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he long habit of lioing 
indisposeth us for dying. 

S i r  Thomas Browne 

When green buds hang in the 

And sprinkle the lime like mini 
Forth I wander, forth I must 
And drink of life again 

elm like dust, 

-A.E. Housmqn 

Poets and philosophers of every 
age and nation have noted that 
life is an insignificant moment 
when compared with the 
enormity of death. It is 
undeniable that death lasts 
longer than life. For most, this is 
not distressing: one life span 
seems to be sufficient. Many 
others see death not as the end 

of life, but as the beginning of an entirely new 
state of being, often superior to mortal existence. 
But some few bemoan their short lives, fearing 
what lies beyond the grave. 

There is no question that some spirits endure 
beyond death, and that an incomplete or tragic 
life can bind a spirit to the mortal realm after its 
body has perished. Vampires, liches, and ghosts 
stalk this land of Mists. They are twisted 
creatures, pathetic in their torment, but 
dangerous nonetheless. I know these creatures 
well, having made it my business to oppose the 
undead wherever they lurk. 

Not entirely by choice have I taken up this 
unending quest. Unending it truly is, for the 
wickedness that permits some dead to mock and 
torment the living is eternal. Just as the 
procession of day and night will continue long 
after I am dust, so will the dead continue to rise 
from their graves after I am gone. 

Allow me to introduce myself. I am Dr. 
Rudolph van Richten, sometime purveyor of 
herbs and medicines, full-time hunter of the 
undead. Once, I lived a mundane life a s  a 
physician, husband, and father. Had tragedy not 

struck, I should have spent all my days in these 
happy pursuits. But a vampire, abetted by 
human agents, took from me my son, and then 
my wife. Ironic, that like the creatures I hunt, I 
too was transformebrebor~through violence 
and tragedy. 

This book, in a sense, reflects what separates 
me from my undead enemies, for I have 
embraced what is holy. There always will be a 
corner of my spirit that grieves for my wife and 
child, but that recess is bright. It is filled with 
warm memories, recollections of shared 
triumphs, and all the joys of enduring love. 

I do not brood on what I have lost, nor do I 
begrudge others their happiness. Rather, I strive 
to preserve those who cannot otherwise prevail 
in the face of evil. My own grief is less important 
than the struggle to spare others the pain I have 
felt. That one lifetime is too short to accomplish 
the lofty goals I have set for myself troubles me 
not at all. Others will take up my work when I am 
gone. Even now, folk I have never met share my 
quest and carry on the fight. After all, I cannot be 
everywhere at once. 

I have written thii book and others like it to 
share my knowledge, for knowledge is the most 
potent weapon in any struggle. I have no desire 
to linger in the world after death. Instead, I leave 
thii volume so that others might benefit from my 
experience after I am gone: it is all the 
immortality I require. 

A Oillerent Hind o f  Menace 
egends of the living dead abound. This book 
concerns those corporeal creatures I call the 
ancient dead, villains more commonly known 

as mummies. But let me backtrack a moment. 
By and large, undead creatures can be neatly 

divided into two categories: corporeal and 
incorporeal. The first encompasses dread liches 
and vampires, creatures whose corrupted spirits 
dwell within their own dead flesh, as well as their 
weaker cousins, mindless aummatons such as 
zombies and skeletons. The second includes 
ghosts, creatures whose force of will grants them 



an existence independent of the body, and a few 
lesser kin such as  spectres. This dual 
classification is incomplete, but for years the 
shortcoming escaped my notice. 

before I became an undead hunter. Even after I 
had taken up my work, however, I regarded 
mummies as  merely a lesser form of corporeal 
undead. legends about bandage-wrapped 
corpses rising from their tombs I could easily dis- 
miss on many grounds: Ignorance of the world's 
more elaborate burial customs, I reasoned, was 
the mainspring of mummy legends. Funeral cus- 
toms in many places include ceremonies that 
symbolically bestow senses and motion upon the 
dead, that they may enjoy the afterlife. A simple 
misunderstanding of these rituals, and an occa- 
sional incident involving genuine necromantic 
magic, would be enough (I thought) to start 
many tales circulating among superstitious folk. 
The truth is not so simple. 

I was, of course, aware of the lore of mummies 

The Priest o f  the Tor 
ne years ago, my comrade Shauten the 

wizard and I heard rumors of undead 
' maiauders in eastern Darkon, and we 

decided to consult a former companion of ours in 
Nevuchar Springs about the veracity of the 
reports. Along the way, we visited several 
uncharted villages and questioned the locals 
about the tale. We discovered very little in the 
way of hard evidence until we entered a 
picturesque little hamlet not far from the banks 
of the Vuchar. Tidy cottages lined a dusty main 
street, which gave way to a track that wound 
through fields bursting with ripening crops. But 
there were no people. 

Our search of the deserted village revealed 
signs of violence everywhere, but neither 
survivors nor bodies. The lack of corpses 
seemed ominous, and soon our fears were 
realized. As we studied the tangle of footprints 



left by the hapless villagers and their attackers, a 
quartet of ragged zombies emerged from the 
fields and attacked. Two monsters were foul and 
decrepit, and must have been in a state of 
undeath for months. The remaining pair, 
however, were hesh and clad in the tattered 
remains of farmer's garb. We no longer had any 
doubts about the villagers' fate. 

spell, and we had little difficulty tracking them 
through the trampled grain. We knew we were 
taking a risk, as the village was large enough to 
produce a veritable army of zombies. 
Nevertheless, I desired to rescue the living 
captives-if there were any-and Shauten too 
seemed eager to continue our investigation. 

The trail through the grain led us to a huge 
cemetery, ancient beyond belief. A sprawling 
expanse of headstones skirted mausoleums 
carved into a rocky hillside. Gaunt figures 
skulked among the monuments, keeping furtive 
watch on us. Our attention was immediately 
drawn to a particularly large hillside tomb>with a 
classical facade and a massive iron gate. When 
we approached this edifice, the figures, which 
turned out to be ghouls, attacked. Shauten's 
spells prevailed once again, and we set about 
examining the gate. 

The portal was shut fast, and I immediately 
applied myself to opening the lock, in perfect 
working order despite the tomb's great age. A 
cry from Shauten cut my efforts short. Several 
more tombs had opened and a horde of zombies 
shuffled out. Further, I began to discern motion 
within the inky blackness that filled the crypt 
beyond the gate. Shauten and I beat a hasty 
retreat. 

Our flight took us directly to Nevuchar 
Springs, where we quickly organized a proper 
expedition to locate and eradicate whatever 
creature held sway over the undead in the 
cemetery. Upon our return, we set about a 
systematic exploration of the hillside and soon 
came face to face with our adversary. 

What some might have taken for luck, but I 
recognized as adroit maneuvering on our foes' 

Shauten quickly dispatched the zombies with a 

s 

part, brought wave after wave of zombies, 
sometimes accompanied by ghouls, to attack us 
at inconvenient times during our exploration. 
Clearly, a k e q  tactical mind had been observing 
our movements and chose to advance when we 
were most vulnerable. 

Through our own shrewd observations, my 
companions and I deduced where our unseen 
opponent must be standing, and we pressed 
forward to a final confrontation. Our foe proved 
to be a spellcaster whose skeletal body was 
adorned with several amulets, and clothed in a 
flowing robe embrdidered with priestly symbols 
of an unholy nature. We concluded that we faced 
a clerical lich. 

Through sheer force, and Shauten's spells, we 
won through. We lost no time in entering the 
tomb. where we found a wealth of treasures and 
artifacts of great antiquity. We promptly 
assembled every object w e w g h t  could be a 
lich's phylactefy and destroyed them all. 
Afterward, we-kept a strict vigil over the tomb, a s  
we could not be sure we had prevailed. 
To our dismay, the "lich" reappeared within a 

week. Its fury knew no bounds. Only after much 
fighting and travail did I discern our foe was no 
lich, but a wholly different creature! 

The most valuable clue that led to my discov- 
ery was the simple fact that the monster had 
returned from destruction in exactly the same 
physical form as we had originally seen it. Clearly, 
the creature's spirit had not issued horn some 
still-hidden vessel to usurp another body. Yet our 
foe reappeared to menace us again and again. 

If not a lich, what was our foe? It was the 
creature I had dismissed from my classification 
system: an ancient dead. Not until we  had 
specially crafted a mace, based on the symbols I 
deciphered from the creature's robe. were we 
able to inflict a final death upon the monster. 

In the years since, I have fought the ancient 
dead in many guises. I use the term "ancient 
dead" throughout this work; for all practical 
purposes, it is interchangeable with "mummy," 
and I use it to remind the reader that these 
-reatures come in many forms 



hosts? No! You 
don’t call 
anything a ghost 
that you can take 
in your hands and 
look at in broad 
daylight, and that 
rattles when you 
shake it Do you 
now? 

-F. Marion 
Crawford 

Most of the 
ancient dead were 
once livina, 
breathing&ople 
who have defied 
death to walk 
again among the 
living-as 

mummies. Their tortured spirits remain bound to 
now-lifeless bodies. 

I have infrequently encountered or discovered 
doomed spirits who have been compelled to 
become ancient dead through no fault of their 
own. Most of them, however. are not innocent 
victims of powers beyond their control. 

After years of research and interviews with 
eyewitnesses who have encountered the unquiet 
dead (including two interviews conducted 
magically with the dead), I have concluded that 
some spirits pass into death with a predilection 
for returning as mummies. The common factor 
among these cases seems to be a fascination 
with, and desire for, the trappings of the mortal 
world. This emphasis makes the ancient dead 
most closely akin to ghosts, at least in 
psychological terms. 

between ghosts and the ancient dead The latter 
are fully corporeal and the former are not. In my 
work on ghosts, I described one class of spirits 
that possessed solid form. Are these spirits 
ancient dead? No. A corporeal ghost creates a 
body for itself through b r a e  of will or 

There is, of course, one explicit difference 

supernatural power. Such is not the case with the 
ancient dead; their spirits actually re-occupy the 
bodies they possessed in life. If one searches 
diligently enough, one oRen can locate a 
corporeal ghost’s mortal remains, which might 
prove advantageous in combating the spirit. 
There is no need for a search in the case of an 
ancient dead-the creature’s mortal shell is 
immediately present. 

Indeed, because the ancient dead are fully 
corporeal, any discussion of them invites 
comparisons with the other corporeal undead, 
namely vampires and liches. 

Outwardly, most mummies strongly resemble 
liches. Both creatures tend to have withered or 
skeletal bodies, and both share an intense desire 
to destroy or manipulate the living. If one is 
unfortunate enough, as my companions and I 
were, to encounter a mummy that has retaiied 
those spellcasting abilities it had in life, it might 
be next-to-impossible to know what manner of 
creature one is facing until it is too late. Such 
was nearly the case with my group. 

liches and spell-casting ancient dead 

1) Transformation: A lich initiates and 

There are five important distinctions between 

completes the process that transforms it 
from living being to undead. While the 
prospective lich still lives, it begins an 
elaborate, dangerous. and expensive ritual in 
which it is the principal, if not the only, 
player. 

process in which the subject is only a 
passive participant. Though some individuals 
arrange to return from the dead as 
mummies, they must depend upon others to 
carry out their wishes. Planned or otherwise, 
the process can truly begin only after the 
subject dies. The first step is embalming the 
corpse. A mummy can be created 
spontaneously through natural preservation 
of a body and the spirit’s own force of will. 
Even then, some external event triggers the 

The ancient dead are created through a 

Tetum. 



2) Phylactery: Every lich possesses a phylactery 

destruction of this vessel must be the focus of 
any effort to destroy a lich. 

ome ancient dead creatures possess items 
ilar to phylacteries. These sorts of items 

do not house the creature’s spirit-that 
resides in the creature’s body-but they are 
the keystone of that creature’s existence. Not 
all ancient dead have key items, however. 
Some mummies can be physically destroyed 
by a direct assault on their bodies (though 
this is never a simple undertaking). Other 
mummies cannot be destroyed, but can be 
laid to rest under the right circumstances. 

that houses its spirit. The location and i 

intenance: Liches require periodic rituals 
maintenance to sustain their unlives. 

cient dead can exist indefinitely with 
efforts. A few require small 

amounts of herbs or other rare substances to 
maintain their powers; still others require 
some form of veneration from mortals. No 
mummy, however, risks destruction if this 
dependence isn’t satisfied; it merely suffers a, 
temporary ability loss. 

4) Increasing power: Liches continue to 
accumulate more power and knowledge 
throughout their existences. 

when it is created, although a very few 
mummies receive their powers slowly over 
time. While the latter type, like a lich, 
becomes more powerful, it is not gaining new 
abilities; instead, it is overcoming limitations 
that keep it from using the widest array of the 
powers it has. 

The full extent of a mummy’s powers is sc . 

5) Departure: A lich eventually discards i ts  
physical form and departs the mortal realm to 
explore other modes of existence. 

Barring outright destruction, the ancient 
dead are inexorably bound to the mortal 
world. Surely no creature can exist forever, 
and there must be som- --:nt at which a 

ravages of time a 
confess that I ha 

empires can rise, fa4 an 

The ancient dead a 
both sorts of creatures are destined’either to 
remain in the mortal world or perish. In addition, 
I have documented several mummies that 
exhibit powers similar to those of vampires. 
These powers include: flight, the ability to charm 
their victims, sha 
summoning. This, however, is where 
similarities end. 

Unlike vampires, the ancient dead have no 
need to feed upon the living. Often less fearsom 
in battle than vampires, mummies also have fe 
or none of the typical vampire’s weaknesses. 
Ancient dead are generally unaffected by garlic 
or mirrors, for example. As with ghosts, however 
some mummies have aversions to objects or 
substances. These articles are linked to the 
mummy’s origins. 

The ancient dead share a few characteristics 
with other undead They have no need-for food, 
air, or sleep. since their bodies a10 lifeless, so 
they are immune to all forms of poison and 
paralyzation. Likewise, they are immune to 
enchantments that produce sleep, charm, or hol 
effects. 

The Planar Connection 
he ancient dead are unique among the 
undead in that they appear to have a 
positive-energy component. This does 

mean the ancient dead are good-far from 

that is disruptive and inimical to life. It is 
this positive connection that the ancient 
animate and maintain their corporeal.bod 

Positive energy might also be the sourc 
*‘-e ancient dead’s most dreaded attack, 



mummy rot. This appalling disease is always 
fatal, and it defies all mundane efforts to cure it. 
Only magical intervention can alter its course. 
Perhaps a mummy, when it strikes, transfers a 
portion of its positive energy to a victim. It might 
be a caustic effect of such energy it that makes 
a victim’s flesh rot away. The energy’s disruptive 
effects on the body might also explain why a 
mummy’s victims do not heal properly, and why 
they cannot benefit from healing magic while 
afflicted with the rot. 

explaining three other powers every ancient 
dead creature possesses to some degree: 
rejuvenation, invulnerability, and fear. As I 
explained in my work on ghosts, rejuvenation is 
the power to recreate portions of the body that 
have been destroyed; i t s  effect is similar to a 
vampire’s regeneration power. Regeneration, 
however, involves the accelerated healing of 
wounds, whereas rejuvenation reconstructs the 
creature‘s whole body. Clearly, a mummy must 
draw on a supernatural source of matter and 
energy to accomplish such a feat. 

degree or another. A mummy’s strangely 
preserved tissues are nearly impervious to 
physical harm, and only enchanted or specially 
created weapons can affect them. Even then, 
physical blows are never as effective against a 
mummy as  one might expect. Ancient dead are 
similarly impervious to some energy attacks. 
Most often they are unaffected by cold, but 
some can shrug off other forms of energy as 
well. Worse, a few can resist several kinds of 
energy. I suspect this resistance stems from a 
supernatural reinforcement of the body. 

All mummies inspire some form of fear or 
dread in the mortals who encounter them. This 
fear can go beyond simply inducing opponents 
to flee. Victims can be so overcome with dread 
that they are unable to act. My studies suggest 
that mummies project an aura of power that 
overcomes and disables a living person’s 
Dsvche. This aura is constant and it seems to 

lergy. 

The theory of positive energy is also helpful in 

All mummies are resistant to weapons, to one 



Readers should not over-hastily conclude any 
creature that does not project an aura of 
palpable fear is not a member of the ancient 
dead. Many high-ranked mummies have the 
ability to halt or even delay the effects of their 
powers, and some mummies inspire fear by their 
gaze, voice, or gesture. I once encountered a 
mummy which could inspire fear in an area of its 
own choosing. 

Belinderissa and I descended the grand stair and 
entered a narrow vault. Behind us, I heard soft 
footfalls as the rest of the group followed. I was 
anxious to decipher a lengthy runic inscription 
on the walls of the vault, and bade Belinderissa 
to hold her torch higher as we moved into the 
chamber: 

wall slid open with a stony whisper. A 
handsome youth clad only in a white linen 
loincloth and conical headdress stood before us. 
He smiled and made an elaborate bow, his hand 
describing circles 'in the air with a double 
flourish. 

"Holy watec Claudia, " I called to my assistant 
as I raised my silver cross to ward off the 
creature. As Ispoke, Belinderissa aimed a vicious 
swipe at the youth's neck and struck a blow that 
should have separated the creature's head from 
his shoulders. Instead, there was a dull thud, as 
the sword failed to bite. The impact left behind 
only a dry gash. 

holy water was not forthcoming. Turning away 
from the beast, I beheld the remainder of my 
party rooted in place on the stairs, motionless 
except for a communal nervous quiver. My 
companions looked for all the world like a stand 
of leafless trees trembling in an autumn wind "I 
fear you must distract our young foe a while 
longer, Belinderissa, " I said as I fumbled with 
Claudia's haversack. 

Before I could study the runes, a section of the 

"Quickly. Claudia, " I commanded, but still the 

-from the private journal of Dr. Van Richten 

"f' Since that incident I always have carried my o 
holy water. 

The first Ancient Dead 
w did the ancient dead first co 

the world? I have uncovered v 
scholarly debate on this subject. It seems 

that ancient dead are so elusive that they have 
escaped the notice of scholars who are not as 
dedicated to cataloguing and defeating undead 
menaces a s  1. Indisputably, the fact that most 
ancient dead easily can be misidentified as otht 
sorts of creatures has contributed to this 
ignorance. 

origins of ancient dead, most sages and 
mediums are unable to give any credible answer-- 
at all. A few priests, adventurers, and delvers in 
forbidden lore speculate that those rituals and 
processes used to create an ancient dead were 
developed after some long-ago theorist 
witnessed a spontaneous occurrence. One of m 
colleagues, Deved de Weise of I1 Aluk, in Darkon, 
has offered a succinct explanation of the 

When confronted with the question of the 

reasoning behind this the0 

. . . as to the Drobable oriains of the cre 
I* - 

you call ancient dead, you [Van Richten] must @ 
concede that history is full of incidents inuolvin 
the return of the dead to the world ofthe living. 
Here in Darkon, as you know, the rising of the 
dead is ingrained in local legend. 

spirits can return to their preserved bodies 
through force of will, then it must have been 
inevitable that some priest, obsessed with deatfl 
and hungering for an extended life (or desperate 
to grant such a "gift" to a demanding liege) must 
have come upon an account of such an incident, 
just as you have, or actually witnwed the 
event 

need only the proper research materials and 
sufficient time to recreate the event. . . . 

I f .  as you seem to have documented, departel 

Armed with this knowledge, thepriest wouk 

-from the letters of Dr. Rudolph van Richt 

Because I have uncovered conclusive proof thr 
the ancient dead can rise unassisted, I fin& 



hard to contradict de Weise's reasoning and 
conclusion. There is a more sinister theory 
about the origins of the ancient dead, however, 
to which I must attach greater verisimilitude 
because it is derived from first-hand knowledge. 
It comes from the journal of De'rah, a wandering 
priestess and a gifted medium. This fair lady 
claims to have been only a visitor to this land of 
Mists, and in any event she has disappeared 
utterly. Before departing on her final journey 
away from these lands, she entrusted a copy of 
her journal to a wandering Vistana, who 
delivered it to me. The fact that lady De'rah 
could induce any Vistana to serve a s  a reliable 
messenger only increases my admiration for her 
abilities: 

Once the mummy lay quietly in its coffin again: 
we sought to discouersome method ofputting it 
to rest permanently, While my companions set 
about trying to decipher the numemus 
cartouches and hieroglyphs on the tomb's walls, 
I fingered my enchanted prayer beads and 
chanted a [divination] spell. Soon, I was 
conuersing with the creature: 

Q: Huseh Kah, why do you walk among the 

A: Because of the curse ofAnhktepot . . . 
Q: Who is AnhktepoP 
A: The first of my kind. . . . 

iiuing? 

-from the journal of De'rah 

De'rah was able to pose no less than half a dozen 
questions to Huseh Kah, but I have included only 
the two most pertinent here. De'rah concludes 
that ancient dead creatures did not walk the land 
until a being called Anhktepot returned from 
death. 

her encounter with Huseh Kah's mummy, and I 
could not share what I knew of Anhkpo t  with 
her. 

I first heard the legend of Anhktepot during a 
visit to the land of Har'Akir, many years ago. 
According to Har'Akiri folktales, Anhktepot was 

Unfortunately, De'rah and 1 parted ways before 

an ancient king or pharaoh. Hd becam 
of ruling that he could not bear 
reign ending, even in death. He 
toward cheating death and returning 
throne. When he finally died ( 
say), his burial was accompanied by a Iavish 
ceremony and the ritual de 
valuable advisors. If Anhktepot 
the dunes of his arid country. h 
his wish. 

If Huseh Kah was correct in his belief that 
Anhktepot is the progenitor for all the ancient 
dead. then it appears that, in seeking his own 
immortality, Anhktepot loosed an entirely new 
evil into the land. 

en 
-. : t 



ut tell 
Why thy canoniz’d bones, 

Have burst their cerements; why 

Wherein we saw thee quietly 

, Hath op’d his ponderous and 

most deeply held convictions. Fortunately, I an  
not prone to despair. 

In this chapter I hope to acquaint the reader 
with certain terms and concepts which are vital 
to understanding the ancient dead. The materie 
presented here provides a framework for all tha 
follows, and the reader is advised not to treat it 
lightly. 

I have identified five broad categories that I 
find useful when discussing and classifying the 
ancient dead. These are power rank, physical 
origin, psychological origin, form, and state of 
preseruation. 

hearsed in death, 

the sepulcre, 

interr’d, 

marble jaws, 
To cast thee up again. What may 

7hat thou, dead come, again in 

Revisits thus the glimpses of the 

Making night hideous: and we 

So horridly to shake our 

With thoughts beyond the , 

Power C--4 
fools of nature ’he first ullu most important category by 

which I classify *ancient de& is their 
I level of power, which4 call thek rank; Ever 

mummy has a rank, regadkss of 
attributes it may display. Readers 
my previous works know that I hayk devebped 
similar systems for desctibing vampires and 
ghosts. A mummy’s rank is similar: to a 
vampire’s age or a ghost’s magnitrid-the 
higher the rank, the more powerfullthe mumm) 

I must-warn the reader that the qalues of ea( 
rank category are neither absolute rior 
universal. A mummy of the first rahk, for 
example, might exhibit some abiliiies of:a 
higher rank, even though its me& level of 
power is relatively weak. Use the Quidelines 
below to your best advantage, but never take 

reaches of our souls? 

are enigmatic creatures that 1 
identiv and thtk are hard to I 

anything for granted. i :  

As noted in the ppevious chapter4 a mummy’! 
powers* set, but not ne@essf~rily;fixed at Ehe 
moment of its creation. The-chie€€+ctors that 
determine themummy’s rank are +e strength 
I t s  attachment to the mortal world, :the 
deceased’s emotional state at the $me of death 
the intricacy of the ritual used to create the 
mummy, amitthe opuimced the n k m y ’ s  
tomb. In some cases, other factors;can increasi 
a mummy’s r+:These&~&~de%h+nver dfl 
creature.or Creatures creating the +urnmy, a d  

t the ancient dead. Alas, this work is far 

atch, Nevertheless, the supernatural 

y accumulating immutable truths: all 

bandon even myi h e  amount of respect, fear, or veneration a 



mummy receives from the living. The legend of 
the aforementioned Anhktepot of Har’Akir is a 
case in point. 

If the tales are true, a desire to cheat death 
dominated Anhktepot’s thoughts during life. 
Furthermore, as a pharaoh, Anhktepot could 
indulge in his obsession to a degree 
unimaginable for a common man. He  had the 
resources of a nation at his disposal, and he used 
them. Anhktepot commanded for himself 
embalming and funeral rites on a grand scale, 
and an elaborate tomb to match. 

among the people of Har’Akir. Anhktepot is an 
eternal bogey man that haunts their dreams. If 
Anhktepot still haunts the sandy deserts of 
Har’Akir, he must be formidable, indeed. 
Likewise, any mummy created by the hand of 
Anhktepot would be a more fearsome creature 
than it might have been if it had been created 
under more typical circumstances. 

Long after his death, this ruler still inspires fear 

first Rank 
Ancient dead of the first rank are creaked 
spontaneously, with little or no pomp and 
circumstanca Although they possess potemaally 
dangerous pow@s, they are not particularly 
formidable. A first-rank mummy usually can be 
annulled simply by destroying its physical form. 
This is seldom a daunting task for an 
experienced undead-hunting group. 

creature of thii inferior rank. I make this claim 
not out of arrogance, but to illustrate just how 
difficult identification of the ancient dead can be; 
in retrospect, I am certain I must have battled 
these creatures at least once. 

During our quest to defeat the lich known as 
the Phantom’s Bane, desccibed elsewhere, my 
companions and I suffered numerous assaults by 
livid, shambling creatures which we took to be . 
some form of greater 7nqbie, for they po-sed 

I never have knowingly faced an ancient dead., 

k 



a modicum of intelligence and proved to be 
disturbingly agile in combat. We never did grow 
accustomed to their gruesome visages, and fear 
clutched at our hearts whenever they appeared. 
Gedlan Ironheart, our dwarf fighter, remarked 
after one battle that the bloodless creatures 
absorbed more punishment than he expected. 
Later, we discovered that several wounds the 
creatures had inflicted on us had begun to fester, 
and this sepsis proved to be resistant to my 
herbal remedies. Only a miraculous salve 
supposedly imported from the Free City of 
Greyhawk-a metropolis I never have visited- 
proved at all efficacious. 

With the benefit of hindsight, I conclude that 
these creatures must have been first-rank 
mummies created by the Phantom’s Bane, 
probably from victims who had succumbed to hji 
paralyzing touch. 

Fortunately for my party, these creatures were 
not so strong as  to render our ignorance fatal. 
Unfortunately for everyone, mummies of the first 
rank are fairly rare; the majority of the ancient 
dead are not so weak. 

Second Rank 
Ancient dead of the second rank are generally 
only slightly more dangerous than their lesser 
kindred. In many cases, second-rank mummies 
rise spontaneously if the circumstances 
surrounding their deaths are sufficiently charged 
with emotion. In most other cases, mummies of 
this rank are created by evil spellcasters or by 
other undead. Consequently, they usually 
function as servants for more powerful beings, 
and defeating them is often but a single step 
toward ultimate victory. My first experience with 
mummies of this rank provides an illustration: 

I undertook an extended expedition to gather 
herbs and found myself wandering among the 
bleached, dead trunks of trees that litter the base 
of the Balinoks in eastern Falkovnia. I have often 
wondered what blight afflicts these trees, which 
are otherwise so hardy. I had no time, however, 
to ponder this particular botanical mystery 

because a more urgent matter drew my 
attention. 

I came upon a mining camp where some 30 
souls labored to wrest treasures from the very 
bosom of the earth. The camp overseer was a 
brutish woman of acerbic demeanor and a 
shovel-like jaw. As with most organizations in 
Falkovnia, the camp was patterned along 
military lines. The overseer, Captain Twyla Kahl, 
also commanded 10 haughty soldiers. 

to the camp and continue with my herb 
collecting; however, when the captain learned I 
was a physician she called upon me to attend a 
miner who had survived a tunnel collapse. 

My patient was dazed and appeared to be 
suffering from septic wounds that seemed 
completely impervious to my treatments, and 
although the patient was in no immediate 
danger, my instincts told me I was dealing with a 
terminal case if I could not locate a cure. My 
suspicions were aroused, and I continued to treat 
the fellow while the collapsed tunnel was cleared 
and reinforced. 

As the last bit of rubble was removed, the 
miners discovered an ancient chamber which 
must have been hewn from the living rock at a 
time when the mightiest tree in Falkovnia was a 
mere sapling. Three curving orifices opened near 
the floor on one side of the chamber. The 
trapezoidal blocks that framed the openings 
unpleasantly reminded me of snarling mouths 
filled with decaying teeth. I thought I detected a 
charnel stench coming from them as  the captain 
and I surveyed the place. 

hideous creatures emerged from these openings. 
They were fleshy, but with entirely skeletal 
heads. The captain and her soldiers had little dif- 
ficulty hacking them down, but dismemberment 
seemed merely to inconvenience the creatures, 
and their sundered bodies kept right on attack- 
ing. At my suggestion, the captain bade her 
troops to fall back into the tunnel; the moment 
the living had quitted the chamber, I hurled three 
oil-filled lanterns, all lit, into the cavern. The 

I had intended to pay only a brief courtesy visit 

My worst fears where realized when three 



creatures twisted and wailed as the flames con- 
sumed them, and soon all was blessedly quiet. 

When the smoke and heat from the funeral 
pyre had dissipated, we made a cautious 
inspection of the chamber, where we discovered 
nothing save a few trinkets-and the disturbing 
fact that the openings in the wall extended back 
into the mountain for an indeterminate distance. 
With this discovery, the captain ordered the 
chamber filled with rubble and directed the 
miners to seek their ore in another direction. At 
the time, I felt this was a prudent decision. 

For my part, I found myself faced with three 
more victims of the inexorable rotting disease 
that the mummies carried. With the captain’s 
reluctant permission, I accompanied the victims 
to Silbervas in hopes of finding a cure for them. 
For the soldiers it was an easy task-the military 
folk in Falkovnia enjoy enough wealth and status 
to secure for themselves almost any service they 
need. The hapless miner was not so fortunate, 
however, and I was forced to accompany him to 
Mordentshire before finally discovering a 
sympathetic priest. 

Three months later, I was back in the vicinity 
of the camp, still seeking my herbs. I was 
dismayed to find the mine tunnel sealed and the 
camp deserted. 

I did not learn anything more about this case 
until some time later, when 1 visited a tavern in 
Lekar and encountered one of the soldiers I had 
assisted. The tale the solder related was, of 
course, secondhand, and many vital details were 
absent, but it seems the new tunnel dug on 
Captain Kahl’s orders breached a second ancient 
chamber. This new area was huge, and it 
contained a colossal bas relief of a face. The 
figure’s eyes, I was told, were rubies the size of a 
man’s fist. The captain immediately posted 
guards while a gang of miners went to work 
extracting the gems. 

Just as  the first chisel bit into the rock, 
however, the carved mouth sprang open to 
reveal a fanged maw! A legion of skeletal horrors 
marched out, directed by a dimly seen creature 
wielding a staff. The miners fled screaming, 

hampering the soldiers, who soon fell under the 
relentless onslaught. The captain was overcome 
along with her troops. 

of mind, fired the mine as he fled. The 
conflagration undoubtedly consumed the 
advancing undead, but also collapsed the shaft. 
Rallying the terrified miners, this officer ordered 
the mine entrance to be completely buried, and 
quit the site. 

I have no doubt that the mysterious figure 
wielding the staff was a mummy of great power. 
In my subsequent campaigns against ancient 
dead, I have often found that what first meets 
one’s eye is seldom the whole truth. The ancient 
dead do not show all their strength at once, and 
an early victory often is merely an indication that 
the true battle is still to come. 

The remaining officer, being somewhat quicker 

Third Rank 
Ancient dead of the third rank are powerful 
enough to pose a threat to even the best- 
equipped adventurers. Unless one is fortunate 
enough to discover a weakness quickly, 
destroying these creatures requires great force or 
meticulous detective work-or both. It is at this 
rank that the ancient dead first exhibit salient 
abilities, such as  spellcasting and the creation of 
other undead. Some third-rank mummies are 
indeed vulnerable to physical destruction, but it 
is unwise to depend on such a weakness, as 
some ancient dead exhibit superior rejuvenation 
powers at this level. 

My own experience leads me to believe that 
third-rank mummies make up the vast majority 
of ancient dead. One can expect to encounter 
weaker mummies only when unusual 
circumstances prevail, and even then the lesser 
creatures are often tools of more powerful ones. 

spontaneously, though I have no evidence to 
suggest that they cannot do so. More typically, 
these types of mummies are created as the result 
of a powerful ritual or by the hand of a more- 
powerful ancient dead creature. 

Mummies of the third rank do not normally rise 



I place the mummy found in desert m, in I 

to mundane fire, but they have a-potmb army 
this rank. Many of these creattqxare vdn& 

powers, including pmalyzingilear, a virulent fmp 
of mummy rot, and immunitytonomumgical ~ 

weapons. The s~-c&d “greaw”.mun&oes . i 
(such astoncient dead priests of WW) are. : 1 
also third-rank: although the$ate for&id&de, 1 
they usually-cease to be a threat once defAatedi 

2 

N I C I ~ I I L  uead 
formidabkMost conventionalmetho&&me,i:/ 
only to delay or drive off these creatumsp~- , .! 
mummies of this. rankfrequently seem to haw. ! 
been defeated only b.reappear and menace q i r  
opponents once again. 

Ancient dead creatures of fourth r d ~ T i % p l ,  
after a powerful ritual has been completiic’and 
their bodies have beeR i n t d  in an d a b o r e  ! 
tomb. Usually the &eased has taken as1 a d v q  
role in planning his m her funeral rites &~ ~ ). . 
Often the *eased .bIL& intends !to return €e& v ~~ 

mortal world as. a m-y. Many of &?e 
individuab believe themselves~ to.be solpwerfu! 
that death h a e m  sway over them.. 
actively embrace death in an attempt to 
greater power er to gain conk01 over tple.a&xIii+. 

There can beno do&bthat.to bec~m-.:~/ 
undead mummy is towiejd~pewe+&ut sufh. 
power comes on1y;athe p&e of thesspirant’s 1- 
own mortality. Power Lies within a mutnm#s j 
grasp, but.the~crupial fact (and, onemust 
inpgine, the fad,& &n ignored by as 
to’such unholy power) is thatthe flesh whi 
encases an ancient.dead’s spirit is truLydeada# 
capablesf feeling~no joy. A mummy cenever . . /  
b.e truly happry; the best it can hope for is to . ! 

reduce its misery. 
Likewise, an undean spirit might, escape 

whatever immediate @rrnentsawit it&ey@d 

’ 

? 

, 
fifth Rank ~ ~ . ~ ,  . . -. .. . . ., . . 

the mortal r e a h ,  but it& heart; burden& wit&: 

spirit is shackled to the memoiy of its.iniqWies! 
misdeeds, does ,mt~e , l igh ter .  1- :j 



11: TY PIS bF MUMMIES 
nation is required to invest a mummy with this 
level of power. Few lands that I know possess the 
necessary means to complete this kind of 
endeavor, even if the will to do so is present. 
After many discussions with priests about the 
collective power of worship, however, I have 
come to the chilling conclusion that the living 
can grant power to the dead. Indeed, there are 
some mist-shrouded corners of our land where 
devoted cadres of supplicants grant the power of 
their combined wills to the ancient dead. In these 
cases the dead welcome the living, not to feed 
upon them in the manner of a vampire, but to 
draw sustenance from them in a far more subtle 
manner. 

Back-wnd 
h- ... -ans by which a living being is 
transformed into an ancient dead creature is T often the pivotal factor in determining the 

creature’s appearance, powers, and actions. 
When dealing with very powerful mummies, 
learning the creature’s history is a vital task 
because that past often holds the only key to 
laying the mummy to rest. 

Each ancient dead creature has a dual origin. 
First, a creature’s mortal shell must be preserved 
so that it may house the spirit even after death. 
Second, the spirit itself must be compelled or 
induced to return to i ts  body. 

The first statement might lead some readers to 
conclude that destroying all corpses would check 
the propagation of ancient dead. This is true to 
some extent. The ancient dead can exist onl? 
within those physical bodies which were their 
own in mortal life. However, burial customs in 
most communities require that the deceased be 
interred intact. I have visited some lands (such 
as Har’Akir) where it is believed that the 
deceased will be denied an afterlife if the body I 

not properly embalmed, preserved, and interret 
Adventurers who meddle with funerals and 
graves risk not only the wrath of the local 
community, but the displeasure of the gods 
the m s e l v e! 

Furthermore, the deliberate destruction of a 
body, no matter how well meaning, can set in 
motion a karmic resonance thai creates a ghost. 
As I explained in some detail in an earlier work, 
the more charged with emotion a spirit is, the 
more powerful a ghost it becomes. baghe  the 
anger of a spirit that believes it has been denied 
a blissful afterlii because its body has been 
desecrated! Enraged ghosts are likely moFe 
powerful than whatever sort of ancient dead 
being they might otherwise have become. 

destruction of an ancient dead‘s hody is not 
necessarily sufficient t@ permanently s h y  it. 1 
know thii seems incredible, since the andent 
dead are, after all, corporeal. Nevertheless, 
many of the ancient dead can mmnstruct their 
bodies when the need arises. Assaulting a- r 
mummy with physical weapons and dameging 
spells is often sufficient to reduce the c-e to 
dust. The immediate result can besatisfirtrg, but 
do not be lulled into cornplacenag. One can 
never be sure the creature has been permaaently 
defeated without car&& *search. 

Further, as  I will explain in Chapter Ul, the utter 

Phgsical Origins 
very ancient dead creature I know about falls 
into one of three subcategories: .accidansal, E created and inooked. The terms refer only to 

the processes that preserve the creature’s body, 
and not to their motives or psychic traumas. 
Those I will discuss in a separate section. Be 
warned, however, that ancient dead cre 
whose origins bear no semblance to 
described here might stalk the land. Undeath is a 
phenomenon that often confounds mortal 
w.I-.r+anding. - .  

1 ccia 
11 seem UML the mcient dead can form when a 
corpse is naturally preserved. The majority of 
these mummies were suddenly overcome by 
death. The matures also suffered, usually their 
deaths included great pain or emotion. In many 



cases the medium that preserved their bodies 
was instrumental in bringing about death- 
perhaps even directly caused it. The Eag Monster 
ofHroth was one of several armed raiders who 
were lured into a bog, entrapped, and slain by 
the defenders of the town they would pillage. The 
raider who later returned a s  the bog monster 
must have felt a strange mixture of fear, 
humiliation, and frustration as death overcame 
him. 

Any environmental condition that prevents a 
body from decaying can create a natural 
mummy. The most common conditions include 
burial in dry sand, freezing, and immersion in 
swamps or bogs. There also might be other 
conditions that can naturally embalm a corpse. 
My colleague George Weathermay, a ranger of 
some renown, speculates that quicksand, the 
cool waters of subterranean pools, and tar pits 
might also preserve the dead. 

are extremely rare. They also tend to be among 
the weakest of mummies, since there is no 
outside agent to invest them with power. 
Nevertheless, even the most moderate ancient 
dead can be dangerous, and a natural mummy 
can attain substantial levels of power if its 
motivation is strong enough. The aforementioned 
Bog Monster of Hroth was fairly weak as 
mummies go, but it posed an unstoppable 
menace to the poorly equipped woodcutters who 
first encountered it. 

Ancient dead creatures created unintentionally 

I Created 
The vast majority of the ancient dead rise when a 
preserved corpse is deliberately tumed into an 
undead creature. The typical mummy found in 
many lands is created from the corpse of a 
priest, carefully embalmed and wrapped for the 
ritual that will bind its spirit with its body once 
again. My observations and research lead me to 
believe that there are two types of created 
ancient dead subseruient and usurped. 

control over the creature’s mortal form, the 
When the entity that creates a mummy had 

resulting monster becomes its creator’s servant. 
The greater mummies of Har’Akir are examples 
of this. The nature of this bond varies greatly, but 
often it provides the key to defeat. 

When the entity that creates a mummy did not 
hold sway over the creature’s mortal form, the 
result is a usurped mummy. Many powerful 
mummies (and a few of their lesser brethren) 
have the ability to create other ancient dead, 
usually by transforming their slain victims 
through some ritual or arcane process. These 
usurped mummies then become the mindless 
tools of their undead masters. 

Sometimes a usurped mummy has a more 
insidious origin. Even the most reverent and 
well-intentioned funeral rites can lead to undeath 
for the deceased if an enemy can subvert those 
rites and lay a curse on the corpse. Beings who 
have been thus victimized often lie helpless for 
centuries, trapped in a state between life and 
death, denied the afterlife that funeral rites were 
meant to assure. Ancient dead creatures of this 
kind are driven by a inhuman rage born of 
endless disappointment and despair. Even if the 
victim was good and virtuous in life, i ts  
involuntary undead state transforms it into a 
corrupted monster. Careful research can often 
reveal a method for putting these types of 
creatures back into slumber. Sometimes they 
can be permanently laid to rest, freeing the 
creature’s tortured spirit and ending the 
mummy’s threat forever. 

In u o k e d 
This subcategory includes the most terrible and 
powerful of all ancient dead. h o k e d  mummies 
embraced undeath willingly, laying plans for a 
corrupted form of immortality while still alive. 

Such creatures often lie undisturbed in their 
tombs for decades-even centuriesbefore 
stirring and walking the land. What passes 
through their d i v i n g  minds during their 
slumbers I do not know; however, all my 
experience and research leads me to believe that 
years of unnatural life weigh heavily on the once 



mortal mind. If slumbering mummies dream, 
their visions can hardly be pleasant. 

Certain archaic scrolls I acquired during an 
otherwise ill-fated voyage on the Sea of Sorrows 
indicate that such a creature’s spirit might 
actually depart the mortal realm and go to dwell 
in a true afterlife for a time. This is not genuine 
immortality, however, as the spirit can be drawn 
back to this world in order to fulfill certain duties 
and conditions. 

The chief condition appears to be that the 
deceased must be remembered and venerated 
by the living. Without such support, the spirit is 
forced to return to its mortal body and exist in a 
state of undeath. These spirits must be 
preoccupied with assurances that they receive 
this support, and must be willing to return from 
death whenever necessary. 

In many cases the deceased seems to be 
interred with the understanding that it will be 
required to return from death, either to attend to 
some business so important as to beckon even 
beyond the grave, or to assist the living. 

but they also are often revered by a cult (see 
Chapter VII). Timothy Strand, the Lamenting 
Rake ofparidon, almost certainly was an invoked 
mummy. The priests and worshipers who used 
his tomb as a temple doubtless served as well as 
his supporting cult. 

Invoked mummies are not only very powerful, 

Psychological Origins 
A we the physical body is transformed into a 

ressel capable of holding the creature’s - =pirit, some other factor must secure the 
spirit within that body. Remains that have been 
merely animated, and thus lack an intrinsic 
sense of self, become mindless automatons such 
as skeletons and zombies. The ancient dead, by 
contrast, possess at least a modicum of 
intelligence, and often they are empowered with 
formidable intellects. Even first-rank servitor 
mummies follow orders with a sense of purpos 
and the ability to adjust their tactics. When a 
hapless party has misidentifi such foes a s  

common zombies or skeletons, even the w d e s  
mummy can be deadly. 

bodies, the ancient dead‘s motivations defy easy 
classification. men it is the cinnunstances of-a 
creature’s death, or of ewntsdhatocclrrred 
afterward, that determines wha$mmtimtes the 
mummy. I have discovered four broad categories 
that describe a mummy’s psycholagid arigins: 
seruitude, restksness, &l, and cia& pacts. 
That I identify d y  four categories should not 
lead the reader to betieve that anaient dead are 
simple or predictable cmtunzs-far from it 
Rather, the reader shouldunderstarrd that the 
ancient dead rise only under specific 
circumstances, and4hese factors often leave 
their mazk on the resulting creahpe 
7’1 lipsychological factowseparately fmm the 
processes of preservation to u n m r e  the faet 
that preservation and motk@ms can accm in 
myriad combinations. A mummy’s dual migins 
usually are tightly interhvined. What exists 
separately in theory is often inseparable in 
reality. Further, many ancient dead I h 
documented could fit m more &an one catkgory. 
Even in such cases, hbwever, .one bctw is 
dominant and has the greatest W e n c e  over the 
mummvk exact nature. 

Unlike the processes that preserve their 

Thii creature lies under another’s contral. The 
extent of this control ranges from independent 
service to complete mental domination, in which 
the servant must act against its own self-interest 
without resistance if so ordered. 

Servitor mummies are most often created by 
other mummies or by a mummy cult. such 
servants are never the ody  ancient dead 
associated with the cult They usually serve as 
guards and soldiers, front-lie troops whichdelay 
and wear down an enemy until the main m g t h  
arrives. 

Most servitor mummies are fairlyweak, but 
there are exceptions, especially if the coneolling 

Fature is a powerful one. The Iich-priest 



Pythian had at his command a force of third-rank 
mummies that obeyed him even unto their own 
destruction. Their final assault also ended the 
lives of three of my companions. 

Many restless and invoked mummies stalk the 
mortal world, seeking of their own volition to 
protect something. 

When facing an undead menace, it is 
important to keep in mind that a servitor 
creature might be pursuing its master’s goals, 
which usually are not immediately apparent to 
an observer. Servitor mummies also may have 
access to vast resources or be backed up by a 
horde of other creatures. Fortunate hunters can 
discover the link between servant and master 
and sever it. Even if one cannot break the link, 
one might discover that the terms of a mummy‘s 
service restrict its actions in some manner. This 
knowledge could help in the development of a 
plan of attack that exploits the mummy’s 
limitations. 

Servitor mummies are almost always 
deliberately created, usually by the creature that 
controls them. The tomb guardians of Har’Akir, 
for example, were created for the express 
purpose of watching over the pharaoh’s tomb. 
An invoked mummy may be a servant, 
especially if it has returned from the dead in 
order to render service. Such creatures are rare, 
but I have no less than three independent 
accounts that document them. Natural mummies 
seldom become servants unless they fall under 
the sway of a more powerful undead creature on 
an evil priest. 

It is important to note that if a mummy is not 
created specifically to serve, then its servitude is 
a condition of its existence, rather than a part of 
its origin. If the control over such a mummy is 
broken, the creature will immediately begin 
acting in a manner consistent with its own 
motivations. One of my own experiences 
illustrates this point: 

of a vampire into the snowy peaks surrounding 
Lake Kronov in Tepest, and we were finally 

Not every ancient dead guardian is a servitor. 

My companions and I had been long in pursuit 

withiin a few feet of our goal. Yet as we 
approached the creature’s final strongh 
cave atop an icy slope, a horribly 
figure clad in rotting furs rose from 
bodder and attacked us; the cold a 
slippery footing didn’t hamper it in the lea 
a moment we stood.dumbfolrnded and overc 
by pure dread, yet we soon recovered.and 
battled the creature, but it seemed to ignor 
blows from our weapons. 

Finally, Corwin, our priest, raised his hol 
symbol with a triumphant shout and thrust it 
toward our assailant-the monster froze in its 
tracks. Success? No, but it turned and scurried 
up the slope. When the creature reached the 
summit, it: dove into the cave. 

To our amazement; an inhuman screech 
immediately split the air. A scant few seconds 
later, the creature reappeared, dragging a plain 
pine coffin with a vampire still sitting upright in 
it, into the open air. For a moment our foe look 
not unlike an aged matron, indignantly protesti 
an intrusion into her private b t h  at an 
inopportune moment. 

As the vampire squirmed% the slsdight, the 
mummy snatched an object from the coffin and 
held it aloft. It  was a small hand-axe with 
weathered haft and a corroded copper he 
Hooting with delight, the creature scram 
of view once again, escaping with i t s  prize while 
we advanced on our original target. 

I shudder at might have been if we had held 
that ancient copper axe. As it happened, fate 
intervened on our side and granted us a swift, if 
somewhat anticlimactic, victory. 

Restlessness 
Readers familiar with my earlier work on ghosts 
will understand some of the emotional forces 
which bind the dead to the mortal world. Some 
ancient dead creatures arise from the sam 
of circumstances that create ghosts. This ’ 
particularly true of accidental and invoked 
mummies: something in the creature’s ps-. 
maintains a link between spirit and body that 



outlasts even death. This link can arise without a 
conscious desire on the dying person’s part; 
sometimes it merely provides a path through 
which an outside agent can create a mummy. 
This type of mummy strongly resembles 
but the creature is fully corporeal. 

Restless ancient dead often remain qui 
unless their tombs are disturbed or allowed to 
decay, or until some task they could not 
complete in life suddenly becomes possible. A 
mummy with an unfinished task might rise 
periodically to set about trying to achieve it. 

I have recorded one such case involving a 
dedicated collector of fine armor. This wealthy 
man, one Quinn Roche, ordered the choicest 
items from his collection to be placed in his 
tomb along with him. When one of the items 
was stolen, Roche rose to regain it. A similar 
account alleges that Roche rose when 
groundwater seeping into his tomb had caused 
the valuable‘armor to rust. The collector came 

forth not only to see that this armor was 
restored, but also to insure that his precious 
collection would not be so endangered again. 
Yet another tale maintains that Roche wakened 
and tirelessly pursued a victim who owned a 
rare suit of plate mail ofetherealness, which 
Roche (spelled Rotch in this particular 
manuscript) sought to add to his collection. 
After studying all the materials carefully, I have 
concluded that these stories, which cover a 
span of 260 years, all refer to the same 
creature, which rose several times for different 
but obviously related reasons. 

My own experience with restless ancient dead 
involved a pitiful, though romantic, tale. During 
my visit to the parchedland of Kalidnay, I struck 
up a friendship with several priests. 

community in an uproar, for a young woman was 
missing. A quick examination of her home lead 
us to believe that she had simply wandered off, 

One morning, we woke to find the whole 



into the desert, yet the natives remained 
convinced of foul play. Suspicion immediately 
fell upon one lurudef Hamid, a visiting stranger 
who had shown an uncanny familiarity with the 
people and customs. 

In due course, the priests and I were able to 
determine that lurudef Hamid was actually 
Ahmose Tanit, a warrior priest who had died 
some 300 years before. Ahmose Tanit was a 
successful adventurer whose life had been 
marred by a great tragedy. His greatest love was 
a young woman named Simbel, who died during 
a massive pestilence while Ahmose Tanit was 
pursuing his career as an adventurer in a distant 
land. 

sweetheart, had he been present. Remorse and 
guilt seem to have mingled with the passion this 
adventurer felt, building instead of easing over 
time. Ahmose Tanit lived for many years 
thereafter, but died an unhappy man. 

The missing woman, we discovered, was an 
indirect descendant of Simbel's, and was very 
much like her in every way. Apparently her mere 
presence was enough to attract the ancient dead. 
With the "reappearance" of Simbel in the area, 
Tanit was compelled to seek her out and claim 
her a s  his bride. 

The tale does not have a happy ending. My 
friends and I located Ahmose Tanit's tomb, but 
were unable to save the woman. In the end we 
were obliged to acknowledge the union that Tanit 
had consummated with his victim, and we laid 
the pair to rest together. Should the two bodies 
ever be separated, I have no doubt that Ahmose 
Tanit will walk the land again. Perhaps his 
unliving lover will rise a s  well. . . . 

Tanit's powers as a priest might have saved his 

Recalled 
Sometimes the ancient dead can rise in response 
to events that occur long after their deaths. After 
many hours of study and countless interviews 
with priests and mediums who have had some 
experience with these matters, I have come to 
believe that a being can pass fully from the 

mortal world, only to be drawn back when 
certain conditions prevail. Some force or 
summons compels the spirit to re-enter its 
mortal body. 

Ancient dead of this type are usually invoked, 
but not always. h one case I have documented, 
the creature returned in response to an ancient 
curse it had successfully avoided throughout its 
life. Strangely enough, when one of her 
descendants triggered the curse, the blight fell 
upon the dead ancestor. The curse was worded 
in such a way that the victim's repose in death 
was interrupted so that she could waken and feel 
the curse's effects. 

One might be tempted to place the 
aforementioned Ahmose Tanit into this 
subcategory: however, it was clear to me that 
this ancient dead creature had stalked the land 
for centuries, waiting for his sweetheart to be 
reincarnated. Had Ahmose Tanit risen only when 
his reincarnated Simbel had reached 
marriageable age, I would have placed him in the 
recalled category. It is lamentable that Tanit 
walked the land for so many years. If he had 
slumbered for three centuries, it is likely that his 
mannerisms would have been several 
generations out of date: that, in turn, would have 
marked him as an unusual being and made him 
a more obvious danger, one that might have 
been defeated or thwarted before he could claim 
a victim. 

Quinn Roche the armor collector might also 
fall into the recalled category: however, I have 
labeled him "restless" due to his continuing 
fascination with his collection of armor. 

I have acquired several accounts of guardian 
mummies rising to protect ancestral estates, 
temples, and other areas that were important to 
them in life. Once case involved a dedicated 
priestess who was interred beneath a temple and 
returned when the building fell into disrepair. In 
each of the cases I have labeled "recalled," the 
individuals appear to have died and departed 
from the world in the normal way, only to return 
in response to events that occurred long after 
their deaths. 

'I 



The material I have on the priestess who 
returned to save her temple from ruin is 
fragmentary, but she might have been interred 
with the stipulation that she protect or maintain 
the temple if necessary. If this is true, as I 
suspect it is, she is an example of an invoked 
mummy, recalled by a specific trigger (see 
Chapter VI). 

Dark Pacts 
To many short-sighted individuals, the thought oi 
physical immortality beckons like a sweet, 
radiant dream. It is true that the mortal world 
offers many pleasures, but fate has decreed that 
only mortals may enjoy them. There is no 
shortage, however, of dark powers all too 
willing to indulge the misconceptions of the 
foolish. 

I do not know, nor do I care to know, how or 
through what agency undeath is granted; I can 
only attest to the results. The victim always 
superficially gains what is desired. In the case of 
the ancient dead this is most often continued 
ownership of material things. I am sure that 
agents of darkness always take more than they 
give, however, and the victims never gain any joy 
from their possessions. Instead, possessions 
become obsessions. 

Often, one or more of the objects associated 
with a mummy is a key to destroying it (a 
mummy that can be destroyed in this fashion is 
said to be dependent upon the object-see 
Chapter W). Nevertheless, I must warn the 
reader that mummies are the most single- 
mindedly possessive creatures that exist. Their 
passion for the things that gave them joy in life 
exceeds even that of the legendary dragons. 
Tampering with the goods kept in a mummy’s 
tomb is almost certain to bring about a curse or 
some other deadly assault. 

Ancient dead that have gained unlife through 
dark pacts are most often housed in elaborate 
tombs filled with guardians, traps, and curses, 
frequently maintained and guarded by a cult. 
Often, the cult regards the mummy as a direct 

representative of their deity, and sometimes they 
venerate the mummy as their deity. 
In many cases a mummy depends on its cult 

for its powers, even for its continuing existence. 
Many mummies become powerless unless their 
names are remembered and celebrated by the 
living. I do not mean to suggest that my readers 
should seek to slay every mummy cultist they 
find. Such extreme--indeed, I must call them 
vengefd-acts can bring terrible retribution down 
upon the perpetrators. I cannot condone them. 
More importantly, some cults actually serve to 
keep a mummy at rest. If the cult ceases to 
venerate such a creature, it rises in a rage and 
seeks to reestablish the interrupted rituals. 

forms 
ince the ancient dead are fully corporeal, 
creature’s form often is immediately s obvious. Further, one can deduce quite a bit 

about an ancient dead creature’s origins and 
powers just by observing i ts  physical form. 
Unfortunately, the physical form one sees is not 
always the creature’s true form. Also, forms can 
be deceptive and one can never be certain if one 
is dealing with the ancient dead or some other, 
often lesser, type of undead menace. Disaster 
awaits those who classify their foes without 
careful research and observation. 

common images that spring to mind are of the 
classic mummies found in the desert lands of 
Har’Akir and Kalidnay. These horrifying 
creatures have desiccated human bodies 
swathed in yards and yards of musty linen 
bandages. They move with a shuffling gait that 
seems ponderous, but their movements can be 
deceptively quick. 
As the subcategories below reveal, the ancient 

dead vary greatly in corporeal form and physical 
appearance. I am convinced that familiarity with 
the full range of aspect a mummy might assume 
can prevent fatal mistakes. The four types of 
forms I have identified are humanoid, animal, 
monster, and cornpasite. 

When one thinks of the ancient dead, the most 
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A word of caution: This section and the one ~ 

that follows present a great deal of inforrnation~ 
on the physical forms the ancient dead take. B’ t 
beware! Misidentification is all too easy. To 1 
further complicate matters, I have compiled nd 
less than 21 authenticated accounts of ancient1 
dead creatures which have command over thei 
own forms. Readers who value theii lives and 

clues that their senses reveal, but neither s h d p  
they depend on any piece of information that id 
not backed up by careful research. The undead, 
are complex and deadly foes, and deception is ~ 

1 

P 

e 
lives of their companions should not discard 4 1 

one of their most potent weapons. ~ 

I Humanoid 
I Most of the ancient dead have humanoid form. 

These creatures were once living, breathing 
people, and they retain a recognizably human 
shape. Without careful study, there is no easy 
way to tell what a humanoid mummy’s origins 
are. Details of dress and ornament, hair style a h  
even facial features may provide clues to the 
culture or era from which an ancient dead first 
issued. Sometimes an observant hunter can 
deduce the pertinent facts by observing a 
mummy‘s actions for a short time, but I must 9- 
emphasize that haste and fatal errors can go 
hand in hand. 

I 

1 

1 

1 

Animal 
In some cases, the preserved bodies of 
animals can become reanimated as  
creatures. In most cases an animal mummy is 
deliberately created, as  animals have neither + 
intelligence nor the force of will to retum to the’ 
mortal world on their own. Thus, most animal 
mummies serve another mummy or a mum my^ 
cult. 

Nevertheless, certain extraordinary animals 
can retum on their own, especially if they were 
carefully interred upon their deaths. The fabled 
Hissing Cat of Kantora was such a creature. In 
life, this creature was a mage’s familiar that 1 

I 

i 

wasted away and died after its mistress, Camn 
de Annemi, met an untimely death. The slain 
wixardess’s companionscarehlly laid the animal 
to rest to commemoraOe-their faken comrade, 
whose body could not be recovered. The cat 
returned a generationker when a foolish young 
wizard claimed some of de Annemi’s research 
into illusions as  his own. 

Monsters tend to die violent deaths that do not 
leave behiid intact bodies. This makes ancient 
dead monsters merciful& rare. Likewise, only . 
fully mortal and corporeal cmaares can become 
ancient dead. Though 
creatures have physicalkdks, not every body 
remains a suitable vessel for a spirit once death 
overtakes it. Evil spirits such as  the rakshasas of 
Sri Raji, so-called “exdplanar. creatures such 
as  aerial servants, and created creatures ahat 
never were truly alive, such as  golems, cannot 
retum as  ancient dead. This is a blessing for 
which we all should be grateful. 

Like ancient dead animals, ancient dead 
monsters are most often created. My collection 
of documents includes one harmwing account of 
a visit to a huge, royal tomb in an 
unspecified land (probably Har’mr). The 
intruders found a catacomb infested with 
creatures collected from widely scattered lands 
and pressedinto service as guardian mummies. 
The final portion of the narrative is in a different 
hand, which suggests the -mal author 
perished before the venture was complete. This 
second writer &CEibes many weirdmeaturtzs, all 
dead, which attacked out of the darkness. The 
account is disjointed and the -res desaibed 
are so bizarre that I suspect the author is guilty of 
embellishment. 

Perhaps the most improbable example is a trio 
of tall but wky c r e a m  with warty green hides, 
gangly arms ending in wickedty clawed hands, 
vacant white eyes, and abswrdly long noses. I 
suspect that this final narrator s o u t  solace in 
the bottle after his escape, and was plagued by 

other types of 
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whole armies of improbable brutes for the 
remainder of his life. 

Cc mi te  
Orre VI the most horrifying and physically 
imposing types of ancient dead are composite 
creatures. These mummies are almost certainly 
created (my years of undead hunting have bred 
in me a sharp sense of caution that prevents me 
from saying “always”). They are constructed 
from bits and pieces of several different 
creatures, sewn or otherwise joined together in 
the same manner as a flesh or bone golem is 
fashioned. Some humanoid parts invariably 
decorate the mix, and a humanoid spirit 
animates the mummy. Rarely are such creatures 
independent, and their presence is a sure sign 
the area containing them is a vast complex 
teeming with vileness. (My years as an undead 
hunter have also taught me that bad news is 
unfortunately far more reliable than good news.) 

State o f  Preservation 
o discussion of the types and forms that 
ancient dead take would be complete N without considering the body’s state of 

preservation. I must confess that the four 
subcategories I have identified-skeletal, 
withered, intact, and p r i s t i nwre  somewhat 
arbitrary. Nevertheless, I believe that 
remembering them is important. How well the 
corpse that houses an ancient dead’s spirit has 
withstood the ravages of time often determines 
how easily the creature can be identified. 
Unfortunately, the creature’s state of 
preservation is not a reliable guide to its rank. 
Further, ancient dead in advanced decay are 
most easily confused with the lesser forms of 
mindless undead. Mistaking even an inferior 
mummy for a common zombie can have grave 
consequences. 

funerary garments or wrappings. The exact type 
and appearance of the mummy’s raiment 

Most, but not all, ancient dead are clad in 

depends on the type of funereal rites that have 
been performed over the corpse, and these in 
tum vary with the local culture, religion, and 
fashion. A lack of garments or wrappings often 
indicates a relatively weak mummy, but this is 
not always so. A colleague of mine once 
recounted a tale of a vengeful mummy who had 
returned because grave robbers had unwrapped 
the corpse to strip it of its burial goods. 

S k e I e t a I 
A skeletal mummy’s physical body has been 
reduced to bare bones or bones only thinly clad 
in shards of dried flesh. Such creatures are easily 
confused with common skeletons. As I related in 
the introduction to this treatise, I myself once 
briefly feared I had come face-to-Face with a 
dreaded lich when in fact I faced a skeletal 
mummy. 

I once-reluctantly-employed a Vistani 
medium to help uncover a particularly difficult 
mummy’s secrets and learned a previous group 
of invaders had succumbed to a skeletal 
composite mummy which they had misidentified 
as a bone golem. 

This is the typical state of preservation for a 
mummy: many fully wrapped or clothed 
mummies have desiccated bodies under their 
raiment. These creatures have fleshy but 
emaciated bodies. They often look skeletal, but 
the bones are fully clothed in leathery skin. 
Almost all naturally mummified ancient dead 
survive in thii state of preservation. 

Intact 
Ancient dead in this state of preservation have 
bodies that show no decay at all; often they 
appear to be freshly dead, or even living but very 
old. This kind of ancient dead can be confused 
with ghosts or vampires. When facing these 
creatures, one can often quickly determine that 

I 



the ancienfdea$Srom vampil;es is througldae 
use of aunirrorithe amzht dead cast 

vampire, seeing the creature’s mtlecti-m 
mirror could lead him to overlook his 

misdiiectims f#equentJy lead to 

This is the most insidious type of ancient dead I 
for their bodies, though long dead, appear to be 
healthy and alive. It is nearly impossible to 
identify such creatures as undead until they 
reveal themselves, usually through the use of 
their deadly powers. By then, of course, it usually 
is too late. 

Conclusion 

any reader who has 
text h a n o  cbmbt su 

physical characteristics, and motivations, 

trove of secrets. 
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am the daughter of earth an 

knowledge of folklore is well 
aware of the powers 
traditionally attributed to th 
undead. This body of 

difficulties for the mummy 
hunter. The homespun chatt r 
of the fireside, however vivi 

undependable in its details. s I 
have mentioned in my other 

knowledge poses its own 

and compelling, is notorious y 

works, however, folk wisdo 
tly contains hidden truths about the i upernatural. For more than three decades I 

ve made it my task to separate these grains 
speculation, distort on, 

where in the whole spectrum of the lore of 
ath is the truth so heavily veiled as it is i? 
ase of the ancient dead. Many self- 
ibed “experts” are wholly unaware that :he 
nt dead exist at all. Such unenlightened 

the ancient dead a3 
creatures, akin to mindless skeletons end 
es, or they mistake them for corporeal 

mies are desert dwellers and cannot abide 

not be fooled. The ancient dead are 
lightly less rare in and places than they are 
lsewhere, but they can rise wherever mortals 

olish enough to scorn the inevitability of 

hosts. Still others confidently state that 

itions about mumm es 
entially lethal snares for those who 
them. Of these, there are perhap< 
the most dangerous. 

4 Fire destroys mummies: Mummies of the 
first or second rank that are found in deserts can 
be burned, as can some mummies found in 
other places. I have long considered fire to be a 
most useful tool, and have indeed trusted it to 
stop several otherwise inexorable assaults by 
ancient dead creatures. Still, I must give this 
emphatic warning: Never depend on fire as 
protection against a mummy. Fire can be 
dangerous to wield-burns from even one 
miscast flask of flaming oil can sap a party’s 
strength. Further, I have encountered tombs and 
crypts whose air is polluted with explosive gases 
or dust that could cause even a simple torch to 
burst into a ball of crimson destruction. Finally, 
there is no guarantee that fire will affect a 
mummy in the least. 

We entered a chamber fragrant with cedar and 
jasmine. I wondered how many centuries these 
scents had lingered. 

ruminations; a trio of skeletal horrors clad in the 
faded plumage ofjungle birds were aduancing 
from the chamber’s dusty corners. We gaue way 
and retreated up the stairs as the three mummies 
converged at our front. Claudia quickly lit and 
passed flasks of oil forward to Aknnthir and 
Gedlan, who lost no time in hurling fiery 
destruction at our assailants. 7’he charnel smell 
of burning feathers as flame engulfed the 
mummies quickly displaced the suddenly 
cloying scent ofjasmine and cedar, but to our 
horror the creatures were not discomfited in the 
least The nearest mummy merely reached out to 
enfold Alannthir in a flaming embrace. 

-horn the private journal of Dr. Van Richten 

A cry from Alannthir cut short my 

4 A mummy’s treasure is cursed Frequently 
this is true. Of course, in many accounts I have 
collected, what is identified as “the mummy’s 
curse” is actually mummy rot, rather than some 
mysterious malady. Anyone who engages a 
mummy in hand-to-hand combat is subject to 
this scourge, and the only sure way to protect 
;,;:nst it is to have a priest or wizard at hand. 



Grave robbing is not an activity I recommend. 
Simply entering a mummy’s tomb, however, or 
failing to perform specific actions while inside 
one, can unleash a curse (more about this in 
Chapter VII). And one cannot avoid the baneful 
aftereffects of a mummy encounter merely by 
ignoring its treasure. The ancient dead, as  I have 
said before, are possessive in the extreme. It is 
not uncommon for one to take offense at the 
hunters’ mere presence in its lair. Finally, in 
many cases one must handle, remove, or even 
destroy tomb objects to have any hope of 
returning the mummy’s spirit to rest. Only 
careful investigation and research can reveal if 
these actions are required; if they are, suffering a 
curse might be unavoidable. 

powers that all mummies share, even if the tales 
told by common folk don’t take them into 
account. This does not mean that all mummies 
are alike, or even that all mummies are similar. 

As I noted in Chapter 11, there are certain 

The reader would do well to dismiss such a 
notion without delay. Though one might expect 
to encounter whole legions of lesser mummies 
that are more-or-less alike, the high-rank 
individuals-are unique. Many lesser mummies, 
too, can posses quirks that one might expect to 
find only in more powerful creatures. These 
might take the form of more potent versions of 
the four typical abilities: inoulnerability, 
rejuoenation, disease, and fear, or they might be 
salient abilities that usually are reserved for 
mummies of higher rank. 

me discuss the four typical abilities in more 
detail. 

But I am getting ahead of myself. First, let 

lnuulntrability 
le ancient dead are resistant to normal 
veapons; ordinary steel is simply not up to 
he task of cleaving or battering through a 



mummy’s embalmed flesh. In my own airecr 
experience, the most reliable weapons are made 
from enchanted steel. I have accounts, however, 
of mummies that have been laid low by silver 
weapons or by weaponry crafted from other 
unusual materials such as cold-forged iron, f l i t ,  
copper, and bronze. In any case, the weapon 
must be fashioned completely from the metal in 
question (though weapons such as hammers or 
axes can be hafted in the normal manner). A 
mere coating of silver, for example, is not 
sufficient to affect the ancient dead, as it is in the 
case of lycanthropes. 

materials, which are softer and weaker than 
steel, can damage a mummy’s impenetrable 
flesh when steel cannot. I suspect that some 
form of supernatural symbolism might be a 
factor, as is the case with other creatures of the 
night. The elemental purity of these materials, 
along with their rarity and extra cost, might help 
them overcome a mummy’s defenses. 

For example, silver is widely considered a 
magical metal. Folklore associates silver with the 
moon. One particularly intriguing theory I have 
encountered holds that, just a s  the moon’s light 
illuminates the night and banishes darkness, 
silver-the lunar metal-proves baneful to the 
black spirits of evil creatures. As I have said, folk 
wisdom often sprouts from a grain of huth. 

Some element of symbolism may play upon 
the monster’s personal history a s  well. For 
example, a mummy that was a goldsmith in life 
might well be vulnerable to weapons forged in 
the valuable substance. 

The unnatural hardiness of a mummy’s flesh 
not only foils weapons, but also resists some 
forms of elemental powers. I have encountered 
or documented mummies that were impervious 
to fire, electricity, cold, and even to earth. 

Finally, the ancient dead share with other 
undead creatures immunity to enchantments 
that produce sleep, charm, or hold effects. Being 
unliving, death magic, poisons, and paralysis of 
all kinds do not affect the ancient dead in the 

I can only speculate about why these 

least. 
I 

Rejuuenation 
ummies are constantly supplied with a flow 
of positive energy, which accounts for most M (or all) of their typical powers. The most 

obvious manifestation of this energy is a 
mummy’s uncanny ability to maintain and 
rebuild its lifeless body. As I mentioned in the 
previous chapter, this ability should not be 
confused with the very similar regeneration 
ability possessed by vampires and by golems. To 
rejuvenate itself, a mummy generally must be at 
rest, usually for an hour or so, while it draws in 
energy and rebuilds i ts  tissues. While 
rejuvenating, the mummy is powerless. Be 
warned, however, that a mummy may be able to 
end the process whenever it wishes, leave its 
resting state. and attack my documents contain 
several accounts of over-eager hunters who have 
come to grief when a mummy they thought was 
helpless lashed out at them. 

Attacking a rejuvenating mummy can give 
satisfactory results because destroying i ts  body 
can break the power link and free the mummy’s 
spirit. Mummies of the first, second, and third 
rank are often laid permanently to rest if their 
bodies are destroyed; the weaker the mummy, 
the more likely this is to be true. 

At other times, however, attacking the 
mummy’s body merely delays an inevitable 
counterassault, because the mummy can 
rejuvenate even after it has been reduced to dust. 
In these cases, destroying the body can only 
grant a respite from the mummy’s attacks. 
However, such a pause is useful for investigating 
the true key to laying the creature to rest, or 
even for beating a hasty retreat from the 
creature’s lair. 

several accounts that a sundered mummy’s spirit 
actually took visible form. The forms varied, but 
the spirit usually assumed the shape of an 
animal or a semblance of the mummy’s living 
form. In each case, the ghastly image was 
insubstantial and impervious to harm by spells or 
weapons, but it could be seen clearly. 

Though I never have seen it myself, I have 

m m- 



. . . My companions and I recovered quickly from 
the mummy’s surprise assault Grey and lswung 
energetically a t  the shrunken corpse. We were 
heartened when we saw how deeply our 
weapons bit into the dried flesh. Undaunted by 
wounds that would have crippled a lesser 
creature, the mummy continued to lash out The 
creature’s limbs did not fall still until we had 
reduced it to a dirty heap. 

Ourfirst hint of the horrors that lay ahead 
came when we detected a putter within the 
crumbling torso. The leathery chest quivered and 
burst into a thousand moldy shards as a winged 
creature no larger than a sparrow leapt skyward, 
feathery wings beating the air. 

through the apparition, biting only empty air. As 
for myself, I recoiled, for I looked directly into the 
creature’s eyes and saw not an avian head, but a 
human face-a face with features twisted in a 
sneer of rage. It was a face thirsty for revenge. . . . 

-from the journal of Thaddius Sa l i  

Grey dealt it a blow, but the sword passed 

Disease 
ummy rot, the curse of the pharaohs, the 
lingering death-this dreadful weapon of M the ancient dead goes by many names. I 

shall use the rather Crude vernacular “mummy 
rot” in this section. I, of course, have more 
scientifically apt terms at my disposal, but the 
exact meaning of mummy rot usually is clear to 
the layman and produces a not-undesirably vivid 
image in the mind of the prospective mummy 
hunter. 

easy to recognize: The victim generally feels no 
particular discomfort: in fact, the infected area 
often seems to be immune to minor aches, 
pains, and injuries. This might seem to be 
beneficial, but it is highly dangerous. Speaking 
as a physician, I can assure the reader that the 
body’s sensitivity to heat, cold, and even pain 
provides a vital link to the outside world. A 
victim numbed by mummy rot is deprived of this 
link and is prone to ignore minor injuries that he 

The symptoms of classic mummy rot are fairly 

might otherwise attend. This untreated damage 
frequently leads to serious infection. The lack of 
feeling in the skin, combined with the insidious 
power of the mummy’s touch, greatly slowsthe 
body’s natural healing powers. A scratch that 
might disappear in a day or two instead lingers 
for 10 days or more. 

Even worse, the victim’s capacity for self- 
healing is so d i s ~ p t e d  that curative magic from 
priests and paladins, undeniably a great boon to 
adventurers, is no longer effective. The victim’s 
tissues simply lose their ability to benefit from 
such restorative magic. In many victims this 
inability to heal is the first sign that the d iseae  
has set in. A sensible reader might ask how  is 
could be. Surely anyone struckby a murrrmy 
would immediately realize the consequences? 
Alas, things seldom are so simple. 

Some very few mummies (those of the first 
rank) possess a weak disease power that a 
healthy victim can resist; this has fooled more 
than one mummy hunter into khinking he is 
immune to the touch. In other cases, it might not 
be clear at all that one’s opponent is a mummy, 
especially if one has the misfortune to encomter 
a well-preserved specimen, or a specimen that 
can alter its appearance. Furthermore, a k w  
mummies (usually those of the third, fourth and 
fifth ranks) can cause the efiects ofdxeir disease 
to be delayed. OAen, the disease seems to erupt 
spontaneously, and its source can be dficult to 
identify. 

An advanced case of mummy rot is-not at all 
difficult to identify. The victim breaks out& 
scabrous sores. In very advanced cases the 
victim’s ears, nose, and digits shrivel or even fall 
off. Once the malady reaches this stage, the 
victim will be scarred for life even if cured. 

Locating a cure can be problematic. Even after 
more than 30 years of experience as a physician, 
surgeon, and herbalist, I have yet to discover a 
scientific cure for this scourge. It is so insidious 
that outright amputation of an afflicted limb fails 
to halt the disease. I am forced to conclude, that 
since the malady has a supernatural origin, only 
magic halts its effects. 



If my description of this unstoppable disease 
causes the reader some apprehension or 
discomfort, I advise steeling oneself before 
reading the next passage. 

The rate at which the malady progresses 
varies greatly from mummy to mummy. I have 
seen cases that took months to fully d e v e l o p  
this was the situation at the Falkovnian minind 
camp, which I recounted earlier. I have 
witnessed other cases where the disease 
reached a fatal stage in a single day. The rate tat 
which the disease spreads appears to be a 
function of the mummy's power. Presumably, the 
weaker the mummy, the longer the disease 
takes to scar or kill the victim. I do not, however 
recommend that anyone use this assumption as 
a measure of an opposing mummy's potency. 
Once the affliction is discovered. see that it is , 
cured without delay. 

Needless to say, no company of mummy 
hunters is complete without a priest or paladin 
with healing powers. A further warning: I have 
encountered psychics in my travels who could, 
heal wounds and normal maladies a s  well as any 
priest. These mental powers, however, always 
have been defeated by the supernatural diseases 
inflicted by the ancient dead. 
To further complicate the mummy hunter's I 

task, and especially the task of correctly 
identifying the quarry, not every mummy's touch 
causes a rotting disease. I personally have 
encountered three variations: One produced 
intense pain and internal bleeding, another 
blindness, and a third convulsions and insanity. I 
have documented further cases where a 
mummy's touch has caused immediate death 
due to heart failure, conversion of tissue into 
acidic green slime, instantaneous dehydration, 
and even caustic burns. 

In most cases, a magical cure disease spell I 
can halt the malevolent affects of the touch, hut 
sometimes other spells such a s  neutralize 
poison are necessary. The exact spell depend$ 
on the mummy's power and the type of malady. 
In each case, the effect resists all nonmagicai 
cures. 

e final power which all mummies share +n 
ne form or another is the ability to inspie 

I supernatwal fear. This land of Mists contains 
many creatures that can c a m  the stoutest heart 
to skip a beat; such fear is a natural reaction 
every mostal'has when c o n h t i n g  a powerful 
and potentially deadly foe. However, a party can 
overcome this natural dread if its members are 
confident that they match OT exceed their foe's 
strength. Such is not the case when a party faces 
the ancient dead. 

The fear a mummy inspires is not a simple 
manifestation of the vietim's own M n c t  for s d f -  
preservation, but a supernatural assault.on the 
victim's wik If the victim cannot summon 
sufficient force of will to resist the amk, he flees 
in terror. Even the mas$ hardened adventurers 
are vulnerable to thii attack. We all have our 
moments of weaknes-en 1. As mentioned 
briefly in the previous chapter, the more- 
powerful mummies can cause a victim to 
become literally paralyzed with fright, and so 
utterly helpless for a time. 
This intend tends to be shofi-usually no 

longer than three or four m i n u t d u t  it is often 
sufficient for the mummy&b infect the victim with 
its disease power, if not slay the victim 
altogether. I am not sure which desihy is worse. I 
have been foxed into humikting 
than once when abandoneclby fea 
comrades. Since atrength 4 safety-ofken lkk in 
numbers, a party split by fear &en faces a #ate 
worse than a hasty retreat. 

Paralytic fear by its very nature cannot scatter 
a party. It still can deal a dewlstating blow to the 
party's unity by disabkg itstmembers. Also, a 
comrade fleeing in fear is at h s t  temporarily 
secure from the immediate danger an 
approaching mummy may pose. If one is 
fortunate, one'rfleeing companion might halt in 
a fairly safe location. A victim m t e d  in place 
has no such hope of safety. On more than one 
occasion, I heve spent breathless minutes (which 
seemed like small eternities) attempting to shie'-' 

more 



a stricken companion from a mummy’s lethal 
grasp. I have not always been successful in these 
endeavors. 

The fear power of the ancient dead comes in 
many forms. Most often it is a continuous aura 
that takes effect at the mere sight of a mummy. 
In the previous chapter I related a case where a 
mummy could direct its fear power according to 
its own will. I have documentation of another 
mummy whose gaze inspired fear. Victims who 
met this powerful creature’s gaze were extremely 
susceptible to the mummy’s fear, and even those 
who avoided looking in its eyes were not 
immune. 

Other Typical Powers 
here are several other powers that most of 
the ancient dead possess. I have reason to T believe two of these, night uision and 

enhanced strength, are common to all ancient 
dead in one form or another, but I have no truly 
credible proof, either through my own experience 
or collected tales, that these powers are 
universal. 

+ Night vision: It seems that ancient dead can 
function in complete darkness with as  much ease 
as a man can in daylight. They appear to have 
the same sort of “heat vision” that elves, 
dwarves, and other demihumans have. Not being 
blessed with such vision myself, I have been 
loath to test my theory while actually face-to- 
face with a mummy. 

+ Enhanced strength: Not being a fighting 
man, I cannot attest that every mummy I have 
faced was imbued with supernatural vigor. 
Nevertheless, I urge the reader to beware of a 
mummy’s physical prowess. My collection of 
notes includes many accounts of mummies 
tossing burly warriors about as  though they were 
rag dolls. Some of these tales I can dismiss as 
exaggerations born of fear and awe; others are 
more credible. I myself have witnessed mummies 
performing stupendous feats of strength. 

Our inuestigations led us to an immense cavern, 
sealed at one end by a cyclopean wall. We 
studied the massiue stone blocks carefully, as we 
suspected the wall might hold a secret portal 
that gaoe access to the space beyond. That there 
was a space beyond I was certain; all my 
research pointed to this cauern as the mouth of 
the mummy’s lair. 

After some minutes of searching, Gedlan 
lronheart announced that one of the smaller 
blocks (a mere eight feet wide and six feet high) 
was in fact loose. lgave silent thanks for 
Gedlan’s dwarf knowledge of stonework as we 
set about trying to shift the block. Gedlan, 
Belinderissa, and two burly lads from the local 
constabulary pushed lustily against the massive 
block. Though they made no visible progress, the 
quartet believed the task could be done. 
ShautLn, our wizard, assisted by casting a 
lengthy spell (to enhance strength) upon one of 
the lads, and all fell to pushing once again. 

We heard a raspy hiss as the block nudged 
back. The stone had retreated no more than a 
foot, however, when ourprogress not only 
stopped, but reuersed! Looks of consternation 
spread across the lads’ faces as the block slid 
inexorably toward us; Gedlan and Belinderissa 
lost no time in stepping aside, weapons at the 
ready. The lads uainly kept pushing, but the 
stone buist from the wall like a cork from a 
bottle, nearly crushing the constables. 

From behind the block stepped a pale figure 
clad in a bronze cuirass, scaly with uerdigris, 
and a flowing white robe. The mummy wore a 
sword at its hip, but left it there, attacking with 
its shriueled, clawlike hands instead. One hand 
shot forth as quickly as any asp might and 
grasped Belinderissa by the throat, lifring her 
from her feet. Stepping forward, the mummy 
aimed a blow at me which I could not auoid in 
spite of my knowledge that it was coming, 
striking me with a force equal to a kick from an 
angry mule. . . . 

-from the private journal of Dr. Van Richten 
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circumsbnces that normally would cause a 

vs. spelt. Mummies with powerful fear auras 
impose additional p a l t i e s  upon the save. 
Numbers, however, can bdster the victims’ 
courage; for every six people in a graup, the 
saving throw improves by + 1 .  All humans enjoy 

rnynmy is invincible. Ail attack rolls, saving 
throws, and ability checks suffer a negative 
rnddifier equal ta ttke fear 
dread persists for as  long 
thq creature. 

victims can see 

sion (former range plus 30 feet). 
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I have developed in my yea s of undead F saved me, and then only bycause I was 
to deal with an unusual vdmpire. 

and they can assume the orms of 
are not limited tp the forms of 

f sometimes this is the1 form that 
other times it is amy form the 

ummy finds convenient. 

Animatu Objucts 
mummy with this power can idbue 
inanimate objects with mobilitd. Unlike a 
ghost's ability to inhabit object' , the 

ummy's spirit does not enter an a imated b 

ear and tremble, you interlopers, 
unbelievers, and despoilers, for 
the king will come. . . The eyes 
of the gods light his face, the 
might of the gods sustains his 
limbs. He shall eat your magic 
for his morning meal, his breath 
shall wither your flesh, his voice 
shall stop your hearts, he shall 

I 
, 

Charm I 

I 
eing creatures with worldly minds, the 
ancient dead can exert great p wer over 
animals, beasts, and sometime men. A 

often provides an unlatc ed gate 
which a foe can enter and i surp control 

1 
one or two ad I 

Cursu I 
I 

I Alter form 
ummies with this ability have command 
over their own shapes. In the example with M which I am most familiar, the mummy 

could affect a true and lasting change over its 
body. Its preference for the guises of a wolf and a 
bat led my companions and me to mistake it for 
a vampire. In the end, only the extreme sense of 

~ 

mong all the denizens of this labd of Mists, 
only the Vistani are more great y feared for A their power to curse than are t d e ancient 

dwell in 
Fortunately for mummy hunters, the 

dead are much more likely 
are protected by curseq than they 

own. Nevertheless, i'purnmies are 
covetous beings, l nd  their 

is high. 1 



My collection of documents contains 
several accounts of adventurers who have 
succumbed to mysterious ailments, strange 
bouts of ill-luck, and similar misfortunes soon 
after encounters with mummies. I have no 
doubt that several of these incidents can be 
attributed to the ability some of the ancient 
dead have to delay the worst effects of their 
powers. Still, I have several accounts where the 
victims actually witnessed a mummy speak a 
curse against its attackers. I also have an 
account of a mummy who committed a curse in 
writing: 

Our foray into the ancient tomb was not 
without reward orpenalty. Of the former, we 
had recovered many baubles and the collection 
of clay tablets which Pikering had deemed so 
vital to the final conclusion of our quest: we also 
had sent nearly a score of our foe’s undead 
servants irrevocably into the hereafter. Ofthe 

. 

latter, we were burdened with festering 
wounds, which we soon put right. 

notice written on modern parchment, but 
recorded in ancient script. It was addressed to 
“the foes of AnankaSiphir” [which we knew to 
mean ourselves], and it read thus: 

“Those who have raised their hands against 
me, who have dispatched my slaves, and taken 
what was is mine; let them restore was has been 
stolen and trouble me no more. Woe to thee if 
thou heed not this warning, for the snake shall 
be against thee on land, the crocodile shall be 
against thee in the water, the hawk shall be 
against thee in the air, and flame shall be against 
thee wherever thou goest.” 

After reading the notice, we resolved to show 
Pikering the tablets without delay and set out for 
his home, which was some 20 miles distant. 
When we made camp that night, the broth we 
set to warm OR the fire boiled over in a scalding 

When at last we gathered supplies, we found a 



splay. The fire, we noted, had not seemed 
particularly large or hot. 

By the time we entered the next town, the 
with the broth was all but forgotten. 
that is, until we spotted the second 

notice, worded just like the first. The people on 
the streets seemed to sense our connection with 
the notice, and they shied away from us. 

Later that evening, as we sat poring over the 
tablets in Pikering’s parlor, an eagle of monstrous 
size boldly flew though the open window and 
attacked us with all the ferocity of a mother 
defending its nest. 

When we had slain the bird, and barred the 
window, Pikering surveyed the wreckage of his 
parlor and warned us to 
mission and to remove a 
might find. The curse, he surmised, drew power 
from every spirit who learned of it. 

-from the memoirs of Edmond Penn 

Command Undead 
nong the undead, there always seem to be 

A a few individuals that have the power to 
- -bind other members of the walking dead to 
their service. The ancient dead are no exception, 
and mummy hunters should be prepared to face 
a cadre of lesser horrors before facing their true 
adversary. 

ancient dead, and seems to be limited to those 
mummies who possessed power over others in 
life; however, I would not stake my reputation on 
this idea, and the reader should not stake his life 
on it, either. 

This ability is not widespread among the 

Create Undead - any of the ancient dead possess the ability 
to create their own undead minions. Unlike 
vampires, ghosts, and lesser undead such 

as ghouls and wights, a mummy must take 
deliberate steps to create undead minions. 

It seems likely that a mummy would be 
empowered only to create other mummies-like 

e ome mummies can withhold-for a time- 
the worst effects of whatever destructive 
powers they have. A mummy with this 

power might choose to delay the onset of its 
4cabrous touch, for example, and when a victim 
Suddenly develops the symptoms of mummy rot 
hours or even days later, it might be impossible 
tp determine whence the infection came. This is 
darticularly true if the mummy can alter its 
ghape into an innocuous form (the mummy in 
w e  written account assumed the form of a 
Urightly colored songbird). An intact or pristine 
Mummy could also use this power to great 
effect. 

~lemental Command 
nummy’s all-but-unbreakable tie to the 

mortal world can give it power over the 
7 dearth itself, or the air above it. It might be 

ssible for a mummy to have control over water 
fire as  well, but I do not know of such a f eature. 



Illusion 
eception is a common weapon in the 
arsenal of the ancient dead. During my 0 forays against mummies, 1 have 

encountered many false images. Some are 
harmless, simple recreations of the life the 
mummy once knew. Others distract or misdirect 
foes. Whatever their intention, illusions conceal 
the truth about a mummy, its plans, and its 
tomb. Astute hunters can sometimes tell a great 
deal about an ancient undead creature by the 
illusions it creates. 

Some mummy illusions are mere tricks, 
shallow images that any careful adventurer can 
sweep aside. Very powerful mummies, however, 
can produce intense visions that seem to have 
mass, texture, and even scent. Only careful 
research or a spellcaster with an ample stock of 
divination spells can keep a party safe from 

This resistance not absolute, and in less- 
powerful mummies there is a fair chance that 
any particular spell cast upon a mummy will 
take effect, though the group opposing the 
mummy would do well to have a contingency 
plan in mind should its spells fail. Nevertheless, a 
powerful mummy might be as impervious to 
most spells as it is to mundane weapons. If a 
spellcaster is fortunate, one or two spells might 
take effect, but most will not. In situations like 
these, it is best not to rely on one’s spellcasters 
in combat. Of course, spells that have no direct 
effect upon the mummy are generally as efficient 
as ever, so wizards and priests remain valuable 
to their parties regardless of a given creature’s 

are directed against one’s foes. 

Retained Abilities 
A ecause most ancient dead rise only after an 

elaborate burial rite, it should not be 
surprising that a significant 

dumbfounded by their foe’s ability to 
seemingly pass through solid objects as  

mummies are imbued with or 
abilities of a priest. In some ca 
mummified priests actually become more 
powerful. It appears that deities whose portfolios 
include death, disease, or decay regard the act of 
mummification as  a supreme act of devotion, 
and they “reward” their priests accordingly. 

granted unlife usually retain some or all of their 
skills. Priest skills, as  1 mentioned above, are 
fully retained or even enhanced. If the power 
rank is high enough, memories and mundane 
professional skills often remain undiminished. 
Racial abilities are likely to be fully retained 
unless the mummy’s power rank is very low. 
Nonpriest adventurer’s skills are rare. Mummy 
fighters and thieves are not common. I have 
encountered mummy wizards, but these are 
exceptionally rare. Wizards who seek to live 
beyond death shun mummification and pursue 
lichdom instead. 

though they were composed of thin air. Most 
creatures that possess this ability are non- or 
semicorporeal ghosts. It is possible, however, for 
the ancient dead to exercise a similar power. In 
one case, a mummy could create openings in 
the solid rock walls of its tomb. In another case, 
the mummy could literally vanish in one place 
and almost instantaneously reappear in another. 
A successful expedition into a tomb containing a 
mummy with this power requires careful 
planning and strong defensive tactics. 

Mummies that have been formally interred and 

s I have explained earlier in this chapter, a 
mummy’s peculiar state of existence makes 
it immune to certain types of magical spells. 

There are some mummies, however, that have 
an even broader resistance to magic. 

K 
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I Summon Hordu 
his power is similar to the ability to charm 
animals, except the mummy can compel 
large numbers of smaller creatures such as 

ats, insects, or spiders, to swarm and assail 
intruders. One of my earliest forays into a 
mummy tomb ended ignominiously when my 
companions and I were engulfed in a chittering 
wave of tiny scorpions. Coherent thought was all 
but impossible while submerged in that chitinous 
mass, and the thousands of pinpricks from grasp- 
ing claws and needle-sharp stings all but drove us 
mad. It was as though we had been hurled naked 

to a field of malignant stinging nettles. 

I Symbiosis 
hether by design or by inscrutable fate, a 
mummy’s preserved body sometimes is W home to more than one creature. Usually 

the mummy’s skin or wrapping is infested with a 
species of deadly mold, which makes physical 
combat with the creature even more hazardous 
than it would otherwise be. In one bizarre case, 
my companions and I encountered a trio 06 
skeletal mummies whose bones were crawling 
with strange, spectral worms. These loathsome 
creatures were hungry for living flesh, and did 
their best to leap from their hosts onto our 
exposed faces. 

. . . Finally, when our strength was all but 
exhausted, our fiery assault broke the mummies! 
Never had I seen undead creatures flee from a I 

battle unless banished by a prie.,L. A> LI LE uaii- 

daged-wrapped horrors writhed in the flames, 
we gave chase to the fugitives. Tracking prom 
to be effortless, as one of the Peeing mummies 
obliged us by leaving a trail of  emerald green 
splotches which appeared to eat away the tur 

We made good time in our pursuit, and so0 
wertook our quarry, but our exultation was t 

be short-lived. Sensing our nearness, the 
mummies disappeared into a raoine, where they 
regrouped and turned on us, forming a wedgo 
Once again we hurled our pots of flaming oil 
great effect, and the wedge broke apart. A 
mummy swathed in smoking green wrappins 
sallied forth from the flickering mass. Before L 
could launch another volley of flaming oil, th~ 
creature was among us, roaring like an autur 
wind and swatting everyone it muM reach. I 
saw Ashlocke crumpk under a blow, screaming, 
yet it wasn’t the force of the blow that made him 
cry (though that must have been considemble); 
an ominous green stain spread over the 
woodsman’s breast. Ashlocke’s leatherjerkin 
disappeared in an instant, converted to the same 
emerald slime we had seen on the trail. As the 
woodsman clawed at his chest, hiis gloved hand 
collapsed into slime as well. With a shudder and 
a scream of my own, I struck the lmonster wit 
my sword, and it too collapsed into slime. 

-from the letters of Caul?\) +he ~--=med 

Weightlussntss 
y studies have revealed an account or a 
mummy with a unique and lbaffling pow 

I This creature had command over its ow 
body weight and could render itself literally as 
light as a feather. This supernatural weightles: 
ness allowed it to tread on water, run straight I 

vertical walls, and perform other astoundina 
feats of mobility. I have heard additional 
accounts of mummies that could levitate, and 
another of a mummy that could fly through the 
air while locked in a stiff, upright posture. If these 
accounts are accurate, I suspect that the mum- 
nies they describe had this power. 



mummy with the listed rank can us 

to the 2nd-level wizard spell alters 

actually gains all the assumed form's 

+ At the fifth rank, a mummy ca 

power use. Except for duration, this p 
exactly like the 9th-level wizard spell 
change. Typically, a mummy can use 







save vs. death each round or suffer 2d4 points 
of damage (the elemental is immune). Living 
creatures touched must successfully save vs. 
speU or they become unable to breathe for ld4 
rounds (-2 or -10% penalty to all die rolls for 

Earth: Everything the elemental touches 
turns to stone. The air within 20 feet fills with 
graveyard dust, obscuring vision. Living 
creatures within the area must hold their 
breaths or choke and suffer ld4 points of 
damage each round. Stone, crystal, and metal 
touched must successfully save vs. blow or 
crumble to dust (5 cubic feet of material can be 
affected at one time). Living creatures must 
successfuliy save vs. petrification or be turned 

* The number of senses (sight, sound, touch, 
taste, smell) that the mummy’s illusion can 
affect. 

** The number of 10-foot cubes a single 
illusion of the listed rank can fill. A mummy can 
opt to create smaUer illusions. Note that mobite 
illusions, such as creatures, cannot leave the 
area of effect. 

4- A mummy’s illusions generally last as long 
as the mummy concentrates on the effect, plus 
one turn p e r  power rank once concentration 
stops. 
4- A mummy usually can create an illusion in 

any area it can see, regardiess of range. 
.t. A mummy with an illusion rank of third or 

higher usually can “programD its illusions as if it 
were using the 5th-level w’mrd spell aduanced 
I‘llusion. The mummy can create one such 
ilfusion each day. 

higher can create itlusions with quasireal 
components as if using the 4th-kvel wizard 
spell shadow monsters or the sth-level wizard 
spell shadow magic. The mummy can create 
three special illusions each day, either quasireal 
or programmed. 

4- A mummy with an illusion rank of fifth can 
create quasireal illusions as if using the 5th- 

6th-level wizard spe 
m u m y  can create 

Mummies with this power make two normal 

according to the mummy Strength table below. 
If both melee attacks hit, the victim is enfolded 
in the mummy’s arms and crushed or 
strangled. A victim can win free of a mummy’s 
grapple by scoring a throw or gouge on the 
wrestling table (see the Player’s Handbook), by 
inflicting damage on the mummy with a 
weapon (the mummy’s iron grip imposes a -4 

melee attacks, inflicting melee damage 

+ A mummy with an illusion rank of fourth or 

* A mummy’s effective Strength ability score 
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was ever a fighter, so-one fight 

The best and the last! 
I would hate that death 

Be warned, however, that these ordinary 1 more, Neaknesses seldom lead to a mummy’s ultimate 
defeat. Rather, they serve as  checks and 
restraints that allow the hunter time to discover a 
monster’s true and fatal weakness, or to gather 
the materials necessary to send the mummy 
hack into slumber. 

bandaged my eyes, and 
forbore, 

And bade me creep past. 
-Robert Browning 

To orchestrate a victory over a Elemental Uulnerability 
mummy, it is usually necessary 
to discover and exploit some 
vulnerability or weakness in the 
monster. Often a group with the 
proper knowledge can utterly effective. 
destroy a mummy. At other 
times, a mummy can prove to 
be indestructible. Even then, 
however, a mummy can be laid 
to rest. If not indefinitely, at least 
it can be stilled temporarily. 

In this chapter I shall discuss what I know 
about the weaknesses of the ancient dead. All of 
what I am about to reveal is genuine. I have 
gleaned this information through both research 
and first-hand experience. Nevertheless, I must 
warn the reader that what follows is not an 
irrefutable guide to battling the ancient dead. 
What I am about to present are methods that 
have led to success in the past. What might 
prove efficacious in the future has yet to be 
revealed. Still, take heart! The mummy hunter’s 
task is to discover the fatal chink in a mummy’s 
defenses. A judicious mix of common sense, 
courage, and a smidgen of luck makes this goal 
attainable. 

Typical Weaknesses 

3ost  ancient dead creatures are vulnerable to 
a/ttacks based on some form of energy or the 
elements: fire, cold, electricity, air, earth, and 
water. Of these, fire is the most frequently 

When used against a very weak mummy, fire 
cmn have a spectacular effect. Flames can 
cmsume a creature’s embalmed body, feeding 
oh the very resins and tinctures that preserve the 
dummy’s tissues. 

I believe that a mummy’s susceptibility to fire 
is partially symbolic. In many cultures fire is part 
oif the funerary ritual, consuming the body and 
fiteeing the spirit to ascend to the afterlife. It 
seems that fire can break a mummy’s ties to the 
mortal world and put a creature’s spirit to rest, or 
at least destroy its physical body and force the 
creature to retire to its tomb and rejuvenate. In 
dearly all cultures fire is a great purifier. It 
banishes disease, consumes rot, and clears away 
the old to make way for the new. Insofar as  a 
mummy represents a being existing beyond its 
alllotted time, it is no wonder that fire is a 
mummy’s bane. 

epergy, cold and water seem to be the least likely 
to cause a mummy harm. Because a mummy’s 
body is biologically dead, exposure to freezing 
cold or  immersion in water usually has little 
effect. 

However, naturally preserved mummies that 
originally froze to death or perished from some 
ailment brought on by cold frequently are 
spsceptible to magical cold. This may be the 
case even with mummies found lurking on 
mountaintops or glaciers. So strong is a 

’ Of the remaining elements and forms of 

ust as  I began my discussion of the ancient 
dead’s powers by examining those few 
abilities that seem to appear almost 

universally among mummies, I shall begin this 
discussion with a few weaknesses that also 
appear to one degree or another in most of the 
ancient dead. 

I 
‘ J  



n )my’s tie to its former life that what was a 
fatal scourge in life still plagues the creature in 
death. 

preserved in water usually do not exhibit any 
special susceptibility to water. A mummy that 
had been drowned, however, might have an 
aversion to water (see below). 

Surprisingly enough, mummies found 

Holy Symbols 
In my earlier work, Van Richten’s Guide to 
Ghosts, I explained that ghosts maintain few con- 
nections with their former lives and consequently 
are not hampered or repulsed by physical mani- 
festations of man’s faith. It stands to reason, 
then, that the ancient dead, with their tenacious 
grasp on the mortal world, would be affected by 
holy objects. One might also surmise that the 

s, except 
for holy symbols wielded by priests or paladins, 
usually have no effect on the ancient dead at all. 
The same is true for hallowed ground; unless it is 
protected by some potent magical ward or 
formidable physical barrier, a mummy can 
invade any sanctified place. 

It is true that a ghost is unhindered by 
consecrated objects and places because of its 
detachment from the mortal world. Mummies are 
similarly unaffected by the symbols of man’s 
faith because they maintain their holds on the 
mortal world in complete defiance of all natural 
and supernatural laws. A mummy is no more 
deterred by a mere holy symbol than a thief is by 
a “no trespassing” sign; the convictions that lie 
behind a holy symbol or sanctified place have 
ceased to have any import to a mummy. 

Mummies that have retained priest abilities are - -  
ancient dead are restricted from passing through 
sanctified areas and are subject to damage if a 
holy or blessed object so much as  touches them. 

an exception. By maintaining links with their 
deities, these creatures leave themselves 
vulnerable to the symbols of man’s faith. A 



mummy is not repulsed by a holy symbol any 
more that a warrior is repulsed by a sword. 
Nevertheless, a holy symbol from a faith that is 
not the mummy’s own inflicts damage if it strikes 
a priestly mummy. Conversely,-a touch from the 
symbol of its own faith actually heals a priestly 
mummy. It is worth noting that it is entirely 
possible for a mummy to have an auersion (see 
page 58) to certain holy symbols or to specific 
pieces of sanctified ground. 

Holy Water 
rous supply of this remarkable liquid is 

1 for any successful undead hunt. 
mummies are immune to other blessed 

or holy objects, holy water has the power to 
dissolve a mummy’s preserved body in the same 
manner as  acid sears living flesh. I believe this is 
the case because of the sheer power imparted to 
the water during its creation. 

Unfortunately, the more powerful the mummy, 
the less effective holy water is when used 
against it, and a very powerful mummy is 
entirely immune to holy water. Note that, 
however efficacious, holy water only serves to 
destroy a mummy’s body once-it does not 
prevent rejuvenation. 

Further, a mummy hunter must be sure that 
the creature actually is splashed by holy water. 

1 Spells 
Magical spells are perhaps the most potent and 
versatile weapons in a mummy hunter’s arsenal. 
They possess many virtues, not the least of 
which are their ability to work at a distance (it 
often pays to stay as far away from an undead 
opponent as  is practicable) and their renewability 
(assuming the spellcaster survives to acquire his 
spells once again). 

Unfortunately, the o redictable nature 
of magic, combined w mysterious power of 
the ancient dead, can n the unexpected, 
and even in disaster. Worse yet, I am given to 
understand that wise spellcasters never count on 
their magic to work perfectly in 
Therefore, one should never co 
spell to be a panacea in a battl 
let alone m y  other creature of darkness. Even 

seems to be the ideal solution, I 
y urge the spellcaster to test his 

m a safe distance before facing 
at close quarters. 

Recall as well that many ancient dead are 
quite resistent, if not immune, to any number of 
spells. See my notes regarding magic resistance 
in the preceding chapter of this book. 

Turning Undead 
This usually means opening a flask and hurling 
the contents. Simply tossing a stoppered vial at a 
mummy is not a good idea. Mummies are 
corporeal, but a vial seldom if ever shatters if it 
strikes one. Instead, the vial usually bounces off 
and falls to the floor, where it may or may not 
break. In the latter case, the mummy is not 
harmed at all. In the former case, a splash of 
holy water from a broken flask might not be 
sufficient to harm a mummy. Hurling a stoppered 
vial at the floor, wall, or ceiling near a mummy 
usually makes a generous splash that sprays the 
mummy with holy water, but there is still a 
chance the vial won’t break. 

In spite of the ancient dead’s general immunity 
to holy objects and places, a priest or paladin 
can still drive away the ancient dead. A priest’s 
power over the undead stems from the priest’s 
own force of will, backed by the power of a deity. 
To my knowledge, no undead creature is 
completely immune to this ability. 

more powerful the undead creature, the more 
difficult it is for a priest to summon enough 
spiritual energy to destroy or drive off the 
creature. The more-powerful undead cannot be 
completely destroyed by this method, and very 
powerful undead, including mummies, are not 
even driven off; they simply become unable to 
attack the priest. 

Undead turning is not infallible, however. The 
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As 1 explained in Chapter 11, specially 
constructed and enchanted weapons can inflict 
damage on a mummy’s body. I must reiterate, 
however, that only a very weak mummy can be 
permanently destroyed in this fashion. 

Salient Weaknesses 
hus far, I have discussed those few methods 
that are at least somewhat effective in T combatting the majority of the ancient dead. 

If a mummy hunter is lucky, these methods will 
be sufficient to destroy his foe. Luck, however, is 
an undependable ally. 

A powerful mummy can be defeated only by 
discovering a vulnerability-frequently one that 
is unique to it. For purposes of discussion, I 
have divided these vulnerabilities into five 
general categories: allergens, bonds, 
dependence, exotic weapons, and spells of 
retirement. I have added a sixth category, latent 
powers, which does not provide the key to a 
mummy’s defeat, but is important to mummy 
hunters nevertheless. 

It is important for the reader to understand that 
I am speaking in general terms here. These tgpes 
of vulnerabilities exist, but the particulars of each 
vulnerability vary from mummy to mummy. It is 
a mummy hunter’s task to discover these 
particulars and to determine how to exploit 
them. 

Allorguns 
In my previous works I described various items 
that are useful for battling the undead. A 
typical vampire is repulsed by common objects 
such as mirrors and garlic, whereas some 
ghosts are repulsed by objects important in 
their lives; the exact object varies from ghost to 
ghost. Like ghosts, some mummies are 
repulsed by substances or items that were 
important to them in life. I call such items 
allergens. No two mummies have the same 

allergen, and a great number of mummies have 
no allergens at all. 

The most striking example of this varisrtian in 
my journal is the case of the ghost c h .  This 
misnamed band of less than 28 mummi 
was a gang of murd ous hightand bandits 
All were blood rdatives. The bulk of them pr’ro&ed 
to be minor creatures; my party overcame them - 
by outright attack. 

The three leaders, however, were far more 
powerful. One proved to be fascinated (a term 1 

the creature to 

could not bear t 

clan marched to 

keened throughout the battle in a vain attemp to 
rally the clan’s fleeing troops. 

weaknesses mainly by discussing the clan’s final 
defeat with the victorious soldiers’ descsendants. 
These three mummies had a similar histmy, and 
each met his death under the same 
circumstances. It was the particular individual‘s 
feelings and personality that determined his 
mummy’s allergen. One was stripped of its clan 
symbol and wanted it back. One feared the 
pounding drums that brought it death. And one 
loathed the bagpipes that failed to bring aid in its 
hour of need. The small details in each man’s 
history had a huge impact on the resulting 
mummy. 

Presentation 

In most cases, an allergen has no effect unless 
an opponent consciously presents the item in a 
forthright and forceful way. The allergen must be 
held toward a mummy in a clear, direct, and 
courageous manner. 

An allergen’s effect depends 
power. A mummy of low rank is usu 
to approach within 50 or 60 fe 
presenting the item. More powedul mummies are 

iers who ddeated the 
e third was equally 

My companions and 1 discovered these 



less effected. Very powerful mummies might 
attack the presenter, though even in these cases 
the mummy will strive to eliminate the item that 
triggers the aversion in preference to anything 
else. Be warned however, that aversion does not 
render a mummy helpless. The creature can still 
attempt to maneuver around a character 
presenting an allergen, or it can launch ranged 
attacks. If possible, these will be directed at the 
character presenting the allergen, as the mummy 
seeks to remove the offending item. 

A final warning: Absolute dependence on an 
allergen is a recipe for disaster. Even with 
exhaustive research, its is very difficult to 
determine exactly what item might be an 
allergen, and there is no guarantee that any 
particular mummy actually has this weakness. 
Trusting one’s fate to an untested allergen is an 
excellent shortcut to death-or worse. 

Ward5 

It is possible to use an allergen to erect a barrier 
against a mummy. In some cases the mere pres- 
ence of the item is sufficient to keep a mummy 
at bay. For example, my companions and I found 
the clan mummy with the aversion to drumbeats 
could not approach so long has we maintained a 
spirited marching cadence on our drum. 

In other cases a line or circle of items can 
create a ward that shuts out a mummy. Be 
warned, however, special care is required to 
construct an effective ward. In one case, I 
determined that the mummy of an ambitious 
woman, who had risen from humble origins to a 
position of wealth, had an aversion to brooms; 
apparently this was because brooms reminded 
the woman of her days of labor as a common 
housemaid. A broom simply lying on the ground 
had no effect, but a broom held upright or at an 
angle, with bristles down and the handle facing 
the mummy, was effective. The mummy was 
unable to open any portal sealed by leaning a 
broom against it. I surmise the broom’s angle 
was significant since a broom is held upright 
during normal use. 

It is unwise to depend on the power of wards. 
ny mummy can ignore an improperly created 
ard, and some mummies seem altogether 
naffected by them. Occasionally a mummy that 
as  been thwarted by a ward will return after a 

t me to test it again. The smaller the protected 
rea, the more secure a ward seems to be. I 

Pascination 

I I a few mummies, an allergen produces an 
effect that is exactly the apposite of aversion. 
-’hese creatures are actually attracted to certain 
objects. When such items are presented, a 
r?ummy might stand transfixed for a short time, 
cir it might attack, trying to obtain the item. Such 
i:ems often are an integral part of et spell of 
retirement (see below). Allergens that cause 
fsscination should not be used to create wards, 
fnr obvious reasons. 

ir nulmber of mummies are h a n d  to a 

* to tre-bund to the 
t d e p d  the 

ng the item to which a mummy is bound 
helpful in anticipating the mtmtme’s 

ns-and in remaining mit of it6 r e d .  A 

the site to harry its 
rs in their camp. 

s a mummy also grants control Over the 
K the reader should ever be in this 

mmend usihg tihe control 
quickly lay khe foe to re& exercising control 

reseen consequences. 
mummy frequently can be destroyed or 
y weakened by &mobsKing t h ~  object to 

ow). In other cases, sewring th$ 
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rrees the mummy. Be warned: Sucn creatures 
are seldom yrateful for t 

Place 

Mummies bound to a certarl locat;io 
created or servitor creatures, deliberately plac 
there as  guardians or stewards. It may be 
possible to visit the place without arousing the 
guardians, particularly if the visitor is respectful 
and refrains from vandalism or theft of any kind. 
Other guardians ruthlessly attack all intruders. A 
visitor might placate guardian mummies by 
performing some rite or ritual. These tend to be 
highly complex (and thus difficult to complete 
properly) and can require venerating an evil 
deity or performing some other dark act. Be 
warned: Such actions bring their own 
punishments. 

A mummy bound to a particular pla 
leave it, and generally will do whatever is 
required to protect it. I am compelled to point out 
that the ancient dead are not grammarians 
overly precise in their turns of phrase. The 
definition of “a particular place” is often 
nebulous. A mummy bound to a certain building 
and charged with protecting it might normally 
confine itself to the building’s interior, but if the 
building were subjected to an assault from the 
outside, the mummy might have the ability to 
leave it and travel freely outside, so long as  it 
kept the building in sight. Similarly, a mummy 
encountered within a ruined castle might not be 
bound to the castle itself, but to all the territory 
formerly under the castle’s sway. 

Object 

Mummies are frequently bound to an object, and 
sometimes to several objects. I call these objects 
focus items. Focus items are likely to be objects 
the mummy owned or coveted in life, and which 
often were interred with the mummy after death. 
Indeed, it is not uncommon for a powerful 
mummy to be bound to each and every item 
contained in its tomb. This phenomenon is quite 

I in keeping with the nature of 
creatures are foreve 
comforts of the mor 

t they can no longer enjoy 
very rare cases a mummy is bound to some 
that was hurtful to it in life, such as the 

wned by a rival, or 

he mummy usual1 
has an aversion to 

a massive, epic painting which 
present to King Azalin. The arti 
considerable fortune assembling the fmest 
materials for the 
paint brushes ma 
materials imported a distant land 

retrieving his rare paint brushes, even though 
these implements had only led him to 
disappointment and madness. My colleagues 
and I used one of the brushes to seal lgnoli into 
his tomb. 

In very rare cases a person possessing a focus 
item has some manner of control over the 
mummy. While such control can be useful when 
confronting a mummy and laying it to rest, the 
mummy not unsurprisingly resents any effort to 
control it. Such a mummy always seeks to 
subvert the intent of any orders it is given and 
attempts to gain control of the focus item and so 
obtain its freedom. 

Even if a focus item does not grant the owner 
control, a mummy always seeks to protect it. 
The theft of such an item from a tomb is always 
a serious matter. Such thefts are considered 
grave robbing in most cultures; worse, a mummy 
will go to any length to retrieve its focus item. 
Further, the mummy always knows a focus 
item’s near-exact location, though it does not 
always know who has the item or how powerful 

I 
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or well protected the holder is. The destruction of 
a focus item may end a mummy’s ability to 
unfailingly track the grave robber, but the 
mummy will not rest until it recovers the item. If 
the item is destroyed before it is recovered, the * 

thief earns the mummy’s eternal enmity. 
A clever mummy hunter might use a focus 

item to entrap a mummy in preparation for an 
attack, or to distract it while some vital research 
into the mummy’s background is completed. 

Creature 

It is not uncommon for a mummy to be bound to 
some other creature, usually to the creature who 
created it. Just as a living lord commands the 
loyalty of his family and serfs, so too might an 
ancient dead’s creator command obeisance from 
its undead servants. 

granted to the holder of a particular office or title, 
In some cases control over a mummy is 

and it can be passed down through several 
generations. The reigning high priest at a temple, 
for example, might inherit control over that 
temple’s guardian mummies. Care must be 
taken, however, to be certain where the binding 
actually lies-whether with the title or with some 
physical item that title holder has also inherited. 

Dependence 
Some mummies are not entirely self-sufficient. 
They require something extra to maintain their 
ties to the mortal world. I have noted three types 
of dependence during my campaigns against the 
ancient dead: object, substance, and action. 

A mummy that has withstood the most potent 
direct assaults can be extremely vulnerable to 
attacks that exploit its dependence. The reader 
should not assume an indirect campaign is 
necessarily easier or safer than a battle. The 
virtue of attacking a mummy through its 



dependence lies solely in the fact that indirect 
attacks have a better chance to succeed, 
provided the mummy hunters have done their 
research properly. Usually, the best clue that one 
is following the correct scent is increasingly 
deadly counterattacks from the mummy as it 
seeks to protect itself. 

I Objects 
Mummies are frequently interred with one or 
more symbolic objects that represent the 
creature’s powers. I call these spirit items. Many 
spirit items are also focus items. 

Most spirit items are found with deliberately 
created mummies, though ancient dead that 
have risen through force of will sometimes have 
them as well. Destroying a spirit item does not 
destroy the mummy’s spirit-that rests in the 
mummy’s preserved body. Instead, some aspect 
of the mummy’s being is diminished or 
destroyed. 

force of will, but they usually represent a 
mummy’s typical or salient powers. I am 
reminded of the case of The Feathered Hunter. 
This creature could change its shape and also 
summon swarms of biting, stinging ants. When 
my colleagues and I located its earth and log 
tomb, we found pipes carved from soapstone, a 
collection of stone tools, and many clay bottles 
decorated with grinning faces. When we began 
selectively destroying these items, the mummy 
appeared and attacked fiercely. 

Fortunately, we had chosen our targets well, 
and the mummy was unable to either change 
shape or summon any ants. At last unhindered, 
our party defeated the creature, which could not 
rejuvenate once we had destroyed the clay 
bottles. 

Patient research is essential when dealing with 
spirit items, as  the method for destroying them 
tends to be linked to a mummy’s history. As the 
mummy described above had abhorred 
drunkenness in life, the clay bottles in the tomb 
had to be filled with strong beer before they 

Some spirit items represent the mummy’s 

could be smashed. Only repeated blows from an 
enchanted weapon broke the soapstone pipes. 

It is not always necessary to destroy a spirit 
item to weaken a mummy. Often, simply 
removing an item from the tomb is sufficient. 1 
should not say “simply,” however; this course is 
frequently perilous, because if the item is also a 
focus item, then the mummy can unfailindy 
track the thieves. 

Elixirs 

Some mummies need periodic exposure to cer- 
tain substances, which 1 call elixirs, to maintain 
their powers. If the supply of an elixir can be 
interdicted, the mummy becomes weakened and 
vulnerable. In some cases, an elixir can be so 
necessary as to cause fascination in the mummy 
that requires it. Indeed, an allergen can be mixed 
with an elixir. If the tainted elixir is applied to the 
mummy in the normal fashion, it suffers a trau- 
matic shock that immobilizes it for a time. 

Elixirs are as  varied as the ancient dead them- 
selves. 1 have encountered mummies that sought 
the fresh leaves of rare trees, common pine 
boughs, spices, resins, and beeswax. Elixirs are 
associated with the embalming process that ini- 
tially preserved the mummy’s body, and not with 
its life or death. This makes identifying a particu- 
lar mummy’s elixir difficult, as one must either 
locate the records of the priest who embalmed 
the mummy, or study the mummy’s tomb and the 
surrounding area for traces of the substance. In 
one case 1 identified a mummy’s elixir by study- 
ing a merchant’s shipping records. The mummy 
had been purchasing its elixir, an herbal extract 
from a tropical flower, on the open market and 
shipping it to various locations near its tomb. 

Maintenance Rituals 

In certain very rare cases, a mummy has to 
perform some ritual (or compel others to do so) 
to use its powers; 1 call these maintenance 
rituals. It is very difficult to exploit this kind of 
dependence, but knowing about it can be useful 



to a mummy hunter, as  it allows one to predict 
some of the mummy’s actions with reasonable 
certainty. If, for example, a mummy must 
observe the sunrise every seventh day, it is not 
difficult to guess what the creature will be doing 
at least one morning a week. While this 
knowledge has limited use, a successful hunter 
never disregards even the smallest advantage. 

Even rarer are mummies that derive their 
powers from veneration by the living. My 
encounter with this mummy and its living allies 
was one of the most bizarre episodes in my long 
career: 

We spent days in the claustrophobic depths of 
the catacombs, carefully charting their 
innumerable twists, turns, and intersections. 
Gedlan and Jameld (an elf ranger with a 
particular interest in the ancient dead) carefully 
studied the moss-slick wall, searching for a 
hidden valve which would open a door into the 
mummy’s lair. For three days we did not see the 
sun. In fact, we had quitted our rooms at the 
local inn and for all anyone in the town knew, 
we had left altogether. We felt it prudent not to be 
seen entering and leaving the catacombs by the 
townsfolk. This precaution was wise, though we 
had no idea just how necessary it would prove. 

Our search finally revealed a hidden portal, 
and we eagerly traversed the passage beyond, 
hoping to enter the mummy’s burial chamber 
and unveil some vital secret that we might 
exploit to its undoing. What we found instead 
was a vast and profane temple. The mammoth 
chamber’s lofty vaults soared above our heads 
and disappeared into smoky darkness. In the 
light of guttering oil lamps (whose charnel 
stench suggested the oil came from a singularly 
inauspicious source) we saw the mummy, robed 
as an unholy priest. Before him stood an altar 
upon which lay the three embalmed bodies of 
the brigands who had attacked our camp. In the 
flickering shadows surrounding this altar stood 
fully three dozen people, including our former 
host at the inn. The bodies and the onlookers 
were draped in the same funere?’ “=..h 

We watched in horrid fascination as the 
mummy performed a ritual ouer the bodies, 
accompanied by a throaty and vulgar chant #iom 
the assembly. Soon the corpses sdirred with 
unlife, and an awestruck hush fell over the 
temple. 

. . . The crowd did not shrink from the new& 
wakened mummies; rather, they embraced them 
as lost friends. Indeed, a strong family 
resemblance strung between the creatures and 
two onlookers (an altogether innocent-looking 
bourgeois couple). After the people had fawned 
over the new creatures, they turned to the robed 
mummy, prostrating themselves and singing its 
praises. The sight was so bkphamous we could 
hardly bear it. 

. . . After trailing the cultists back to town, we 
presented ourselves at the inn once more. 
Entering that place, which once seemed so full of 
comfort and bonhomie, sent a shjver down my 
spine. The innkeeper smiled and welcomed us in 
the way of all innkeepers. He bobbed his head 
and exclaimed how glad he was business had 
brought us back to his house. He could little 
guess our business comerned the dark pact he 
had secretly entered. 

Setting Claudia to distract the fellow with idle 
chat, Jameld and I managed a surreptitious look 
around. Our search revealed a small effigy of the 
robed mumnry. But most illuminating of all was 
a tall closet where two mummieslstood. The 
undead creatures resented being disturbed, and 
the resulting confrontation was hardly a quiet 
affair. 

an intense, but by no means brutal, interview 
with our host. He confirmed all the members of 
hi$ sect kept small effigies in their homes, 
brought regular offerings to the tomb, and weiz 
to become servitor mummies upon their own 
deaths. 

Now that their unholy deity h a  been put to 
rest, it is my sincere hope that the surviving cult .* 

nembers are living out their lives in a manner 
hat wili grant them a more who-liesome afterlifk- 

After dispatching the mummies, weconducted 

I 



Exotic Weapons 
In Chapter 11,l discussed the value of enchanted 
and specially constructed weapons in battling the 
ancient dead. As useful as  these weapons are, 
they cannot replace an understanding of a 
mummy’s origins, which can provide clues that 
lead to the mummy’s ultimate defeat. A hunter’s 
wits can be sharper and cut deeper than any 
magical blade. 

As with ghosts, research into a mummy’s past 
often reveals a weapon that can slay the creature 
outright or seal it into its tomb. In many cases 
these items also serve as  allergens, but their real 
value lies in their power to defeat the mummy. 
Why merely hold off an ancient dead foe when a 
little further effort can remove its foul presence 
forever? These items invariably are objects that 
played an important role in the mummy’s life or 
death. 

In one such case, 1 led a party against the 
mummy of a barbarian chieftain. Though the 
creature resisted most attacks, we finally laid it 
low with an heirloom sword borrowed from a 
rival’s family. The rival had once overwhelmed 
the chieftain in combat, resulting in an eternal 
vulnerability. What had defeated the mummy in 
life defeated it again in death. 

The fatal implement is not always a weapon. 
Though the violent demises that lead to unquiet 
deaths would seem to favor the tools of 
violence, many a man or woman’s downfall is 
rooted in hubris and greed. These have their 
own implements and trappings which can serve 
to defeat an ancient dead. 1 once was called 
upon to investigate the gruesome deaths of 
several knights who had tracked a band of 
daring thieves to their lair after a series of 
spectacular burglaries. My investigations 
revealed that the gang’s leader was the mummy 
of an infamous burglar who had contrived her 
own death and reawakening to elude pursuit 
many decades before. With the help of a few 
stalwart companions, I bound the mummy in 
chains made of gold from the thief’s own stolen 
hoard. 

Latent Powers 
Any sortie against the undead is best 
accomplished with all due speed. 1 do not mean 
to imply that reckless or ill-considered attacks 
are preferable to a more deliberate approach 
rather, I urge the reader to avoid unnecessary 
delays and get on with the job. Group’s who are 
reluctant to finish their task often find themselves 
counterattacked. 

The speedy completion of a hunt can be even 
more important when the quarry is a mummy. 
As 1 explained briefly in Chapter 1, there are 
mummies whose powers h a n g e  (usuaIly 
increase) over time. A newly awakened mummy 
might not gain the full use of its powers until 
certain items looted from its tomb are recovered. 
Another mummy might gain extra powers during 
certain astrological events such as  equinoxes or 
planetary conjunctions. Although 1 have no direct 
proof, it seems likely that some.mummies can 
gain considerable power when a comet appears 
(which helps explain a comet’s reputation as  a 
harbinger of ill omen). I have no less than four 
accounts of mummies that gained power each 
time they were slain and subsequently rose again 
through rejuvenation. 

Spells of  Retirement 
The supernatural processes that set a mummy 
walking among the living can sometimes be 
reversed-or at least suspended-under the 
proper circumstances. I call such circumstances 
spells ofretirement, as  they most often involve 
some series of actions that are symbolically 
linked to the mummy’s origins. Alas, there is no 
universal spell of retirement for all mummies; 
each is unique. Further, unfortunately, a spell of 
retirement does not exist for every mummy. 

Some spells of retirement are rituals created 
along with the mummy and recorded, either in 
the temple where the mummy’s body was 
embalmed or sometimes in the heart of the 
mummy’s tomb. Unfortunately, these records are 
often difficult to locate and even more difficult to 
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-.-..Jate. The records might exist only in 
fragments, scattered by the ravages of time or by 
the mummy itself. 

Other spells of retirement are not recorded at 
11, but can be discovered by a mummy hunter 

who diligently searches out all the clues and 
correctly puts them together. 

In either case, the first task (and often the 
most difficult) is identifying the ritual for what it 
is. A formal ritual might be concealed in a 
lengthy runic or hieroglyphic inscription that 
relates the story of the mummy’s life (such 
inscriptions are well worth translating, as  they 
can contain vital clues about the mummy’s 
origins). Other rituals are even more elusive. 

A typical ritual requires a focus object or 
allergen that is placed on the mummy’s body or 
used to seal the tomb. My companions and I 
were able to lay to rest one of the leaders of the 
aforementioned ghost clan in this manner; in that 
case we reinterred the mummy’s body in a 
respectable grave, accompanied with an 
appropriate funeral ceremony. 

1 offer the reader two important pieces of 
advice when seeking out spells of retirement: 

First, learn as much as  possible about the 
mummy’s death and initial burial. These events 
are the most likely to provide clues about the 
elements of the ritual. Second, look for signs of a 
past ritual. All too often a mummy is laid to rest, 
only to be inadvertently reawakened by some 
ignorant or greedy person. 

I have used spells of retirement with great 
success. Of the many examples I could relate, 
my brief encounter with the skeletal mummy of 
Three Wolf Priest comes most readily to mind. 
Three Wolf Priest was a savage devotee of a 
jungle deity whose cult is all but forgotten today. 
I cannot tell how often this creature stalked the 
land, but some time ago, at the fringes of living 
memory, a band of hardy souls laid Three Wolf 
Priest to rest by binding his limbs with horsehair 
ropes and sealing the tomb with an iron 
horseshoe. According to local legends, the 
mummy could not abide horses; however, horses 
were all but unknown in that rugged area. (It 
seems that a mounted knight ended the 
mummy’s mortal life.) Three Wolf Priest arose to 
menace the area again when foolish treasure 
hunters broke open its tomb and rifled the body. 
Once the horsehair bonds were loosed, it was 
only a matter of time before the mummy sallied 
Froth to recover the goods looted from the tomb. 

Between our battles with the mummy, I 
discovered a venerable old woman who had 
known the mummy hunters of three generations 
before. From her we learned the tale of the 
earlier campaign and were able to reconstruct 
the ritual. In the end we located the original 
horseshoe and used that to seal the tomb. 
Getting enough horsehair rope to bind the 
mummy proved to be a problem, and we 
ultimately were compelled to stave off the 
mummy’s attacks while a companion went to 
fetch it from farther afield. 

Curiously, a mummy itself sometimes strives 
to complete its own spell of retirement. The 
reunion between Ahmose Tanit and Simbel (see 
Chapter 11) might be considered a spell of 
retirement, as  might Quinn Roche’s quest for 
nlate mail of etherealness. 
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Is but a dim-remembered story 
Of the old time entombed. 

-Edgar Allen Poe 

Thus far I have shown the reader 
the ancient dead in their various 
forms and guises, described 
their powers, and explained their 
weaknesses. But to fully 
understand the ancient dead 
(insofar as this feat is possible 
for a living mind), the reader 

must also consider the events that form the 
preamble for a mummy's return-twisted 
triumph that it is-to the world of the living. 

In this chapter I discuss the processes that 
enable mummies to walk the earth. I also give 
consideration to the ancient dead mind; one 
must understand one's foe to defeat it. 

Creating a Mummy 
n Chapter II ,  I briefly explained that the creation 
of an ancient dead creature requires a pre- 
served body and some reason for the departed 

=,,hit to return to that body. The first step, pre- 
serving the body, is not always sinister or evil. 
Embalming the dead, while not practiced every- 
where, is an essential part of solemn and 
respectable funerary rituals in many lands. I have 
already warned the reader of the perils of interfer- 
ing with such rituals. Still, the following particulars 
might prove to be useful in some circumstances. 

The first step in preparing a body for proper 
(that is, ceremonial) disposal usually involves 
evisceration and drying. This can take anywhere 
from 1 to 80 days. The residents of Har'Akir, for 
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example, use an elaborate process that involves 
drying the body in a bed of natron (a naturally 
occurring salt) for 40 days. The internal organs 
are not discarded, but placed in sealed vessels 
called canopicjars. Curiously enough, the 
Har'Akiri do not remove the k a r t  
it essential that this organ remain 
The body is then washed out, stuffed with 
various aromatic herbs, and carefully wrapped in 
linen bandages. 

different, and might involve baking the body, 
cremating it so that only the bones remain to be 
interred, or coating the body with waxes and 
resins. 

mourning and farewell usually follows; this can 
last up to a month (the Har'Akiri mourn for 30 
days), sometimes longer. The mourning 
culminates in the interment of the corpse, often 
with a large assortment of grave goods, which 
are intended to provide the deceased with all 
necessities during the afterlife. My next chapter 
examines these goods in more detail. 

It is at this stage that the 
ancient dead begins. Powe 
alterations to the standard rituals serve to bind a 
spirit within its body, or to call it back from 
whatever afterlife to which it has gone. The 
conversion of a preserved body to an undead 
mummy usually is fairly rapid, no matter how 
long the mourning period is-usually no more 
than a few days. However, the resulting mummy 
often lies slumbering until wakened by an outside 
force. 

In all my dealings with truly powerful 
mummies (creatures of at least the fourth rank), 
the deceased was given full funerary rites, 
totalling 70 days or more, and interred in a 
resplendent tomb. My investigations in the land 

ir revealed that the tomb of Anhktepot 
has in excess of 80,000 square feet of floor 
space, including a complete temple to a deity of 
the underworld and no less than 30 subsidiary 
tombs for the pharaoh's family, servants, and 
advisors. Most of the tomb is carved from solid 

consider 
e body. 

In other lands the ritual is considerably 

Once a body is embalmed, a period of 



rock, and the structure is filled with monumental 
statuary ranging from a diminutive foot high to 
titanic figures many feet tall. The tomb’s ultimate 
cost is incalculable. 

receive any funerary rites at all. This is obviously 
the case with naturally mummified ancient dead 
and with most that have been created by other 
mummies. In the latter case, a victim generally is 
subjected to a ritual that is similar to the local 
burial rites, but bent entirely toward creating an 
undead creature. 

Lesser mummies, by contrast, might not 

Triggers 
he ancient dead, being fully corporeal, are 
permanent residents in the mortal world. 
Nevertheless, they are prone to long periods 

of slumber. I suspect that this interval of sleep is 
similar to vampiric hibernation insofar as the 
creature’s mind enters a dreamlike state. Unlike 

vampiric hibernation, a mummy suffers no ill 
effects from its slumber, can rouse itself at any 
time and can immediately use its powers. 

I call the circumstances that rouse a mummy 
from slumber triggers. They are similar in most 
respects to ghostly triggers. I have identified 
three types: time, action, and euent. It is 
possible, even typical, for a single mummy to 
have several triggers. 

Time 
A mummy with a time trigger rises on a regular 
schedule. How long it slumbers between 
awakenings depends on its origins. A guardian 
mummy might bestir itself every day and patrol 
an area for a few hours. The so-called Sage of 
Leukarest appears once a century; presumably it 
is curiousto see what the living are up to. Given 
the political intrigues and torrid affairs in Borca, 
I’m sure it has much to discover. 

L 



A Recipe for Fine Mummification 
4 Lay body on a stone slab. 
+ Insert long metal instrument with hook 

through nostrils and pull brains out. Rinse 
brain cavity with palm wine. 

4 To open torso, carefully slit skin of left 
flank with sharp stone knife. Withdraw all 
vital organs through opening: heart, 
intestines, liver, lungs, and so forth. Set 
aside. 

4 Rinse body cavity thoroughly with palm 
wine; rinse again with spice infusion. 

+ Pack body cavity with herbs and spices, 
especially myrrh and cassia. 

4 To purify flesh, immerse body in oils and 
resins for no fewer than 40 days. 

4 Treat organs with spice and oils. 
+ Place treated lungs, liver, stomach, and 

intestines in individual canopic jars of stone 
or alabaster, with stoppers. 

4 Test body for doneness. When all flesh has 
been dissolved and naught but skin and 
bones remains, wash body again. + Plump body and face with bags of myrrh 
and cinnamon for a natural look. 

4 Important: Return heart (center of 
intelligence and feeling) to chest. Return 
kidneys to abdominal cavity also, if 
desired. 

opening so heart may be wi 
testing in the underworld. 

4 Anoint body with scented o 
resin, or both. 

4 Wrap body with strips of linen treated 
gum. Enclose scarab over heart, alon 
other protective amulets. 

+ Sew body incision if desired. Leave small 

4 Place mask over head. 
4 Place Scrolls of the Dead between thighs so 

deceased can reach them easily in the 
underworld. 

4 Place body inside series of coffins, 
including outer sarcophagus made 
stone. 

4 Store upright in a cool, dark pl 

Mummies with time triggers can be very 
difficult to combat. Their wakings seldom leave 
clues about their origins, and they may return to 
slumber-and so seem to be defeated-after a 
fixed period or  after completing some repetitive 
task. In many cases the most expedient way to 
deal with such creatures is t a  help them 
complete their tasks! An ancient dead that 
slumbers through the centuries is not the most 
pressing threat. Of course, mere dormancy may 
not be the hunter’s ultimate goal. When 
combating this type of mummy, it is therefore 
important to be certain one actually has slain it 
or laid it permanently to rest. Otherwise, it might 
have simply returned to a slumber from which it 
will emerge again when the time is right. 

Action 
This is the most common type of trigger. The 
mummy wakes immediately when some 
specified act takes place. Most ancient dead 
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an event trigger can reveal quite a bit about a 
mummy, because the trigger usually is symbolic 
of the creature’s life or death. Further, cyclical 
event triggers such as  astronomical events allow 
a hunter to anticipate where a mummy will be at 
certain times. They also make verifying a 
mummy’s destruction a fairly simple matter. 

I Psychology 
f there is a culture or a people who do not 
believe the dead should be separated from the 
living, I do not know of it. The living may 

respect or venerate the dead, but the act of 
interment irrevocably severs the deceased’s last 
physical link with the mortal world. This link can 
never truly be reforged. 

When the living intrude upon the dead, the 
infraction might go unnoticed; g a v e  robbers and 
their ilk should count themselves lucky if some 
curse or misfortune does not overtake them. 
When the dead are thrust back among the living, 
however, trauma is inevitable. 

In many cases a mummy’s “rebirth” creates 
such an intense mental shock that its original 
personality is obliterated. The mummy is not 
mindless, but loses all its skills and memories. It 
is left with only a vague recollection of what it 
was like to be alive. It yearns for the earthly 
pleasures it has lost, and it bitterly resents living 
beings for the vitality they still possess. 

When awakened, such mummies tend to lash 
out at any being they encounter. Secause they 
are bereft of most higher reasoning, they are not 
inclined to brood or to lay plans for the future, 
but they can be cunning in a fight, moving to 
their best advantage. They seldom leave their 
tombs except to pursue invaders or to recover 
stolen grave goods. 

Mummies that have retained their memories 
are more complex creatures. They fully recall 
their former lives (and thus f d y  appreciate what 
they have lost). In addition, most retam their 
professional skills. They have the mental 
capacity to lay plans, to ponder contingencies, 
wid to brood. 

When mummies first look to 
leave their tombs and 

to anticipate how 
attackers might apkoach. If driven by sufficient 
motivation, they mi$ht wander the countryside. 
Such mummies seek to complete 

task; other anci 
abroad simply to gek a taste of life ag 
blunted that taste mby be. Mummies that have 
the ability to create bndead or to charm other 
creatures invariably ‘seek to locate and enslave a 
cadre of servants, egpecially if they can do so 
without arousing unflue suspicion. 

powerful mummies hre lethargic creatures. When 
one considers a mubmy’s state of being, this is 
not surprising. I 

Compared to a liqing being, a mummy is 
frozen in time. It neyer ages, tires, hungers, or 
sickens. Of all the sentient undead, a mummy is 
the most unfettered  by external concerns. 

For all its immortslity, a vampire’s fate is inex- 
orably linked with @e living by its need for suste- 
nance. For all its power, a lich’s thoughts are 
turned outward by dn insatiable thirst for still 
more power, which bventually leads to demilich- 
dom and a final exit’ from the mortal world. 

For all its obsessipn with the world, a mummy 
is utterly divorced f h m  it. A mummy’s powers 
are fixed at the mohent of i ts  creation, so the 
creature has no goals or ambitions beyond 
protecting what it alkeady has. No wonder then, 
that mummies slumlber. 

tenacious foes once1 disturbed. Though they 
seldom have anything to gain, they usually have 
much to lose. 

Yet for all their intpIlect, even the most 

It also is no wond r that mummies are e 
I 
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grave. 
-Sir Thomas Browne 

Death comes on wings to he 
who enters the tomb of a 
pharaoh. 

-Marie Corelli 

To effect a mummy’s ultimate 
defeat, it is often necessary to 
locate its lair, which is most 
frequently the tomb where its 
body was interred. From there 
the intrepid hunter must play out 
the final battle on the creature’s 
home ground. 

In many cases a mummy 
hunter’s initial investigation 
requires a visit to the creature’s 

abode, as this is the repository for many clues 
and records regarding the mummy’s past. As 
with vampires, liches, ghosts-the entire gamut 
of creatures that prowl the night-one must 
almost inevitably seek out the monster where it 
is most powerful and destroy it there. 

I pause to make one emphatic point: 
A successful mummy hunter is not a grave 
robber! 
It is often necessary to remove some item from 

a tomb for study or for destruction, but no matter 
how tempting they may be, it is best to leave all 
other treasures behind. Senselessly looting burial 
places can bring into being or wake all manner 
of undead creatures: anchored ghosts, 
slumbering mummies, and fledgling vampires to 
name but a few. Grave robbers might find they 
have earned the enmity of the living as  well. AS I 
explained in Chapter 11, burial is a sacred rite not 
to be tampered with lightly. 

Finally, there is a power abroad in this land of 
Mists that visits doom upon the greedy and 
foolish. Through this power, the ancient dead 
become endlessly trapped in prisons of their own 
making. Take care not to join them. I 
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Mound burials generally have no entries, and 8 



mummy must use the passage or shape change 
power to get in and out. Some mounds are 
merely decorative and contain no body at all. 
Great care is needed when excavating mounds to 
avoid trouble with the locals. As with graves, a 
magical means of entry is the best. 

+ Lithic: These tombs are made from huge 
slabs of stone, sometimes covered with earth. 
Frequently several tombs are built in a row, 
forming a long gallery of burials. A mummy uses 
its great strength to move the slabs aside when 
getting in and out. 

4 Crypts: This type of burial is found almost 
everywhere; it consists of a small chamber or 
building constructed according to the local style. 
The crypt is often part of a larger structure, such 
as  a temple or residence. Large crypts may 
contain multiple burials. 

I 

4 Horseshoes: This unusual style of tomb is I found dug into hillsides, often at the base of the 
slope. The tomb is marked by a low, stone wall 

describing an open-ended ring or oval. More 
elaborate tombs have walls built-in tiers. Often 
the wall surrounds a pavement. A door opposite 
the opening in the ring leads to a crypt. The 
space encompassed by the wall often serves as  a 
ceremonial area where relatives of the deceased 
perform various memorial rituals according to 
the local custom. Mummies residing in these 
tombs often have associated cults. 

+ Caverns: These are sometimes used as  
natural mausoleums and usually contain other 
types of tombs, most often simple burials or 
lithic tombs. Caverns sometimes conceal 
entrances to other types of tombs. A mummy’s 
burial mound, for example, could be built over 
one entrance to a cavern, and another opening 
into the cave might allow access to the crypt. 

4 Labyrintbs/catacomb% These massive, 
underground structures are usually found near, 
in, or under cities. Large catacombs can contain 
miles of tunnels with literally thousands of 



burials. A mummy generally haunts only one 
section or level. Most catacombs have many 
entrances. These, however, are likely to be 
locked and can be legally opened only at the 
behest of the local priests. Many areas within a 
set of catacombs are completely walled off or 
secured by secret portals. A mummy’s burial 
chambers are almost always hidden in this 
fashion. 

* :ocE These ancient tombs can be 
crwc; m u c  Ilequently they are elaborate. 
Entrances may be hidden under or in cliffs and 
sealed with stone slabs a mummy shifts when 
going in and out. Very large rock-cut tombs can 
contain multiple burials. 

In any case, exploring these tombs requires 
great care and patience. The mummy’s actual 
burial chamber and store of grave goods is 
usually hidden behind a secret door (or several 
secret doors, if one chamber houses the mummy 
and a second the goods buried with it). Often 
there is a false tomb containing an inanimate 
corpse or a weaker mummy. 

occupant-dead or undead-usually was very 
wealthy in life. Consequently, these tombs are 
often filled with precious grave goods and are a 
prime target for tomb robbers. This makes the 
mummy hunter’s task even more difficult, 
because tomb locations tend to be jealously 
guarded. 

Each chamber within the tomb likely has a 
sentinel or trap. The local government may 
patrol the area. Even worse, the civil penalty for 
tomb robbing in such areas is usually death, 
especially for outsiders. Further, governments 
can be eager to make an example of anyone 
accused of tomb robbing, which enthusiasm 
provides for swift, but not necessarily equitable, 
justice. Entering a tomb of any kind without 
carefully weighing the consequences is never a 
good idea, but this type of tomb requires special 
consideration over and above weighing the 
physical hazards. If possible, win the support of 
the local priests. 

- 

Because rock cuts are expensive to build, the 
the inside. Whatever your reason for entering, be 
prepared to fight in close quarters! Passages 
within tombs are most often narrow (5 feet or 
less) and equally low. This creates opportunities 
for ambushes in which large adventuring 
weapons, such as  swords and bows, are useless. 

Though battling the ancient dead is often a 
perilous exercise made even more dangerous 
by a lack of information, one pattern seems to 
hold true, especially in the case of a creature 
which has become undead voluntarily: The 
splendor of the tomb indicates the power of the 
mummy. 

A powerful mummy’s tomb is often a vast, 
sprawling affair riddled with secret passages. 
Indeed, the true extent of a major tomb is 
always hidden. Explorers might initially find 
only those few chambers cultists (discussed in 
detail below) visit regularly. Further 
investigation can establish the inner lair, and 
=inquish the monster forever. 
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with other undead creatures or simply allow 
them as  squatters in parts of its tomb. Note that 
the tomb of a very powerful mummy is almost 
certainly steeped in evil, and is a location priests 
may find difficult in which to wage spiritual 
combat with the undead. 

L 
T uolems. rvummies with spelkasting 

powers, or mummies supported by cults that 
include spellcasters, often enjoy the protection 
of one or more golems. Frequently, golems are 
created when a tomb is built, and most found 
in mummies' tombs are as old as  the 
structures they guard. Guardian golems may 
be disguised to look like mummies or like 
inanimate statues; indeed, it can be very 
difficult to tell if a belligerent statue is a golem 
or merely a figure brought to life by the 
animate objects power. 

4 Monsters: Unintelligent monsters are often 
allowed to lair in a tomb, so long as  they pose no 
threat to the mummy or its grave goods. 
Mummies with the charm monster power seek 
the most formidable monsters they can find. 

+ Animals: Mummies with the charm animaks 
power generally see to it that a substantial 
number of the most dangerous local species live 
in or near their tombs. So, too, mummies with 
the alter form power often contrive to keep 
animals in or near t eir tombs. These ancient 
dead then use their owers to lurk undetected 
among the natural nimals. 
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tempestuous nights, 

be stricken afresh with a 
ach step one takes w i t h  
e ancient dead do not a tomb. Fortuna 

them. These curses 

intended more 
enemies of the 

comprehension. . 



Other tomb curses are evoked when 
trespassers commit a prohibited action or fail to 
perform one that is required. h Har'Akir, tombs 
are open and the living may visit them without 
fear-if they bring offerings of food and drink for 
the dead. But to enter a Har'Akiri tomb with a 
disrespectful attitude is to invite disaster. 

In many cases the particulars of a curse me 
depicted in inscriptions found within the tomb. 
Typicatly the inscription wwns trespassers 
against a prehibited action and hints at the 
consequences. It seems that curses are designed 
to discourage first and punish only when su 
discouragements fail. 

Traps 
1 1 hereas curses are apparently intended to 7 provide ample warning to the foolish and 
w the greedy, the traps found in tombs tend 

to L, .vell-concealed, swift, and deadly. A tomb 
might contain as  many traps as  it has chambers. 
The best advice I can give in this matter is to be 
alert-always. Beware of pits, deadfalls, 
tripwires, slides, and the like. 

Keep in mind, however, that unless a mummy 
has the passage or weightlessness power, there 
will be at least one safe path through the tom& 
or at least one path clear of the sorts of dangers 
that might harm or hinder a mummy. The "safe" 
path still might include deadly gases or other 
hazards an ancient dead can safely ignore. Also 
be aware that these trap-free areas are frequently 
filled with guardian creatures. 

Contents 
urying goods with the dead is not restricted 
to those locales where mummification is 6 the norm. In most places, one or two 

objects are interred with the deceased as a 
simple farewdl gesture. In contrast, a mummy 
is buried with all the things it needs in the 
afterlife. This is no token demonstration of 
grief, but a seKous and practical matter. As a 
general rule, cultures that mummify believe the 

Cults and Tebples 
I 

monsters or 

1 

I 
I 

1 
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Mu~llIlly cults can consist of only a single 
individual, usually one of the mummy’s 
descendants or an evil priest, but cults almost 
never number more than 30. The relationship 
between a mummy and its cult is bizarre and 
difficult to understand. The mummy seems to be 
the central figure and is venerated as a kind of 
minor deity or earthly representative of a greater 
power. Nevertheless, cultists enjoy the power to 
call their mummy forth to render service (and 
sometimes vice-versa). Often cultists are at the 
mummy’s mercy, but one that slays its own 
worshipers may suffer from diminished powers or 
cease to exist altogether. As with all unholy 
pacts, the alliance between a mummy and its 
cult is an uneasy one at best. 

In some cases a mummy cult actually serves 
to keep a mummy at rest. Cultists often venerate 
the mummy, keep its memory alive; they might 
also bring offerings to the tomb on a regular 
basis. If deprived of this attention, a mummy 
may rouse itself and seek new worshipers. Note, 
however, that the worship of one’s deceased 
ancestors is not a dark practice in all parts of the 
world, and the presence of a cult does not always 
indicate that an undead monster is present. 
Again, I remind the reader that disrupting a cult 
may prove to be the very act that wakes an 
otherwise inoffensive corpse. 

No  matter what the circumstances, one must 
be very careful dealing with locals while hunting 
a mummy. One’s foe might have allies in 
unexpected places, and an inadvertent misstep 
might alienate potential informants who possess 
valuable knowledge. 

The tomb of a mummy with a cult is equipped 
with a temple where offerings are brought. In 
most cases the temple is dedicated to deities of 
death or the underworld to which the mummy 
ultimately owes its existence. If the cult is 
benign, the temple may be dedicated to deities 

’ renewal, protection, or knowledge. 





t is a capital mistake to theorize 
befnrc nile has data. 

-Sir Arthur Conan Doyle 

Let’s make us medicine of our 

To cure this deadly grief 
great revenge, 

-Shakespeare, Macbeth 

Defeating an undead menace 
requires careful thought, 
conscientious preparation, and 
immediate action when the time 
is right. This sequence of steps 
is, of course, vague, and 
carrying it out requires 
numerous smaller steps. The 
exact order in which sub-steps 
are performed varies with the 
circumstances. Each powerful 
undead creature is unique, and 

a slavish devotion to any generalized plan will 
only assure the hunter’s death-or worse. 

In my campaigns against the ancient dead, 
success has rested on accomplishing five tasks: 
identification, research, assessment, 
reconnaissance, and the kill. In this chapter I 
explain what one must accomplish at each stage. 
The method presented here is a somewhat 
abridged version of the steps I outlined in my 
earlier work on ghosts, as  these two types of 
creatures require similar approaches. Readers 
familiar with the procedures from the previous 
work should nevertheless review the material I 
have included here. To guide the reader, I have 
provided practical illustrations of the techniques I 
describe in the form of excerpts from my own 
journal. 

I cannot over-emphasize the value of 
improvisation when hunting a mummy. 
Nevertheless, do not improvise blindly. One 
cannot best a mummy through mere 
guesswork. Do not be afraid to draw 
conclusions from what an investigation reveals, 
but always be sure one’s conclusions follow 
logically from the evidence. 

ldentif ication 
bviously, the hunt cannot begin until one 
learns that a quarry exists. One may 
encounter a foe first-hand, or one can 

discover some tale or account that points to a 
creature’s existence. Of the two, the latter is 

pical; it is highly likely that 
will be the first to see the 

Even when one happens upon a mum 
creature. 

clues ab 
from its any case, the first task is to 
discover what sort of crqture, one is facing, 
which is not always im ediately apparent. 

creature can be found well away 

Picking Up the Scent 
.A prime example of the kind of early detective 
work required at this stage is th 
Monster of Hroth, which I menti 
11. This qbest began, as  so many of my 
adventures do, with a fireside tale. 

ons and I had paused in the town of 

landlord had barred eve 

precaution against wolves, which were bold 
enough to enter the town. When I remarked that I 
seldom had visited so dangerous a place, my 
host gave a belly laugh and replied that but a 
few leagues west lay 
haunted by groaning where strange, 
horned beasts stalked the forest. 

The landlord, of course, was referring to the 
adjacent land of Sithicus, whose border lay close 
at hand. The banshees of Sithicus were an old 
tale to me, but never before had I heard mentian 
of any horned beasts. Knowing full well the 
Kartakan reputation for tall tales, I grinned and 
bade the landlord to recount the entire story. The 
fellow obliged, spinning a tale in that melodious 

re the night was 

I 
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voice for which Kartakans are justifiably famous. 
He told of the cursed town of Hroth, where on 
moonlit nights the melancholy elf folk shunned a 
certain bog where a horned fiend dwelt. The 

Tature stalked the countryside, seeking 
vengeance, and could be appeased only through 
an offering of gold or silver. 

Needless to say, the innkeeper’s tale was much 
more elaborate, but the words I penned in my 
journal capture the gist of it. I 

frion?s and I were well aware that 
jest ting a Kartakan tall tale might prove a 

ndeavor, yet there were elements to 
the yarn t intrigued us. What manner of  
creature was this nocturnal monster from the 
bog? A wereboar, perhaps? How was it any tale 
illuminated the gloomy land of Sithicus, where 
the elf natives were friendly enough, but the 
prevailing pessimism did not encourage long 

e innkeeper at length, 
in contradictions and 

he embellished his tale 
he waived a hand, urging 
and visit a certain 

some repute. It was this 
ined, who first told the 

omissions. Our only deepened the 

to travel west to Sithicus 
We would seek out Jameld 

similitude. That done, we 
to the Musarde River and 
. A short overland trek 
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ConP irmation 
I draw the reader’s attention to the fact that, as 
we gathered up the first threads of information 
about the monster from the bog, my companions 
and I had no clear idea of what we were facing. 
We had a vague and highly questionable physical 
description (horned beast), a probable location 
(a bog near the town of Hroth), and the name of 
a contact who might have more details (the elf 
Jameld). Having learned all we could from the 
first witness, and having determined that he had 
not seen the creature himself, we sought a more 
reliable source of information. 

The innkeeper’s tale in no way convinced us 
we were dealing with the supernatural. The story 
might have been a complete fiction, or more 
likely, spun from a mere fragment of truth. 
Perhaps the yarn was based on the exploits of 
some entirely human bandit, though the 
reference to moonlit nights suggested that a 
werebeast might be involved. Or perhaps 
someone had merely been startled by an owl or 
fox one evening when the moon was out, and the 
tale grew in the telling. 

To our surprise, we did find a hunter elf named 
Jameld living in Hroth. He seemed a robust and 
steadfast person, i f  a little past his prime. He 
confirmed that he had once ventured into 
Kartakass, seeking wolf pelts. In the end, a 
yearning for his homeland and the deep-seated 
suspicion most humans have of demihumans 
sent him back to Hroth, to once again hunt deer 
and even the occasional banshee. 

Yes, Jameld assured us, the bog monster was 
real. No, he hadn’t actually seen the beast, but 
he had discovered the bodies of its victims from 
time to time. Jameld spoke of homes wrecked 
and their occupants torn to bits. In several cases 
he had found a set of prints made by cloven 
hooves, prints from a creature that walked two- 
footed, like a man. 

In years past, elves living in the forested hills 
north of Hroth kept watchfires burning on 
moonlit nights, and left offerings of coins and 

livestock for the monster. Euentualfy, the folk 
moved away, south or into the town. Even so, 
Jameld assured us, all manner of  people tended 
to disappear if caught north ofthe town after 
moonset. Over the years Jameld had tracked the 
beast, but always had lost the trail in a vast bog 
northwest of town. 

Upon hearing his story, we questioned Jameld 
at length and discovered two key facts: 

+ First, the victim’s corpses invariably rotted 

+ Second, the bog had been the site of an 
very quickly. 

unusual battle many years before. 

According to Jameld, a brand of minotaurs- 
strange creatures with the heads of bulk and Me 
bodies of huge men-had once tried to raid the 
town. The elves, homver, were wary and laid an 
ambush fbr the monsters. Using their superior 
woodcraft, they surprised the raiders near the 
bog and inexorably drove them into it. The last 
phases of the battle took place in pitch darkness, 
after the moon had set. Both sides relied on their 
night vision during the fight. 

To prooe his story, Jameld introduced us to 
many veterans of the battle during the next few 
days. This was not a difficult feat, given the 
length of an elf‘s life span. Several elves 
confirmed the hideous condition of the monster’s 
victims. The stories varied, but two factors were 
constant: the creature’s great strength and the 
rapid decomposition of the bodies. Even more 
telling, all the accounts of the ambush at the bog 
were similar in their vital details: the date, the 
numbers of elves and minotaurs involved, the 
method of attack, and so on. It was clear that we 
were hearina accurate, euewitness accounts of 

Y . Y  

an actual event, and not retellings of a local 
myth. 

Later that week, Jameld led us to the bog 
where the battle had raged. Several grassy 
mounds hummocked out of the still water, 
marking the graves of minoburs that had fallen 
to the elves’ arrows. The bog’s murky depths hid 
the rest. 



Commitment 
Once it becomes clear that a foe is genuine, tht 
next step is to hypothesize about its nature and 
powers, and to decide if one has the resources 
and skills to achieve the objective of destroyins 
the monster. It is fruitless to commit to a task 
one cannot finish, and there is no higher purpo! 
served by one’s needless demise. I do not fear 
death myself, nor do my comrades. Death, 
however, has been my constant companion, 
eager to embrace my smallest misstep. Before 
continuing with the hunt, one must decide if 
there is a reasonable chance of success. Doing 
so is instrumental in summoning the courage tc 
undertake the job and see it through to its 
conclusion. 

We pondered Jameld’s information careful 
The elf had not actually seen the monste 
nor, it seemed, had any of the other witn 
Still, there were remarkable similarities in a 
the anecdotes we had heard. Of these, I found 
the condition of the victims’ bodies to be the 
most telling; surely here was evidence 
mummy rot at work. While I was 
rule out any possibilities, I doubte 
monster was a ghost; incorporeal creat 
don’t need to batter their way into homes, 
do they leave tracks. Likewise, I doubted t 
creature was a lycanthrope; moonlight held 
some significance for the creature 
no sign of the bloodlust that leads we 
consume their victims, nor were there 
inconsistencies that pointed to a hidd 
shapechanger lurking among the to 
When the beast’s hunting ground had b 
barren, its predations seemed to have droppe 
off: Certainly a werebeast would have sough 
prey elsewhere. 

Whatever the beast was, it seemed clear tha 
its victims had little chance against it. There was 
no evidence that it had ever slain a spellcaster of 
an.u kind, nor had it ever faced an enchanted - 
weapon. I t  remained to be seen i f  our ou 
resources could meet the challenge. 

Research j i  - 7 begin the bqc d phase 6f the bht, g 
the creature as 

the creature’s past 
and relive its life. honsider the creature’s death 
and how that dra-a might have affected its 
undead form. As the facts emerge, classify the I 

about the mummy’s 

mummy accordin to categories discusse 
Chapter 11. Draw 
creature’s powers and weaknesses. 

me conclusions about t 

I 

When we made cl ar our intentions to hunt 
down and destro the bog monster; Jameld 
became enthusiastic. The creature represented 
continuing threat o the community, and nothi 
would please Jaqeld more than to end that 
threat. During the‘next few days the elf led u$ 

over the sites oft e creature’s various attac 
Some careful mapiwork confirmed that every 
attack took place o farther from the bog than a 
healthy man or el could walk in a single night 
Our most useful d’ covery, however, came when 
we found an elf ho had survived one of the 

The witness, A nruth, had decided to take 
over an abandon d homestead within what we 

beast’s assaults. 

had determined $as the bog monster’s hunting: 
grounds. All had one well for Aynruth and hi.$ 
family until one nght, when the creature came 
calling. Aynruth I ad heard tales of a monster; ’ 
but had dismisse them. In any case, he was a 
frugal elf and felt e had no coins or livestock tl 

! ,, 
d 

spare in appeasin ~ the creature. 

inside the house, ~ he creature seemed more 

F 

4 

When it attack d ,  the monster used ~ t s  massive 
horns and fists to literally tear the family ho 
bits. Only quick ight saved the elves. Once 

intent on plunderithan on pursuing the fugiti 
it stopped to grab furs, money, and anything 
which might hav c value while the elves Ped. 
Aynruth quickly etermined that the attacker 
was an undead c P eature, and he lost no time 
dousing it with 041 and setting it alight with a 
flaming brand frop the fireplace. The monster’s 



waterlogged body appeared to be utterly 
impervious to fire, however, and the beast simply 
rampaged through the wrecked house, setting 
what was left of the homestead ablaze. For a time 
the creature, too, was completely engulfed in the 
flames, and Aynruth lost sight of it. When it 
emerged, it bellowed and prepared to charge, but 
a shot from Aynruth's bow sent it scurrying into 
the darkness, still clutching its smoking booty. 

Assessment 
y this time, at least a few key facts should 
have emerged from your research. This is a 
good time to review them. Reflect on your 

original hypothesis about the creature. Consider 
modifying it if the facts seem to warrant a 
change. Try to refine your classification of the 
creature, but do not be discouraged if you cannot 
make a definitive identification. Your 
investigation is really just beginning, and 
chances are you may have to throw out a few of 
your earlier theories. Do not hesitate to do so; 
stubbornly clinging to an insupportable theory is 
foolish and dangerous. Review all you have done 
so far and decide if there are any new lines of 
inquiry you can follow. 

We were hard on the creature's trail now. We had 
learned that fire would be of no avail against it, 
and its lust for treasure was confirmed. It  seemed 
the creature could indeed be appeased by silver, 
gold, and other valuables. 

knowledgeable veteran of the battle at the bog 
and asked about the habits and abilities of living 
minotaurs (a subject we had neglected until 
now). The warrior protested that he knew very 
little, but his information proved valuable. We 
were reminded minotaurs could see in the dark 
in the same manner as elves. We also learned 
they were physically powerful, and that in their 
homeland (a place called Krynn) they believed 
themselves destined to rule the world. Though 
neither I nor any member of my party had ever 
heard of minotaurs, the veteran insisted they 

Back in Hroth, we sought out a 

were infamous brigands and pirates. Perhaps 
most importantly, we learned minotaurs took 
great pride in their horns. To be shorn of them 
was to suffer utter disgrace. 

Further questioning revealed that the minotaur 
chieftain had been last to die in the battle. 
Volleys of arrows had driven the creature further 
and further into the bog until it finally sank from 
sight, thrashing and cursing. 

It  now seemed likely the monster from the bog 
was the restless, naturally mummified corpse of 
that minotaur chieftain. We surmised it was still 
seeking to pillage the area, as this would explain 
its desire for treasure. Several avenues of attack 
seemed promising: archer elves would likely 
defeat the creature, and elven bows might ward 
it off I f  the mummy could not be slain through 
outright attack, shearing its horns might deal the 
final blow. lf all else failed, a few gold coins 
seemed likely to distract the creature, should we 
need to escape a confrontation. 

Reconnaissance 
nce you have assembled enough facts to 
form a few solid theories about your foe, it is 0 time to get a look at the mummy yourself. In 

many cases your research will not be complete 
until you do this, as  the mummy might have 
powers or vulnerabilities that other witnesses 
have failed to note. Now, too, is the time to test 
any suspected allergens and weapons. Use what 
you've learned to further classify the mummy. 

arrange to observe the mummy more than once, 
preferably from some position where it will not 
observe you. Also, if possible, test your 
allergens first by placing them where the 
mummy might stumble upon them. Once you've 
confirmed your theories about the mummy's 
weaknesses, you have a better chance of 
surviving your first assault. In all cases, plan 
your escape route carefully; time is not 
necessarily on your side, and if the worst 
consequence of failure is headlong flight, you 
hpve cause to be grateful. 

Caution is still your byword. If possible, 



A succession of cloudy nights dekiyed our 
investigation for some time. We were certain that 
fading moonlight on the bog heralded the 
monster’s appearances, and the fruitless 
nocturnal vigils we kept over the place seemed to 
confirm the fact. Our persistence was finally 
rewarded after a week of dreary nights spent in 
the open. A hush fell over the bog as the last rays 
of the waning moon diminished. The still water 
seemed to grow black, like a pit of tar. Shortly, 
my own sight failed altogether. I could see the 
stars above the trees, but nothing in the inky 
blackness at ground level. 

Presently, I heard a clumsy splash in the bog, 
and Jameld hissed a warning. A musical tinkle 
filled the air as the elf moved forward, waving a 
bag of silver. (Became the creature had night 
vision at least as good as Jameld ’s, we assumed 
it would see us long before we could see it, and 
so we had resolved to distract it with some 
treasure.) 

My ears strained to follow the beast’s 
footsteps, but I heard only my companions 
carefully feeling their way downhill toward the 
bog. There was a hoarse bellow and a cry from 
Jameld, followed by a loud chink and the sound 
of pounding feet. The elf had dropped the bag of 
silver and fled. 

Torches flared and the beast, which had 
stooped to seize the coins, straightened and 
whirled on us. I felt a wave of preternatural fear 
grip my heart as the creature faced us, but the 
feeling passed, leaving only a slight tingling in 
my limbs. (This, I noted, had to be mummy- 
inspired fear). The thrum of bowstrings filled the 
air as my companions loosed arrows out of bows 
we had borrowed from the elves of Hroth, and 
the creature staggered and bellowed as the 
shafts struck home. 

The creature responded to our attack by 
lowering its head and charging down upon the 
archers, who held their bows high and stood 
ready to sidestep the beast i f  it came too close. 
This precaution proved unnecessary. The beast 
checked its charge, its watery eyes fuced on the 
upraised bows. 

Taking the better part of valor, the company 
used this respite to end the confrontation, and we 
scattered like chaff. Bellowing once again, the 
creature gave chase, but we had chosen our 
escape routes well. The creature rapidly lost 
ground, its horns tangling in low branches that 
nonetheless stretched high enough to offer no 
hindrance to us. 

ihe Hill 
nce you are sure of your theories and your 
weapons, lay your final plans and strike 
quickly. Speed is important. Your foe 

probably is not mindless, and it undoubtedly has 
been observing you even as you have been 
observing it. A delay invites countermeasures- 
or even counterattacks. 

The Plan . 
Your final plan should consider the following 
elements: time, place, weapons, and escape. 
Note also that no plan is complete until each 
member of the group knows exactly what is 
expected of him and is capable of completing his 
tasks without supervision. Your foe could have 
plenty of surprises in store for you, and you do 
not need any from your own team. 

+ Time: Assuming that a mummy doesn’t 
force this decision upon you, time your assault 
for your own advantage. 
mummy’s most potent 
the rising of a certain star, make your attack 
w b n  the star is not visible. 

’lace: Again, you might not be free to 
choose the site of your battle. If you can, study 
the area. An intelligent mummy fighting on its 
home ground undoubtedly will try to exploit its 
knowledge; do your best to anticipate what it 
might do. 

If you are not forced into a location, choose 
terrain that will give you an advantage, and use 
what you know to bring your foe to you. 
Judicious exploitation of a mummy’s allergens 
and motivations is far more reliable for this 



purpose than simply picking a locale for an 
ambush and waiting for the mummy to happen 
by. Focus items are particularly useful for this 
purpose, as  mummies usually attempt to retrieve 
them no matter what the circumstances. 

+ Weapons: If you accomplished nothing else 
during your preliminary encounters with the 
mummy, be sure you have tested every weapon 
you intend to employ in the final battle. I do not 
make this statement lightly. Test eoerything 
ahead of time. Enchanted steel, allergens, spe- 
cial weapons, even holy water and clerical power 
over the undead are unreliable until proven effec- 
tive. If one item has failed during a preliminary 
encounter, replace it with another and test the 
replacement. I do not suggest leaving every bit 
of untested weaponry behind, although that is 
not a bad idea if encumbrance is a problem. Who 
knows? Fate might intervene of your behalf when 
you employ an untested weapon, but fate is a . .  

notoriously undependable ally. 
Escape: No plan is complete unless it allows 

for failure. After many years of undead hunting, I . .  - 
have learned to take nothing for granted. 
Confidence in a plan is fine, even desirable, but if 
things go wrong you must take steps to assure 
that you can retreat. Failure is perhaps the 
greatest teacher, but its lessons will go for naught 
if you don’t survive. 

If you have followed my suggestions thus far, 

L 
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you might already have confronted your foe 
several times and quit the field. If at all possible, 
plan a new escape route for your final battle. If 
the mummy has observed your previous 
escapes, it might anticipate your actions and 
trap you. 

By now your plans should be ready to bring to 
fruition. With all contingencies accounted for to 
the best of your ability, you are ready to move in 
for the final confrontation. 

Our success at the bog won us considerable 
support among the veterans of Hroth, and soon 
we had two dozen archers willing to take a hand 
in dealing with the beast. A quick scouting trip 
revealed a narrow footbridge spanning a deep, 
fast stream with high banks. 

We positioned these archers on both banks 
downstream of the bridge. We moored boats 
close by to aid in any retreat. At next moonset, 
two fleet-footed elues bearing jingling sacks of  
coins lured the beast onto the bridge. The archers 
opened fire. Two of my companions, bows once 
again held high, blocked both ends of the bridge, 
trapping the beast in the open. The creature was 
swifcly transfixed by dozens ofshafts and toppled 
from the bridge. Taking to our boats, my 
companions and I hastily recovered the body 
and hacked off the beast’s horns, whereupon the 
creature’s withered body crumbled to dust. 

Confirmation 
The ancient dead are notoriously resilient, and 
any celebration of their demise is premature 
without first confirming the kill. If you have 
access to a creature’s tomb, check it for signs 
that the creature’s body is rejuvenating; a 
mummy often reappears within its tomb even if 
“slain” far afield. If you have recovered a 
creature’s body, watch that for signs of 
rejuvenation, too. If the mummy’s appearances 
were connected with a trigger, watch for that 
trigger’s next few occurrences. If the creature 
does not return, at last you can celebrate. Your 
task is well and truly completed. 
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as white as leorosu. 

-Samuel Taylor Coleridge 

campaigns develop a healthy ~ 

respect for mummies as  ~ 

powerful, if inflammable, foes. 
They rapidly learn that it is ~ 

much more efficacious to I 
quickly fry mummies with 
flaming oil than to risk the perils 
of mummy rot by engaging thq 

ient dead in melee. 
rprising DMS can give ov+- 

layers quite a shock by introducing la 
mummy or two into the game. 
is a place in horror role-playing 
ters whose primary threat is physical. 
no doubt that simply introducing a 
with one or two enhanced typical 

ers and a single salient power will have 
s fearing for their character’s lives. But i 

y’s potential for inspiring psychologic 
ring true chills to a role-playing 

movie The Mummy 
proves to be a subtle a 
is a foe who has endured through the 

e film’s heroes must painstakingly rediscovet. 
itially lmhoptep is a traditional bandaged- 
apped Egyptian mummy. Once awakened, , 
wever, he masquerades-as a modern I 

cheologist and effectively becomes invisible; 
e heroes cannot detect the monster lurking ’3 
eir midst because he looks and acts just like ~ 

ies. He understands ancient secrets that 

because the key to his thoughts lies more than 
‘ 4  ” ’ 

3,000 years in the past. He seeks to revive his 
lover, Princess Anaka, who has been dead for 
centuries. She has long since passed from living 
memory, but Imhoptep remembers. 

physical threat. To prevail against Imhoptep, the 
heroes must abandon their 20th-century 
weapons and rely instead on their knowledge of 
ancient Egypt. It is a frantic plea to a long- 
forgotten Egyptian deity that finally brings about 
Imhoptep’s destruction. 

The mummy also poses an unstoppable 

Mummv Aduunturus 
successfully create an adventure featuring 

a mummy as  the primary villain, the DM I must pay special attention to four basic 
elements: history, trespass, retribution, and 
mystery. One element will predominate, but all 
must be considered. The primary element sets 
the tone and provides the focus for an adventure. 

For example, Van Richten’s campaign against 
the Bog Monster of Hroth revolved around a 
single historical incident and the consequences 
that arose from it. 

To shift the adventure’s focus to trespass, the 
scene describing the bog monster’s awakening 
could be changed; perhaps the mummy rose 
when disturbed by a treasure hunter, or in 
response to an elf boasting about his victory over 
the minotaurs. 

A mystery adventure involving the bog 
monster could do away with the tavern keeper’s 
tale in order to create a story based upon 
trespass. Instead, the first hint of the monster’s 
presence might be a set of unidentified footprints 
leading away from a burned-out cabin. While the 
hunters struggle to locate and identify the 
mummy, it could begin stalking them as  
trespassers on its territory. 

mummy’s attacks against the residents of Hroth. 
The monster would seek to destroy the elves who 
slew it, instead of simply attacking hapless 
victims who find themselves too close to its bog 
at the wrong time. 

A retribution adventure would redirect the 



Historg 
A mummy’s history is the factual story of its 
mortal life and death. This is the most crucial 

mummy adventure becau 
ummy was in life foreshad 

powers, weaknesses, and motivations, which 
generally are symbolic of some aspect of its li 
or death. 

If the mummy has a high rejuvenation power 
rank and several salient powers and weaknesses, 
a detailed history is essential. If you have not 
developed a detailed history‘for your creature, 
you will find it very difficult to adjudicate all th 
detective work the PCs must complete to 
uncover the creature’s weaknesses and defeat it. 
It is, of course, possible to create a mummy just 
by throwing together a few statistics, but if you 
do this, make sure the mummy is fairly weak 
and serves only a s  a minor character. Above all, 
be sure that you do not assign a high 
rejuvenation power rank to a mummy without 
also creating a detailed history, as these 
creatures are nearly impossible to destroy 
without recourse to a high-level spell  such as 
wish or resurrection. 

It is not necessary to develop all the minute 
biographical details about an important 
mummy’s life, but you should note the mummy’s 
profession, what it was doing and thinking when 
it died, and how and where its body was buried 
and preserved. 

Trospass 
A recurrent theme in mummy stories is 
transgression. Some person or sentient entity 
violates a moral tenant or disturbs something 
that is best left alone. This might apply to the 
mummy itself, to the events that wake the 
mummy, or to both. Anhktepot, lord of Har’Akir, 
offended his deity by railing against his own 
inevitable death and the loss of his kingdom to 
his heirs. The bog monster, greedy for treasure, 
sought to invade Hroth and steal from its 
citizens. The hapless archaeologists in The 

d of their ability to read 

tion whose power they do 

ressor knows that his or 
not understand. 

el; ambition, greed, lust, 

in his tomb and dream of 
monster haunts the site of 

ither the mummy nor the 
PCs are the tran 
innocent victim 
turned into an 

as  a mummy. The actual 

’s actions, m he might be 
matter what the case, PCs 

its liberators. 

Retribution 
The trespass invariably sets in motion a chain of 
events that have dire and unforeseen 
consequences. The retribution reflects the nature 
of the trespass (the punishment fits the crime), 
and both the victim and the entity that delivers 
retribution shape the adventure. 

retribution, though these tend to come into play 
only after a mummy adventure begins. 

are stuck in a form of eternal punishment. 
However, in Gothic horror retribution does not 
always fall solely ion the transgressor. Anhktepot 

Mummy cursesl are a common type of 

As beings trapped in livi eath, all mummies 



and the bog monster pay for their transgressions 
by becoming undead mummies, and both 
creatures use their newfound powers to menace 
innocents. 

disease magic. More importantly, keeping the 
foe hidden from the players slowly builds 
terror-everyone fears the unknown. 

Constructing Mummies Quickly Retribution functions on two levels in The 1 

Mummy. The archaeologists suffer 
consequences for waking Imhoptep, but those 
same archaeologists ultimately frustrate 
Imhoptep’s attempts to revive Princess Anaka. 
Just moments before completing his task, 
lmhoptep dies a permanent and agonizing death 
in the film’s final scene. 

My story 
In a RAVENLOFT adventure, it is best to keep the 
players guessing. This is particularly important 
in mummy adventures, where the PCs often 
must discover a foe’s one weakness. Long after 
mastering the terror of facing a strange new 
creature that turns out to be a mummy, the 
player characters must continue to struggle with 
the exact nature of the beast, having exhausted 
their standard approaches to dealing with such 
menaces. It is not only the horror in the face of 
the unknown that is important to the game, but 
the mystery of dealing with it. 

a mummy’s vulnerabilities; indeed, never blurt 
out the fact that the PCs face a mummy. 
Instead, be prepared to feed the players a 
steady stream of vague clues. In the case of the 
bog monster, Van Richten began with the 
innkeeper’s questionable assertion that the 
monster came forth on moonlit nights, which 
suggested that it might be a lycanthrope, and 
several other fragmentary clues such as  the 
monster’s desire to collect treasure. During the 
investigation, the survivor’s account of an 
attack only indirectly revealed the monster’s 
immunity to fire. 

It is usually best to give the PCs only brief 
glimpses of the monster before their final 
confrontation. This actually works in the party’s 
favor, as mummy rot can devastate a party, 
especially if it is not well provided with cure 

Never simply blurt out vital information about 

he Monstrous Manual contains monsters 
that can provide starting points if you need T to create a mummy in a hurry, including the 

mummy and greater mummy. The son of 
Kyuss (from the MC GREYHAWK” appendix), 
Senmet (from the MC RAVENLOFT appendix II), 
and Tiyet (from the Darklords accessory) are 
available too. These creatures are good 
examples of mummies whose powers have 
mixed ranks. A typical mummy has 6+3 HD 
and a movement rate of 6, and it makes one 
attack each round for ld12 points of damage. 
This places it in the 2nd rank. It is harmed only 
by magical weapons and suffers only half 
damage from those, so it has 4th-rank 
invulnerability to weapons. It is immune to cold, 
but is vulnerable to even normal fire, so it has 
only 1 st-rank invulnerability to energy. Its 
rejuvenation rank is not Listed, but mummies 
are not known for regenerative powers, so we’ll 
assume the power rank is 1st. Mummy rot from 
this creature is fatal in l d 6  months-1st-rank 
disease. 

The typical mummy is a fearsome creature, 
but a few increases in its power ranks-say 
3rd-rank elemental invulnerability, 3rd-rank 
rejuvenation, and 2nd-rank mummy rot- 
would make it a truly nasty opponent. To 
counteract these increased powers, we need to 
assign it a weakness the Pcs can exploit. 
Perhaps it was a talkative barber who spread a 
little too much gossip; this might suggest that 
the mummy could be bound with a hair rope, 
damaged by a particular herbal tonic, or killed 
with a razor. The mummy’s invulnerability 
powers could be dependent m clay tablets 
hidden in its tomb. If they are smashed, the 
invulnerabilities drop two ranks. These 
weaknesses also help make this “kit” mummy a 
unique creature. 



Constructing a Mummy 
Prom Scratch 

is method is more difficult and time con- 
suming than modifying an existing creature, - but it allows you to create a truly mysterious 

and dangerous villain, tailored exactly to your 
needs. Start by considering your story’s four 
basic elements. These form the basis for your 
mummy. It is not necessary to fully develop the 
story before turning your attention to the 
mummy. Actually, it often is best to move back 
and forth between the story and the creature. 

Once you have a story in mind, pick the 
mummy’s origins and form. These will usually 
depend on the mummy’s history. For example, if 
the mummy was a scheming power monger in 
life, it probably will be an invoked mummy 
because it would want to wield power even after 
death. Such a villain does not have to be 
invoked, however; if the mummy was killed by 
rivals, it could also be usurped or accidental-it 
all depends on how the creature died. 

If the schemer died in his or her bed, it 
probably will be invoked (having completed that 
one final scheme to gather power even after 
death). If the schemer was killed in an ambush 
instead, it probably could not have become an 
undead mummy unless it was naturally 
preserved. If the schemer was more subtly 
assassinated, it is likely to be usurped (the rivals 
wrought a complete victory by forcing the 
mummy into subservience after death). 

origins, choose its state of preservation from the 
examples given in Chapter 11. The circumstance 
of the mummy’s death is the most important 
factor here. Naturally preserved mummies are 
usually withered or skeletal. Only mummies that 
have received elaborate or expensive embalming 
will be intact or pristine. 

Now choose the mummy’s general power rank 
and determine its powers. Examples given Chap- 
ters Ill and 1V provide suggestions, but many 
others are possible. Don’t forget that the mum- 

Once you have determined the mummy’s 

my’s powers do not all have to share the same 
power rank. Its powers should reflect a mummy’s 
history. For example, the schemer discussed 
above probably would have some kind of charm 
ability. Power-mongers usually get ahead on a 
combination of ruthlessness and charm. 

a little bit from each other. This is particularly 
important if your players are the sort who read 
DM material. For example, it is fairly easy for 
players to determine an opponent’s Armor Class, 
damage per attack, and movement rate. If the 
mummy’s powers have uniform rank, a quick 
look at Chapters 111, IV, and V would allow your 
players to use their characters’ observations to 
determine the extent of all the mummy’s powers. 
A little variety gives your villain strengths and 
weaknesses, and can keep players guessing at 
how hard they have to work. 

powers, move on to its weaknesses; Chapter V 
gives some guidelines for the many possibilities 
that can be used here. Pay special attention to 
weaknesses if the mummy has a high 
invulnerability or rejuvenation rank; if the PCs 
cannot discover some method to circumvent 
these powers, they probably will not be able to 
defeat the mummy. 

When you have completed all the mummy’s 
statistics, go back to your story and add or alter 
any details required to explain these statistics. If 
you haven’t done so already, consider how the 
mummy came to wake and decide what it is 
doing during the adventure. 

Finally, turn your attention to the mummy’s 
abode. Does it reside in the tomb where it was 
initially buried? Or does it lurk elsewhere? If the 
mummy has a superior rejuvenation power, it will 
need a secure place for its body to re-form after 
it has been “slain.” In any case, the mummy’s 
abode should be inaccessible and well-defended. 
As the characters thread their way through a lair 
filled with unanticipated dangers, the players’ 
tension heightens, too. These penultimate jolts 
make an adventure’s climax-the final battle with 
the mummy-that much more horrific. 

It usually pays to vary the power ranks at least 

When you’ve determined the mummy’s 
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Ancient Dead 
to th 

n the caverns, crypts, and chasms of 
Ravenloft lie mummies and other hor- I rors for whom sleep is a natural state. 

These are the ancient dead. Dreams of 
love, glory, and wealth subdue them 
through the ages, and time grows mean- 
ingless--until the greedy or foolish dis- 
turb their rest. When the ancient dead rise 
and walk again, evil spreads before them 
and destruction lies in their wake. 

In the land of mists, the ancient dead 
are unique monstrosities of astonishing 

again despite the efforts of the mighti- 
est heroes. Only Rudolph van Richten, 
Ravenloft's greatest foe of darkness, 
has accrued the knowledge necessary 
to stop them. Within this treatise the 
doctor classifies these complex crea- 
tures, defines their common character- 
istics, and speculates upon their salient 
abilities. It may be impossible to 
destroy the ancient dead, but with per- 
sistence, good fortune, and Van 
Richten's wise counsel, one might send 

power, capable of rising again and them back to their dreams. . . 
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