bodies, end fellne legs. 

These Lamme ere poisonous end swift of reflex, el.bell slower of movemenL All 

have human lnlelllgence, end possess Heka Powers, some with casting ability 

as well 

Both kinds of Lamia: are carnivores or vicious nature who delight In the 

torment or helpless prey. 

Robbers 
Use the Bandits from Olepter 5 as a guk1ellne to creating ouUew end nomad 

bends of robbers. 

This refers to the selecUon by the OM or whatever encounter Is desired 

(including the new types listed below: 

Agrocentaurs: These Ph12rce creatures ere the rulers of the barren wastes 
beyond the ken of man, these are likely to have Vocations of PrlmiUve sort as 

do humans. 
ffieracodral<e: A hawk-headed drake of neutral disposition, able to use 

sound es a weapon; hunts widely for taige prey 

Leophius: Monster with a snake body end Uon head. able lo conslric1 es 
would a giant python; if not wholly evil. certainly malign and of ferocious 

nature. 
Hsnlogon: A Monster slmJler to e MenUcora, but more f~: this Is a 

winged monster with a lion body end heed (but humanoid face), hawk ID Ions. 

and bull horns; intelligence Is gr-eater then human norm and it~ two 

or three Powers of moderate sort 

Sal<: A Phreree creature which Is potenUelly domesUcetable, with the 

hindquarters of a horse end the forequarters of a Uon: winged end hewk­

headed. 
Sefer: Winged Monster with en eagle heed end lion body; not of the sphinx 

femlly, but a close relaUve, blooer end stronger too. 
Setchs: A large Monster with snake (cobra) heed end leoperd body (or, In a 

varianL lion body). 

She: Antelope.like Phren:c creature with square.ended ears end a nlO<»like 

tail: has magickal Powers, and Is of evil and Unseelie dlsposiUon. 
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Borderer Sphinx 
ldeollf1en Monster 
Habit.all Pheeree. et al. Siu: 12 x man-size 
lllodee lie Kata ol lllovemeot (yds/BT): 

Welk: 240 
Trot: 480 
Run: 720 
Charge: 960 (5 CT'S only) 
My: 480 

JnJUatJve lllodlfters: Human standard 
Kinds: 

Least: (- 12 M and STRAIT, +24 P TRM0 
l'rog-headed (bile 6D3) 
Ibex-headed and winged (bile of 3D3) 
Uzard-headed (bile of 606) 

Lessen (-6 M and s TRAIT. + 12 P TRAm 
Hippo-headed (bile of 806 +8) 

Jackal-headed (bile of 6D3) 
Oreat: 

Vulture-headed and winged (bill - bile of 4D3) 
Wolf-headed (bite of 406) 

lnvulnuabOIUes: Al l non-enchanted weapons. Chemicals. Disease. !'ire. 
Poison. 
SusceptlbDIUes1 lnsinuaUon: Brass (x2). 
Quirks: NII 
Average Armor Protect&o111 NU 

Heka-engendered: See below 
Dodging: Nil Avoidance: Base 30/ 13/ 30 

Attacks 
Voice (roar. cry. etc.)• 
Bile 
l'Oredaws >< 2 

BAC 

55 
eo 

DT 

p 

c 

See below 
see above by type 

4D6a,:l,,..,2,__ 
Hindclaws (automaUc).. C 4Dl0+12 
ttPme x 2 p 

' Spece prevents delaUlng staUstkal delalls of each type of lhe sphinx's 
individual vocal Power. In general. Borderer sphinxes have weakening or 
paralyzing effects from lhls ability, success checked against lhe opponent's PN 
CATOOORY 

··Applicable only when opponent has been hit by both forepaws. indlcaUng 
hold and in poslUon which exposes it to rear legs kicking to rake, I.e .• bipedal 
opponent prone. 

rowen: <:,anfer Minor Power Possessed ( l /monlh). Dark.seeing (to 360 

feet). Displacement (I chain distant from InlUal position. 3/ day). Heal Self 

(706 polnts or PD. I / day). Resistance to Heka (must oven:ome 14-polnl R 
factor to affect Sphinx wllh Casting or Power). Shape Shilt (to hunen/sphlnx 
2/ day). PWS 1 Minor Power (of QJ1's choice) by type, and: 

other: Casting Ability: DivlnaUon; Dweoniercrmft. QrayorQreen; ~ft. 
Balance: 

Least: Qrades through VI. Heka 1,000--Sl'el'J' 68 
Lesser: Qrades lhrough VI I. Heka 1.500---SneP 78 
Orest: Grades lhrough VIII. Heka 2.000--S1'UP 88 

statlslical Det4111: 
Ill: 180. el.: 144 
MR: 90 MM: 90 
MRCap: 30 MMCap: 30 
MRPOW: 30 MMPow: 30 
MRSpd: 30 MMSpd: 30 

Pl 720. WL: 540. a.. 648 $¢ 180. eL: 144 
PM: ~O PN: ~ SM: 90 SP: 90 
PMCap: 156 PNCap: 156 SMCap: :50 Sf'Cap::50 
PMPow: 68 PNfow: 68 SMl'ow: .:50 SPPow: .:50 
PMSpd: 156 PNSpd: 156 SMSpd: .:50 SPSpd: .:50 

Armor~ 

Area "•re• QK 13/unt T'i re Chem. Stun ~lee. 

iliL D D 28 40 40:::J 
21 00 40 

20 20 
7 7 10 10 

17 25 25 
'Invulnerable 

Commentary It Description: The Pheeree species of sphinxes of lhe 
Hobgoblin sort tends tolo'8rda a neutral dis poslUon and Intennedlale to chaotlc 
nature. 

They are by no means homophiles,and if they encounter humans, these 
creatures will generally consider them intruders and foes. 

Seefie Sphinx 
ldeot.ifta"I Monster 
Habit.at: Pheeree. et al. Siu: 12 x man-slz.e 
Ploda lie Kata ol lllovemeot (yd5/BT)1 

Welk: 2:S:S 
Trot: 467 
Run: 700 
Charge: ~:s (5 ~ only) 
My: 467 

Initiative Modifiers: H11mm at.andard 
IUecht 

Least: (-12 1't and S TIWT. +24 P TRArn 
BeetJe..headed and winged (bile 406) 
Bovine-headed (bite 4D:S) 
Ram-headed (bile :SD:Sl 
Turtle-headed (partla1 capapace') (bile 606) 

•Md 2 to Avenge Armor for all PD. 
Le88er: (~ l't Hd S TIWT, + 12 P TRAJ'O 

Baboon-headed (bile ~06) 
Dog-headed ~ :SDG) 
l"ish·headed (bk eD:Sl 
~and winged (~ - bite 406) 

Oreat: &nnu-beeded and winged (bill - bile 706) 
l'alcon-headed and winged (beak - bite :S06) 
Human-headed (bile - 4D:S) 
Ibis-headed and winged (bill - bile 406) 

lnvulnrnblJdce: All l'IOIH?llchalned weapons, Cbemlcals. Disease. l'tre. Polson. 
Suscept1billtla1 lnslnuaUon: Lead (x2) 
Quirbi NU 
Average Armor rrotection: Nil 

Heka.-engenderecl: See below 
Dodging: Nil 

Atta cu BAC 

Avoidancet Base 3:>/12/40 

DT 
Seebelow 

Bite 45 P see above by type 

f9iiiiiix1J.. C 41>6+12 
Hindclaws automatic•• C 4010+12 

x ~ p ~ 

·space prevents detailing statistical details of each type of the sphinx's individual 
vocal Power. In general, faerie sphinxes have weakening or paralyzing Effects from 
this ability.succes.s checked against the opponent's PN CATEGORY 

••Applicable only when opponent has been hit by both forepaws, indicating hold 
and in position which exposes it to rear legs kicking to rake, ie. bipedal 
opponent prone. 

t One only with respect to ram-headed type. 
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Powers: Confer Hoderate Power Possessed (I/month). Darkseeing (lo ~o 

feet), Displacement (I chain distant from initial position. 3/day). Heal Self 
(7010 points of PD.I /day). Resistance to Heks (must overcome 21-point R 
factor lo affect sphinx with casting or Power). Shape Shilt (lo human/sphinx 

2/day). PWS I Minor and I Moderate Power (of OM's choice) by type. and: 

Olhen Casting Ability: Dweomercrreft.. White; Priestcrreft. Moonllght or 

Sunlight. Mysti~m: 

least: Orades through Vil , Heka I. 700--S1'UP 77 
Lesser. Orades through Ylll. Heka 2.~& 87 

Oreat: Orades through IX. Heka 3.ooo---s'miP 97 

statbUcal Dd.all1 

llh 210. l!.L: 168 
MR: 105 MM: 105 
MRcap: 35 MMcap: 35 
MRPow: 35 MMPow: 35 
MR.5pd: 35 MMSpd: 35 

Armor Scheme: 
Area Pierce Cut 
Ultra 28 28 
Super 21 21 

Yitai 14 14 

Non 7 7 

Average 17 17 
' Invulnerable 

P1 700, WL: 525. CL: 630 
PM: 350 PN:350 

PMcap: I 44 PNcap: I 44 
PMPow:62 PNPow:62 
PMSpd: 144 PNSpd: 144 

Blunt Fire Chem. 

28 
21 

14 

7 

17 

51 240.1!.L: 192 
SM: 120 SP: 120 
SMCap: 40 Sl'Cap: 40 

SMl'ow: 40 Sl'l'ow: 40 
SMSpd: 40 SPSpd: 40 

stun Elec. 

40 40 

30 40 

20 20 
10 10 

25 25 

Commentary lk Description: The Pheereespecies of sphinxes of the Seelie 

sort tends loward.s benign dlsposltion and intermediate to ordered nature. 
They are nol homophiles. but are ooncemed with the welfare of those of just 

dlsposltlon. tr they encounter humans, these creatu~ will generally reserve 

judgment as lo how they should be treated. 

Unseefie Sphinx 
l.denUften Monster 
Habitat: Pheeree, et at. Siu: 12 x man-size 

Jllodes lk Rates ol Movement (yds/BT): 

Walk: 220 
Trot, 440 

Run: 660 

Charge: 880 
l'ly: 440 

Initiative Jllodiftersr Human standard 

Kinds: 

least: (-12 Mand STRAIT, +24 PTRMD 
cat.fish-headed (bile 6D3l 

Crocodlle-headed (bile 1006) 

Mantis-headed (bile 606) 
Scorpion-headed and tailed (bile 303) 

Lesser:(...{) Mand STRAIT. +12 P TRAIT) 

Cobra-headed (bite 306) 

Okapi-headed (bite 603) 

Stork-headed and winged (bill - bite 606) 
Warthog-headed (C/P; bile 906) 

Oreat: 
Ass-headed (bite 903) 

Ooat-headed (bite 303) 

Parrot-headed and winged (beak - bile 603) 

lnvulnerablllties: All non-enchatned weapons. Chemicals. Disease. Mre. 
Polson. 
Smceptll>DIUes: Insinuation: Oold (x2) 
Quirks: Nil 

Average Armor Prot.ectlon1 l'lil 
Nella-engendered: See below 

Dodging: Nil Avoidance; 39/12/25 

Att.acks BAC DT 
Yo~ (roar. cry. etc.)" 
ru1.e 50 P 
l'o~sx2 55 C 
Hlndclaws automallc.. C 

Jk>n\J x 2 45 p 

As OM determlnee 
see above by type" 

406+12 
4010+12 

Sting 35 P 303+33 Polson PD 
·Spece prevents detailing staUstlcal details of each type of sphinx's indi­

vidual vocal Power. In general. Ooblin sphinxes have weakening or paralyzing 

effects from this ability, success checked against the opponent's PN CAT· 

OOORY 

" Cobra-headed bile adds Poison PD STR 99 
• • •Applicable only when opponent has been hit by both forepaws. Indicating 

hold and In position which exposes it lo rear I~ kicking lo rake. I.e .• bipedal 

opponent prone. 

Powus: Confer Hinor Power Possessed (I/month). Dark.seeing (lo ~ 
feet), Displacement (3 rods di.slant from initlal position. 3/day). Heal Self 
(1303 points of PD.I/day). Heka Drain (I/AT). Resistance to Heks (must 

overcome 13-polnl R factor to affect sphinx with casting or Power). Shape Shilt 
(to human/sphinx 2/day). PLUS I Moderate Power (of OM's choice) by type. 
and: 

OUter: Casting Abilit'y: Dweomercreefl. Black; Prlestcreeft.. Gloomy Dark-
ness; Wltchcreefu 

Least: Orades through YI. Heka 1.300--Sn!.l!.P 69 
Lesser. Orades through Vil, Heka 1.900-STEeP 79 

Oreat: Orades through Ylll, Heka 2.600-STUP 89 

stat.15tk:al Dela.II: 
M: 234. l!.L: 187 

MR: 117 MM: 117 

MRcap: 39 MMcap: 39 

MRPow: 39 MMPow: 39 
MR.5pd: 39 MMSpd: 39 

Armor Scheme: 
Area Pierce Cut 
Ultra 28 28 
Super 21 21 

Vital 14 14 

Non 7 7 

Average 17 17 

'Invulnerable 

P: 660, WL: 495, CL: 594 SI 150. l'J.c 120 

PM: 330 PN: 330 SM: 75 SP: 75 

PMcap: 132 PNcap: 132 SMcap: 25 Sl"Cap: 25 

PMPow: 66 PNPow: 66 SMl'ow: 25 Sl'l'IM: 25 
PMSpd: 132 PNSpd: 132 SMSpd: 25 SPSpd: 25 

Blunt 1'/re Chem. stun flee. 

28 40 40 
21 30 40 
14 20 20 
7 10 10 

17 l5 l5 

Commentary lk Description: The Pheeree species of sphinxes of the 

Unseelie sort are of a malign ells position end intermediate lo chaotic nature. 

They are wicked. evil. and ~ters. and if they encounter humans. these 
creatures will seek lo ambush or otherwise attack so as lo capture and lorture 

their prey before feasting. 
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CHAPTER 8 

King Cobra 
ldenllften Animal. RepU1e 
Habit.ab ...t;rth, et al. 
Modes er Rates ot Movemeat (yds/BT)s 

Slither: 30 
Rush: 90 (I BT only) 

Initiative Hod!fterss Human standard 
lnvuJnerabiJIUess Nil 

SUsceptibDiUes: Nil 

Quirks: Nil 

Size: 0.2 x man-sire 

Average Armor ProledJon1 2 
Dodging : 9 Avoidance: Base -/20/-

l'latural Weapons: 
Attacks BAC DT 
Bite 40 

Spit° 30 

p 103+Polson 
STR 40 (4-0-40-20) 

In HIT dell1)'9 
Polson or STR 40 

• 10-root range 

Statistical Detail: 
Ill (Cunning): 12 

MR: 6 MM: 6 
MRCap: 3 MMCap: 3 
MRPow: 1 MMPow: I 
MRSpd: 2 MMSpd: 2 

Armor Scheme: 
Area Pierce Cut 
Ultra 4 4 

Super 3 3 

Vital 2 2 
Non l 
Average 2 2 

'Invulnerable 

F: 30, WL: 22. CL: 27 

PM: 15 PN: 15 

PMCap: 6 
PMPow: 5 

PMSpd: 4 

Blunt 
4 
3 

2 
l 
2 

l'ire 

PNCap: 6 
PNPow: 5 
PNSpd:4 

Chem Stun flee. 

4 

3 
· 2 

1 

2 

Commentary er Description: The venom of this snake is sufficient for a 

maximum of I successful biting attack or a rmximum or 3 spitting attaclls In 

any I hour lime period. 

Iron Mummies (12 totaO 
ldentlften Oolem 
Habit.at.: IErth. lf{jyJX.. Tomb of Rahot.ep Size Man-&zed. 
Hove (yds/BT)s 68 lnltlalM Jllodlftersi Human lianderd 

lnvulnerabOitless COid, Disease, Polson. 

SmceptlblllUes: Nil. 
QuriU: Nil 
Average Armor FroledJon: Nil 
Dodging: Nll Avoidance: Base-/10/-

l'latural Weapons: 
Attacks BAC S-
l'lst 60 406 

Lotus-asp' 50 • • P 206+3+30 Polson 

·Has 40 P TRAIT points. but dies when Iron mummy Is destroyed or Immobile. 

• ·Always strikes first each er 

statistical Detail: 
Mi (Cunning) 30 Fl 68, CL: 68 
MR: 30 MM: NU f'M;34 PN: 34 

MRCap: 10 MMCap: Nil PMCap: 12 PNCap: 12 

MRPow: 10 MMPow: Nil PMPow: 12 PNPow: 12 

MRSpd: 10 MMSpd: Nil PMSpd: 10 PNSpd: 10 

Armor Schemes 
Area Pierce Cut Blunt 1'/re Chem Stun flee. 

Ultra 100 60 40 60 20 80 
Super 75 45 30 45 15 60 

Vital 50 30 20 30 10 40 

Non 25 15 10 15 5 20 

Average 67 37 25 37 12 50 
'Invulnerable 

Commentary er Description: These thlng.s ere activated by Heka. end this 
indudes the lotus.esp each Iron mummy holds. If they ere removed 1 or more 
chains dlst.ence from their area. the energy will not reach them. end thus they 

ere Inert metal. 

Ughtning-Quic:k Mummy 
ldenllfter: Unalive 
Habitatl IErth, lf{jyJX.. Tomb of Rehotep Size Marl-6lzed 
fllove (yds/BT)s 132 Jnltbdye Jllodllfni l1uman staoderd 
lnvuJnerabiliUess All non-enchanted weapons, Cold, Disease, Polson. 

SUscepUbil1Ues1 Destroyed If head Ls struck (any hit with a strike Location 

or Ultra-Vital result). 

QuirU1 Nil 
Average Armor Frotectlon: 12 

Dodging: 19 Avoidances Base -/25/-

l'latural Weapo051 
Attacks DT 
Crook p 

l'lall 40 .. 6 

Scarab beetle (spit), see below 

·catches end holds opponent rast~ below. 
•·or automeU~ be.low. 

statlstk:al Details 
M (Cunnlng): 24 
MR: 24 MM: Nil 
MRCap: I 0 MMCap: NU 

F: 124. CL: 124 
m 62 PN: 62 
PMCap: 25 PNCap: 25 

s-
403• 

306+303 ~lectrical 

PD-«.e below 

MRPow: 8 MMPow: Nil PMPow: 12 PNPow: 12 
MRSpd: 6 MMSpd: Nil PMSpd: 25 PNSpd:25 

Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem Stun flee. 

Ultra 60 20 20 20 20 20 20 
Super 45 15 15 15 15 15 15 

Vital 30 10 10 10 10 10 10 
Non 15 5 5 5 5 5 5 
Average 37 12 12 12 12 12 12 

Commentary er Description: Note that this opponent is meant to simulate 

a tenible foe. a supposed Rahotep, so there Is oonslderable peril Involved In 

fighting against this thing. The mummy always attacks In the order shown­

crook. flail. and spitting of sc.arab beetle (occurring every other Critical Tum. 

even-numbered Cl's only. as explained hereaft.e.r). 
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The crook catches an opponent with a successful hlL Inflicting the PO 
indicated and then holding the subject fast in Its confines. The subject must 

succeed in a check ver.ius PMCap and PNCap al DR "Hard· to escape. one 

attempt per CT, but no other actio n possible. 

The nail sends forth 3 smalljolt.s of electrlclty as It Is spun through the air 
to strike at a (more-or-less) random target. The range of these JIWe bolls of 

electriclly Is 9 feel. and each lnfllcts 03 electrical PO. Up to three Individuals 
can be struck thus.Jolls being sent forth at random to all subjecLS within the 

9-fool radius Indicated. If there Is a victim caught In the crook. the nail will 
not be spun. but the trapped subject wlJI be unerringly struck by the weapon, 

and suffer all 303 points of electrlcaJ PO ln addition to other damage 

suffered, 

Scarab beetles are spit by this Unallve mummy every even-numbered 

CriUcal Tum of combat. Note that special effects may occur. as determined 

by the Voca1.lon of the victim struck. (damage does not vary by the vicllm's 
vocation.) 

Scarab Beel/es: 
Color PD 

White 403 

Purple 503 

Blue 605 

Black 406 

Spec/al Ufect 
If not a Mage and/or Priest. bUnd for a Uke 

number of Cl's. 
If a Mage. next CasUng Is mlsdJrected to 

either self or allies In general. 

If a PriealorunderVow. forget all c:ast.lnQ.' for 

a Uke number of Cl's. 
If of ouuaw Vocal.ion. lmmoblllre for a like 

number of CTs. 

Oreen 506 If not a Pr1eat or under Vow. ac:arab burrows 

Into flesh and slays In 10 81'3 unless mag­
lc:kally slain (as pest) or removed. 

Red 606 If Arms/Wanior Vocation. nextauackstrikes 
an ally if combat success Is scored. 

Note: The gamemaster should feel free to alter the order. PD, the Special 

effects. or add new colors of scarabs to the list. 

Mummy-Zombie 
ldeotlfkn Unallve 
Habitat: ~. ~ Tumb of Rahotep She Man-&zed 
flk>ve (yd.9/BT): 110 lnlt1iit.IYe Mocmasi Human Sandard 
lnvuloerabillllar All non-enchanted weapons. Cole!. Disease. Polson. 

SU9cepti.bWlla: Direct exposure to sunlgtlt or lght equivalent (06+ 1 PO/Cl1. 
Outstanding KJS AreM/Sub-Arus ~ SIBEi': 

Criminal Acllv!Ues, Physical: 60 Mountain Cllmbing: 60 
J~ (AnU·Joss) PacU>rs: Nil Attractiveness: I 
Quirks: Nil 

Average Armor Prot.ection: 5 + armor worn! 

Dodging: 9 Avoidance: -/20/-

Clawx 2 
Bite 

BAC 

90 
60 

OT 

c 
p 

506 
203+Polson 13 STR· 

"This poison lniUates victims to change Into a mummy-zombie In 303 
Acllon TUmsl 

Averaged Armor Detail: 
Type of Annor Avg Pie Cut Blunt fire Chem Stun Pty. 

Same as the per90na 

Slatistkal Detail: 

Ill (Cunning): 84 P: 110, 0,,: 110 

MR: 57 MM: 27 PM:55 PN: 55 
MRcap: 19 MMcap: 9 PMcap: 20 PNCap: 20 
MRPow: 19 MMPow: 9 PMPow: 15 PNPow: 15 
MRSpd: 19 MMSpd: 9 PMSpd: 20 PNSpd: 20 

Armor SCheme: 

Area Pierce Cut Blunt fire aiem Stun tlec. 
Ultra 60 8 8 8 8 8 8 
Super 45 6 6 6 6 6 6 
Vital 50 4 4 4 4 4 4 
Non 15 2 2 2 2 2 2 
Average 57 5 5 5 5 ~ 5 

Commentary tic DesaipUon: A mummy;z.omble has no soul and no real 

mind. only Cunning. and It bums with hatred for all living things-especially 
for those associates who allowed it to attain its current form It will thus follow 

its former comrades relenUessty, seeking to kill them and tum them Into new 

allies. 

Guardian Fiends (3) 
ldeoUfier: l'iend. Minor 
Habitat: Pandemonium. Dual. 51.u: Man·slz.e 

Jllove (yds/BT)r 150 Initiative Modifters: Human standard 
lnvulnerabOIUesr All non-enchatned weapons, Chemicals, Cole!. Disease. 

l'ire/Heal. Poison. 
Su.sc:eptlbll.iUes: lnsinuWC>n: Argerd. (x 1 ). Iron (x I). Slivered Iron (x2). 

Quirks: Nil 

Average Armor Protection.: 17 
Nella-engendered: see below 

Dodging: 25 Avoidance: Base 20/23/20 

Clawsx 2 
Bite 

BAC 

50 
55 

OT 

c 
p 

Weapons: These !'lends will flght with these weapons. see below. 

Weapon WP S ATK DT Dam Bonus BAC C Dur 

8aWe Axe 13• 1 2· c 406(+5)" +10 ~ c 6/50 
Mace (2H) 14· 3 r B 406(+5)" +10 44 M 3/40 

Long Sword to• o 2· C/P 406(+5)" +10 40 M 3/40 

'These weapons are enchanted to +5 WP. -5 SI'. and +5 points PO when 
wielded against Evil by one or Oood; ail are of Unsurpassed Quality and usable 

by personas. see below. 

Powers: Darkseeing (as If daylight), fog Cloud Oeneration (I-rod radius, 3/ 

day), Neal Self (D3 points of PD each BaWe Tum). Ice Delfs (1 /CT. I <haln 

range al ·short·. 66 BAC. 3D3 each Piercing and ~posure PD. 3 Umes/day). 

Jumping (20 feel forward. IO feel upwards.sideways, backwards), Resistance 
to Neka (must overcome 6-poinl R factor to affect Monster with castl.ng or 

Power). Shape Shilt (to any form I/ AT-I CT transrormaUon time). 

Other. txtreme Attractiveness: -10 - Ineffable. Check vs. SM CAT?.OORY 
at: Dazing. "Difncull"; l'leeing. ·very Dirncurt·; Insanity. "DifficulL • 

casting Abllity: Witchcrreft. Orades I· Vl. 900 Heka points available. 
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StatlsUcal Details 
Ill: 120. &.: 96 
MR: 60 MM: 60 
MRCap: 20 MMCap: 20 
MRJ>ow: 20 MMPow: 20 
MR.Spd: 20 MMSpd: 20 

Area Pierce Cut 

28 
Su~ 21 21 

4 14 
Non 7 7 

A~ 17 17 
'Invulnerable 

Pl 150. WU 113, a. 135 
PM: 75 PN: 75 

l'MC8p: 30 PNCap: 30 

PMPow: 22 PNJ'ow: 22 
l'MSpd: 23 PNSpd: 23 

Blunt !'ire Chem. 
• 

21 
4 

7 

Sc 120. &.: 96 
SM: 60 SP: 60 
SMC.ap: 20 SPCap: 20 
SMl'ow: 20 Sl'l'llw: 20 

SMSpd: 20 SPSpd: 20 

Stun !!lee. 

21 21 

7 7 

17 17 

Commentary et Deecrlpt1on.1 These three l"lends are a~ u follows: 
1. Neru-tuat on the left with a battle axe. He will behead an opponent on a 

Special Success combat roll. 
2. Het~n-neteru In the center with a two-handed rmce. He will destroy 

metal annor and kill an opponent on a Special Success combat roll. 
3. Pat-netcheton the right with a longsword. He will cul the weapon arm off 

an opponent on a Special Success combat roll. 

As noted. all three weapons are magicked. but the special damage noted 

above has only to do with the !'lends, not the 8nt\9 they wield! 
Because !'lends In general prefer to employ Powers and ~to weapons 

to assail foes. foollsh lndlvldua.ls give their correct names are In serious 
trouble; such know~ gives the !'lends the abWty to Camenc1 them 
i.rresl.stJbly (I.e .• no Avoidance roll) or atta<:k using Wound, Spiritual with an 

automaUc Unlr-no Heka cost for <:Mtlng. just for damage. l.f no names are 

given, the !'lends simply use Physical combaL 
Their names. Neru-tuat to the left. Metu-en-neteru before the door. and Pal· 

nelchel lo the right. are also tools to be used against them If these names are 
used prefatory lo brief oroers. the !'lends are uuerty powerless to resist such 

commands! If commanded lo leave this corridor (which Is 1 O feel wide and 30 

feet long). they scream and vanish, for such an oroer destroys them. 
Remember that If al any lime after combat with these l"lends the HPs retreat 

to outskle their range (I.e .• beyond this corridor). the creatures vanish. They 

will reappear. In perfect Mental. PhyslcaJ. and Spiritual form (no longer 

suffering from previously ace.rued damllge. If appllcable). M on their own 

sphere they will have been able lo recover and totally heal. 
Guardian !'lends are 6+ feet tall. broad, and very quick. Humanoid In 

appearance. with bristled and warted, pig-like lllde hanging In lapping folds 
from their body. The head Ls gourd-like. with wide mouth filled with se1T11led­

edged fangs. 

I 

Giant Red Amoebid 
ldeatiflen An1maL Monstrous 

Hllbltat.i Phll!ree. et al. Slz.et 12 x man-size. 
lllodee et Rat.a ol Movement (yds/BT): 

l'lowlng: 30 
lnllJ.Uve lllodiners1 Human standard. but electrlclty stimulates It lo move 
and react at. double speed. 
lnYUlnenbilJtles1 Chemicals. Cold. Disease. l'Jectrk:lty. Polson. 
SmceptibOltles: !'Ire (x2) 

QuriU: NU 

Avenge Annor Prot.ectJon1 IO 
Dodglng1 Nil Avoidance: ~ -151-

BAC DT 

~ 20&+3010 
Acldd~· 

•Materials less durable than glass. crystal. ceramic. and the like are totally 

destroyed If hit by this creature's attack. Metal annor suffers as If It had taken 
a hit which exceeded Its protectlon factor, Le .• 1 O Add hits destroy the annor. 

StatlsUcal Detail: 
P1280, CL:252 
PM: 140 PN: 140 
PMCap: 60 PNCap: 60 
PMPow: 20 PNPow: 20 

PMSpd: 60 PNSpd: 60 

Annor SCbemei 
Area Pierce Cut Blunt !'Ire Chem. Stun !!lee. 

~2 

24 
16 

Non 5 5 8 8 

A~ 10 10 20 20 
' Invulnerable 

Commentary et DeecrtpUon: Thi.5 thing Is a monstrous life form found In 

the Interior of Pha!ree. It Ls always hungry and agvessive. Although It has no 

mind. It can sense vibrations, movement. etc., and hunt down prey thus. 

coming on Inexorably as long as there is such attraction within l<.haln 
distance. Beyond that point.. the thing loses track and nows aimlessly In a 
random direction. It can pass through a crack as small as 1 Inch high and about 

6 wide. or down a hole of ~Inch diameter. 

Note that if the giant amoeba is the first creature to touch a set of bars, its 
movement speed and number of atta<;)(s doubles for each shod<. cumuJ&. 
tively; that is. it will probably be at quadruple force. However. th& !!!feet 

lasts only I BT. then drops to double for another BT. and then the thing ls 
bec.k to nonnal. 
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Slave""Waniors (12) 
VocatJom Soldlu Sl!Ci 2 

Hllbltab A:rth. ~ Tomb of Raholep Slui Average 
Plowe (yds/BT)1 7!5 lnJtlaUye Jllodllfni ttunan standll'd 
OUtstmdlog·lmportant K/ S Areas/SW>· Areas II S1"UP1 

C.Ombat. Hand WeaponS: !50 
C.Ombat. MlssUe Weapons: !50 

Joss (AnU.Joss) Pad.ors: 0 Attractiveness: N/A 
Qulr1'.s1 Nil 
Average Armor Proled.lon: 8/12 

Worn: Half Reinforced Leather/Shield 
Dodglng1 NII Avoldancet -/12/-

Weapons1 

Weapon WP s ATK lYT lBn Bonus BAC .._ 5 4 p aoe +1 as 
Bludgeon (2H) 6 6 1 B !506 +l !56 

'l'UWer 8llleld 0 7 l H 103 +l 
M. Self Bow 6 4 p 306 +l !56 

Average Annor Det.all.1 

Type of A11110r Avg Pie Cut Blunt l'lre Chem 

liii<..RlllllL Lellher 8 9 11 10 l5 l5 

statlsUcal Det.all1 

P1 7!5. WI,,: !56. CL: 68 
PM: 38 PN: 37 
PMCap: 1!5 PNCap: 13 
PMPow: 1 !5 PNPow: 12 
PMSpd: 12 PNSpd: 12 

c Dur 

w 10/20 
H +/10 
w 10/20 

Stun Pty. 

8 I 

Powers1 Bestow Power(of usual Minor sort upon one of like ethos. Powe.rs 
according to the ethos of the Deva, I/week), Dsrkseelng (M If fuU dayllght). 
Detect lMl/Oood ( 1-<:haln radius. continual If concentrated upon for 1 er. no 
limit). Detect Non-Corporeal. Invisible, Secret. and/or 11/dden (creatures. 
belng.s. or things. 7 /day). 1'1/st Cloud (70-foot radius cloud draining 7 points 
of Mental and Physical TRAIT each er from each Evil subject. of Preternatural 
or Supernatural sort within Its area, I/day). Te/eport Self (7 /day). Thought 
Reading (of surface thoughts of any creature or being within sight. unless 
protected Heka shielding. 7 /day). 

Othen l.Jctreme Attractiveness: +27 - O~lve. Check vs. SM CATroOKY 
at: Dazing. "Moderate•; Insanity or Adoration, ·Moderate.· 

Note that au r;viljNethertpandemonlan-orlented creatures and belngJ must 
make a check vs. their Spiritual Metaphysical CATroOKY al DR ·Moderate• or 
flee In panic back to their own Plane and/or domicile to avoid looking at/ 
confronUng It. 

Casting Abllity: Dweomercrse~. While. Orades I • IX. and 
~orclsm. Orades I • IX. and 
Prleslcreett. Shadowy Darkness, Orades I· IX; with 4,7!50 points of 

Heka available for all castings as laid with I 07 S1Uf. 

statlstk:al Detail: Base Scheme (+/-020/0!5) 
Pl: 200. l!.L: 100· f 1200. WL: 1!50. CL 180' SI 200.1!.L: 100° 
MR: 100 MM: 100 PM: 100 PN: 100 SM: 100 SP: 100 

MRcap: 40 MM<:ap: 40 PMcap: 40 PNCap: 40 SMCap: 40 SPCap: 40 

MRPow: 25 MMfow: 25 PMPow: 2!5 PNPow: 2!5 Sl1l'ow: 2!1 Sl'foW: 2!1 
MR.Spd: !5!5 MMSpd: 35 PMSpd: 30 mspd: 30 SMSpd: 30 SPSpd: 30 

·At elfecUve Level or Critical Level. the Deva Is sent beck to lls own plane 
and sphere. unless already there. In which <:me It Is Dazed. 

Armor Scheme: Base Scheme (+/-020/0!5) 
Area Pierce Cut Bluntt l'lre Chemtt Stun ~Jee 

Commentary II De9Crlptlon: These are clweomered relncamaUons of 1tiil8 40 40 40 80 
60 
40 

20 
!50 

soldiers. and lhey have neither Menlal or Spiritual TRAIT. as lhey are only Super !50 30 !50 
automatons In actuality. Vital 20 20 20 

Deva (Ethos of Shadowy Darkness) 
ldent.111en l!leyslan. Least 
Habitat: C.Oncordelysian Plane, et al. Size: MaMlzed 
Ploda II R.ata of Movement (yds/BT)1 lnlt.13'1~ JllodMltnl Human standard 

Base walking: 200 

l'ly: 600 
lnvuJnerablllUes: All non-enchanted weapons. Chemicals•. Cold. Disease. 

l"lre. 1!.lecl.rlclty. Polson. · except acids. 
SUS«ptJblLIUes1 Acid {x2). 
outst.mdltlg K/S Areat/ SuJ>.AreM II 5rel'P1 

(Priest and Sage VocaUon K/S bundles plus all Combat K/S Areas. at 70 
STeeP) 
Joss: O 
Quriks1 NU 

AttracUveoess: 27 

Average Annoc Proled.lon1 Nll-6ee below 
Dodging: !59 Avoid~: Base 35/ 35/!55 

WeapoD.51 

Weapon WP s ATK lYT lBn Bonus BAC c 
µ,gg SWonf• 7 -10 ~ C/f 706+7 rt/A 77 N/ A 
Shleld0 0 -7 ~ N/A N/A N/A N/A N/A 
~avdln <a>• 7 0 l Po 707+7 rt/A 77 N/ A 

•See below 

Dur 

N/A 
N/A 
N/A 

Non 10 
Average 2!5 

10 
2S 

'Invulnerable 

10 

Zl5 

t Applies to Impact damage as weU. 
t t lnvulnerablllly does not apply to Acid damage. 

Commentary « De9Crlptlon: Least Devas appear to be exceptJonally 

beauUful. tall. perfect.ly formed humans. They seem to be clad In tunics and 
wear snlnlng armor of metallic hue according to their ethos-6alance. green 
and coppery armor; Oloomy Da!Mess. crtrmon and Iron armor; Moonllght. 
Indigo and silvery annor; Shadowy Da!Mess. pearl gray and steely blue armor; 
Sunlight. pale azure and golden armor. Thus. the DevM appearing here wlU be 
clad In gray and steely blue armor of OSlris' ethos. Shadowy Darl<ness. 

Despite the wearing of armor, this prolecllon Is not the same M that worn 
by humans. It ls magickal, never suffers harm. and vanishes at such Ume lhe 
wearer Is vanquished and returned to its own plane and sphere or actually 
slaln. 

As noted. each Deva Is armed with a long sword, shield, and 2 javelins. The 
long sword Is a force of poslUve Heka energy. which Is enchanted In lhal it ls 
Heka-engendered. has a Speed !'actor of -lo. 7 Weapon Points. and does 
706+ 7 PD (negaUng all armor save that of enchanted or Heka-b~ sort). The 
shield ls of Heka-energy and also absorbs 100 points of Heka energy before 
being negated. The javelins are bolts of Positive Heka energy which can be 
hurled up to 100 yards distance, have a IQ..yard-by..1-yard strike path. and 
lnnlcl 706 +7 magickal. electrical PD of PosiUve sort on all wllhln the strike 
palh area. 
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Aldinach 
ldenlitlen Demon, Orea 
Habitat: Nether Plme Size: 3 x rnan<5lzed 
Plodet fir Kata ol Plovemmt ()'d5/BT): 

Ba.5e walking: 185 
l'ly:~ 

lnlUatJve lllodlfters1 Numan standard 

IDVUluerabilltJes: AU no~nchant.ed, Chemlcals. Disease. l'ire/?1eat. ~ev 
Lricity. Polson. 
Su.9<1eptlbiUUes: lnslnuatlon: COid wrought lron (x I ). Oold (x2). Argent 
(x I). exposure: cle.arly eudlble bells ringing within 1 furlong of the Demon 

Inflict 103 points of damage t.o all three TRAITS per CT; Allergy. Minor. 

l'ragrant Incense ~ perfume causes unease end Irritation. 

OUtstandlng K/S Areas/SUJ>.Areas fir 5ref.P1 

(Alchemist. Mounlebank. Theurglst. end Thief. Physical K/S bundles et 113 

STUP In each K/S Area. plus all Comb8t K/S Areas et 99 S'mer) 

JoM (AnU-Jo») Pactors: 9 tk (9) AttracUveness: See below 
QulrU: Prone to et1racl those of alchemical and/or philosophical bent with 

hls fascinating conversation. 

Average Armor Protection: 41 

Neka-engendered: See below 

Dodging: 13 Avoldancei Base 60/22/~ 

l'(atural Weapons: 
Attac.U Base 
ttorm 403+21 

Talonsx2 65 306+21 

!Site 70 2010 

Kick 55 B 010+21 

WeapoD.51 
Weapons WP S ATK lJT n:m Bonus BAC C Dur 

Khopesb" 13 ~ 3 s•or c 606°0 +21 99 Pf rt/A 
'This 6-fool·long weapon Is e Supernaturally enchanted arm Which Aldlnech 

will. In this case. brandish but use to errect only If seriously threatened. 

otherwise hitting with the side so es t.o lnllk:t Stunning Physk:al damage. 
•·Any hit not using the flat of the weapon Dazes e human opponentfor 6 crs. 

and a Special Success lops orr heed or limb. 

rowers: Accelerate Natural Process (3/day). Alter Substance (3/day). 

C.onfer Mlnor-Moderat.e Power( I /month). Chameleon 1't>rm (9/day). Dsrkseeing 
(as If daylight). fulfill Minor Wish (I/month), Oaze: Death. Mental Paralysis, 

Physk:al Paralysis. or Spiritual Paralysis (paralysis for 13 crs. 9 t.otaVday). Hes/ 

Self(fully. any and all kinds of damage. I/day). Lightning Bolt Production (I· 

furlong range, l<haln len!jh x 11'8rd wk1thstrikeerea. 6010 tlectr1caJ PD. 9/ 

day). Negative Heks Rsy(l-chaln range. I target. 33 points PD. 13/ day). Plane 
Shifting (3/clay). Resistance to Heka (must overcome 66-polnt R factor ID 

affect this Demon with Casting or Powet1. Slow Movement of Ufe /torm (redure 

to 50% potential, 9/da'fl, Slow Acceleration/Velocity of Object (stop ac.cel­

eration. slow velocity !SO%. 9/clay). Slow NaturaJ Proces9e5 (3/day). Shape 
Shift (to any form 6/cla'fl, Summoning (of Least Demons. 9/dey). Wind Blast 

(33-99 mph vdoclty. up to 1 furlong wk1lh and 9 length). Plus 6 others or QM 

choice, 4 of which should have to do with wind, COid/ice, and weather. 

Other. As Aldlnach appeais. he Is most 'Norrid.· but no real check Ls 
necessary. Nls true appearance. or at least the one most frequently used..,, 

txtreme Attractiveness: +28 - Obsessive. Check vs.SM CATCOORY at: 

Dazing. ·e.ompiex· (x 1.5); Insanity or Adoration. ·e.omp1ex· (x 1.3). 

casting Ability: Priestcreeft. Gloomy Derluless. Dweomercreeft. Black and 
elemental Grades I-IX. 9,900 t1eke points available. 

statJ.ttJcal Detail I 
Pl: 360. !!.Lt 288• l"l 556. WU 417. OJ 500' Sc 300. l!'L: 240• 

MR: 180 MM: 180 PM: 278 PM: 278 SM: 100 Sf: 200 

MRCap: 60 MMCap: 60 PMCap: 113 PNCap: 113 SMCap: 40 Sl'Clp: 60 

MRPow: 60 MMJ>ow: 60 PMPow: 99 PNPow: 99 SMPow: :50 Sl'f'ow: 60 

MRSpd: 60 MMSpd: 60 PMSpd: 66 PNSpd: 66 SMSpd: 30 SPSpd: 60 

· Al eL or CL. the Demon Is sent beck ID Its own plane end sphere. unless 

already there. In which case it Ls Dazed 

Armor SCbeme: 

Area Pierce Cut Bluntt l'lre Chem Stun /!lee. 

Ultra 156 156 156 156 
Super 44 44 44 44 
Vital 33 33 33 33 
Non 22 22 22 22 

Average 41 41 41 41 

'Invulnerable 
t Applies to Impact damage es well. 

Com.men Lary & Descrf pUon: While the text describes Aldlnach as standing 
·aoout 16 feet tall .... skin ... jet black. marll.ed In blood-red with arcane. 
demonic peltemS· with a •ferocious visage ... awful to behold: glowing eyes 

end dripping fangs. · and with ' hands (wbk.b) have too me.ny flngeis. each of 

which Ls Upped with a raz.or'6harp talon a span long.· this Isn't the usual form 

thl.s Demon ta lies. In truth, he is more likely to be a couple of feet short.er and 

quite handsome to behold. Thlls. there are the two ~treme Attractiveness 

details given above. 
This Is. or course. a great.Joke being played by Rahotep. and even though 

Aldlnach doesn't Uke It, he Is forced ID comply. Ne will do only that bit requlred 
or him before disappearing. This Demon will not use Its true poweis to assail 
the team In fact. he would as soon see them defeat Raholei>-eJ!d be slain In 

the process. of cou~an assist the Unlivlng agent or Set 
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Utat-nebbu 
ldentlften Unllv!ng. Vampire (Supernatural) 
11.abff.at: Nether !'lane Sb.ei Man-51.zed 
Modes a Kala ol Movement (yds/Bf): 

Walking ba5e: 170 
l'ly: 170 

lnJUatJve lllodlfters: Human standard 
lnvulnerablllt.les: All non-enchanted weapons. O!emicals. Cok:I. Disease, 
l'lre{Heat. ~ectrlcity, Polson. 
SU9cq>tibilitks: Insinuation: Wood (x2); Cont.act: Blessed symbol (7D3 PD), 

blessed water (00+ I PD l'Jc SD per ounce); 1'.iq>osure: Slglt of blessed symbol 
inflicts so·; Mirror. sgtit of own reflection inflicts D6+ I MD l'Jc SD. 

·Blessed Symbol Spiritual damage Ls equal to the Oood Individual's SMPow 
minus I 0% of the vampire's SMPow end also minus I polnl per foot dlstance 
between the wielder end the subject. SD being lnfilcled upon the vampire thus 
each er of ~posure. 
Outstanding K/S Areas/ SUJ>.Areat a smu1 

(Dweomercrmf\, Black School Vocation K,IS bundle plus) 
Dweomercrrelt' : 101 Maglck': 101 
Alchemy': 61 Deception: 61 
Astrology': 61 Demonology': 91 
Combat, trrtl, Lethal: 61 Influence: 61 
COr\)uration' : 91 sorcery': 91 
Criminal Activities, Menlal: 61 

Jo55 (Anti-Joss ) Pact.om: 6 Attractiveness: Special 
Quirks: Nil 
Average Armor Protection: 20 

He.Ila-engendered: See below 
Dodging: 15 Avoldance1 Base 20/23/25 

At tack.9 BAC DT 
Homa :50• p 403 
Tail sting 45' P 2D6+l"atal Poison 
Talona x 2 61 C/P 1D3+20 
Bite 61 " P 1D3+D6 blood/CT +" 
' lUusory attacks effective only if the persona believes them to be actual. 
"Only attempted If a suc.ce.ss in Combat tm1, Lethal Is scored by the 

vampire, and victlm Is Paralyzed. unable to move unless able to make a roll 
vs. PNCep at DR ·oifflcutL. 

Powers: cantmnd Obedience (no Avoidance): Only In one whose True 
Name he knows; but in combat. such control extenm only to halting the 

subject from acting. not to fon:ing actions. Darkseelng: Seeing as If normal 
daylight. Detect Spoken Deceptions eL Ues: Wheneverconcentrated upon, Oaze: 

Mental Paralysis or Spiritual Paralysis (paralysis for as long as Oaze ITlllintained 
+ CTs time), Heka Drain: Sight to 1 rod, STRAIT maximum. 3/day, Illusory 
fonn: Remains in Wed up to 6 hours, 3/day, 11/uslon: Up to 1 square chain 
area, 1 hour duration, 3/day, Lock/Bar txit: By Helul-force closure, 3/day, 

Produce Mame: equals lamp's flame. can be thrown up to I rod dlslence, 3/ 
day.Regenerate Body Parts: Through PPM form end return lo soul Object. 
Resistance to Heka: Heka attack mustoven:ome 16-point R factor to affect this 
Supernatural vampire with casting or Power. Shadow aoaking, self: Becomes 
invisible in moderale or greater shadows. Slow Natural Processes (3/day), 
Shape ShJJt (to bat. rat. spider. or wolf form 4/day), Sunuooning (of I OD IO + 
100 bals. rals, or spiders or 603 wolves. as available In area, one kind only. 
l/day), Words of Power (unique to Utat-nebbu, I Speed !"actor time. I each/ 
day), Heka Nebula: A I-chain diameter cloud In which no Hekacan be read for 

9 BT, Living Qannents: I-rod radius, all loose/ free dothingswoops upwards 
or entangles so as to obscure vision end Impede movement of Bil wlthln the 
Area for 9 crs. Stun: All within I-chain radius must check vs. SMPow at DR 
"Hard" or be immobile for 303 crs. Dazed fora like number of Cl's thereafter, 
Vampiric Unk: Sight range. and if channel relTlllinlng di9tance limit Is S TRArr 
or vampire In cha.ins regarclless of sighl Spiritual attack with Unk draining 3D6 
points of Spiritual TRAIT from subject victim and restoring lost/adding them 
to S TRArr of vampire. (inllicllng SD); Unk must be made but thereafter no 

Heka cost involVed. 

StatJstical Detail: 
111: 160. &.c 128 P1170, WU 128. Cl.1153 SI 170, l!L: 136 
MR: 80 MM: 80 PM: 90 PN: 80 SM: 110 SI": 60 
MRCep: 30 MMCap: 30 PMCap: 35 PNCap: 30 SMCap: 40 Si'Cap: 20 
MRPow. 30 MMPow: 30 PMl'ow: 32 PNPow: 27 SMPow: 40 Sl'l'ow: 20 
MR.Spd: 20 MMSpd: 20 PMSpd: 23 PNSpd: 23 SMSpd: 30 SPSpd: 20 

·Al l!.L or CL. the vampire Ls forced into PPM (mist or smoke) end must flee 
to the place !ls Soul Object Is kepl 

Armor Scheme: 
Area Pierce Cut Bluntt I' ire Chem stun /!Jee 
Ultra 32 32 32 32 
Super 24 24 24 24 

Vital 16 16 16 18 
Non 8 8 8 8 
Average 20 20 20 20 

• Invul nerabie 
tApplies to lmpacl damage as well. 

Commentary lt DescrlpUon: ~ch Supernatural vampire has a SOul 
Object, and thus their form can never be slain or permanenUy harmed­
Menlally, PhysicaIJy, or Spiritually. However, If the SOul Object Is found end 
destroyed, then the lndlvldual Is utterty and Irrevocably annihilated. 

As an Unliving one. this vampire need not have blood to sustaln himself, 
being able to feed on Negative Heka, Menlal, end Spiritual energy too; but 
blood still works also, and Utat-nebbu eajoys a drink now and again ... 

Anyone slain in the fight will become a murnmy..zombie, as If slain under a 
Curse. due to Rahotep's dweomers in his tomb. However, anyone actuelly 
drained of blood by Utat-nebbu becomes a zomboid vampire (Unalive) under 
hLs complete domination. 
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Vampirettes (6 total) 
ldentll'len Undead, Preternatural Vampires 
Habitab ...f'Jth. ~ Tomb of Rahotep Size: Man-6lzed 
lllove ()'d5JBT)1 120 lnWaUYe lllodlftr:ni tt.unen staoderd 
IDYU1nerabilities1 NJ non-enchanted weapons. Chemicals. Cold. Disease. 
!'ire/Neal l!Jectrlclty. Polson. 
S11sceptlblllties1 Insinuation: Wood {><2); Contact; Blessed symbol (70:5 
PD). Blessed water (06+ I PD llC SD per ounce); 1!.xposure: Sight of e blessed 
symbol lnflld.s so·; Within I yard of gartlc. I PD per bud; sight of own 
reflection In mirror inflicts 06+ 1 MD llC SD; exposure to sunlight (direct or Its 
equal) inflicts 06+ I PD/CT. 

'Bles.5ed Symbol Spiritual damage 1.5 equal to the Good lndlvldual's SMPow 
minus 10% of the vampire's SM Pow end also minus 1 point per foot clistance 
between the wielder end the subject. SD being Inflicted upon the vampire thus 
eadl er of exposure. 
outstanding K/S AreM/Sub-Areat a STUP1 

(NJ K/S is generally lost. save those usual to everyday ectlons end social 
intercourse. save Combat. 11TH, Lethal at a STUP which can be Increased 
gradually over time with success.) 

Combat, HTH, Lethal: 41 

JOM (Anti-Joss) Factors: 1 Attractlvenes&1 Special 
Quirks: l1il 
Average Armor Protection: 10 

Heka-engendered: See below 
Dodglng1 9 Avoidance:~ 15/20/15 

l'latural ...:~ons: 

Atta a.. BAC DT 
Talonax 2 61 C/P 
Bite e1 • P 10:5+0:5 blood/er+· 
'Only attempted If a success In Combat NTH, Lethal is scored by Ute 

vampire. and victim is fllled with lethargy. unable to resist further unless able 
to make a roll vs. SMCap et DR •ttard. • 

Powers: Assume Partial Physical l'fanlfest.ation l'onn: 6/day. Climb as 
Spider. 6 yaia>/Cf on normal surface. Darkseeing:Seelngas if moonllght.Oaze: 
Mentel Paralysis (paralysis for as long as Gaze maintained + Cis time). Heal 
Self: 1 D6 points of Physical damage per Battle Tum, Hypnosis: Subject must 
roll vs. SMCap at DR •ttard• or be under Hypnotic command of vampire. 
Regenerate All Damage: Through PPM form and return to casket/soil. Resis­
tance to Heka: Heka attack must overcome 9-polnl R factor to effect this 

Preternatural vampire with casting or Power. Shape Shut (to and from bel rat. 
or wolf form :5/dey). SWmJoning(of 2Dl0 + 20 bets or rats or :5D:5 wolves, as 
avelleble In area, one kind only, I/day). 

Statlst.k:al Detail! 

M: 11 o. ~ as· Fi 120. WL 90, a. 1oa· S: 125. BU 100· 
~~ ~~ moo moo ~~ ~~ 

MRCSp: 25 MMCap: 25 PMCep: 22 l'NCep: 22 SMCep: 20 Sf'Olp: :50 
MRPow: 15 MMPow: 15 PMPow: 18 l'l'!Pow: 18 SMPow: 1.5 Sl'Pow: 30 

MRSpd: 15 MMSpd: 15 PMSpd: 20 l'NSpd: 20 SMSpd: 15 SPSpd: 15 
·At &. or CL. the vampire is forced into PPM (mist or smoke) and must flee 

to the place In which ere its burial container end native soil 

Armor Scheme1 
Area Pierce Cul Bluntt !'Ire Chem 

Ultra 6 ]jS 8 
Super 12 12 
'vital 8 8 
Non 4 4 4 4 
Ave~ 10 10 10 

'Invulnerable 
t Applies to Impact damage es well. 

Commentary a DacrlpUon: The Preternatural vampire rm.isl spend at 
least 8 houJS each day resting upon the soil of the place where it was born. 
1'8ilure to do this Is the same as missing feeding on blood for I week. Thus. 
the9e aeatures typically rise from their graves. tombs. or like places at night, 
after hiding safely there away from the sun. resting during the day. 

As a member of the Undead. vampires of this sort need to have blood to 
sustain themselves in activity, feeding a minimum of once per week« losing 
1 O'lb of their TRAIT each week lost without so gaining eneigy. If a full l O weeM 
pass without blood, the creature is destroyed. 

Anyone drained of blood by a vampire of Un dead sort becomes one of three 
things, according to the desire of the Preternatural vampire: 

I) A corpse 
2) A zomboid (UneUve) vampire under complete domination 

:5) A Pretern.atural vampire 
The only (generally known) two ways to destroy a vampire of this klnd is to 

either drive e wooden stake through its heart, cut off its head and then bum 
ell parts to ashes; or expose It to the rays of the sun for a period of crs equal 
to the monste(s Physical Muscular Capacity. 

198 · GDW Necropoli'j Campaign 



Flying Scorpions 
ldentJllal Animal. monstrou.s 
Habbb Phseree Sizes 0.0, x lTlBMized 
Plodeil fr ll&a ol lllowmmt (yda/BT)I 

Crawl: 1 
l'ly: 6 

lnlt1aLlve lllodl&n1 Human standard 
lnVUlneral>ILIUa1 NU 
Su5cq>llbDIUa1 NU 
Qulrbt Nil 
Avenge Annor Protections NU 
Dodglng1 9 Avolclance1 8a8e - /20/-

staUsUcal DdaD1 

F1 6, WL: 4 , CL: ' 
PM: 3 f'N: 3 
PMCap: I PNCap: I 
PMfOW: 1 PNPow: 1 
l'MSpd: 1 f'NSpd: I 

BAC DT , l + Sl'R 20 FoliOn 

Commentary a Dacrlptl.on: These winged black scorpions are native to 
lnte.rlor Ph~. They are slmply unintelligent 1lttJe killers and nothing more. 

Copper Skeleton (12 total) 
ldentJllal Oolem 
Hllbffal.s /t:rth, ...tm'Pt. Tomb of Rahotep Sizes MarMlzied. 
llloYe (yds/BT)1 '6 lailllllhie Jllodl&nc tbnm a1d8rd 
lnYUlnerabllltJa1 Cold. Disease. 1!.ledrlclty. Polson. 
Smc:epUbOIUa1 Water In quantity •shorts out· and destroys~ gotems. 
Quhb1Nll 
Avenge Armor FrotectJons 17--.e below 
Dodglng1 NU AVolclllD()el -/10/-

DT 

Weapons1 

ao& Piiiim 
303 polnLs PD 

Weapon WP S ATK Bonus 8AC C Dur 

!Pe8I' 5 4 2 
L. Tower Shield O 7 2 

, aoe 
B 106 

" 3/1!) 
c 'no 

'Unfa111ng delivery of base 303 points of electrical PD to opponent as noted 
above. 

staUsUc:al DdaD: 
1111 (CUnnl!W 39 F1 ,6, CL: :S6 

MR: 39 MM: N/A PM: 28 PN: 28 

MRCep: 13 MMCep: N/A PMCap: 10 PNCap: 10 

MRJ>ow: 13 MMPoW! N/A PMfow: 8 P'NPOW: 8 
MRSpd: 13 MMSpd: N/A PMSpd: 10 PNSpd: 10 

Armor SCbeme1 

Area Pierce Cut Blunt l'ire Chem. Stun ~ 
lJlra 100 52 24 24 24 80 
Super 75 24 18 18 18 60 
Vkal 50 18 12 12 12 40 
Non 25 8 6 6 6 20 

~verage 87 20 15 15 15 50 
' Invulnerable 

Commentary a De8crtptlon1These thing., are activated by Heka. They leer 
horridly as they move to assalJ their foes. Cech wea1S 1'1111 reinforced leather 
armor. the black plates or horn gleaming and bronze studs sh~ IL'!l 

smirches or ven1lgrls In the weird Illumination. !!ad! skeletal golem attacker 
bears a large tower shield. also of leather lltlldded with bronze and anlmll 
horn. Their spear Ups show a play of blue energy where the eledJ1clty colleds 
ready to spark forth. 

When an opponent strlkes one of these golerns with a hand-held metal 
weapon. th.at Individual suffers 303 points of l!.lectrk:aJ FD from so doing. 

e.tectri<:al attack.9 upon a copper skeletal gotem restore an amount or the 
subject's Physical dam9ge equal to the damage that would normally be 
Inflicted by the attack. 
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Mummy 
ldentJfter: Unallve, Mummy 
Habitat:~.~ Tomb o( Rahotep SU.e: ~ 

Plove ()'d5/BT)1 I 00 lnltbtJve Plod&a: ltunill ltandm:t 

lnvulnerabl.lltJes1 All non-enchanled weapons, Cold, Disease. Poison, 
Ca.st.I~ below. 
SmcepUblllUes1 Direct exposure to sunlighl or lighl equlvalenl lnflJcts 
06+1 PD/CT. 
Outsland.lng·lmport.il K/S Arud/ &Jb.Area!J er STl'J!l'1 

(Possible only where M (Cunning) TRAIT exceeds 90 and a l'81se S TRAIT 
~ In lhe mummy-not In lhls ca.5e.) 

JOM (AntWOM) Pac:tors1 0 AltractJveness1 I 
Qulrtw Nil 
Average Armor Protec:Uom Nil 
Dodglng1 Nil Avoldance1 ~ -/10/-

BAC DT 
eo 8 

Powersi Casting ReflecUon: Any one ~ffect la1d dlred.ly on lhe mummy In 
a CT is absorbed and rel1ed.ed back lo lhe caster. or the nearest foe If the cast.er 

is out ol range, lhe following CT. /'ear. eech persona confronting a mununy In 

l·rod radius or closer must check against SM CATroORY al DR ·eomp1ex· 
(x 1.5) or give In lo an urge lo flee by running away al fastest speed for D:3 BTs 
time, Vsmplrlc lmotlon: This Power fundJons only In an lnvigoraled mummy. 
If It has !Jllned less than 20% of lls P TRAIT thus It can use only the Horror 

emotion, bul above 20% of Its P TRAIT It can employ lha1 of Terror as well. al 
its opUon. Horror: The mummy uses Its Oaze to assail a subject. and if lhal one 
fail<; Avoidance. he suffers :3D:3 points ol Mental damlge. and mu.st check 
again.st l'ear emotion above. The mummy, meantime, gains the MD points as 
an addition lo Its M (CUnnlng) TRAIT for as many ATs as it IJllns points thus. 
and also receives a pennanenlgaln of I M (Cunning) TRAIT polnl lhusl Terror: 
The mummy uses Its Oaze to~ a subjed.. and If thal one fail<; Avoidance. 

he suffers :3D:3 points of Spiritual damage. and mu.st check 8IJiln.st fl'esr 
emotion above. The mummy. meantime. !Jllns the SD points to create an, or 
as an add!Uon lo Its. (false) STRAIT for as mrny ATs as It EJllm points thus, and 
also rece.lves a penna.nenl gain o< I S TRAIT point thus. Al such time as a 
mummy hes so gained a false Spl.rllual TRAIT total In excess o< 18 It becomes 

self-willed! Vsmplric Physical Damage: When a mummy hits an opponent. It 
receives an amount of P TRAIT points equal lo the actual Physical damige it 
lnnlcted by so strlklng Its opponent If the mummy's new PTRAIT lotal exceeds 
its original amount (which Is allowed In this case). the TRAIT is Increased 
accordingly and the Unallve thing becomes Invigorated. Tbe mummy IJllns 
double normtl attacM--4/CT rather lhan 2. 

statlsUcal DetaJl1 
Pl (~ 72 Pl I 00, WL< 75. 1!L 100' & See Powel'3 above. 

MR: :36 MM: :36 PM: SO PN: SO 
MRCap: 15 MMCap: 15 PMCap: 20 PNCap: 20 
MRPow: 12 MMPow: 12 PMPow: 20 PNPow: 20 
MRSpd: 9 MMSpd: 9 PMSpd: 10 PNSpd: 10 

•Al WL, the mummy's movemenl and BAC drop.s lo 50%. Al 1!.L, or O (zero) 
P TRAIT. It Is deslroyed. 

Annor Scheme: 
Area Pierce Cut Blunt !'ire Cilem Stun l!/ec. 

Ukra eo 40 32 8 16 40 16 
Super 45 :30 24 6 12 :30 12 
Vital :30 20 16 4 8 20 8 
Non IS 10 8 2 4 10 4 
Average 37 2, 20 ' 10 ~ 10 

Commentary• DescrlpUon: A mummy Is an IMI. Unallve thing opeJBtlng 
under a Heka-programmed ad.Jon plan which It cannot avoid except through 
the IJlln ol a l'aJse Splrllual TRAIT wttlch is accomplished through attaoo upon 
living subjects with a Spiritual component 

If a ca.sung Ls directed at a mummy. the target Is unaffecled. Instead 
absorbing the Heka energy. During the rouowlng Critical Tum. the mummy 
releases the casting's ~ffect. that being returned to the original c,a.,te.r (or, If 
that person has moved out of range. et the nearest opponent target). against 
whom It has normal Meet. Nole. however, a mummy cannot hold two or more 
cesUng's Meets simultaneously (though It can absorb one during the 88Jne CT 
In which it releases another. as long as the abso!pllon occurs after the release. 
and not vice versa). 

Remember that due to Rahotep's potent maglcks In the tomb. any per80na 
slain by one or these Unallve lhings will tum lnlo a m~mble unless 
somehow protected against such e Curse. 

In general. the Heka released from the ritual burning of tanna leaves will 

etlract Irresistibly an Unallve mummy wilhln a I-furlong radius per tanna leaf 
burned. for such Heke Ls the only source of repair of Ph)ISical damage suffered 
by these things, and this is usually progmrmned Into the mummy al time of the 

ceremonies and Castln{P necessary lo create the lhlng. Simllarty. a se~ 
mummy will come lo gain P TRAIT resloraUon. 

200 GDW Necropolis Campaign 



Concubine of Rahotep 00 total) 
ldeotiftai Undead. QhouJ.Vemplre 

Habitat: A:rth. A%IYJlt. Tomb of Rahotep Sha Man-&zed 
Move (yds/BT)1 140 lnlUatlve Modlftr:m ltunan standard 
Invulnerabilities: All non-enchanled weapons. Disease. Cold. l!.lectrlclty, 

!'ire/Heal Poison. 
Smcepllbilltia: Conl.act= Blessed symbol (7 03 PD). Blessed water (06+ I 
PD llc SD); ~posure: Allergic Reaction. Severe. direct sunllghl (I PD/ CT. 
Dazed In I Br). Slghl: Blessed Symbol. Inflicts so·. 

'Bl~ Symbol Splrilual damage ls equal lo the Oood lndlvldual's SMfow 

minus 1 O'lb of the vampire's SM Pow and also minus 1 polnl per fool distance 
between the wielder and the subject. SD being lnflicled upon the vampire thus 

each CT of ~posure. 
OUtatandlng-lmportaot K/S Area9/Sub-Area9 a Sl'f..EPI 

't/S Oraces: 50 

DecepUon:60 

1nnuence: 40 
Jo55 (AoU·Joss) Pact.ors: 1 
Qurlks: Nil 

AltractJveness: 15+03 (lU 12) 

Average Armor Protect.loo: I~ below 

Wom: NU (bul possible) 

Heka-engendered: Nil 
Dodglng1 13 Avoidance1 Base-/ 22/ 15 

"atural Weapons1 
Attacks 
ciawx2 • 
Bite 

BAC 

40 .. 

'Unlikely to be used. 
· ·or spedal-6ee below. 

p 
103+6 

103+03/ CT+t 

tOnJy att.empted if subjed victlm under Lethrugy Touch Power noted below. 

Powers (The OM should add two or three to each lndJvidual from lhe llst 
given In the Commentary llc Descrtptlon below.): Lethargy Touch: Caressing 

conlact lnnlcts a + l O Initiative penalty and a like penalty lo all other adlons 

and dJce rolls, Including IVS use, for l AT's time; and If the victim faUs In a roll 

vs. SM TRAIT at DR •ttard, • subject reclines and dozes for the whole period ( I 
An. Resistance to Heka: Heka at.tack must overcome 13-polnt R factor to 
affecl thl.s Preternatural vampire with Castlng or Power. Shape Shilt: To/ from 

rat form In I CT's tlme. ~ frequenUy ~ desired. 

WeapoDS: Used In rare cases only. 

StalisUc:al Detail: 
lll(Cunnlng): 120 
MR: 60 MM: 60 

MRCap: 25 MMCap: 25 

MRPow: 20 MMPow: 20 

MRSpd: 15 MMSpd: 15 

l'l 140, WL 105. a. 126 
PM: 70 PN: 70 
PMCep: ~ PNCep: ~ 
PMPow: 16 PNPow: 18 

PMSpd: 22 PNSpd: 22 

Armor Scheme (NaluraJ Armor)1 

Area Pierce Cul Bluntt l'lre Chem 
Ultra 20 20 20 
Super 15 15 15 
Vital 10 10 10 
Non 5 5 5 
Average 15 1!5 1!5 

'Invulnerable 

t Applies lo Impact damage as weu. 

SI 120, ~ 96 
SM: 60 SP: 60 

SMCap: 25 SPCap: 25 

SMPow: 20 SPIW: 20 
SMSpd: 15 SMCap: 15 

SCUn ~lee 

32 
24 
16 
8 

20 

commentary a Dac:rlpUon1 Ohoui-vamplres are possibly the most malign 
and wicked of the ~U Undead. vile creatures who survive by feasting on Uvlng 

nesh and hot blood. Unlike ghouls and some other Undead, these thin~ are 

so cunning as lo have lnteUlgence. They can'l be attacked Menlally. but tl\ey 
can "thin~ very well Indeed nonetheless. These thinEF> are also more akin lo 
vampires In that they are not affected by a Pbysk:al metamorphosis, so they 

relain their usual human auractlveness (albeit with a great Inner Ugliness). 
l'eedlng on flesh sustains their unnawral ~nee. l'Nen more so does the 

quaffing of blood. If one manages to consume a quart or more. then that ghouJ.. 
vamplre gains I polnl of~ Spiriual TRAIT, and when that false lolal equals 

the thing's own. then It adds another point lo Its actual TRAlT. end In the 

process gains a new Heka-engendered Power. These Include such ones as are 

noled below: 

&thereality (I/day). Ch8J191! Appearance (I/day). Oose Door/Window~ 
HeJ<&-J•orce Bar by Oaze (I/day). trnotJon Insertion (I/day) • .emotion Reading 
(I /day). lndure Sunllght(I AT's Time). l"llght. Aerial (I AT. I/day). Oaln Jass 
(I / month). Heka Resistance (+3 points). Heal 8e/I. Hental Damage (I point/ 
An. Heal self. Physical Damage ( I point/Al), Heal Se/I. Splrit:ua/ Damage (I 
point/Al). Hypnotic Oaze (lo I rod dl.slance). Intuition (I/day). lnvlslb//lty 

(I/day), Paralysis, Spiritual (by Oaz.e). Personal Hagnetism (In !~rd radius). 
Shadow CJoal<lng. Self (lnvl.sible In moderate or thicker shadows). Shooow 
Walking (move from palch lo pat.ch of shadow Instantly when each location 

Is in visual range). Shape Shilt (lo bat, cat. dog. owl. snake or I other animal 

form). Te/eport (short dl.slance. I /day). Unreadable Aura. Weakness (by 

louch). 
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Gholle 
ldeaWlen Unllvlng 
Habltab Jf:lth, A::gypt. Tomb of Rahotep Siza 2 x MaMlzed 
Moclee llr Kata ol lllovemeat (yd5/BT)1 
Balle~: 160 
Burrow through aoft dirt: 2 

lait.latlve Plodlften1 Human standard 
lawlaenbllltJa1 All non-enc.hant.ed weapons, Cold. rJectzidty. 
SU9ceptlbWUa1 Contact: ~ (x2). ~ure: Allergic reaction. Severe: 
Direct Sunlight (D3 PD/CT. Dazed). 
JOM (AatJ.JON) hdom 0 AUncilveoeNt 1 
QulrUI rtll 
Avenge Armor l"rotectioru I~ below 

Worn: Possible In very rare C8Self only. 
Heka-engendeted: Possible In very rare c:ase5 only. 

Dodglag1 rtll Avoldancei Ba9e-/1~/20 

l'CalW'lll Weaq>ODal 

Attaca BAC DT BMC 
PONCiWx 2 55 c :me+a 
Hlndciaw• 6~ c 306+8 
Bite eo , 2De+8 

• U9e:d wl1en cloWn. opponent Is cloWn and hdd. atop or beneath opponent. etc. 

Powus1 Oaze. Paralyz.ing, (Single Subject): Subject mmt avoid looking at 
eyes or have lo succeed In a check vs. SM C\T!!.OORY et DR "Herd" or else be 
Physically paralyzed for 3D3 CTs. Heal Self: Regain D3 points PD suffered each 
BT, end any portion of body severed Is automellcally restored If touched lo 
proper spot end held there for 1 CT. Heka Resistance: &point R factor must 
be overcome lo effect gholles with CMtlng or Power. 

Olhen Stench Odor. I-rod redlus, check vs. Prt<:ap et DR "?.asy," failure • 
3D3 BTs spent retching end unable lo ad.. and aJJ within area suffer+ 1 O penalty 
lo Initiative do lo noisome smell. and Mentel KJS use bat a~ S1Uf penalty 
for duration or Stench Wect. 

Weapom1 Used In very rare ~ onJy. 

St.llUsUcal Deta111 8a9e Sc.heme (+/-06) 
M(Cunnlng): 100 Pl 160, WLr 120. CU 144 
MR: ~ MM: ~ PM: 80 Pl"I: 80 
MRCap: 19 MMCap: 19 PMCap: ~ Pl"ICap: ~ 
MRPow: 17 MMPow: 17 PMPow: 20 PNPow: 20 
MRSpd: I 4 MMSpd: 14 PMSpd: 30 PNSpd: 30 

Armor Sdlemei 
Area Pierce Cut Blunt l'lre Cllem. 
Ulra 28 28 28 20 20 
Super 21 21 21 l~ l~ 

Vbl 14 14 14 10 10 
Non 7 7 7 ~ ~ 

Avenige 17 17 17 12 12 
•invulnerable 

Sc 110, ~ 88 
SM:~ SP: 60 
SMCap: 20 Sl"Cap: 20 
SHPow: 10 Sl'Pow: 20 
SM9pd: 20 ~ 20 

Stun e1ec. 
28 
21 
14 
7 
17 

c.ommentary llr Deeatption1 Oholles ere things even 'tOOl9e than ~um. with 
regenenttlve power and SUpematwal potency. 1llese vile lhi'1gs l5llllly dwell In 
pac:M, oft.en lncJudJng ghum end/or onc&bu1TB11 ghoWs. Netwally. lhelr favorite 
food ls carrion. hW?Bll corpses. but a fresh one will do If they can't wal for ·agtns. • 

Alhough cunning. they ere f~ and 1%Jht unceaslngly untll lhelr lel!C. brallh. 
These creatures have clewed hands and feet or en1mel nature despite 

human-like fingers and toes. Their skull b abo humanoid In shape, albeit more 
akin lo that of a gorilla. It ls elon~ted. with rmsslve. hyena-like jaws. glaring. 
besUal eyes and ears too which ere hyen&-llke. 

Ghulaz (12 total) 
kleaUllen Unllvlng 
Hllhllllli lf:lth, A::gypt. Tomb or Rahotep Sizes MaMlzed + 
Plocke llr Rllla ol Plovemalt (yds/Bf)I 

Balle walking: 160 
Burrow through soft dirt: 2 

taJtiaUve fllocllllen1 Human standard 
tawlaenbWUa1 All non-enchanted weapons. Cold. ~y. 

SU5ceptlbil1Ua1 Contact:~ (x2). ~ure: Allergic reaction. Severe: 
Direct Sunlight (03 PD/CT. Dazed). 
JOM (AatJ.JON) l'llctoni 0 AUncilVeneMi 1 
Qlll1Us Nil 
Avenge Armor l"rotectioru 12--«e below 

Worn: Possible In very rare ca9e8 only 
Nella-engendered: P05Slble In very rare ~ only 

Dodglag1 3 Avoldancei Base -fl 7 / 12 

l'llllW'lll ·~· AU.CU BAC 8Me 
P'owJcllw )( 2 55 203+ 12 
Rendlng I 03+ 12 
tflndclmw-• e5 c aos+ 12 
Bile 60 P 203+12 

'When both foredews score hlt.s, thb Indicates the ghulu l\as iyabbed 
ahold of the opponent. If mm·elz.ed or smillu, and uses Its grip lo lnlllct 
further PD through jeri<Jng and wrenching (rending). 

• • U9ed when down, opponert Is down end held, atop or beneath opponent. etc. 
Po wens Heal Self: Regiln D 1 O polnt.s PD suffered each BT. and any portion 

of body severed w automatically restored If touched lo proper spot and held 
there for 1 CT. Heka Resistance: 3-polnl R factor lo ovm:ome affect ghulaz 
with Casting or Power. Paralyzing Spittle: Range of 6 feet. 1 target. ~ BAC. 
strike success lnOids lmmoblllly on taiget subject for re en. 

Othen stAlnch Odor. 1-rod redlus. check vs. PNCap at DR ·!!My: fa~re -
3D3 BTs spent retching end unable lo act. end aJJ wtlhJn area suffer•' penalty 
lo lnlt.ietlve do to noisome smell. 

Weapom1 Used In very rare caae.s onjy. 

statlsUcal Detalli 
M(Cunnlng): 88 
MR: 44 MM: 44 
MRCap: 18 MMCap: 18 
MRPow: 16 MMJ'ow: 16 
MRSpd: 10 MMSpd: 10 

Armor Scheme: 

Pi 130. CJ, 16 
PM:~ Pl"l:6~ 

PMCap: 26 PNCep: 26 
PMPow: 22 PNPow: 22 
PMSpd: 17 PNSpd: 17 

Sc 80, l!J..< 16 
SM: 40 SPi 40 

SMCap: I' SPCap: 1 ~ 
SHPow: 13 SPl'OW: 13 
SM.Spd: 12 Sf'tCllp 12 

Area Pierce Cul Blunt l'lre Cllem. stun c.lec. 
Ull'8 20 20 20 18 18 20 20 
Super 1~ 1~ l~ 12 12 1, l~ 

Vbl 10 10 10 8 8 10 10 
Non ~ ~ ~ 4 4 ~ ~ 
Avenige 12 12 12 10 10 12 12 

Commentary llr DeecrlptJoru Ohulaz ere UnUvlng creatures or Nether Plane 
origination. These vile th~ usually dweU In pac:M, often lndudlng gholles 
and/or once.-1\umen ghouls. They loo ere 11l811-e8lers. carrion lovers. and 
murderolB monstrosities. 

They ere es fearless M gholles and llkewt..e w1ll flQhl unceasingly until their 
last breath. 
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These creatures have clawed hands and feel or animal nature despite 
human-J.lk.e fingers and toes. Their skull ii also hurmnold In shape, albeit more 

akin lo lhal d a gorllla. It ii eloll!Jited. with mlSSlve, hyena-like j aws. glaring. 
bestial eyes and eais loo which are hyena-like. These vile thb\gs seem to be 

an amaJsam or the worst features or a hound, baboon. and a human. blending 
them Into a leering, fanged vilage or demonic appearance. They have long 
amB, corded with muscle, whldl t.ennlnate In hldeom dawed hands and feet. 

ScorpiorrSnake 
ldeatJden Monster 
Hllbit.alti ...t':rth. A:'QYpt. Tomb cX Rahotep 5'z.es 12 x rnen«ze 
Modes tt Kata ol "°'anent (yds/BT)1 

Slither. 68 
Walk: 1!56 
Run: 272 

lnltlallve lllodlfteni Normal, but see Powers 

lnvulnend>illtJee1 All non-enchanted weapons. Chemicals. Cokl. Disease, 
!'ire/Heat. Polson. 
SmceptlbDltJee1 Insinuation: Argent (x3), ~ure to full moonlight or 

equivalent (D6+1 PD/CTs, Dare aft.er I BT). 

Qulrkl: Nll 
Average Anaor P'rotecUom NU 

Hek&engendered: 6 vs. eac.b damage fonn 
Dodging1 Nil Avolduca 5a9e 15/10/ 15 

l'lalural Weapoa.11 

Attacks BAC 

!"ore-pincers• x 2 45 C/B 206+2 

ConlbtctJon.. SO 8 ~·· 
sung .35 t r .306+STR .30 Polson" 

• ~loyable only when the creature ii not moving. 
• 'Constrlction will. In addition to lnfllct1ng damlge. seize Its vlctlm on the 

Initial strike and continue to damige him or her automalJc:ally each er aft.er 
that until the vlcUm dies. the attacker takes over Its a, In Physical damlge. or 

the attacker decides to re1eae the subject. The subsequent damage ii Impact. 

t BAC Increases to 70 I! the target ii held In the creature's coils. 
"Can be used to eltber side rear to behind. or to strike at a constricted 

subj eel 

r owers: Dark.seeing (as I! daylight), Oloom CJoud (darkness In 90.fool 

diameter area surrounding Monster, I AT duration, I /day), Neal Self (06 
points or PD each Batlle Tum). Resistance to Neka (must overcome 13-polnl 

R factor to affect Monster with Casting or Power?. Shape Shilt (to human/ 

Monster 2/day). 

Othen l!xtreme Attractiveness: -3 • Honi<l Check vs. SH CATl!OORY at: 
Dazing - ·~; l'leelng - *l!asy .• 

casting Ab/J/ty: P'riestcnleft. Oloomy Darkness. Qrades I - V. 640 Heka 

points available. 

statlstkal Detalh 
111: 90, l!.l..:72 
MR:0 MM:0 
MRC,ap: 15 MMCep: 15 

MRPow: 15 MMPow: 15 

MRSpd: 15 MMSpd: 15 

P'l 640, WU 480. a,, 576 

PM: 520 f'N: ~20 
f'MCep: 120 PNCap: 120 
f'MPOW: 80 f'NPow: 80 
l'MSpd: 120 f'NSpd: 120 

Sc90, &.. 72 
SM: 0 Sf: 45 

SMCap: 15 SPCap: 15 

Sl'IPow: 15 Sl'PoW: 15 

SMSpd: 15 Sf'Spd: 15 

Pierce Cut Blunt 1'/re Chem. Stun ~Jee. 

24 24 52 52 20 
Super 18 18 24 24 15 . 

Vbl 12 12 us 18 10 
Non 6 6 8 8 5 

Avaage 15 15 20 20 ll 

Commentary tt De9c:rlptlom M thil Monster has bee.n so long suspended 
In Unllvlng state, It operates only on Its ITl06t basic, Physical level for the first 
Battle Tum. Thereafter, however. It can and might weU uWlze Ca1tingJ or 

Powers In addition to Its atta<:M. 

Remember that I! both or the glowing eyes or the Rahotep statue are 
destroyed from a distance, or blocked or covered In some way, the snak& 
scorpion Monster returns immediately to stone. While the statue's eyes 

Inoperable, the thing can be struck as semJ.eoft st.one, and It will crack and rau 

Into two halves after suffering I oo points or PD thus. 

Golem Idol of Rahotep 
ldeatJden Oolem. St.one 
Hllbit.alti lf'lt.h. A:'QYpt. Temple cX Oslris 5'z.es 6 x rnen«zed 

111ove (ym/8T}1 6 to 90 as willed IDllWhoe lllodMlcni l'lmwl !ilandmd 
1Dvulnend>illtJee1 NU 

SmceptlbilltJee1 NU 
Quirks: edged weapons striking this thing must make a roll as If they were 

Parrying. 
Average Armor Protection: NU 

Dodglng1 NII Avoldancet -/5/20 

l'lllh.md Weapoa.11 

Attacks' BAC DT 

Kick 50 B 8010+8 

l!tomp 50 8010+8 
•ntis golem will choose one fonn of attack at a time. 

stallstlcal Detall1 
P1 200, CL: 200 S: 140, CL: 112 

PM: 100 PN: 100 SM: 70 SP: 70 

l'MCap: 40 PNCep: 4-0 SMCep: 50 Sf'Cap: 50 

PMPow: 50 PNPow: 50 SMPow:20 Sl'Pow: 20 

l'MSpd: 50 PNSpd: 50 SMSpd: 20 SJ>Spd: 20 

Armor Scheme: 

AIU Pierce cut Blunt !"Ire Chem. stun e1ec. 
Ulr8 80 80 20 80 80 80 40 
Super 80 80 15 80 80 80 50 

Vbl 40 40 10 40 40 40 20 
Non 20 20 5 20 20 20 10 

Ave!!Qe ~ ~ 12 ~ ~ ~ 25 

Commentary a De9c:rlptlon: ~. because thil thing ii possessed by a 

Spiritual portion or Rahotep, lt has a SplrltualTRArr. l'oraslmllarrea90n It has 
no Mental one whatsoevert The latter makes the thing Invulnerable to attack 

causing Mental damage. If Spiritual TRAIT ii reduced below &.. the statue­

golem ceases functioning as the ba's control ii broken. 
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Sekhem of Rahotep 
Vocatloni N/A SEO N/A 

Habltab ~.~Tomb of Rahotep Sizer~ 

Move (yds/BT)l 140 lnlt1alM Plocmfni tlum'I standard 
lnYUlnaabilltieai All non-enchanted weapons, Chemlcais, Cok1. Disease, 
l'ire, Polson, Spiritual attacks ac damage. 

SUscept1bil.ltieai Positive Heka (x2). 
Jo95 (ADU.Joss) Fac:tors: O AttracUveness: 1 
QubU: Nil 
Average Armor Protectiom I~ below 

Dodgiog1 29 Avoidance: 30/30/-

Evil Saro of Rahotep 
Vocatloni N/A SEO N/A 
H.abllllt: ~. ~Tomb of Rahot.ep Sizer MmHllzed 
Move (yds/BT)1 140 ~ Jllodllfnl tlm81 standard . 

lnvulnuabllltiea1 All non-enchanted weapons, Chemlcals, Cok1. Disease, 
l'ire, Polson, Mental attacks ac damage. 

SU5ceptibllltieai Positive Heka (x2). 
JOM (Anti-Joss) Factors: O AttracUveness: 1 
QubUi NII 
Average Armor Protecllon1 l~ below 

Dodglog1 29 Avoidance; -/30/30 

l'latural Weapons: l'latural Weapons: 
Attacks BAC DT BMe Attacks BAC DT B1119e 
Touch 80 --;T~o~u~c~h~~~~~~8~0~~~~~~~6=0710~+-draln.,---,~. =s=a~l~;.-e-am~o-un-t 

' Check vs SM CA'IBOORY at DR "Hard" or taiget subject Is drelned of all of Heka from target subject. 

TRAIT points and Is dead Instantly. lnflk:tlng Spiritual damage 

rowers: Appears only I segment before Its "beat" In the er as found by 

lnlUaUve determination. It then attacks. Total segments In a CrltJcal Tum are 
determined by finding the lowest lnlUaUve number In a er and then as.51gnlng 

integers between it and the highest number found. l!ach such integer Is a 

"beat" or a segment !'or example, suppose the lowest number Is a -15 and 
the highest a 9; there are thus 25 segments In the er. Vanishes In 6 "beats" 

after attacking. that Is 6 segments of the er after it has attacked It will disappear 

from view; and in its two-dimensional form can't be localed to be attacked by 

normal means. 

statl.sUcal Deta.01 
Jl'I: 180, iL: 144 

MR: 90 MM: 90 
MRC8p: 30 MMcap: 30 
MRPow: 30 MMPow: 30 
MRSpd: 30 MMSpd: 30 

Armor Scheme: 

Area Pierce Cut 
Ultra 24 24 
Super 18 18 

Vital 12 12 
Non 6 6 

Average 15 15 
'Invulnerable 

F1 140, WL: 105, CL: 126 

PM: 70 PN: 70 

PMcap:30 

PMPow: 10 
PMSpd: 30 

Blunt I' ire 
32 
24 
16 
8 

20 

PNcap: 30 

PNPow: 10 

PNSpd: 30 

Chem. stun Elec. 
32 
24 
16 
8 

20 12 

commentary a De9crf pt1on: This Mental portion of Rahot.ep appears to be 
a near-1.ighUess black form of a me.n wearing a strange headdress, clad as 
would be a noble of Ancient ,.egypt. but in silhouette only. of course. 

If this power portion of Rahotep Is defeated by reduction to Mental f!.L. 
Physical CL. or actually ·stain.· It must return to Rahotep. and he suffers a los.s 
of 17 points from his Mental TRAIT. 

Instead Is no 

personal Heka available 

fowa"51 AntUfeka: Any enchanted weapon striJ<Jng the Slhu m.istsucceed In 
a check as If it were a nonnal weapon making a Pany. Heka Re/1ection: Any 

CastiDWJ'ower directed at the Slhu will be sent beck ln.stantly to the caster. I/CT. 

statl.sUcal Deta.01 
F: 140, WL: 105. CL: 126 

PM: 70 

PMcap: 30 
PMPow:lO 
PMSpd: 30 

PN: 70 

PNcap: 30 
PNPow: 10 
PNSpd: 30 

Armor Scheme: 

Area Pierce Cut 
Ultra 24 24 
Super 18 18 

Vital 12 12 
Non 6 6 

~ve~ 15 15 
'Invulnerable 

SI 180, ir..: 144 

SM: 90 SP: 90 
SMcap: 30 SPCap: 30 
SMPow: 30 SPPow: 30 
SMSpd: 30 SPSp<I: 30 

Blunt l'ire Chem. Stun flee. 
32 32 
24 24 
16 16 
8 8 

20 20 12 

commentary a Deecrtptioni This opponent Is, in effect. an ant.1-belng-e 
figure of semi-transparent black radiance (rather as if made of dark smoky 
quam). from which crackling energies fly like electrl<::al spa!M. In addltlon to 
Its f eaisome blow of antknergy, the sahu poses a speclaJ threat to useis of 

castings. Any dweomer sent direc:Uy at It will tum back upon the castec, who 
must make an Avoidance roll or be fully affected hlm!lelf. Area Med Cestlngs, 
however. are not so redlrected. 

Its defeat inlllds a los.s of 17 points of s TRAIT upon Rahotep. 
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Unmortal Rahotep 
VOCllllom Priest-Mage. l"Ull Practllontt Sl!Q 8 
Habltab ..t'lth. A'gypf.. Tomb o{ Rahotep Slza Tall 

Move (yds/81')1 r nwr lnltlatM Plodllml ttunan standlr'd 
lnwlnenbllltles1 All non-enchanted weapons. Chemicals. Cold. Disease. 
!'Ire/Heat. Polson. 
Smceptlb0.ltles1 Posltlve Meka (x2). 

OUtstmdlng·lmportmt K/S Areas/SUl>-A.reae Cit SIUP1 
f:/S Oraces (M) 61 " 
NaUve Tongue (Ml 41 " 
FerceptJon. Mental (Ml 5 I 
Ferceptlon. Physical (Pl 26 
Rldlng(P) 61 
Alchemy• (S) IOI 
Astrology' (S) 91 

Astronomy' (M) 61 
Business Admlni.51.ration (Ml 36 
Combat, Mand Weapons (f) equal to I' TRAIT 
Combat, Missile Weapons (P) 61 
Combat. tmf, Lethal (P) 61 
Cortjuration • (S) 71 
Criminal Activities. Mental (M) 71 
Cultured l'alate (P) 61 
Dec.eptlon (M) 86 
Demonology' (S) 91 
Divination• (S) 86 
Dweomercnieft' (M) equal to M TRAIT 
r:ndurance • (P) 31 

r:stape (P) 31 

l"orelgn Lng.. Atlantlan (M) 21 " 
l'orelgn Lng.. Babylonian (M) 31" 

l"orelgn Ing.. Grecian (M) 21 • • 
l"orelgn Lng.. f'honeclan (M) 21 • • 

l"oreign Lng.. Roman (M) 21 " 
l"orelgn Lng.. Yarban (Ml 21 • • 
l'l:>reign Lng.. Ancient Sumerlan (M) 71 
l"orelgn Lng.. High Atlantlan (M) ~I 

l"orelgn Lng .. Y'dra@ Runic (M) 71 
Qames.Mental(M) 51 
Oames. fhyslcal (P) 31 
Meka-J"orglng• (P) 36 
Merballsm' (S) 61 
lnnuence (M) 66 
Leadership (S) 56 
Magnetism (S) 51 
Maglck' (M) equal to M TRAIT 
Metaphysics' (S) 71 
Military Science (M) 41 
Multlversal !'Janes ac Spheres (S) 50 
Necromancy· (S) 76 
Occultism' (S) 101 

Pantheology' (S) 41 
fhUosophy(S) 61 
folitlcal Science (M) 61 
l'rlestcnieft• (S) equal to STRAIT 
Public Administration (M) 66 
Re~on • (S) equal to STRAIT 
sorcery• (S) equal to s TRAIT 
survival (f) 31 

Swimming/Diving (f) 41 
Tolerance (P) 71 
"Due to ancient knowledge. Rahotep speaM an:halc ve1Slons or these 

tongues. 

J- (Anu.Joss) Pacton1 6 and (6) 

Attractiveness121 (IU 21) 
Qulrb1 Nil 
Averaged Armor ProtectJon1 

Worn: NU 
Meka-engendered: 8ee below 
Dodglng1 19 AvolclaJlcei Base 35/25/40 

Heka Available: 7.000+ 
Castings1 Dweomen:nieft. Blac.k to IX+. oray to vm. r:Jemental to VII: 

l'rlestcnieft. Oloomy Darkness to IX+ 
Powers: Chameleon lbnn: To any object, 3/day. Darkseeing: As If nomal 

moonlight. Detect Duplicity: Any Individual in sight within I chain. &notion 
Reading: Any Individual In sight within I chain. !'ear. All within I rod must 
check vs. S TRAIT at DR 'Difficult' or move away at fastest nomal rate for D3 
61'5. l"ire Production: l<hain radius. I BTT!me duration. 3D3 points FD per 
CT of exposure inside Area or r:ffect. Oloom CJoud: l<.haln radius, I AT, I/day, 
lfeal Self: 3D I 0 points or each kind or daimge. I/day. lfella Drain: Tbuch. S 
TRAIT total. accrues to personal store. I/day. lfeka Reflection: Any Casting/ 
Power will be sent back Instantly to the C&91er. 3/BT maxlmum. Heka 

Res~tance: l'llctor of 50. so that no unmodlfled Orade Ill or lower casting will 
activate successf'ully against him. Shape Shilt: Tb/from any anlmil form. 3/ 
day, Vampiric Oaze: Once per er. sight to I chain. choice ofnwr affe.cted: 

Mental TRAIT-Avoidance Is •ttard' or worse; otherwise. target subjed must 
check 8EJllnst M TRAIT total at 'Very Difficult' or else lose Io STUI' from each 
and every Mental TRAIT K/S Area. (LoM Is permanent. but S11Zf can be added 
again.) 

l'hyslcal TRAIT-Avoidance Is 'Hard' or \WISC; otherwise, target subject 

mustcheck8EJllnsl PTRAITtotal at 'Very Difficult' or else lose IOSTUI' from 
each and every Physical TRAIT K/S Area. (Loss Is permanent. but STU!' can be 
added 119!ln.) 

Spiritual TRAIT-Avoidance Is 'Hard' or worse; otherwise. target subject 
must check 8EJl]nst STRAIT total at ·very Dlfrlcult' or else lose IO STU!' from 
each and every Spiritual TRAIT K/S Area. (Loss Is permanent. but STU!' can 

be added a!Jlln.) 
Vampiric Touch: A.s Vampiric Qaze above. but target subject cannot U11C 

Avoidance and failure in check doubles loss to 20 STU!' In appllcable TRAIT 
K/S Areas. 

Othen l!.ictreme Attractiveness: 21 •Incredible. Check vs. SM CAT1!00RY 
at: Dazing. 'l!&sy': Meelng. ·r:a.sy. • 
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statistical Details (See below for numerous modifiers.) 
Ill: 220.1!.l..l 176 1"11!!0, WU 113. OJ I~ & 270, l!.l..l 216 
MR: 110 MM: 110 

MRCap: 40 MMC8p: 40 

MRPoW: M MMPow: M 
MRSpd: M MMSpd: M 

PM: 75 PN: 75 
PMC8p: 25 l'NCap: 25 

PMPow: 25 PNJ>ow: 25 
PMSpd: 25 PNSpd: 25 

SM: 1~ SP: 135 
SMCep: ~ Sf'Cap: ~ 

S!1J'ow: 45 Sl'l'oW: 45 
SMSpd: 40 SPSpd: 40 

Armor SCbeme: (See below for modifiers. due to rise In power) 
Area Pierce Cut Blunt l'ire Chem. Stun elec. 
[Ulra 24 24 24 24 24 i 
Super 18 
Vial 12 
Non 6 
~~ 15 

'Invulnerable 

18 18 
12 12 
6 6 
15 15 

18 18 
u 12 
6 ---6-

-:----=1=5- 15 

Commentary It De5a1ption1 Obvlously. lfRahotep comes forth as Unrmrtal. 
he ls going to use his EJtze and touch to drain S1Uf In preference to any other 
attack modes. unless he Is already a Minor deity. In that <:Me, he'll rid himself 
of the ttP team a11 qulcllly as possible. 

Not to gild the illy. but It ls possible for Rahotep to be clad In nonml (or more 
likely enchanted) armor In edditlon to that which Is not ·natural" to blm In his 
Quasi-Deitel status when he erlse.s es Umoortel. You can add such If you think 
it appropriate. Ukewise. he can ably wield weapons. and Rahotep couJd well 
have several very potent enchanted ones. 

What with all the details of this fellow given In the text. there Is UWe needed 
here save for the crucial lnfonneUon regarding what occurs when Rahotep 
tek~ damage end losses or gains. Here Is the slate: 

Actual TRAIT scon: Joss 
Odea of adlml: -18 Maal __ _ 

Physical (khalbe(J: Defeat of sahU: -36 Spiritual 

~ (,_kh_.u),_: ---­
'No long-term effect but meklng Rahotep weaker In a combat situation. 

Galm to 1RAITS 
Accruing from Personag 

~ch slain - +I Physical 1lWT point +I additional TIWT point according to 
victim's Vocational TRAIT. I.e .• 2 T1WT points 
~ch turned Into mummy.zombie - ditto 
~ch successful vamplrlc dre1n of sreer - I T1WT point according to TRAIT 

selected for Vamplrlc Drain' 
' Rahotep's K/S S1Uf In that TIWT's Area goes up by that number of points 

of S1Uf so drelned In additlon to the EJlln of I TIWT polnl Keep track of 
STeU drelned In each T1WT class, and If and when appropriate, go back to 
the K/S list above and add In all !Jllns. dividing the S1Uf as evenly M possible 
In all K/S Areas applicable, to arrive at new S'J'UP totals for Rahotep. Don't 
foryet to add I 'TRAIT point to the appropriate T1WT for each such successful 
gain of Sitf.PI 

Accruing from IMl Objects 

!'or each gained, +I to each of the three TRAITS. I.e.. 3 tot.el TRAIT points 
!'or all Nine !!VU Objects. +27 tot.el to each of the three TRAITS. Le .• 81 total 

TRAIT polnts!ll 

Unmol'flll R.llhotep Wbea At&lng &t 
QUMl·Datal-lf his 1RMrS tot.el Is I • 20 points iveater. unmodified. or less 

than the total base given above. Add to or reduce tteka by~ per TRAIT point 
gained or lost. He Is otherwise as stated above. 

A Deml-Ood-lf his 1RMrS tot.el Is 21 • 50 points iveater than the total b6'e 
given above. Add to Helle by 50 per TRAIT point gained. Add the following 
Powers: 

Bestow Hinor Power: I/month 
Darkseelng: As If nonml daylight 
!'light. Aerial: Running speed. I hour. I /day. 
Heal SeU: 6Dl0 points of each kind of damage. I/day. 
Hel<B Resistance: l'llctor of 125, so that no unmodified Grade Vl or lower 

casting will activate successfuUy 9lnst him 
Insanity by Oaze: I-chain range. save vs. M TRAIT at DR "Difficult" or be 

affil<:ted with Major Insanity. 
Peta9COpy: l"ull range of ability. 
Telempethy: 1"1111 range of ability. 
Shadow Oosl<ing: Invisible In moderate or deeper shadows. 
Teleport: Any distance on same Materiel Sphere. M T1WT In thousanda of 

leagues otherwise. 2/day 
Armor base moves up from 24 to 32. I.e., Average Armor J>roted:lon of 20. 

Jldnor Ddt}'-U hi.s TRAITS total Is 61 or more points greater than the total 
base given above. Add to Helle by~ per TRAIT point !Jllned. Add lhoee Poweis 
applicable to Deml-Oodhood. unless the same Is duplicated below, plus the 
following Powers: 

Change Hanifestatlon: To/ from l'PM. PPM or NPM In I CT, 9/day. 
Death Osze: Subject must save vs. STRAIT at DR '"Difficult" or die IMtantly. 

Omnt Hinor Wish: I/month 
Heal Self: 9DIO points of each kind of damage, I/day. 
Hel<B Resistance: !'actor of 250. so that no unmodified Oracle IX or lower 

casting will activate successfully 9lnst him. 
Plane Shilt: To/from any plane/sphere, 2/ day. 
Shadow Wall<ing: Move from shadow to shadow, sight range. I CT/move. no 

limit lo use. 
Summon Netherlings: 203, I / day 
Telekinesis: Sight range. weight equal to M TRAIT In tens of pounda. 
Telepathy: l"UU range or ability. 
Armor base moves up from 32 to 40. I.e., Average Armor J>roted:lon of 25, 

and Invulnerability to f.lecbical PD i.s gained. 
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APPENDIX I: 
The G..irrent Kingdom of ./'Egypt 

The gamemast.er should. of course. refer to the Epic ol .etll compenlon 
volume to the Jllythm fantmy rolepla~ game book for a general back­
ground of K.gypL Whal follows here are details which In whole or In part are 
not found therein. but without the bmls given In the companion volume are 
not fully usable. 

GOVERNMENT 

Past Dynasties & Select Pharaohs 
J're.DyneUc l"erlod Ir AUanUan Coatad.r 

c. 7500 Ml' (8dore AllanU's l"'all) many petty clty«ates and lrlbal lands 
c. 6000 Al.lanUan Period. tmde and colonization. petty kingdoms 

A.adeat Dyustlc Faiod ol Coltjolaed Double Klagdom (1'11&11)1 
1st: <41!50 Narmer 
2nd: <~20 MClle.' 
:5rd:<3770 

4th: <3649 Djoser (Zoser) 
!Sth: <3575 Snofru. Khufu. Menkaure 
6th: <3465 
7th: <3323 TeU 
8th: <31!50 

first lnta'medlate ra1oc11 
9th: <3120 

~y Triple Kingdom (Tal.lcben11)1 
10th: <3040 

11th: <2992 Amunenhal I 
12th: <2783 

S«ond IDtumedlate ra1oc11 
1 :5th: <2640 

Old Triple Kingdom Period (PbWwUa AddWoa)1 
14th: <2'50 Amenophls I. TUlhmo31s I 
l!Sth: <2307 Rameses I 
16th: <2196 (Nubian Oversight Addition) 
17th: <2070 

18th: <1945 
19th:<l828 
20th <1724 
21st: <1664 

1blnl Intermediate Paiod1 
22nd: < 152' (Bebyk>nlan Period) 

flllddle Triple Kingdom reriod: 
2:5rd: < 1404 (Amyrtalos restores K.gyptJan rule) 

24th: <I ~9 Nepherltles I 
flomtb Intermediate Faiod: 

l!Sth: < 1332 (Oreclan Period) 
CJM.sk: Triple Kingdom raiod1 

26th: < 1304 (Plye I, Isl Nubian Pharaoh. restores~ rule) 

27th: <1188 

l'Ulb lnla'medJate Feriod1 
28th: <I 030 (Roman Period) 

Late Triple Kingdom Faiod1 
29th: <996 (AmasLs VI restores K.gypllan rule) 

:SOth: <745 

'1st <664 Menes XX 

-'2nd:<404 
"-'rd: <221 
:54th: <99 6ln1Us I 
"'5th: 107 Ml' (Aft.er Allantl's l"'all) Resamun V 
"6th: 289 
:57th: !508 
"8th: 776 Anupholet I 
Modt111 ratodJ 
-'9th: 865 Wahlbre m. Rameses XVIII, TUlhmosls IX 

G..irrent Government Organization 
The current Pharaoh (literally •greet house.· I.e., ~ the~ Ls 

TUlhmosls IX. The govemrnent he rules Ls organized as illustrated In the 
sidebar on page 208. That hlera.rchy, after Pharaoh. Ls explained as follows: 

OoHl'DOI' Oeaenl ol P'bDllltUa (Lord ergc>I Z~): This posit.Ion Ls WW. 
ally that of the king's marcher lord of the l!asl. As such. It Ls between vizier and 
a prince of~ The posit.Ion Ls theoretically non-hereditary. but Pharaoh 
generally appoints whomever the ruling governor general has ~ed forthe 
position. and always within the noble family of that one. Othelwlse. the 
posit.Ion Ls viceroyal and similar to that of vlzJerm detailed below, 98ve for Its 
lower precedence. 

Admiral Ocwanor ol Kllrpatboe (Lord Oyge.s Tefre): Six of the 12 

Dodecanese Islands (Including KNpelhos. Kmos. Serla. and three Islets) 
have been held by K.gypl for centuries. with a few hlatlal periods. The 
governor of this crtUcaJ naval base reportsjolnUyto Pharaoh and the marshal. 

Security. the Utchatu. pertains to the king and royal family, and to the 
securlty of the whole !ltate. It Ls the guard. an Investigatory department. and 
a secret police In one arm whlch reports to Pharaoh himself. with lnfol'Tlllt­
Uonal reporting to the High Council which Is explained hereafter. There are 
three branches of the Utchatu: 

(1) The Pharonlc Ouar<I. made up of both uniformed and dvWan.cJolhed 
members whose principal duty Ls the personal safety of the king. Of courae 
lhls means meglckal as well as physical protedJons. and this ann ls well 
staffed with all manner of HeluHlble personnel The Pharonlc Cluard Ls the 
only portJon of the utchetu which Ls visible to all. Its officers must be native 
K.gyptJans. 

(2) The Utchatu Ls the branch whlch lnvestJgates crimes and consplrac.les 
In )fgypl and Its protect.orates. It Ls. more or Jess. a regal bureau of Inv~ 
Uon. Its force Is all In plain clothes, of course. and Its mission Ls coverL No 
foreign-born person can be a member of the Utchatu. 

(5) The Merlt./(meril-eff) Ls the secret arm Which operates In all corners of 
)fgypland the~ too. Its mission Ls obvious. Only the finest of the utchetu 
are selected for service In theMerit-f. All agents of this branch have command 
of Heka, whether through Power or cas.lllJ. On rare occasions. a non­
~ has been enrolled In lhls branch of the Utchatu. One or two have 
risen to considerable stat.us In the plL'll. eventually retlri!ll as arl9tocrsts with 
estates and ample funds for all they might want. 

An:bprteetiThLs Is the office of highest religious authority In the land, after 
the king himself. of course. ThearchprieslLsaJsothe Mln.lst.erofRellglon (with 

Its educational arm Included). He (or she) Ls a member of the High Council. 
subject to no authority98vethetorf'haraoh or the High Council. The arch priest 
has direct authority, however, over only the RellgJous Hierarchy. 

M11nlu1b This Ls the office controlling the armed fon::es of the klJviom. 
and the marshal Is also Mlnlster or War who reports dlrect1y to the king with 
lnformaUon to the Bureau of Ministers or any other officials as there Ls need .. 
He Ls a member of the High Council. subject to no authority save that of 
Pharaoh or the High Council The marshal has dlrectauthority. however. over 
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only the Military Hierarchy. 
VlzlenThls Is the office of viceroy of one of the three major divisions of the 

kingdom as Is lndlcat.ed on Ute diagram. l!.ach vizler Is expect to manage his 

territory es if he were Pharaoh, doing so In the king's name. Thus. various 

mlnlslrles. through an appropriate deputy minister. report to each vizier. 

l!.ach viz.fer Isa member of the High Councll, subject to no authority save that 

of Pharaoh or the High Council. The eldent of euUtorily of e viz.fer Is dfa. 
QJ"Bmmed In the sidebar. 

208 

Hip Pltesa. 
Onlncl High l'rleat,Wli.ard 

Olid' Pl'teeta 
High fl'lelt.Hllge 

9uperior l"llala 
l"lleal.PtlQell 

C>mdllllng l'l1eata 
l'l1eatll 

P\1ala, Ledor 

rrwa.. Common 
Mlendlllt l'rlaa 

JIRor l"l1al9 
Mal8tlnt l'rlaa 
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Vi7.ier' s Orgarimtion 
Vbler 

Sepal ll'tomel Oovemora (J1etiu. q ltatltl) lrtomearc:haJ 
8crlb&&gu~ 

,... (llW ,.,.,,,, ..... .,.,......... ....... , ... }t 

!Iden ( ... } ,te1culture 

~ ol A>lce (HeteblJ AltJllma a C.mft111nen 
ftllice (mdl) P.ducadon 

Fl1nce Koylll of the ,.ubian <>venigbt.s Thls Ls for all Intents a vk:eroyal 

office with the same parameters u the other viziers. It Ls more Important ln 
that the posltJon ls always given by Pharaoh to his de.signeted heir. It Ls 
somewhat less lmportantadmlnlstretivdyand with respect to population slz.e 

ln the t.urltory. On the other hand. the area Ls usually turbulent and difficult 

to manage. 
Tbe High CouncU: Pharaoh has six High Councillors (the prince. three 

viziers. the arch priest. and the marshal !or ;t;gyplll whom he must consult 

ror advice before taking any action which will affect the whole land. 

although their dlssent will not prevent the action Ir the king Is determlned 

lo follow through. for Pharaoh Is ®'Olute In rule. But the scandal or going 

BQalnsl unanimous opinion Is nearly unthinkable. The High Council meets 

once per month for one day. or at such gteat.er frequency as the king 

requires. 

"'oblee1 The hereditary nobility. the hatepu. conslst.s or princes. counts. 

archberons. barons. lords. c.hld scrlbes and shakes ~an steAA. a sort 

or prlrnJtive. beslcally lribel wan1or lordl~ almost a heredltazy and landed 

knighthood most common In the desert lands and PhllllstJa). These heredl­

t.aryarlsloO'al.s. t.ogelherwith theBureauMlnlst.ers. convene to form the Oreat 

Cou ncll. Nobles In general have virtual Independence with respect to matters 

on their own own fiefs and estates. Most large holdings of the nobility are 
outside the Sepals, thus away from the Nylle River and the Resy (grand lakes) 

area. Legally. they are enUUed to lrlaJ before the High Council, and to a seat 
on the Oreat and Orand Councils. When they request. the k1ng or one or his 

viceroys or chief Ministers (archprlesl or marshal) cannot unreasonably 

refuse to grant an audience.. 

The arbtocret.lc class Is flushed out by llfetim&0nly posltlons which In­

clude the Warriors or Pharaoh (knighthood). the Chiefs of Pharaoh (tribal 

leaders. head men. etc). and Scribes. Such lesser ar1st.ocrats are entitied to 

trial by the Court of the Oreat Council. 

Bureau Mlnlstus: The office Is generally self-evklent as to Its authority 

and purview. These minlst.ers. along with the nobles, form the OrealCouncll. 

wh.lch Is explained later. Ministers oversee st.ate projects. lands. and matters 

as apropos to their charge. 

1be Great Council: All nobles and ministers together form the Oreat 

Council. This council convenes for I 0 clays twice per year. or more frequenUy 

If called ror by Pharaoh. It deals with all mal1ets ministerial and national not 
within the purview of any single viceroy. The Oreat Council ls conducted with 

the prince of the Nubian oversight ln the chair. 
The Ormd CouacU: The High Council and Oreal Council. convened 

together. Corm the Orand Council. This combined assembly ls by law called 

Into being once a year ror a period or not less than three days lime. to hear 
Pharaoh and to bring to the assemblage any and all matters appropriate and 

accordingly placed on the agenda by the prince of the Nubian oversight or the 

archpr1est.. marshal. ora vl.zler. ll b held as much lo make all reet a part.of the 

ru lershlp of A%IYJ>l as It Is to give these powerful Individuals e chance to hear 
their klllJ end address matters of concem. Pharaoh himself sits In the chelr 

of state es head of lh1s assemblage. of course. 
ScpltJ The Sepet(nome In Oreden) ls a dlstrld. of some tens lo hundreds 

of square mlles. Its governor ls the tfstia of the Se pet These dlvlslon.s ~ 

from the detta region (where there are many). southwards along the Nylle 
River's b8nl<s, Include the Resy (lekes area). and number few In the hinterland 

or the Nubian oversight. Those with leiye citJes In them tend to cover less 

territory than those without such urban concentrations. l!.ach vlceroyal "king­
dom" ls divided Into from20 to~ Sepals. The Nubian oversight hes but nine 

Sepals. l!.ach Sepal has Its own name. patron deity. flag. and emblem. l!.ach 

nelds a militia contingent ln Urne of need to flll out the standing army. These 

mllltla contingents are Independent units of from battalion ID regiment In size 

(see Military. beloW). 
"'oh: llegMdlng Grand High Frieat.1 There are always nine eccleslu­

tics holding lh1s stal.lon. TWo each from each of four of the the five elhol, 

one only of the same ethos as ls the arch priest or ;t;gypL 1!.ach Orand High 

Priest serves a different deity of Oreatest. Oreater. or Oreat rank. When 

there Is need to appoint a new Arc:.hpr1est. the Orend High Priests convene 

and elect two cendldates. from their own st.aUon or from the ranks of the 

High Prtest.s. or one from each. Pharaoh then must chose one to nn the 

office. 

CALENDAR 
The government malntalns both the Civil Calendar end like records. 

but the Priests are th.ose In charge of the L.unar. Solar, end Sldertal time 

tables. However. as those are speclallud. we will deal here only with the 

former. 
~adopted the AtJantlen calendar ln earty clays end hes followed fl 

since. Thus. the I 0-<lecan~«cen year ls typically used for 

government. commerce. and general regulaUon or public adJvWes.. 
The trid. the I Z<lay d lvlslon equal to one thlrd of a clecan. has the following 

divisions: 
l'irsl day ls always a holiday ln honor of one elhol and of several deltles 

therein. Thus there are three such pantheon holidays per decan. 30 total per 
year. seven of each honoring the Wloi of Sunlight. Moonlight. Balance, and 

Shadowy Darkness respectively. the remaining two recognl.z11lJ Oloomy 

Darkness. 
Second through fifth are typically workll1! days. 
Sixth clay ls one of rest. 
Seventh through tenth are typically working days. 

~eventh day Ls both a wortdllJ and a market day as applicable. AllhotWi 
the markets generally have all manner of goods. certain produce ls broUQhl 

In from wide areas ln quant.lly as according to the follow!~ order of marl\el 

clays ln a decan: first. produce; second. Uvest.ock: thlrd. goods. 

TWelft.h clay Is one of rest. 

Th ls schedule continues throughout the IO decans and ends In the five-day 

(perlodJcally six-day. even seven-days lo~ Ir a blue moon falls within It) 

holiday or merrlmaklllJ and devotional adJvltles which comes Immediately 

aft.er the winter sollll:lce. This Jailer event ls always at least seven days In total. 
of course. due ID the rest day lmmedlet.ely preceding It and the ho Lidey which 

begins the first decan of the new en. The tf'QyptJan Holiday lime hu become 

famous ln many lands. so many people from foreign countries wealthy 

enough ID travel lo a city such as Alexandrte, Memphis. Buto, Thebes, etc.. go 

there both lo join ln the festlvltles and to escape the wlnt.et cold or their 

homelands. 
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MONEY 
!'or )Qur convenience, the coinage used In A!gypl Is ~pealed here. 
n&lammAnl<hen 
Qold1 Aten (l 000 8UCs), drachma(~ 8UCs) 
iaectnmu Neb 
Silveri ~t 
Coppen Tele 
BroGui Dinar 
Bl'-.1 Abt 
Tlmf'faash 

CITIE.5 & TOWNS 
ONCWDING PHILLISTIA) 

A!'QYpt's lnfnmucturebbulllona baseol' small rannlngoommuntie9 (hamlets 
am ~es), arl9tocratic hold11'9 (eslete9 am mmors), temple lancb, and lrfba1 
heldeB. l'rorn ttiese ~arise the towns am dtJes, even tho9e who8e cum:rt 
exl9tence depends on trade, commetOe. manufact~ etc. 

Walled cllJes were once common, but most have outgrown these Umlt.s, 
and the~ Is llWe need for such protedlon In the heartland of the kJngdom. 
Ho~ver. nUU' the borders there can still be found even large c.ltie9 maintain· 
Ing thei r defeme.s, and the existence of frontier fortresses and C89lles too 
Indicates that the~ Is still concern about safety from raiders and lnvmlon. 
There are many ruined cmtJes mar1dng old borders (partJcular1y lnte~ 
ones In the Nubian OVersiQht), while new and old constructlons 9lill stand to 
mark the marches and frontiers of modem~ 

Important Gties & Towns of )Egypt 
The follow!~ are the most Important A%JYPtlan towns and cllles, listed In 

atphabetlc:al order. Phlllsllne locations are llst.ed In bold Italic type. 
Abut Su elephantine. 
Al>ydoes PopulatJon 40,000. Seat of Temple of Anher and of Oslrls: major 

Temple of Thoth. 
Admut (OM.,)1 PopulalJon 1,600. 
Adun·Hestur (oas.,)1 Population 1.100. 
Ah•·"-11 (omls)1 Populallon 2,000. 
Alexandria (Roqote)1 Population 120,000. 
Aalbat Populallon 11,000. Seat of the Temple of Anubis (Anpu). 
Allkd.Mal1 Populallon 24 .000. Seat of the Temple o( Min. 
Malon: Populat.lon 25,000. Phllllst.la port trading city. 
Awa-Seyal! Population 4, 100. 
Avarla (Y«·R.amaa): Populat.lon 110,000. Commerce and lndusuy. 
Azal·SeptJt (OM•h Populallon 1.000. 
Bald: Populallon 9, 700. Seat of the Temple of Anqel 
~1 Populallon 40,000. Seat of the Temple of 8a9t. 
Bubew1 PopulatJon 4.700. 
Buto1 Population 96,000. Seat of the Temple of 8uto; major temple of 

Osiris. 
Dakhi.Amua (0Mls)1 Population l.!500. 
Dara1 Population 15.000. Mare Rublne port. 
D••u Population 48,000. 
DuaquJ (omis)1 Populetlon l.6!50. 
Edlu (Teb)1 Populallon 57.~. Seat of Temple of Horus. 
~lephaatlne (Al>U. UpperKlagdc.s ~)1 Population 1 !50,000. Sec-

ond seat or the Temple of Khnemu: major secular unlvet3lty. 
hnloc1 PopulatJon 10,600. 
a.Uu Population 20.000. PhllJLstla. 
Gaa Populallon !50,000. Phllllst.la. 
Oeblu1 Populallon 5,800. 
Oaw: Populetlon 25,000. PhllllstJa. 

au. PopulatJon 42.000. Phllllst.la port tradlr1I clly. 
llllmn Populallon 17 ,000. 
lanu (limu/HeUOpodl: eee lll90 On)1 PopulatJon 95,000. Seat of the 

Temple of Atmu; major secular university. 
IDn)'I Populallon 21.~. 
lsuti Population 16.000. Mare Rublne port. 
lst.mt.n PopulatJon 18,000. 
Hmalsbi PopulatJon 9.~. 
Ksaalsi PopulatJon !50,000. Seat of the Temple of Sebk. 
Kanulk()fgyptJMrmtbeoeTanpleM.taortbaDHbmbom.dMll)a 

Populallon ~.000. Second seat of the Temple of Amun. 
Kauaa: PopulatJon 7.!500. 
Klurg•Re (oaMt)I PopulatJon 1,400. 
Kbaaunm (Kbam/llamopolla)a PopulatJon 114,000. Seat of the 

Temple of Khnemu; seat of the Temple oflllOth. 
Kolllllbu-BWo (Kc.s Ombo)a Populat.lon 62,000. 
Kurtoir (oaslHMe)1 Populallon 6,200. 
Luor(A!.gyptlaaFaatbeoaTemplellal~ 9Uburbol'lbelM9)1 

Population 42,000. 
l'fllfllJllnt Popu latlon l O, 000. "11lllst.la port. 
lllaaph•("'-ddJ(LowerKlagd-CllpMal)1Populsilon2.000.000. 

SeatortheTempleofftah: majorsecularunlver9'ty. (lnSekllaraNecropolls); 
seat or the Temple of Se.ker; shipping.. lndusuy, commetdal. and flnanclel 
capltal of the kingdom (the "81g Apple" of A!gypt). 

Plena-Oaw_.,1 Population 23,000. Mare Rublne port. 
l'fddlebl Populallon 7 ,000. 
l'tddlma PopulatJon 23.~. Seat of Temple of Horus. 
,...,._ (l'tul>Wa OWfftlgbt Clpltal)1 Populallon 75.000. Seat of the 

Temple or Amun; MCOnd aeet of the Temple of Hapy: secular college: a 
provincial city. 

l'tubb PopulatJon 11,000. Seat of the Temple of Nekhebet. 
On (eee also lnna)1 PopulatJon 140.000. Seat of the Temple of Ra. 
rcr Pleciject1 Seat or the Temple of Sel 
fl¥b.La: PopulatJon 10,000. Ph!Ulstla. 
Roe«tc Populallon 1 !50 .000. l'lrst seat of the Temple of Hapy. 
Salsl PopulatJon 27 .500. Seat of Temple of Nelth. 
Sdima-F•bt (0Mls)1 Populallon 1.800. 
Seawoereti PopulatJon 60,000. 
SafMltt Population 15,000. PhllllstJa Mare Rublne port. 
Solebl Populallon 13,000. 
Tllhut-Qd> (0Mh)1 PopulatJon l .~. 

Tllllisl Populatlon 100,000. Seat of Temple of Heru. 
Tllllterei Populallon 32.~. Seat of the Temple of Upuet. 
Tebbu Populat.lon 23,000. 
Tbebee ( Wmd) (Plldclle Kmgdom mid lloyml CllpMaf )1 Populallon 

500,000. Seat of the Temples or the followi1'! dellJes: Amun. Chons, Mat. 
Tuart. Aptt. Major secular university. 

'ljaaJl Population 21,000. Major Temple of Anhert. 
Um Sem.luld.1 Population 8,400. Nubian Mare Rublne port. 

Dwelings 
over the years. the citles and towns of K.gypt have adopted and adapted 

various rorelgn styles or archlted.u~. 90 that bulldiJlp are a ~ or the 
ancient rorms with newer ones. However, In many plaoes the old 9lill p~valls 
with liWe change. especially In non-metropolitan &ma9. 

Commercial establishments tend to blend In some fo~lgn const.rucdon 
techniques more so than ot.he~. 

Aristocratk dwellings often mix the h~llJed. clerestory-windowed 
great room with villa styles from the Ott:c:c>Roman. All have walled coult)wd­
garden areas. 
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DweUfllp of the Middle Class tend to follow the arl91octetlc model where 
they can. 

Peasant holl.!leS are small frequently square. made or mud-brick. and 
follow the old style dosely. That Is. the main room In the place Is about half 

the total space. It has acelllngaboutslxfeethlgherthan the remainder of the 
house. with clerestory windows. An entry room. kitchen with large oven. and 
bedroom complete the place. The lower roof portion Is U9ed m an open, 
upper polcil for ell manner of acUvlties. A sun ahade Is typically set from the 

higher portion of the roof to shade the lower. The whole house hm thick walls 

and few windows. to keep heal out duri'11 the day, In at nlghl Doors and 
windows are placed to avoid atorm winds and direct sun. 

The reader Is referred to the folJowlng work,, for eddltJonal Information: 

An tgypt1an 'lbwn. 5ee Inside series. IW. Unst.ead. l!dltor. 1986. (Avail­
able from Barnes Ile Noble, N.Y.) 

~ Ufe in Ancient~ Jon Mlmchlp Whle. 1989. Dorset Press, N. Y. 
Ufe In "1JYpt In Ancient Times. Bernard Romant (J. Smith. trans.). 1981. 

Minerva. Oeneva. Switzerland. 

CLIMATE 
Although there are many desert. waste. and similar barren regions In and 

around the "Triple ~dom. • the reader Is alerted to the fact that A!'gypt's 

climate lsonlysllghtJywarmerthan r.arth'sllgypt. while Its p~ltstlon level 
Is h!Qher. SUmmer precipitation averages from 1.5 Inch In the we.st to 2 In the 
east. In winter. these l1gures are 2.5 and 2. 75 respecilvdy. That Is. sections 

of desert In JfWpt receive suf'fldent l1l1n during both the summer and the 

winter months to cause them to be relatively verdant. This growth lasts for 

from two to sllQhUy more than three months In a few places. 
Again. the 08Se$ and desert pools are somewhat larger than In r.arth's 

~t. and there are a sprinkling of smell ones which do not exist on r.arth el 
ell. During those months where l1l1n falls. many "desert• areas are covered 

with vegetaUon, and there will be pools of collected l1l1n water available. 

As this Is not a sclenUfic treatise, we will spend no more time than this on 

such a topic. Simply assume an r.arth-parallel condlUon where not certain 
what sort of climate you desire In a locale. 

MILITARY 
It Is conunon knowleclge that JfWpt maintains a sizable standing army to 

guard 11.9 borders. Those In f'hllllstJa protect against Yarbey-shamash to the 
northeast. The forces commanded from Alexandria face Lybbos to the 

southwest Those in the southern fronUer (Nubian OVerslQht) region are 

commanded from Napata and protect from Keshunlte and Meroean attacks. 
The A!'gypUan I st and 5th Divisions. the f'hllllstlne (Shock) Division, and 

the Doomed and Redemption Regiments (convicted men and other desper· 

ate volunteers) are garrisoned In the l!astem l'ronUer Dllltrict under II Corps. 

The JfWptlan 2nd Division (reinforced) and the Loyal Outland Regiment 

{forelQners who will become citlrens after completing a six-year term) hold 
the West.em l'rontler District as 111 Corps. 

The JfWptlan Mb Division (Nubian). the Chons Cavalry Regiment. and 
various batJallon-slz.ed formations of A!'gyptlan troops are Satloned in the 

Southern l'ronUer Dllltrict under IV Corps. 

There are some small garrisons along the Nylle and many scattered along 
the extensive west.em border. and a few In coastal areas. These form the 3rd 

Division, "Pharaoh's OWn" cavalry Brigade. and varlou.s other smeller units all 

under command oft corps. There are numerous bandlts and brigand nomads 
plaguing these fronUers. of course. 

Naval fleets are posted In ports In lhe delta region and Alexandria to cover 

the Mare Ubrum, along the Mare Rublne at Maghara. Dara, and Um Senlukl. 

Marine Corps units generally make up lhe garrison forces In port areas. 
It Is worth noUng that most trainees for the JfWptlan priesthood are 

required to serve for two years In military service. and some temples require 

lollJU service before the following of lltrictly ecdesla3tical pursuits. l'rom 
these factors. large numbers off'riest9 and friar-«>ldlers serve In the mllbry. 
the kn~ class not belllJ slrollJ in the realm. nor many. 

So too. most Warriors of Pharaoh seive In the regular mllltary. unless they 
are wealthy and can field their own company. 

Militia from the Sepats. In strength from battallon to regiment. llaln 
regular1y and are used If there are foes nearthelrdbtrict. or~called to fulJ.. 
time duty In war sltualJons. These units are designated m belo'lPng to a 
partJcular {regular or mlllUa) bf9lde or division, and when actJvat.ed form 

under that headquarters. 
Afewnobleco~Wl)'hlJfrcmcompanyto"Qlmenlal~lftuaed 

In sezvice In border area problelm near to their location or if a ful«ale -..... 

Anny Orgarization 
To make dear the lfQyptlan Army's oiganlzation. we will detail that 

organization from the smallest unit upwards. The total number In a unit differs 

In LIQht {missile) and cavalry formations. Their numbers are shown In llallc 
type. set olT In parentheses, after the typical Heavy and Marine t.otaJs. Note as 
well that each type or unit ls listed with a representative symboL 

•Squad1Corporal. 12men. (8men.) 

10 f'rlvatea. 2 Corporals. (~ Prlvst.es. l Cmporal.) 
.. sec:tlon1 24 men. (12 men.) 

2 Squads. leader appointed. (1be aame.J 
- n.toom &!bait.em. 50 men. (~men) 
4 Squads In 2 Sections. plus a Sergeant and commander. (1be aame, but 

with Selge.ant serving aa commander.) 

I Compayi 4th Lieutenant. I 05 men. '"men.) 
2 l'Jatoons plus a company Headquarters of 5 Prtvat.es. 1 Corporal. I 

Sergeant. and commander. (The same, but a~ U. commanding lrl6tl:ad of 
8 4th U.) 

I I Battallon1 2nd UeutenanL 700 men. (400 men) 
6 Companies (630) guard Platoon (50). and Battalion Headquarters of a 

staff Squad ( 12), 3 Seigeants. Sergeant Healer. &!bait.em f'rielt. Subalt.em. 
MllLL. and commander. {8Cos. f'-'OJandaHq. co. fts.51. acoutSquadf6J. 4 
Sergeant3. Scout seigeant. Se/geant lfeBJer, Subaltem Prle6t. Suba1tem. 
and~ Ueutenantcommandit¥J. to number 400.) 

Not.e: There are 4 chariot-borne battalions of 400 men each. These are the 

Phatonk Braves. Guards units. one from each of the three ·~oms• 
(Blnltis, Rameses. Tutmosls) and the !mt from the Nubian Oversight (Plye). 
These units are generally heavy Infantry, clad In l'uJl plate malL armed with 
composite bow (Medium). spear, sword {Long), and mace, and ~pped with 
a tower shield (Small). There are I 00 chariots per unit. 3 such soldm are 

carried In each chariot. the driver belllJ clad In Half plate mall armor and 
armed with bow and sword only. for his duty Is to deposit the three others and 
then hold the vehicle ready. 

111KeglmenbCaptaln.2.500men. (l."°men.) 
5 Beltallons (2,100), Headquarters Co. 1105). scoutCo. (105), ~neer 

Co. (105). staff Platoon (50). guards Platoon (50), healerSectJon (25). and 3 

Sergeants, 2 &!bait.ems, 5th IL, 3rd IL. 2nd Lieutenant Priea, I st IL. and the 

commander. (38ns. f l ,200/and aNq. Co. f~~J. 800UtCompan,yfts.5J. healer 
Secdon (12}, and 2 Sergeant.s, 2 Subaltem.t, 4ltl U., 3rd Lieutenant Priest 
2nd u. and a l st Ueutenant commanding. to number l ,"'1.J 

Reglmenl.9 are named after the delUes of the lfQyptlan Pantheon. thus: 

Infantry: 
Isl: Horus 

2nd: Heru 

~rd: 8uto 

Mb: Nekhebel. 

!Ith: Bes 
6th: Anhur 

7th: Amun 

8th: Nelth 

9th: Serquet 
10th: Hathor 

11th: Seklunet 
12th: Apuat 
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Cavalry: 

1st: Chons 
2nd: Ouebl 
3rd: Shehubl 

Sth: Hut.c.halul 
6th: Amemt 
7th: Hu 

4th: Henkhlseul 8th: Dedun 
"Brigade: Brigadier. a.a~ men. (:5,000 men.) 
3 Reglments (7.~J. Artillely Bn. (700), Headquartel'1' Company (105), 

$COUtCo. (lOS). l!.ngineerCo. (105), guard Co. (105), staff Co. (105), healer 
Co. I 1 OS). 6 Corporals. 3 Sergeants. 4 Subalterns, Sth Lt. 4th Lt. healer, 4th 
LL. 3rd U.. 2nd Lt.. 1st Lt. Captain Priest. and the corrunander. (J Pgts. 
(J,990/, scout Bn. f400L heavy or missile Bn (400/, Headquarters Co (:5:5/. 

&lginee.r co. f:5:5J. healer co. fJ:5J. guards Platoon 1251. 6 corporals. J 
5eJge.811ts. Subaltem healer. J Subelt.ems, :5th u. 4th Lt. Jrd U. 2nd Lt. 
Priest. Ist u. and CapQlln commanding. tD number :5.000.) 

u Dlrlsloa1 oeneral. (U Oen for Cavahy/liyht.) 
In AQYpt a Division b formed from 2 ~.a ~and Reglmert. etc. 

There b always a ~ formition, but the other units are vartable In size. The 
e.xact composition ~ type of arms or sperlellmtlon Is llexlbit. ~OUQh 
the number of men will always total above 10.000. Mere ire some typlc:al 

examples or Divisions: 
Infantry. Heavy: 2 Inf. Bdes .. missile Reglment (light 1.3~). scouting 

Cavalry Bn. (400). and various other attached and headquartel'1' units. 
Hixe.d: 1 Bde. Inf .• I Bde. Cavalry, missile p,gt. (light. I ,MO). 
Cavaby: 2 cav. Bdes.. heavy or mJs,,Ue Cav. p,gt. ( 1 .3~). 

xxx Corps1 Captain Oeneral. (Oenera/ for Cavalty/light.) 

A Corps Is comprised of a Division or two and/or what.ever other. Indepen­
dent units are attached, Le.. ~es. Regiments, or Battalions. The Corps 
Headquartel'1' Is In number between Battalion and Regiment. 

"""" Anll)'I Marshal 

Army Arm.5 and Am10r 
Heavy Uult.91 Heavy units are generally better armored and/or fight In 

close formation. Thus. protectlon for such units Is typically equal to Half to 
l'UIJ chain mall. and shields are frequenUy employed. 

Arms employed by heavy units lnciude: 
Lance. He.dium: With small hand weapons. round shield, Cavalry only. 
Light COmpos~ Bow: Small hand weapons. cavaJI)' only. 
Hedium COmpos~ Bow: sword. Short. 
Hedium COmposit.e Bow: Sword, Short. plus spear llC Small tower shield. 

Marine units. 
Hedium crossbow: With hand weapon. Phllllstlne formations only. 
Hilit:ary l'ork: With hand weapon. Phllllstlne formations only. 
Sabre: Small mace, Medium round shield, Cavalry only. 
Spear; Long: With Small axe or mace. Small tower shield. 
Spear. With Small axe or mace, Smail tower shield. 
Sword. Long: With Small tower shield. 
Twe>-Nande.d Axe: e>eooer. 
Twe>-Nande.d /'fac.e: De(JJer. 
Ugbt Un.Its: Light units are typically of protect.Ion equal to Half leather to 

Half chain mall. and most use no or Small shields. 
Arms employed by light units inciude: 
Bow, Hedium, self: Club, Nubians only. 
Javelins: Club and da{IJer, Small tower shield, Nublans only. 
Lance, Light: With small hand weapons, round shield, Cavall)' only. 
Lance, Hedium: With small hand weapons. round shield .• Cavalry only. 
Light Compos~ Bow: Small hand weapons, Cavall)' only. 
Hedium compos~ Bow: Small hand weapons. 
Spear, Long: DeQJer. Small tower shield. 
Cavalry: Cavall)' Includes formations of camel-mounted troops m well as 

those employing horses. Approximately one.third are armed with bows, one-

lhlrd with lances, and one-0\lrd with sabres. 

Convict Soktiers 
Convict soldlel'1' are not uncommon In special unlls. If such troops engage 

In action. they are thereafter automatlcally pardoned of their crimes. How­
ever, they must remain In service for a mlnlrnwn of thru ye8lS (or the tam 
of their sentence, if shorter) thereafter, but es regularenllst.ed men. receM!lJ 
full pay. promotJon for merit. and so forth. 

Navy & Marines 
TheAtlYJ>Uan Navy (llllX. admiral commanding) bes three Oeets: the Mare 

Ubrum (JOOL commanded by the admlral govemor of~s). the Home 
l'leet. and the Mare Rublne l'1eel (llll. commanded by vice admlrals), each 
of 2 squadrons (D, conunanded by a commodore), 4 flotillas (x, com­
manded by a captain). and various other single sailing vessels (I I • or 11. 

commandel'1' or lieutenants commandtrW. It also bes an Inland service Rt.et 
branch, freshwater sallol'1' who patrol the Nytle RJver. 

There are 3 floWJes In Lower~ 1 In Middle. 1 In Upper. and 2 In the 
Nubian oversight with a total of 68 majorvessels: 6 medium galleys. l 4small 
ones, 40 barge.9. and 8 dhows. There are about two dozen assorted boats of 
small size also serving In varloWI capadtJes, moetlyabove the Third Cala'ad. 
Both armed sallol'1' and marirle.9 are aboard each vessel In this fleet. 

A squadron consists of from 12 to 16 galleasses. r:ach such ves9d wW c:any 
a marine company In wartime. 

l"lot.lllas consist of 7 to 12 vessels of smaller galley. dhow, or felucca type. 
They are used to patrol and guard the coasts, scout for the main Squadron. 
patrol the waterways, combat raiders and pirates, etc. 

Large 981Ung ships of a build something between a big dhow and a galleon 
are just being tried ouL There are now six such vessels In the Mare Ubrwn 
l'leet. three In the Home l'leet. and four In the Mare Rublne 1'1eet. 

Slave Oarsmen 
~ as with many states, employs slaves and convicted crtmlnals to 

man the rowing benches of Its river and marine galleys. If any such cnw 
should engage the enemy In an actlon. each and every one Is I.hereafter 
Immediately freed or pardoned. They are then offidally sailors, ha~ to 
serve a mJnlrnum term of 1 )'11:81' m oarsmen. 2 ye8lS In such other capacity 
es they qualify for. They receive normal pay and merit promotJon. l'8lr 
numbel'1' remain In the navy, and many attain petty officer rank. Not a few 
have become officers, several go~ beyond commander to captain, and one 
actually was a commodore upon retlremenU 

Marines 
The A%lYJ>Uan Marine Corps Is commanded by a captain general. Autho­

rized strell!lh of the corps Is Z,,,000, but Its actual number Is about 20,000 
at this time. Marines are trained In hand-held rnlsSJe weapons, artillery, and 
lnfanll)'cornbateswel.L Therearetwomarlneb~. the.5esLeopardand 
the Red Shield. There are al3o several Independent units of bettallon size In 
the corps. and these units currently serve attached to the Home l'1eet. 

The Sea Leopard Brigade Is assigned to the Mare Ubrum l'1eet. About half 
of its number are drawn from the non-red race dthens, lovers o( the sea­
Sherdan-A%Jyptians and Oredans mostly, with a sprlnkl~ of Phonedan­
ancesby members too. 

The Red Shield Brigade 9el've8 with the Mare Rublne Meet. and It too bes 

Sherdan-J%yptJans and oredan men 9eJVlng In It.. although they make up 
only about a quarter of the whole. 

Mi6tary Unifonns 
l.D.flUltryt Infantry uniforms are m follows. 
1',nliste.d: White, belted smock. brown leather armor. and a IOllJ cowled 
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cape of pale mustard yellow with nanowbrick-red lltrlpes. Corporals and non­
commissioned officers wear more annor and have metal rank lnsignla and 
rdnforcements set thereon. 
o~ White. belled smock with yellow/gold eqpllJ on hem and sleeve 

which also marks rank. and a long cowled cape of pale mustard yellow edged 
with red at hem and yellow/gold et sleeve. the latter. alollJ with gold metal 
Insignia. marklllJ rank. 

Cnlllry1 cavalry uniforms are m follows. 
1',nllsted: Pale mustard yellow. belted smock. chain mall annor. and a lollJ 

cowled cape of white with nanow mustard yellow strlpes. Corporals and non· 
commissioned officers wear metal rank Insignia and more chain mall armor. 

Ofticets: Dark mustard yellow. belled smock with red edging on hem and 
sleeve which also marks rank. and a long cowled cape of white edged with red 
at hem and sleeve. the latter, alollJ with gold metal Insignia. marking rank. 

"avyi Navy uniforms are as follows. 
1',nllsted: Blue. belled smock. brown leather annor on rare occasions, and 

for dress a cape of blue and white strlpes. Corporals and non-commissioned 
officera wear metal rank Insignia. 
o~ Daf1( blue, belled smock with white edging on hem and sleeve 

which also marks rank. and a dress cape of dam blue edged with yellow/gold 
at hem and sleeve, the lelier marking rank. 

M..tae.. Marine uniforms are as follows. 
1',nllsted: areen. belted smock. brown leather annor, and for dress a cape 

of green and blue 9lrlpes. Corporals and non-commissioned ofllcers wear 
chain mall and metal rank Insignia. 

Ofticets: Dark green. belk.d smock with white/sliver edging on hem and 
sleeve which also marks rank. and a dress cape of dark blue edged with white/ 
silver at hem and sleeve. the latter marking rank. 

Mi6tary Insignia 
omccn. Sallor Commllncl1 

Marshal: Triple crown flanked by two axes. gold. 
capt.ain Oeneral/Admlral: Three axes, gold. 
Oeneral/Vke Admiral: TWO axes. gold. 
Brigadier/Commodore: Aire. gold. 

Oftlccn. Pldd Commud1 
capt.ain: Horned winged solar disc, gold. with two uratl. 
JstUjCommander. WlllJed solardlsc, gold, with ureeu.s. 
2nd U/Jst U.: WlllJed solar disc. gold. 

Ofllcen, J111llon 
3rd U/2nd U.: TWO falcons displayed. gold. 
4th U/3td U.: l"alcon displayed. gold. 
5th U./4th U: l'alcon displayed. silver. 
SUbeltemj&Jsfgn: l"alcon. silver. 

"°8-Comml.Mloned Olllcs llmU1 
Seigeant captain/Mate: 1'Ull moon disc. white or silver. 
lst Sergeant;Bosun: l'our crescent moons. white or silver. 
Platoon Sgt/Yeoman: Three crescent moons. white or silver. 
Setgeant/Bosun's Mate: TWo crescent moons. white or silver. 
Corporal/Coxswain: Crescent moon. white or silver. 

EnUsted IWlUI 
Lance Cpl.fl st Seaman: Shield. black with crescent moon. copper. 
lst Prt./Able Seaman: Shield, black with sword/anchor. copper. 
Prlvare;seaman: Shield. black with arrow head/oar. copper. 
Recrult,ILandsman: Shield. black. 

Branch lmlgnla: Metal Is according to grade: Cold - Senior Officer, Silver -
l'leld Ofllcer. Copper - Junior Officer. Brass - NCO. Iron - ~listed. 

Anny Oeneral Staff: Crown (White of Upper ~t). 
Anny: Crossed spears or crossed bow~ arrow. 
Cavalry. Crossed swords. 

.AttilJery: ComeL 
l!ngineers: Crennelate.d pylon. 
Navy Oeneral Staff: Crown (Red of Lower A:gypl). 

Navy. Crossed oars. 
Marines: Crossed bklents. 
Artillery: Comet ~ anchor. 
r.nglneers: &ngle-masted ship. 
Hsgi: Uas sceptre. 
Priesthood: Ankh. 

RELIGION 
In the settled regions of A!gypt. the folk are almost universally of the 

A:gyptJan Pantheon faiths. with a breakdown of ethos as follows. 
SUnllght: 28% (typified by Ra/Hethor) 
Hoonllght: 26% (typified by Amun/Chons) 
Shadowy Darl<ness: 19% (typified by Oslrlsflssus) 
Balance: 18% (typified by Thoth/MBilt) 
OJoomy Derfmesa: 9% (typified by set) 

In the NyUe Delta region there Is a fair concentratJon of followers of the 
Oreco-Roman (Oredan) f'ant.heon. These folk number over 400.000. about 
2%ofthetotalpopulatlonoftheklngdom. Mostareof~pandescentorare 
of ancient Sherdan stock. 

The Nubian Oversight has a populatlon of adherents to the Voudon 
Pantheon which numbers some 100.000 or so. 

The outlaw nomadic tribesmen In the wild barrens of the land are beslca1ly 
Azlrlans of Shamlsh or Yarban stock numbering around ~.000 or more. and 
au are fanatical followers of the Babylonian Pantheon. 

There are also savage nomads of Berber racial stock alollJ the western 
frontier. They number I 0,000 or so and serve the Blemmylsh deities, a minor 
pantheon of which Uttle Is known. 

EDUCATION & WRITING 
Some of the best of the slave class owned by aristocrats are tutored, at 

"home" or In temple schools, to enable them to be further educated and thus 
become more valuable to their owners. Such training Is In the ~ 
middle schools. 

In general. the bulk of the pemant class gets little or no education. save a 
smattering of reading. and rellgton. as taught by priests and temple schools. 

The upper tier of this class will receive more training. for they can pay for IL 
This will be done usually through eccleslastical organiz.ations. This tralnlllJ 
will enable the passlllJ of examinations which allow one to enter state.­
sponsored middle schools. 

Temple schools range from the basic. pre-middle. through upper school 
to college and university. and Include for priest trainees and paying private 
students. subjects ranging from mtronomy and astrology through combat of 
all sorts. 

Middle schools are usually found only In towns with a population Jn excess 
of ~.000 or thereabouts. They teach the basics of learning be)'Ond readlllJ 
and rellQlon. That Is they Instruct In writlllJ. lower methemetlcs (arithmetic). 
history (maln!y ~). and such specialized things as 8Qriculture. Trade 
Phoneclan. music (performinQ). and possibly certain trades and crafts. 

l'reeman-class A!gyptlans are more fully educated In temple schools, and 
then typically have both middle school education and then elthertutorlllJ or 
apprenticeship or both. Those at the upper end of the group also attend upper 
school and perhaps even college. 

Like middle schools, upper ones are usually localed In places where there 
are more than ~.000 lnhabltant.s. Upper school Is most likdy to be an 
extension of the middle, where more COUl'lleS are taughl It has a cuniculum 
generally aimed at preparing the graduate for petty government positions. 
scrivner, etc. Most students graduating from upper school do not then go on 
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t.o further educaUon. Some few go lnt.o either a temple college or lo one of the 

privat.e or stale colleges or universities. 
Aristocrats. other than desert-dweUers and those of the the fronUers. Lend 

t.o be t.emple and tut.or educated so as t.o byp~ middle and upper school and 

ent.er some college and/or university fora minimum of around two years, and 

possibly for as long as six or eight. 
Temple coUeges are separat.e from the lower educatlonal Institutions also 

sponsored by the same partkular organlzatlon In service of the name of a 

given deity. 

Prlvat.e c.olJeges and universities a.re few. but most of them ere out.standir\J. 
superior In many ways Lo their count.erpa1.9 of temple and state sponsorship. 

state-sponsored colleges and universities a.re scarcely more numerous 

that the private ones. but they are as good as most of their count.erparts run 

by various t.emples. 
These lnstltuUons of higher learning are very similar lo those of l'.arth, In 

that they are frequenUy speclallzed In some areas, offer many curricula. have 

post-graduate studies. and so forth. 

Overal.l. the general educaUon provided In ~ Is better than most 
offered In other states on ~rth. With respect t.o the middle class. It Ls near the 

t.op. In regards t.o overaU standlng. the higher learning offered In this place Is 

unsurpassed anywhere. 
The ancient hieroglyphic wriUng Is known and maintained by and large 

only by the temples and scholars. It Is generally learned only In the post. 

graduate level classes. 
The hlemt:Jc script outgrowth from hieroglyphic, developed by Old Triple 

Kingdom scribes and somewhat modernized, Is today the offidal wrtUng form 
of the government. That Is. au matters of state are written In hleratk:script. It 

Is taught In higher Instruction classes only. 

The common written language. however. Ls the demotic script This Is 
taught t.o those commoners who learn lo 

read and wr!Le. 

The Nubian oversight hH 9Cartt commerce. but most from ..elheope 
and the southern Interior of Afrik passes through here. It produces 

considerable large livestock. hides, wood, gum yarblc. drugs. u.nguents. 
Ivory, feathers and like exotics (wild animals. fur pelts. etc.). metals, and 

gemst.ones. Slaves In small number are traded through this portion of the 

state. 
PhllllsUa produces some livestock. copper. turquoise, malachite. and 

bulldlng st.one. 

Imports 
Wood Is the most common Import. l'ollowlng thereafter are Iron. tin, 

dressing st.one. coffee. tea, silk. gllmware, paper, foreign wines and spirits. 

sUver. gems. and spices. 

OUTDOORS RANOOM ENCOUNlERS 
Al any Ume the HPs are travelling outside a sewed area-even on the 

fringes of such places If there Is wild land there.-the random encounter 
table In the sidebar below should be employed to nnd what dangerous 

and threatening meeUng cx:.curs. Note that this random encounter table 
assumes just that. and If the person~ are looking for or hunting some 

sort of animal, then a preliminary l D6 roll should be made, with a result 
of l ·:5 Indicating they succeed In locating a non-dangerous sort of animal 

(pick It as you wUI from the tables above). A 4 means they found their 

partlcular quany. whatever It might be (unless you modify that stlll 
further, such as If the team Is looking for a rare species). A ~ or a 6 

Indicates the standard chart appearing hereafter. 

Check once each day and night for random encounters. If the Heroic 

Personas are out looking. allow one check. per above. each hour. 

Random Encounters 
Qature ANTMALS, CROPS 

& OTHER PRODUCE IJeelde Irater encountered ,,_,,.,.,.,., 
The egrlcultural, mineral. and other pro­

duce of the land, as well as Its wild fauna. are 

listed In the sidebar on the foll wing page. 

Regional Produce 
Lower lt".gypt Is the seat the majority of 

Industry and commerce. Produce and ex­
ports Include various forms of small and 

large livestock (mostly buffalo and cal1Je), 

all manner of grain and vegetable crops. 

fruits. sugar. cloth and nbers. papyrus. some 
dyestuffs. tobacco. beer. wine. and liquors 

of various sort. 

Middle lt".gypt has moderate Industry and 
some commerce. that of lntematJonal sort 

transpiring principally along the coast of the 
Mare Rublne. Produce Includes some live­

stock. dyestuffs. ceramlc.s and pott.ery. build­

ing and dressing st.one. metals. and gem­
stones. 

Upper lt".gypthasonly limlt.edcommerce. 

07-2.5' 
le 

27-40' 
41~ 

91-00" 

01-05 
08-07 
08-09 
10-12 

15 
14-20 
21-2.5 

,26 

27·:55 
M-45 

46-50 
51-74 
7:>-80 

81 

82-8:5 

84 

8~5 
94-95 • 
96-97 

98-99"" 
00" 

addetll (I 05) 
mp(ll>S) 

baboons (10:55) 
bufl'llo. wUcl (805) 

cobras (10:5) 
dogs. wild (400) 

aocodlles (2010) 
froga.poleonC~DlO) 
hlppopotaml (2010) 

hwnana. mllltary (5D10) 

humans. robbers ( 1006) 
lnunana. tnlYda8 (IOClll) 

hyenas (40:5) 
leopards (I 02) 

lions (1010) 

pigs. wUcl (208) 

python 
acorploaa (108) 

vipers. homed (106) 
wwthoga (205) 
wolves (ID 10) 

01-02 
M-07 
08-10 
11-15 
16-20 
21-2.$ 

le 
27-29 
»SJ 

:5~59 

~ 
51-55 
56-65 

66-70 

71-75 

76-80 
81..a5 
86-90 
_91-95 

96-00'" 

01'°2 
0~10 

11 
IZ..1~ 

16-17 

61-75 

78 

77-90 
91-94 

95 
96-00'' Its produce Includes some livestock of large 

sort (horses. camels. cattle. goats). building 
and dressing st.one, considerable metals, 

and gemstones. 

· 11n tbc ~ River. l In 10 aucb encoumen can. a tbc OH'• c:iplloa. l)e,a pat flab. 
• • N. Ille option of tbe gamemast.er. l In lo of tbae c::an be a Hoaater. Undelld. er aamre of tlie mra 

dlOoalncJ. 
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}Egyptian Crops, Prcxluce Etc. 
1"lvltlJ ~ Vegetables Uveatoclc lfusbanded Hdals. 1'finerals ~ (]ems 

apple 8911 adamanUne 
apricot buffalo copper 

banana camel elednlm Wiid IJltds ~ l'owl l/ngllJllCa. tit Ill. 
cherry caWe (t milk/butter/cheese) gold bumwd antelopes 
dtrlne chlcken hekallt.e cormonut ass (wild) 

date duck lrori crane buft'alo (Wiid) 

~ goat (t milk/cheese) lead duck camel (wild dromedmy) 
grape goose sliver eagle guelle 
lemon hone Un falcon hippopotamus 
lime mule aJabuler Oambv> bo1"9e (Wiid) 

mUlberry ox alum gooee Ibex 
nabk0 pigeon d~l9S grouse oryx (melope) 

olive quama feldspar hare CluamJll 
orange rabbit granite hawk 1.el>ra 
peach sheep Umestone heron zebrorMQI 
pear Nine (rare) marble Ibis 

pomegranate nitrate kite Ot1JeT Land Anlmala 

atrawbeny l'i8h ~Small CJame pelroleum osprey baboon 

almond bayad phosphate o!trlch coney 

asparagus carp porphyry pellCSI elephant (Jo:xodom) 

!>em catfbh 9811. pigeon ~NI 

carrot perch (Nylle) sand atone quail monkey 

cauliflower talapla aeq>entlne snipe pig (wild lit warthog) 
cucumber aane 90dlwn carbonate spaoribW rat 

fennel duck amethyst atom mlnoceros 

~ goose chal~y teal 
garUc grouse coral wllure 
gourd hare emerald 
leek pigeon garnet 
lemll rabbit Jaspar 

lettuce quail lepls lazuli "The nabk berry Is from the sldder tree. It ii vaguely slmDs to a cheny. 
melon snlpe malachlte 
onlon peaJ1 
potato Oraln lt Other Cropa peridot 

pumpkin barley sunstone 
radish maize (com) turquoise 

spinach millet 
squash 
tomato beer 
turnip cotton fur! lit hides 

watermelon flax (linen) gumyarblc 
be mp Ivory 

papyrus myrrh 

Dyeatuf& ostrich plumes 
bastard slaves 
henna ungeunts 
tndlgo wine 

maddar wood (rare) 

saffron 
woad 
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TOMB CON1ENTS & DECORATION 
Miniatures of people (servants and slaves). animals (all manner of large 

and small llvest.ock), and things oflarge size not suitable for Inclusion wllhln 
the nonnal tomb (a villa. balge. c:harlot, etc.) are a ml\)or feature of an 
..tID'Ptian burial site. These figurines are called ushabtu (sinQular ushabti), 
and some are of maglcka1 sort In aristocratic tombs. 

Typical ofTerlllJS and belongir\Js found In Ute burial place of a wealthy and 
Important Individual Include: 

l'ood and drink In various pots. jars. and dishes. 
8"'lns. bowls, ewers, jars. 
Baskets. 
Beds, couches. 
Books, maglckal papyri. scrolls. 
BoWes. fla.9ks. vials. 
Boxes, chests, coffers. trunks. 
Brazle rs. 
carpets. mats. rugs. tapestries. 
Chairs, stools. 
Chariots. 
Cosmetics (creams. kohl, perfume, powder, rouge. Ufllllenls, etc.). 

Cups. flagons. 
Cushions. pillows. 
Dishes. plates. platters. 
!'ans. 
Games, pastimes. toys. 
Garments of all sorts. 
Hygiene It.ems (brushes, combs, rawrs, tweez.ers. etc.). 
Jewelry (any and all sorts from armlets to tores). 
Lamps. torches. 
Pots (IBlge for food, small for precious Ufllllenls). 
stands. tables. 
Tools. 
Urns, vases. 

Wigs. 
c.onainelsare t.ypicallyof potl.elyor stone, lhol{Jh lelerones ~be porc:daln. 
Wall painting and writing Is of the foUowlng sorts: 

Battle scenes. 
BlesslllJS. 
Curses and wamlngs. 
Deity deplctlons. 
Domestic scenes. 
l"lshlng scenes. 
Hunting scenes. 
Ufe event scenes. 
Maglckal texts. 
Names of deceased. 
Names of others Involved wlUt deceased and places concerned. 
Pastoral scenes. 
Religious texts. 
Scenes of the deceased In Ute Duet or Pet. 

l'wlttar}' Papyrl1 Spedal maglcka1 texts whose Heka Is to mslst Ute 
deceased to attain afterlife as an aware and actlvely able Inhabitant. whether 
as a creature or spirit. In such Sphere as Is Indicated by the wrlting.9 and 
CestillJS contained within the work In questJon. These texts Include: 

Book of Transversing l!remity 
Book of Resplratio118 
l'estival Songs of Isis lL Nephthys 
Lamentations of Isis 
Utan/es of Seker 
Hay Hy Name l'Jourish 

COMMON GIVEN NAMES 
Male: Female: 
Mabu ParUtl Mam Nuhel>t 
Ahaptu Pepi Ahunum Nura 
Abes Phi rip Amltha Papall 
Amlkhat Plye Aplla Penta 
Aptuef QauaUt Artif Pes98far 
Arkanstras Qenau Artut-t Qabtcl 

Asarneb Qesab Ashshl Qent.I 
Asken Rame.9es Auitheb Rekhlta 
Ateneru Raneb Babat Res.I 
Atet Roqeb Be!U Rines 
Baenshu Rut.ch l'8lab 5arqa 

Bakara Sebtef l'alsenter 5aM 
l"autcher Shelfl l'etfeta Sbeth 
l'enU ShemUtra Gagalt Serret 
Gaut.en Shepses Gerta She.fa 
Geblr Sherr Geml Shena 
Gen tab Slnuhe Genurlt ShuU 
Gerre Smala Hanhanu Taankhlt 

Habtu Smenu Halba Ta3tab 

Harkar Taaq Hatchert Tchaft 
Honur Tangllr Henit Tc harm 
Hosut TchafU Kami Tchasu 
HU Tchanr Kaba Tcheta 

Hutch fa Tcharll.er Kauurit Tetabk 
lmshur Techar Kesern Themft 
Kaanu Tetklris N>enu Thennlt 
KauU Thent IU>erabt Thul 
Kheml Thesu Khetiper U&hltJ 
Khent Tu them Mathlt uatput 
Khenteb TuUtmoses McruU Ugam 
Khlheru Uasar Mesept Unglta 
Mabheri uaten NefakhuU Ups ha 
Marak Uattdh Nerem Uptta 
Menes Uhethem 
Menke Unas 
Narmur Urshab 
Nebksu Usmhag 
Neferes Ushert 
Nub It Ut.chur 
Parhu Uteben 

As a general rule. peasant class lndlvlduala have only given names. Thoee 
In the freeman class will be klenUfted further by a descriptive surname (short. 
tall, brown. etc.), avocaionalorofflcesurnarne, alocale(vlllage, d1strict. city. 
or sepat) surname, or In the cue or the upper 9trala of the class a •tiouae• 
(family) or similar surname as Is custommy wlUt most In the aristocrat cla9s. 
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APPENDIX II: 
The Blemmyish Tribesman's Account 

7ralulated IUJd Annotated by f'demott CJ*'Olt 
"Too bad we never looted the Orest Tombl We came over from Khalla 

Wadi 1 along the wild game and camel trails and thus ent.ued the Janda of the 
mud-Owellersl. It W8.ll a good raid. ror along the way we took slaves and much 
booty. all of which we sent beck lo our lrlbe with two hands3 of warrlors as 
guards and to tell of our success. The shake and most of our chief warriors 
were for riding on towards the sunrise. but then I discovered the fort4, and that 
changed everything. The enemy had built their strong plaCe not. far from 
where we had camped. ~veryone knew that mud-dwellers stuff thC$C forts 
with wealth, so all were agreed that we should et1ack It Instead of moving 
onwards. 

·The place was too strong for us to storm, for the ones who always stay 
close to wale~ are great cowards who hide behind walls of bricks or 
stones and use their Hekau'S magick In battle because they can't fight at 
all. We knew that there could be only a few enemy In the fort, because 
otherwise their soldiers and wagon-flghters7 would have come forth to do 
baWe when we rode In and surrounded their place. After we spent two 
days camped so as to surround the fort, our scouts found that the enemy 
had a rich burial place nearby. We abandoned the useless squattlng8. and 
all of us rode with eagerness Into the ravine where there were many weak 
fortsG, mastabas•o, buildings and tombs hewn Into the rock. This sort of 
thing proves the mud-dwellers are crazy people, for they pay more heed 
to their dead than to the living. They build fine dwelling places for and 
squander precious things upon dried and useless corpses. This Is known 
by all the Warrior People Tribes II. 

·1t was sad, for most of the place.9 we found and entered had already been 
plundered. Mud-dWellers steal from the sacred burial place.9 of their own. 
They have no shamel Besides, there are heavy curses placed upon such 
tombs-mostly against their own klndll, The great ones of this land must 
have thought that real men would never come to where their dead bodies 
were placed. We shoWed them dlfferenUy. Aft.er taking the small forts one by 
one, we shared out the silver and gold and other valuable stuff too. We killed 
all prisoners. of course, as we now had too few warriors to guard slaves. 

"My cousin. Jhunna. had discovered a long. narrow peth which he thought 
led back out of the ravine and Into the mountains 13. We wanted such a trail 
of course, fornowllwas nearing the time totakeourplunderand return to the 
clean$11ndsofourhomelandtothe~ 11oweveralongthenarrowwaywere 
tombs not yet touched! This was Indeed work forwarrlors. 

"Because there was yet room for precious cargo. all of us sought out and 
broke Into the burlal caves•4 here. We looked Into all of the small ravines 
around too, and found many. many more tombs. Too bad! It wm as I have 
already said. Those jacllaJs rob their own I The fllthy thieves had lelt nothing 
for us. So all we managed to loot. were a few miserable little tombs. taking care 
to bum the withered corpses we found, for that Is a great Insult and harm to 
the mud-dwellers. We feared no maglcks, for the puny stuff of thC$C gutless 
folk have no effect on the Bravel3, We knew such acts pleased the Lord of 
Warriors115, too. 

· it was I who who found a rich-looking tomb. sealed. hidden on a ledge 
high above. It was at the end of a tong ravine which had two forks I 7. Why 
this one had been left unmolested for so long I cannot say. It WB.ll not very 
well hidden. The mud-dwellers are stupid, so their robbers must be 
likewise. Thal Is my guess. Warriors can climb as well as they ride, and 
none ride so well as the Brave. I shouted. and others came to join me there 
on a ledge before the sealed entrance. This was a Qreat Tomb, for It had 
the p ldure-wrltlngl• of the mud<hlefs all around IL Then the dung11ods1" 
of the land Interfered. 

"Before we were able to begin breaking the big stone door beyond the two 

pllJers hewn from the rock f.:e, we were set upon by du<JU</uta20 (SlS. S 
times S times lS) of the mud-<lwellel's 90Jdlers. l managed to llQht 90 well I 
escaped, as did Jhunna beside me. A few handsll of our brothers likewise 
battled free. The path my cousin had found did, as we discovered then, lead 
us to our own clean landsD. Alhough we paused for a moment of mown Ing 
for the many ~rave Warriors 109t. we who 9Urvlved were rich Indeed. 90 we 
moved fast. l!.nemles and poisonous creatures took their toll as we went. and 
on the return journey we lo9t half ofourbrothers. I was uneasy. for It was dung. 
god curses, not bad luck which caused lhall It was the will of the Lord of 
Warrlors. and we smiled, for the remainder o f us were thus made richer stlll. 
and 11 was of much benefl. 

·Now I am returning to the desert with Jhunna. He and I are the only ones 
1elt of the Warrior 6ravesl3 who returned from the emt. The fortune5 we each 
carry will make our families wealthy and the lrlbe famous. I will certainly be 
the Oreat Shake and my cousin will be a chief man too. JhUMa will have 
almost as many horses. camels. carpets. wives. asses. goats. and slaves as do 
I lhent 

"My son.sU will certainly return to the place of the mud-dwellers one day to 
avenge the deaths of my brothels, and to take wealth from useless places 
such as their houses and graves. My 901\S will never deal with yo~ when they 
return laden with riches. You are all thieves. Youcheatandstealshamelessly 
from a poor Warrior. You give less than a tenth of the value of the fine jewelry 
and other fine things I have brought to you to sell. I curse you to never el\)oy 
the the refreshment and health of camel urine! Your sons will be eunuchs and 
serve as glrb-' 

Here the text L! ablUpCly cut off. 7be Pttonedan who ba1$Crlbed and 
retained trus tale for a time made aome ~of hla own berealt6. 
but they pertained to the man with whom be datJt. and the ISlemmyitlJ 
nomads in general. and not the ·oreat TOmb. • 
~·l'tolai 
I . KbalJs Wadi Is the pms lo the oasl9 of Dakhl&Amun. 
2. Lands of the mU<k1weJlers refers to cMUzed. non<ksert A!'QY1i. 
3. n.u laK1s ofwarlonmeem 10 mo\U'Ud tribesmen The plundertakm 

must haVe been oonsiderable to send oft'UBmstyofthelrmen. lnddaUlly. the 
Blemmylsh. their kindred trlbes. as wel • most of the Yartian normds now 
lnt.ennlngled In the desert lm:is !IUITOWldlng A!'QY1i. use a qulnary. ralhertlat 
dedmal. system foroounting. N\.UllelUare used for I throuQh 4, aglyph fors. lS, 
12!5. etc. 

4. f'ottls probably erroneous, as there Is mertlon of@at wealth Inside. 90 It 
Is likely lhel a rortlfied temple was <li9coYered by the author of lhb tale. 

5. 11le ones who ~D)'cbte to IMRl'ls anexpre991on for the~ 
In general. The nona1lc lrlbesnen call their OJV'Blry "soldltts. • al90 a detlahie 
mne. for l ls not -werrioB." txt nonethdest the nomads BYOld oonfrom&n. 
save If they can rmnege 111 ambuM. 

6. Hdlau Is of ex>une 8ll)thlng miglckal llld the U9e of~ The trlbe.9 are 
virtually helpless In lhb ax.ount. IBVlng no pracWoner able to l11lllch a frirS or 
Mage. albdt they mve at times meneged to develop some potal1 sororrera llld 
thel.D<e. 

7. W¥>n-1Jyht£/31sareferencetothecha1olsandthelrwan1orcrewsstllu..ed 
bythe..t'QYPlians wtJI rettlt.ly. al.bell.on rareoamlom and usually only In mim 

rormations where the tenaln is fmtand hard. I suspect the bedlarian Is anbdJilh. 
Ing his ya-n 

8 . U9eks$ squattillJ means the lribeamen were getting ~ wllh ltU 
siege ll'ld kneW l. Any llgttJng not done from canel or horseback b deemed 
Improper. 

9. Wealtfortsoertalnlyrefeisto 9mlll t.emplesorshrlne.9. lfthe ·rort· properwm 
Indeed a lalge temple. 

IO. l'fll.GbdSbthe Yarban wool for bench. of course, and bythls the trlbcsnlll 
means an tf:QYJX1an tomb or redanQUIBr sort with a ftat rool and lnwan:Mloph\J 
supporting walls. 
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11 . Wanior People nibe,, means the Blemmyish. of COi.ir.ie, and by inference 
all like nomads. 

12. CW3es .. ·modtb' B(J8inst their own kind seem.9 ~ MaQ!ckal Wlln1' 

and traps wlD fund.Ion part.k:ulat1yweD against anyone who happens to trlp them 
Pemaps~tomb robbers found~ places or broke In through wans to 

avoid~ the dweomers. 
13. Hountahsevide.ntiallyrefers to the plsleau, biWh, hllls, end ravines which 

form a baniu be)ond the ,f',gyptJan west.em de9ert In the Middle Klr1'Jlom area 
1he3e savage nomads have probably never seen a real mowtaln. 

14. &ri!J c:::ft'le.9 he.re ml.l!l meai the U9U8I .-f'QYptiarl 30lt which ere e.llher 
adualorartJfldallyduQpBc:es on the faoesolnMie,,and dilfs. A large erea might 
corUln one Important tomb ora whole series of minor ones beglnnlngetgiound 
level end wortdng up. 

I~. 7be Bta\'e refers to Ul08e no med wmlors who tm<e, as I recall. slain more 
than two foes end ridden on more than four raids. 

16. Loro ofWaniotS Is the chief delty ollhe strange littJe Blemmyish l'lllnlheon. 
Heisse.Id to have as rmnynamesas therearedlfferert$0rlsol'weapons, bulno 
single one o( them may be uttered by a trlbe3man. on pain of death! 

17. n.o forlc.Jls pcmlbly misleading. and If 90 purposdullydone. In the plllols 

or the nomads this might mean a sing)e sp~ or the ravine, a rort<lng Into two 

~. bul he m1Qtt abo mean two sepan!te ~of the main ddUe. SUCh 

. . . , . ' 
L 

• • 
• 

Inexactness Is typk:a1 of the 61emrnylsh. 
18. Pfcture wrting means not only hleroglyphs. but those contained In 

cartouches, for otherwbe the reference to "chiefs• makes no sense. 
19. Dunggodscould beaneplthelof der<>IJltory$0rtforthe~ Plnheon 

In general. bul this ~ remted after the fact. ll ls possible thet l ac1l.8lly refers 
to Wldean or~ delles worshipped by the Sla:Jdng fott:e. Delal star¥lards are 
90met1mes c:an1ed by troops servirl} a t.ernple. 

20. CJu.dtK./aa Is lkraDy ~25. as lndlcaled. blt l abo meais very. very rrany 
In 6iemrnylsh. In any even. a force whose number\lwWl 'too rew ... togwrd slaYes" 
Is unllkdylo have needed such anwnbero(troopstoclefest. norcouldthb nonai 
have fought his Wf1:i Uv'ough such a number of soldleis. 

21. A few~ can meai no fewu than I~ and no more than l4 total 

~s. If 25 had been able to flee. he would have used cluta after talds. 
22. CJean Jandy refers lo the fllhy deserts over which the 8lemmylllh rove. 
25. Wanior &ave.s co~ as It does. the two tenm sepantdy noted 

above, seems lo lndbK lhet this band of maraJders were seasoned veterans. 
24. Hy sons Is probably a general term. as If "brothers" as used In the ltJd. He 

likely means those of kindred splrL 
25. Deal with )OU 119 dea1y aimed et and ~ lhe C)Tetl8lc mm:hant 
~mean spilt and d1'honest nature olwhom I myxlf haYe been too 
frequeBly suffered to mdin. 
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The master of the role-playing game 
has outdone even himself ... 

With books from ROC right at his side 

Banletech 1s a trademark ol FASA 
Dungeons & Dragons. Advanced Dungeons & Dragons are trademarks ol TSR. 
Dangerous Journeys-is the trademark of Omega Helios Limited. 

:vGYGAX'S 

I 

In 1974 Gary Gygax created 
Dungeons & Dragons"'-and 
took the universe by storm. 
He followed with Advanced 
Dungeons & Dragons™in 1977. 
And then paused. Since 1986 
he has focused his energies on 
developing this, his masterpiece, 
the most complex, deepest 
role-playing game ever-the 
DANGEROUS JOURNEYS'" 
Multi-Genre Role-Playing 
Game System. And just like 
the bestselling Bacc/etech'" 
series, now ROC launches the 
DANGEROUS JOURNEYS'" 
publishing program to go 
hand-in-hand with the 

fantasy phenomenon of 
the 90s ... and beyond! 

~ 
~BOOKS 
Penguin USA 
375 Hudson Street, New York, NY 10014 



AN ELECTRONIC JOURNEY TO ADVENTURE 
GAKYGYGAX'S 

SI/PER NIN!FN/Il 
11 TI 8 f A 11611 T I f I T 1 .6 

THE COMPUTER GAME 
For more information, contact 

Electronic Arts at 
1-800-245-4525 

ELECTRONIC ARTS® 

Super Nintendo Is a registered trademark of Nintendo of America Inc. Dangerous Journeys Is a trademark of Omega Hellos Limited. 



SUPER CD ADVENTURE GAME 

Coming Soon for the new Turbo Duo 
is TurboGrafx Super CD version of Gary Gygax's Dangerous Journeys™, 
a new Multigenre Roleplaying Game System, This product can be used on 
the new Turbo Duo platform or TurboGrafx CD accessory system with 
system-upgrade card. Initial release of the 
Dangerous Journeys product is 
planned for April, 1993. 

For more information contact 1-800-366·0136 

Dangerous Journeys Is a trademark of Omega Mellos Limited. ~'i/61 
kJV Turbo T ochnologies, Inc. 





JOIN 
THE 

JOURNEY! 
Journeys monthly journal will be your constant 

source of adventures for the Dangerous 
Journeys™ system, the latest triumph from this 
world' s greatest game designer, Gary Oygax. 
Journeys will also bring new and different 
dimensions to your Torg™, lfero rM and OURPS® 
campaigns. 

And to top it off Journeys journal presents you 
with monthly previews and reveiws of new RPO's, 
electronic games and books! 

The new magazine devoted to 
travel amongst the fantastic, the 
unbelievable and always exciting 

worlds of gaming. 

Only $20 For 
One Year ( 12 Issues)! 

(Subscriptions $40 Outside the U.S. and canada) 

To receive your first issue of Journeys journal free. 
send no money. just complete the coupon below. 

Address: _________ __ _ 

City, State: ___________ _ 

Country:, ______ Zip:. ____ _ 

Complete coupon, or send name, address and subscription request 
to Journeys journal, CDW, P.O. Box 1646, Bloomington, IL 61702· 
1646 U.S.A. Or calJ (309) 452·3632 for more Information. NECI 

·----------------------------------------J 
Dangerous Journeys and Journeys are trademarks of Omega Hellos Limited. 
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l~y GARY GYGAX 

he Necropolis cam paign scenario is an epic adventure which 
sweeps the Heroic Personas across the dram atic landscapes of 
JErth's most magickal kingdom, !Egypt. 
From a hidden evil in a desert village, to tribes o f raiders in the wilderness, to the 

secrets of ancient tom bs, and beyond, the Necropolis campaign scenario takes your HPs on a danger­
filled mission to prevent an undying 
archpriest-wizard from calling a dark 
god back to rule the IErth! 

Action herein i nc ludes city 
adventuring, outdoors travel and 
combat, interaction with o ther 
personas in a small village and a 
military post, exploration, problem 
solving, and p lenty of indoors and 
subterranean adventuring too. In 
fact , the Necropolis adventure 
covers j ust about every aspect o f 
roleplaying you can imagine. 

The designation o f this work as a 
campaign scenario m eans that 
play ing time for this product is 
judged in weeks rather than days. 
The boo k com es com plete with 
extensive GM inform ation and 
multiple maps. Also included is an 
appendix of commentary on the 
Kingdom of }Egypt, w ith a detailed 
full-page map meant to supplement 
data found in the Epic of /Erth 
companion volume. Finally, there is 
a full-color, fold-out, I 7 "x22" map 
o f the adventure's primary tomb. 

In the Necropolis campaign 
scenario , the forces o f Evil are 
strong, and the price of failure is 
deadly, so the Hero ic Personas had 
better be good! 

5004 $20.00 
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