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And thierefore deéarh ix no snch serrible enemy, when a man
Raath go ey attevidoonts abosit him that can win' the combas
of lim, Revenge triumphy ever deanh; heve aliphes ir; honowr
aapireth o i, grief flieth 1e ir.

— Francis Bacon, Of Dearh
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Inaroduccion

|

The [Great] Pyramid of Cheops was originally no less
than four hundred and ninety feer high. lix base covers an
area of thirty- one acres ... Napoleon once sat down beneath
irs shadow and calowlated — wistfully perhaps — that the
mass of stone contained in irwould build a wall round France
ten feet high and one foot thick, It is estimated that the
pyramid in fact contains two million three hundred thousand
blocks of stone, each averaging two and o kalf tons in weight
... The exterior casing of the pyramid was a miracle of
stomecutting: the lower courses ... are set with joints measur-

ing ome ten-thowsandih of an inch wide,
— J.E. Manchip White, Ancient Egypt. Iis Cullure

and History

here are secrets within secrets. Even to those

who see through the veil of the Masquernde

and into the World of Darkness, there remuins
a group of immaortals who are largely unknown. Certninly the
Wampires of the Camarilia knmow little of the existence of this
ohscure group of men and women who have been alive for
well over 2,000 years. These mysterious folk are mystics,
scnibes, architects, tradesmen and warmors. They are all
immortal; they are all Mummies.

Bom into the ancient kingdom of Egypt during the dawn
of human civilization, they have since witnessed every major
event of Western history, Through them, all of the wonders
of ancient Egypt will come alive in the modem world of your
Storytelling campaign.

This sourcebook provides a wealth of information on this
new type of Storyielling character. While Vampires see their
immortality as something outside of nature, mummies view

themselves as pan of the world, with their eycles of life in
death providing them with constant invigoration and re-
newal,

World of Darkness: Mummy supplies vou with full
details on generating and playing Mummy characters, rules
and descriptions of Egyptian sorcery, and an introduction 1o
the spirit world which Mummies visit in their mystic cycle of
death and rebirih. Plus the sourcebook contains Storyieller
information such as game history, pregencrated Mummy
charucters (including details on Bane Mummies), and a
feature Story 1o introduce the material to your campaign
workd.

By itself, this sourcebook does not contain all of the game
rules mecessary to run & campaign world. Mummy s
intended 10 be used in conjuction with any Storytelling
game(s) such as Yampire:the Masquerade and Werewolf:

The Apocalypse, making your campaign world more excit-
ing and diversified for your troupe.
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Ckaptcr’ Oﬂe:

Che (Dummy

Angel or Devil
I way thirsty
And vou wer my lips

— U2, Trip Through Yoir Wire

efore | beginmy story, let me briefly introduce my

own maortal beginning. | became a Vampire at age

24 in August af 1927. Asayouth, | was something
of a louse, uneducated and almost Brujah in my rebellious-
ness and rashness. [ was a product of my times, and what
times they were. The “Roaring "20s" is whai these modem
American genertions call my early years.

The times filled my life with excess and glamour, I thought
myself a true ereature of earthly passions — tha ks, until my
master came calling that night in August and 1 leamed what
it really meant to feel pleasure and 1o hunger for passion.

It was a linle after midnight; | remember the time pre-
cisely. 1 had just recumedone of my girls, Julie, o her parents*
house, and her father had been quick to point out the cight-
minute discrepancy between his waich and Julie's midnigh
curfew. 1 told him that if Julic would leam to dress faster, |
could get her home on time. Like | said, I was something of
a scoundrel in my mortal years. [ ran away while the old man
began a tantrum that must have ended in a coronary.

Maybe it was the yelling of Julie's father that attracted my
master’s atiention. Who's to say 7 [ think, though, that it was
because 1 stopped 10 take a bottle of whiskey from an
unconscious vagrant on my way home that [ became evil
encugh to be prey. A little theft, a small sin, but it was an
pbuse of power against someone in a lower station of life.

The Embrace was quite rough. [ remember a vise closing
over my shoulder and his teeth slashing into my throat. Ii was
magical. The surmender. The exquisite suicide of giving in o
him. You have felt it; you know words cannot encompass that
experience.

Afterwards, while consciousness faded from me., [ looked
up at him. He didn't appear so magical then, no angel of
mercy or devil in mortal guise; just a man standing in the
alley, a murderer. So | asked him, probably telepathically
gince my throat was tattered flesh, “What gives you the
rght?”

In responise, he finished the Kiss and gave me eternal life.
MNow, don't get the wrong impression. 1t wasn't guilt tha
motivated him. My question had struck no chord of mercy in
his cold and vestigial heart. Rather, | believe he wanted me
to become as he was and see for mysell what gave him the
right — what gives all of our kind the right.

Ouite a monster he was, and nol much of 3 mentor. That
fact and my previously rough and loose mortal life made me
quite a terror of vampinc infancy. 1 was rebellious to the
Camarilla, and | broke from my master early, never joinng
the Sect and constantly maintaining my own counsel.

I give you this briel personal background 1o help you
undersiand my state of mind when 1 first met the man named
Suhura. Ihad moved 1o Chicago, where the street feeding was
eany. Il was slmost New Year's Eve in 1933, the midst of the
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Depression, and the people had linie hope for 1934, | was
mimoring. their sorrow, as our kind often does, when |
chanced 1o spy a well-dressed man walking the streets of
downtown shonly after dark.

The man was accosted by a beggar who grabbed the
gentleman’s coal and pleaded, "A few penndes for a poor
man?"

The gentleman pushed the beggar aside and paid the poor
man only a litany of curses. Secing the beggar thoroughly
intimidated, the man tumed and continued up the streer
without another glance

What fun! To find a mortal so wrapped up in himself that
he takes no time for his fellow humans. | immediately
assumed the role of avenger and prowled afier the heartless
e

I followed him silently for several blocks until he finally
tumed into an sbandoned meat factory. Once Inside, he begun
to pace i circle nearthe door, smolking a cigarene. He stopped
pacing briefly 1o check a revolver in his coat pocket

“lﬂ‘l; ' ;
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I taunted him from the shadows, mimicking the beggar's
voice, “A few pennies for a poor man™™

He tumed about 10 face the voice, peering into the shadows
where | hid. “Wha's there™ he called in an urgent whisper

| carcled about him and called again. “ A few pennics for a
poor man?™

The mortal became afraid. He brandished the pistol,
waving it in the air and yelling threats. He was making far oo
much nodse, so 1 crept behind him and ended his life

[ wai lost in the reverie of the feast and barely noticed
another man enter the factory, This new individual was slso
woll-dressed but in clothes alightly out of fashion. He was
short and dark-complexioned, obviously of foreign stock

While | considered whether to kill him or not, be spoke o
me, quite calmly considering the bloody scene before him
“Quite a sad peed your kind endures,” he said

My friendship with Sahura had begun. He removed an
Egyptian relic off of the freshly dead mun — a mussewm thiel
— and asked me back 10 his house, [ was wary, but meeting
aman who knew of the Masquerade was & tempting cunosity,
and he drove us to a large brownstone on the city s north side

The interior of Sahura®s home was remariuble, especially
to my unworldly mind. Every room seomed filled with
antifocts of antiquity, a collection of artifacts rivaling most
museums, but the house's treasures were luid out for casual
comfort und use, not locked in cases of glass Each room
reflected a specific time and place: a study from Renaissunce
France, a dining room from medieval England, a bedroom of
Axian huxury and so forth for the entire house

Sabura let me peruse the building slowly, offering no
commentary and guiding me past a number of closed doomn
When he finished showing me his home, he invited me inlo
the Persian living room, As we entered the mom., several
servants replaced Sahum’s overcoal with & smoking jacket

10 Warld of Darkness: Mummy




and provided him iea. He offered me a seal amd ook one
him=eli. | sat down, walching the servants carefully. They
were like ghosts, their bodies translucent and their white-
slippered feet NMoating above the woven carpel.

“My gpiven name is Sahura. [ was bom somewhere along
the bank of the Nile around 2600 B.C., during the reign of
Pharaoh Khufu, also ealled Cheops in cument history books.
Since then, | have died and been rebom no less than 25
mes.”

“What™ | looked st him incredulously. “You've lived 25
times? A here | thought reincamation was just some vain
martal hope.™

Sahura flashed me a patronizing smile, “Not reincama-
ton. I"ve kept the same body throughoul all of my lives.
When [ was dying for the very first time. [ was honored for
my lhifetime of paintings by being given an extraordinary
burial nite. Forreasons | still do not understand. the spells cast
upon me 1o protect and guide me in the afterworld instead
gave me immoriality. My Ba. the pant of me Christians might
call my sonl, wandered the spirit workds, forbidden to pass up
into the tree realms of Elysium. My earthbound Ka, o shade
of my soul your cullure caills ghosts, remained on this world
to protect my corporeal remains. Eventually. my souls were
rejpuvenated, and | was able o reenier my physical shell tolive
once mire. Thus began my secomd life.”

My skepticism was waning. Sahura had a serene and
honest composure which did not lend iself to deceit, plus the
phantom servanis were enough proof that | was dealing with
things outside my normal, rational view of reality (which, 1
realize, is odd coming from a Vampire). “You mean to tell me
that you came back from the dead,” 1 declaned

“That's noi entirely rue. i depends on what you call
death. It's a very misunderstood phenomenon in yvour culmre
and throughouwt the world today. My physical body died (rom
dizease, butmy souls did not pass on into the true spirit realms
of the dead. There ane many spirit worlds, bul there are places
where only the dead may go. Pluces which are still a mysiery
o me.”

“How did you come back?™

“Well, that"s a ruther involved process. Suffice o say that
there are ways that the Ba and Ka can reform the physical
shell and reonter it. It was a great advantage o returmn toa body
that had been wonderfully embalmed and preserved.”

“Who gave you this power?™ | ssked, my voice rising
“¥ ou said they gave it 1o you because you were an artist? Ane
there more like you oul there?”

“Calm down, my Iriend, we have plenty of time (o leam
about onc another. To nnswer one of your questions, there are
43 of us who are immortal in a munner such as mysell
travelers through lime, making our mark in certain episodes
of history,

“Each of us received a ritual of bunial upon our first death
similar to my embalming rights. Similar, but nod the same. A
few are cured to a faie beyond my want (o imagine, but those
ure, forunarely, & minority, Most of us have been enjoying
odr immortal existence for several thoosand years, thanks to
the necromancy of Isis and Anubis, The particulars of my
ongin [ will save, perhaps for another me

“Allow me to tum the mbles and nak you 1o introdoce
yourself. I first ran across your kind in Constantinople. The
lady | met there was most fascinating and alluring. We
maintainied acasual friendship for about a hundred years, but
since she died, | have only séen your Kind sporadically. |
would like 10 know what has become of your lo.”

A World of Darkness:
Mummy

This supplement presents the Mummy character as an
addition 1o the Siorytelling world of YVampire, Werewall
and other games. All of the charactess presented in Storyielling
games are meant 10 bend into a unigue game workld geared
towand emotionally intense stories. Ultimately, the degree
you wish 10 integrale the different character types into your
own game workd is solely up to you and your group

Chapter One 1




Character Creation Outline

Step One: Character Concept:

Who are you?
* Identify Concept: Who were you, what have you
become?
* Choose Occupation: How did you define your-
self before becoming a Mummy?
= Choose Nature and Demeanor (Optional ): What
is your personality?

Step Two: Select Attributes:

What are your basic capabilities?
Priotitize vour three calegories:
Primary 7, Secondary 5, Tertiary 3
* Choose Physical Traits: Strength, Stamina &
Dextenty
* Choose Social Traits: Charisma, Manipulation
& Appearance
* Choose Mental Traits: Perception, Intelligence
& Wita

Step Three: Select Abilities:
What do you know?

Prioritize your three categories:

Primary 20, Secondary 15, Tertiary 10

= Choose Talents: Your mnate, intuitive Abilities
= Choose Skills: Your trained Abilities

= Choose Knowledges: Abilities you study and
memaorize

Step Four: Select Advantages:

In what ways are you unique?
* Choose Magical Skills: Limited by occupation
* Choose Background Traits: May be limited by
Chronicle concept (6)
=Choose Virues: Conscience, Self-Control, Cour-
age, Honor, Love & Truth (10)

Step Five: Last Touches:

Filling in the all-important details
* Recond base Willpower = your Courage rating
* Record base Sekhem = Occupation Magic Skill
= 10
* Record Ba = result of a single die roll
*Record Ka=$§
* Spend your 30 Freebie points on occupation and
10 raise any trait
» Acquire base spells according torules in Chapter
Twa

This chapier describes how o create 8 Mummy character.
Sworytellers can decide for themselves to what extent they
wanl 1o integrale Mummies into their campaign (solely as
figures for the characters to meet or as personae the players
may take on),

Character Generation

Like most “rules” sections of this book, the character
generation procedure presented in this chapier is meant to be
only a guide. All the Storytelling games stress rule Mexibility.
In that spirit, please treat the procedure below as a rough
outline and feel free 1o make your own way. If the system
below does not allow you enough points to be an able
musician, and the character you envision was teaching Nero
the strings while Rome burmned, bend the rules and give
yoursell & few points. By the same token, Jook for arcas
where your character really might not be as strong as the rules
mandate. Maybe she never studied much Magic, or maybe
she never bothered to build up the resources that give her
Background.

Only one hard-and-fast rule should always be used: when
the concept of the character you want to play conflicts with
the rules, scrap the mles, not your concept. Keep in mind,
however, that characters who are all-powerful are not a
challenge 1o play, nor do they provide for a fun campaign.
Most ancient cultures, the Egyptians included, had gods who
were wracked with human weaknesses, Also, most of the
humor in your campaign will come from the times when your
character screws up — just fike i real life. Discipline your
desires when you create your character, and you will find tha
you have more fun in the long run.

Identity

Oh! Breathe not his name, let it sleep in the shade
Where cold and unhonour’d his relics are laid

— Thomas Moore, Ok! Brearhe Not His Name

The ancient Egyptians took great stock in names, When a
new Pharaoh sscended to power, he bore not one but five
different names as part of his title. Even common folk had
multiple names, though their titles were not as grand as a
Pharsoh's. The Egyptians held to the belief that if a person’s
name was not perpetuated afier his death, the individual
would no longer exist. Therefore, most Pharohs liked 1o
have their names scribbled on everything in sight

Egyptian magic in particular held that knowing a thing's
true name gave the magician mastery over it. There is a myth
involving Isis and Ra wherein the goddess goes 1o elaborate
lengths to force Ra to divulge his true name to her, thereby
giving Isis power over him,

12 World of Darkness: Mummy




This multiplicity of names, combined with Mummy char-
acters having lived through dozens of lifetimes, creates some
confuston as o what to call these people when you mect
them. On the chamcter sheet thene 15 room for three names

Current Name — The name or pseudonym the chamcter
currently goes by, If the character lives in Kansas, he might
not gt away with calling himself Tehatcha-em-ankh without
attracting a hitle atlention

Known Name — This is the name that the character was
known by in her furst life, It is also the name that most other
Muommies will call the character if they should meet. Ex-
amples are Sahura or Ramses

True Name — This is the secret name which is an integral
part of the character’s being. To divalge it w even n dear
friend is a great leap of faith and tust. To divulge it 1o a
magician knowledgeable in Hekau (see Magic) is suicide. A
plaver may not even wish to wrile his True Name on his
character sheet

The mext ilems on the character sheel are Nature and
Demeanor, Natire represents the character s innermost drive
and philosophy, It is a long-lasting description of the
character’s belief structure. Nature is very important to the
theme of Muammy, as will be discossed later,

Demeanor is the surface pesonality of the characler
Demeanor can change many umes, depending on the envi-
romment in which the chamcter finds hersell. Changing
Demianors represatits the subtly different pessonalities people
use to inferact with different social groups or handle different
kinds of situational stress. Demeanor can change as often as
the player and Storyieller decide, bat it usually Nuctuates
between two or three different patterns which the character
habitually adopis

The Vampire rulebook contains a full listing of Arche-
types from which the player can choose her Nature and
Demeanor

Birthyear can be anywhere from 3500 B.C. 1o 1 B.C. This
time span can be broadened somewhat, if the Storyteller and
player agree on the circumstances (e.g. a4 medieval cult
revived the mummification niual and somchow succeeded in
performing it correctly ence in A.D, 855)

Apparent Age is the age of the character when she died.
This will be the spe of the character's immortal body forever
Mo,

Chronicle is the name of the Storyieller's Chronicle, or
alternately, the name or even the theme of the current story.
Soine plavers enjoy wiiling the theime of the curment story on
the sheel somewhere io remind themselves of the story's
emolonal focus,

Chapter One

Occupations

Under Occupation, the player should list ber character"s
occupation during that chamcter's original Egyptian life-
time. Below is a list of some of the possibilities. Nextio cach
occupation is a short list of the Attributes, Abilities and other
Advaninges which the plaver may wanl i consider as stan-
ing points for developing the chamcier. Keep in mind thst
Mummies have lived through a score of lifetimes and their
collection of Attribules, Abilities and Advantages really does
nil deppend on their first lifetirne s occupation. Occupation b
simiply a good starting point for developing the chamcter; it
shoald not limit the development of the character

Oceupation does affect the amount of Magic Skill the
character possesses. It will also affect bow other Mummies
look upon the character. Ancient Egyptian culture had a
stratified social strocture and Mummies see one another in
terms of their first life pervonse, no matter how much the
imdividual has changed through the ages.

Along with each Occupation, there ix a Freehie poim com
whiich the character will pay of the end of characier genera-
tion




Architect

Attributes: Mental
Abilithes: Carpentry, Construction, Demolitkons, Archi-

lecture, Astronomy, Engineering, Geology, Mathematics,
Phyuica

Magie SKill Polits: 2
Freehie Cost: 7

Artist

Attributes: Mental

Abilities: Artistic Expression, Empathy, Forgery, Jew-
cler, Music, Pottery, Scribing, Am History, Theology

Magie Skill Points: 3

Freehie Cost: 9

Craflsman

Attributes: Physical

Abilities: Instruction, Blacksmith, Carpentry, Cooking.
Haggling, Jeweler, Leatherworking, Ponery, Metallurgy

Magic Skill Poims: 2

Freebie Cost: 7

Doctor

Aitributes: Mental

Abilithes: Firit-Ald, Herbalism, Hypnotism, Research,
Alchemy, Biology, Chemisiry, Medicine., Psychology,
Thanatology

Magic Skill Points: 5

Freebie Cost: 13

Farmer

Attributes: Physical

Abilities: Animal Ken, Animal Training, Brewing/Dis-
tiling, Carpentry, Herbalism. Survival, Tracking, Traps
Biology (Mora/agriculiure)

Magic Skill Poinis: |

Freehic Cost: 4

Merchant

Attributes: Social

Abilithes: Acting, Alertness, Diplomacy, Intrigue, Sense
Deception, Bribery, Carousing. Etiguette, Fast-Talk, Gam-
bling, Haggling, Sleight of Hand, Speed Reading. Account
ing, Area Knowledge, Burcavcracy, Economics, Finance,
Linguistics, Politics

Muagic Skill Points: 2

Freehie Cosi: 7

Beggar

Attribiles: Social

Abilithes: Acting. Brawl, Intimidation, Mimicry, Poetic
Expression, Scrounging, Singing, Streetwise, Trick, Brew-
ng/Distilling, Carousing, Fast-Talk, Gambling, Lock Pick-
ing. Pick Pocket, Public Speaking, Area Knowledge

Magic Skill Points: |

Frechie Cost: 4

Magician

Attributes: Menal

Abilities: Intimidation, Search, Singing. Animal Ken,
Herbalism, Meditation, Orienteering, Research, Seribing,
Speed Reading, Alchemy, Astrology, Astronomy, Biology,
Chemistry, Faerie Lore, Magus Lore, Metallurgy, Meteoro]
ogy, Naturalist, Occult, Spirit Lore

Magic Skill Points: 6

Frechie Cosi: 15

Pharaoh

Attributes: Social

Abilities: Animal Ken, Diplomacy, Intrigue, Leadership,
Seduction, Sense Deception, Carousing, Drive (chariot),
Etiquette, Hunting., Melee, Public Speaking. Ride, Style.
Throwing, Tracking, Astrology, Burcaucrecy, Economics,
History, Law, Politics, Theology

Magie Skill Polnts: 4

Freebie Cost: |2
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Priest

Attributes: Social

Abilities: Animal Ken, Diplomacy, Bribery, Cooking,
Etiquenie, Haggling, Herbalism, Meditation, Music, Public
Speakmg. Astrology, Cryprography . Law, Meteorology. Spirit
Lore, Thanatology, Theology

Magic Skill Points: 4
Freebie Cost: 11

Sailor/Fisherman

Attributes: Physical

Abilities: Athletics, Brawl, Search, Seduction, Streetwise,
Acrebatics, Boal Handling, Carousing, Climbing, Cooking,
Fishing, Gambling, Melee, Oricmicering, Repair, Swimming,
Astrology, Astronomy, Meteorology

Magic Skill Points: 2

Frechie Cost: 6

Warrior

Attributes: Physical

Abilities: Alertness, Athletics, Brawl, Diplomacy, Dodge,
Instruction, Intimidation, Leadership, Trick, Animal Train-
ing, Archery, Drive (chariot), First Aid, Gambling, Melee,
Stealth, Survival, Throwing, Bureaucracy, Politics

Magic Skill Points: 2
Freehie Cost; 7

Attributes

Axtributes measure your charncter’s cssentinl components
of being: his physical, social and mental make-up. They
determine how strong, sman and handsome he is (or how
weak, dull-wined and crude),

Anributes are grouped into three main categonies: Phys-
cal, Social. and Mental. Under each area is a list of three
Antributes. Mext 1o each Attribute is a line of eight circles
which you can darken in with a pencil 1o show the magnitude
of development the charmacter possesses m thal Attnbute. One
darkened circle next 1oan Attribute represents infenor devel-
opment in that area. whereas five cucles represents the
muximum development a normal monal could possibly
develop. It is possible through Egyption sorcery for the
character o artamn Anributes above 5, vaulting her into the
realm of the superhuman.

The first circle in each Attribute is free for each character,
but mire must be bought. This represents the fact that every
character has a1 least some development in every Attribuie
{actually, this ien"1 quite true, but the exceptions come later}.
Don 't get exciied yet though, one circle is awfully poor, Y our
character is still a buti-ugly imbecile. You'll get to improve
hiim in a second, but first a brief description of exactly what
each Antribute represents is in order,

Physical

Strength — Arc yvou a girlic man or is Amold 100
embarrassed to flex when you're around? Actually, Stengih
does not necessarily imply a well-defined physique. It is a
measure of the characier's muscle power outpul — herability
to lift weight and move heavy objects. In physical confron-
tations, il also determines how hard the character can hit.

Dexterity — This annbuie is a measure of muscular
integration., reflexes and finesse of movement. Does the
character move gracefully and have the hands of 4 surgeon,
or is a cold the only thing he con catch? Dexterity determines
the character"s ability in many feats of athletics as well as his
ability to use tools (including many weapons).

Stamina — Siumina is a measure of the characler's
muscular enderance and general health. Stamina also deder-
mines the character’s resistance 1o physical harm.

Social

Charisma — This Attribute covers innumerable intan-
gibles of human interaction such as body language, facial
expression, dynamic personality. voice inflection, etc. Cha-
risma powers social interactions with first introductions and
casual acquaintances, Il represents the character's ability 1o
muake others like him. Charisma can be used to begin a sincere
friendship or equally well to deceive. Salesmen and leaders
such as Hitler rely on Charisma to succeed

Manipulation — Although Manipulation nomally car-
ries connotations of ill will, a character can wtilize his ability
to manipulate other people in both good and bad ways.
Manipulation represents the character’s ability 10 get other
people todo things, Manipulation would be used in situations
as varied as (asi-talking an old Indy out of a buck 1o convine-
ing a psychiairic patient 1o face reality.

Appearance — Pure physical beauty; never 1o be under-
estimated ns a means of getting what you want through other
people, it only goes 30 far. Prolonged relationships usually
require more than beauty, Models and many celebrities rely
on Appearance for success,

Mental

Perception — This atnbute is a measure of mental
awareness and concentration. High perception allows the
character to successfully utilize her knowledge 1o wdentily a
situation or draw a connection between seemingly unrelated
clues. Are you Sherfock Holmes or Inspector Gadgel?

Intelligence — Try to remember the faces and names in
your third-grade class. Stop reading for a minute and try to
think of your teacher and all your frends from thind grade.

Any luck? How's your memory? Now imagine that you
have been alive for a long time and third grade was 3,000
years agoe, How's your memory now?
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Simply remembering their past experiences and acquain-
tances 15 a monumental task for Mummy characiers. The
skills and knowledge built up over so many lives can casily
be forgotien without a good memory. The Intelligence Al-
tnbute is vital 10 Mummy characters since it measures the
character’s memory. A character with an Intelligence of one
has a brain like a sieve, while an Intelligence of five is nearly
eidetic, However, even an Intelligence of five does not insure
retention of all past expeniences since the death-rebinth cvcle
has a shightly amnesiac effect (10 be discussed in more depth
larer,

The other side of the Intelligence Attribute is no less
important, It represents the character’s pure imellect, and is
vial 1o successful application of many Knowledge Abilities.

Wits — Wits represents the character's mental agility. Is
she a quick thinker or dull-witted? Wits could also be called
commimon sense or wisdom, Characiers with a low rating in
Wits may be headstrong or stubborn, while high ratings in
Wits shows a more serene wisdom.

Assigning Points

For character generation, you should rank the three At
inbute categonies in order of the character's development in
cach area. As an example, if your character conception is a
burly, gruff man who used 1o be a foreman on pyramid
construction, you might rank his Attribute calegories as
Physical first, Mental second and Social last,

Once you have ranked the calegones, all characters have
1 points to divide up between the three Aftributes in your
prmary calegory, 5 points in your second most important
category, and 3 points in your weakest category. Your only
restnction on spending is that no Atribule can be raised
above five — the human limit,

In our foreman example, you might spend his artribute
pomnis in the following way: Physical (+4 Sirength, +2
Stamina, and +1 Dexterity = 7 extra points), Mental (42
Perception, +2 Intelligence, +1 Wits = 5 extra points), and
Social (+2 Manipulation, +1 Appearance, +0 Charisma = 3
extra points). These extra points are added on to the rating of
| which your character automatically received in each At-
tribute. By allotting the points, you determine the strengths
and weaknesses of the character's persona.

Abilities
Abilities represent the fields of human endeavor — what
people do. A character's rating in an Ability represents his

proficiency in that arca, whether it be singing, karate or
archilecture.

Abalities are divided into Talents, Skills and Knowledges
Talents are intuitive Abilities which everyone posscsses in
some measure. They are instinctive and experiential, and
thus difficult or impossible to improve by practice or study
Talems are developed through use and experience. Skills
include Abilities which arc leamed through training and
usually involve physical applications. Knowledge abilitics
are more cerebral and include academic subjects and learned
expertisey

Mummy characters, by virtue of their incredibly long
lives, have had the opportunity 1o excel in many Abilitses.
Those who have continued to leam and grow with history will
be storehouses of information and skill. The sole limiting
factor on the character’s depth of ability is his memory, as
represented by the character’s Intelligence attribute. Like
Altributes, to assign ratings in Abilities, the player must first
rank the three categonies of Abilities: Talents, Skills and
Knowledges. The player may then spend 20 points on Abili-
ties in the primary area, 15 in the second and 10 in the third,
Our pyramid foreman may choose 1o spend 20 in Skills, 15
in Knowledges and 10 in Talents.

The points are spent one for one to get ratings in Abililics.
A listing and full description of Abilities, divided into Tal-
ents, Skills, and Knowledges, is provided in the Yampire
rulebook. The list is expanded in The Players Guide. Scv-
eral new Secondary Abilities are included below.

Your character’s Imelligence Attribute plays two roles m
determining Abilities. First, you may only put points into
Abilities up 1o 2 rating equal to your character's Intelligence
rating, unless it is an Ability which your character would
have leamed or developed in her curremt lifetime. When
Mummiecs pass through their spirit phase and are “rebom”
into their physical bodies, they suffer some amnesiac effects,
To varying degrees depending on thear Intelligence, charac-
ters forget the detailed knowledge that makes them experts in
Abilities. The exceptions to this rule are skille that the
character has developed or releamed during his current life.
What skills can be included n this area depend on the
character’s history that the player develops. The Storyieller
should arbitrate the use of this rule.

For example, our pyramid foreman has an Intelligence of
3, representing an above average memory. He has spent his
Ability points between Skills, Knowledges and Talents, and
now must look al the effects of Intelligence on his Ability
selections. He has two Abilities with ratings above his
Intelligence Artribute: 5 points in the Construction skill and
4 points in the Architecture knowledge. He checks with the
Storyteller, and they agree that since he has resumed work in
the construction trade during his current life, the rating of 5
in that skill is okay. However, since he has yet 1o learn much
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English and has lived in the LUSA, chances are he hasn't
restudied his srchitecture. Therefore he drops the fourth point
in architecture and respends it in another knowledge.

New Secondary Talents

Animal Empathy: Animal Empathy is a Talent which
measures o chameter's innate ability to relate 1o animals. At
lower levels of ability, the character will be able to accurately
gauge an animal's disposition (i.e. angry, playful, hungry)
and then can react accordingly. With increasing ability, the
character can almost mystically commune with the animal 1o
zubtly change itz behavior,

Ancient Egyptians were known for keeping exolic pets,
including cats, baboons, binds, and crocodiles. Phamoh

Ramses [l was said 1o have trained tigers which went with
him into combat.

. Novice: Been 1o the zoo.
- Practiced: Loves pets.
e Competent: Veteran mailman,

=eee Expert: Amimals' best friend
saian Master: Lord of the Jungle

Trick: This is a talent for tomfoolery. Everyone from
jesters 1 con men utilize the Trick Talent to ply their trade.
It measures a character's general ability 1o pull off stunts of

deception, and more specifically govems such things as
keeping a poker face, lying convineingly, and knowing how
to set up physical props andjor people to pull of such stunts.

. Novice: Pranksier

- Practiced: Good for winning bar bets

"o Competent: Grifter

sans Expert: Con Man

seren Master: Professional Sting Man

Writing: This talent covers the character’s innate abillity

to write prose. It is a combination of the character's style,
organization and pire ability toentenain or ciptivate. Whether
the work is a mammoth piece of literature or a short article for
the newspaper, the charucter's Writing talent is the driving
force for the creation.

. Novice: Thinks about writing

" Practiced: Sold a few pieces

Ll Competent: Freclance work in demand

eaes Expert: Pulitzer Contender

ssess  Masier: Destined for Nobel Prize

New Secondary Skills

Construction: This skill covers the competencies re-
guired in the building construction trade. Laying concrete
foundations, welding, masonry and riveting, as well as opera-
tion of heavy construction machinery, are all included in this
skill. The character may specialize in buildings, tunnels,
bridges, roads, etc. At higher levels, the character also has a
working knowledge of many enginecring and architectural
concepis,

. MNovice: Summer wark

- Practiced: Apprentice

sas Competent: Tradesman

il Expert: Site Foreman

sanes Master: Organized major projects

Scribing: The skill of scribing includes calligraphy, short-
hand, hicroglyphics and other forms of penmanship. The
skill is mpadly fading from impomance, as new t1ools replace

the peed for manually drafted or copied documents, bt the
skill does still exist, having become more of an an foem than

a professiomal service.
. Novice: Can write neatly
" Practiced: Knows some calligraphy
ses Competent: Master of styvles and fonis
] Expert: Able to render clear pictograms
sssss  Masier: Has restored the splendor and
majesty of peamanship
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New Secondary Knowledge

Thanatology: Thanatology is an exotic knowledge arca
which involves the study of death. [ covers quate a wide
mnge of areas including spiritual phenomenon. physical
aging. life-after-death expenences and medical couses of
death. Researchers of thanatology all take different slants on
the topic, but their end goal is to onderstand what happens
when we die. Thanatology 15 an imporiant knowledge ares
for Mummy characters, since i also includes the study of
embalming and other death rituals

* Novice: Cuntous reader
" Practiced: Some background study
e Competent: Spintual investigstor or phi-

losophy professor
sous Expert: True mvatic or autopsy MD.
seeve Master: Knows the secrets??

Advantages

Now il's time for some fun. Advantages cover all of the
miscellancous items that round out the chamcter and make
her an extraordinary and mystical being

The first sclvantage w Magic Skills. Ancient Egyptians
have left the world & tremendoud legacy of magic and
superstiion. Even in their own time, the Egyptians were
nenowned amongst other civilizations for being a very super-
stitious people. The Greek historians in particular recorded
many of the odd mannerisms and beliefs of the Egyptians

The use of magic and the Egyptian beliefs in it are covered
in more detadl in the Magic chapter of this book. Players who
are cortiidering chamciers with significant Magical expertise
will want 10 consult thm chapler before firmly deciding
which Magic Skills to select

The player may ke as many points in the various Magic
Skills as is listed under his character’s chosen Occupation
The character s first occupation largely determines his magi-
cal ability, because the character’s first life was practically
hiv =ole opportunity to leamn the skills mnd enchaniments of
ancient Egypt. The enly other chances he would have wre
either living additional lifetimes in ancient Egypl, or leaming
ekills from other Mummies. Note that hermetic magic, prac-
ticed by Magi, is an entirely different sort of magic which is
miore in hine with Tremere Clan incantations. Mummy Magic
Skills anel the magic used by Magi and Tremere draw upon
similar forces but are entirely different skills

IT the player selects an Occupation which is not listed, the
Storyteller should assign the number of points the playermay
spend, Like Abalities, the points are spent on a one-for-one
basis to raise any skills the player selects. There are no
memory limits or bonuses on selecting Magic Skalls. The
only free Magic Skill ix one paint in Necromancy which
every Mummy character has and which every character lives
anid dies by

Magic Skills

Below is a briel description of each skill. Refer to the
Magic chapter for more detail

Alchemy — Not just the Knowledge Ability of the un-
aware, alchemy is the true knowledge of manufacturing
podiony amd ointments for an incredihle vanety of uses

Amuleis — Those few who possess this skill are able io
trap the forces of magic and imprison themn in physical items
She who possesses the item and knows s true malure can
wicld those forces.

Celestinl — Al once the most powerful and weakest of
Magic Skills. A Master of the stars and their alignmenis is
able to work huge feats of magic, affecting weather and
natural phenomena on a global scale,

Figurines — Ancient Egyptians well knew the methods
by which sintues and carvings could be made 1o take on the
life of that which they represent. Masters of this skill are
never without allics or servanty

Hekan — The power of true names is the power o
corimani
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Necromancy — A Magic Skill most revered in ancient
Egypt. Necromancy includes rituals to safeguard the dead 1o
the ctiernal realms, incantations for contacting the spirit
world, plus a host of nasty, dirty, darker magic,

Experience

The nexi Advaninge is Experience. This space is used for
recording how many points of experience the character has
accumulated but not used. The Storyieller usually rewards
characters with experience at the ¢énd of a game session or a
Story. Guidelines for giving and using experience are pro-
vided in Vampire. Provided is a list of experience costs for
raising Mummy charmcter's stats

More than mere cxperience is necessary 1o advance in
magic. Spending the required experience is the last step; firm
the charucter must seck oul an able 1eacher from whom she
can leam. See the Magic chapier for more details on leaming
Magic Skills and spells.

The Soul

The ancient Egyptians did not share the Judeo-Christian
belief in the human soul. One soul was far too simple a
concept for the superstinous Egyptians, They believed living
beings had no lesy than nine pans to their bodies and souls,
Histonans differ slightly in imerpreting the exnct beliefs of
the Egyptians in regard 1o all these metaphysical pans, but for
game purposes they are defined in Chapier Three. For now,
just consider Sekhem, Ba and Ka,

Sekhem represents the character's personal life force and
capacity o power sorcery. Newly created characters begin
with s Sekhem rating equal 1o the number of Magic Skill
points received from his Occupation multiplied by 10, For
example. adoctor would receive 5 x 10= 50 points of Sekhem
during character generation. Wite the number in the box
next to Sekhem on the character sheet, and also bubble this
samie number in the current score Sekbem track (Suggestion:
To avoid wearng a hole in your chamcter sheet with your
eraser during the course of play, you may wish to attach a 3x5
index card and record your character"s current Sekhemon it),
A character may never rase his maximum Sekhem score
above 99,

Ba is o pant of a chamcter's soul, Mummies gradually
deplete their Ba force while living, and regenerate it during
their dead seasons. Plavers roll a die for their character's
beginning Ba score. A 10 indicates the charncter has just
woke after a long sleep, while a low score indicites the
character will soon be lying down for a little pseudo-etemal
resl.

Ka s the part of the character's being which becomes her
carthbound ghost when she i dead, A character s begins with
2 Ka rating of 5,

Willpower

Expenienced Vampire gamers well know the importance
of the next Advaniage, Willpower. It is a measure of the
character’sresolve in the face of adversity, Plavers irack both

Type of Trait Cost

Sckhem 1

New Ability 3

Willpower current rating

Virtue cument rating

Ability current rating x 2

Ba not applicable

Ka current rting

Attribute current raling x 4

Magic Skills current rating x §

New Magic Skill 7

MNew Spell spell’s difficulty number

Notes: Attributes can only be raised up 1o five using
experience. Mummy characters require magic 1o push
their Attributes into supermatural ranges,

the character's maximum Willpower rating iin the squares)
as well as the character’s current Willpower (in the circles).
As a story progresses, the character's mental determination
will be tested by adversity, requining her to persevere 1o her
goal. This is reflected by the current Willpower rating, which
the player spends throughout the story; it is only replenished
when the character sccomplishes feats that renew his sense of
direction (see Nature and Demeanor in Vampire).

A Mummy character's starting Willpower 15 equal 1o by
starting value in the Courage Virtue. The player may wish to
increase the score using Freebie points at the end of character
generation. Mole that this determines the character’s maxi-
mum Willpower as well as his cumemt Willpower m the
begmning of his fust Story.

Backgrounds

Back grounds are special resources available vo the chamc-
ter, representing such things as temporal power and connec-
tions in mortal society. Mummy characiers have 6 points to
spend in choosing Backgrounds. The following Back grounds
are open (o them, and a full explanation of most of thesc
Backgrounds can be found in the Vampire rulebook

Allies

Allies are friends and family who will suppon the charac-
ter in casual and indirect ways, providing lodgimg or small
favors. Calling on them to risk their lives or Hiestyles s
usually beyond the character s relationship with them. Many
Mummies maintain contact with members of their extended
family trees, mcluding some of the Mummy s descendaits,
These huge family trees can be widespread support organi za-
tions for the character (depending on how many Back ground
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poinits the player forks over for it). Usually the character will
present herself as a distant cousin to maintain the secret of her
immoality.

Conlacts

The character knows people in key places. The relation-
ship is not necessarily friendly, but the character can usually
coux of coerce information from his Contacts,

Fame

A blessing and a curse for Mummies, just like Vampires,

Infuence

Influence is indirect temporal power. The character has
connections in high places of government or business, or a1

least relatively high places depending on the character's

wore

Retainers

While dedicated servants are a great boon 1o Vampires,
Mumimies are not quite so dependent on. They are, however,
of great help to Mummies in caring for the character’s
physical assets (hoth financial and corporeal) while she is
dead. Many Mummies start making good friends when their
Ba stans getting low,

Status

Since there are no organizations such as the Camarilla or
Clans binding Mummies together, a Mummy character's
Status among his peers may appear 1o be less of a resource
than it i to Vampire characters. However, while Mummiies
typically maintain loose contact with one another, they do
stay aware of each other’s general whereabouts and condi-
tion. There is a strong sense of companionship and fratermnity
among the Mummics, and Mummy characters who are re-
spected among their peers (high Status) can expect some
favors, Aid from other Mummies is especially helpful while
the character lies in her death state to protect her body, as well
as when she is rebom and desires some financial assistance
1o regain her preferred lifestyle or educational help 1o calch
up with the times. OF course, 1o maintain their Status ratings,
characters are expecied 10 conduct themselves well and
reciprocate the favom.

When deciding a character’s Status, the plaver should
consider the character’s initial Occupation. The character's
social class in his first life forms his first impression on other
Mummies, and they will tend 1o always treat him with the
appropriate level of respect. Exceptions cerainly occur in
both directions — falling from grace or proving to be a wise
and true etemal confidant despite lowly beginnings will
influence almost anyone,

Supernatural

Mummics come from a superstitious society and many are
themuelves accomplished magicians, They do not lead their
lives dismissing and rationalizing away bizarre sightings and
phenomenon as do many mortals in the modem world, Witk
such a perspective, Mummics have come 1o discover and
become very familiar with many of the supernatural elements
which ure active in the world,

By assigning points to the Supematural Background, the
chamcter may select one sequaintance who is either Vam-
pire, Lupine, Magus, Ghost or even a Faerie, At the
Storyteller’s discretion, players may also select other super-
natural entitics such as psychics and elementals with which
the character has developed a relationship contact. Bane
Mumimies may have Demon Supernatural contacts,

The player and Storyteller should develop and define cach
Supermaiural contact, just ax under the Contact Background.
One point should allow for the characier to know and be
known by & supematural being. while more points can
increase the power of the being known or the closeness of
their relationship,

This can be an incredibly potent resource 1o the character
if the Storyteller chooses 1o allow the contact to be a powerful
individual (a 2,000 year old Vampire the Mummy met in
ancient Rome), Supernatural contacts also provide a cohe-
sive method of maintaining contact between two characiers.

Virtues

Virtues descnibe aspects of the chamcter's morality, val-
ves and basic personality. They are therefore an importan
Advantage in defining the characier for roleplayving. Every
character starts with a score of one in all Virtues, The player
may then elect 1o spend up to 10 dots to raise his beginning
Virtues. '

Vampire presented three Virues — Conscience, Self-
Control and Courage — which are described in detail in the
rulebook . Mummy characters may select these Virtues, or
any of the additional ones lisied below.

Honor

Honorencompasses many of the noble traits, but primarily
deals with loyalty 1o frieads, family, organizations and coun-
tries. Honorable characters have adopted the values and
canons that guide their relationship or organization, and they
will absolutely resist thoughts or actions contrary 1o that
code.

* Fair weather fmend

" Loyalty of Convenience
- True Friend

weas Honorable

sssse  Chivalrous
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Love

S5ome go through life secing the worst in others, while
others show love by cultivating and nurturing that which is
good mround them. Sometimes Love is the only emotion
strong enough 10 give homans the willpower to survive
calamity.

. Pessimist

e Normal

wer Beneviolent
ne Loving

srann Muother Tereua

Truth

A virue often iught but seldom followed is adherence 10
truth. Truth means not only honesty and integrity in speech
and action towards others, but also %o oncself. Being ruthiul
o yoursell means facing reality and is a character's best
defense ngainst mental iliness or derangement

. Deceitful
= White lar
ses Honest
wenn True

T Saint

Health

Health shows the character s physical well-being, As he is
hurt through accident or violence, the player can track the
character’s condition by marking off boxes as the character
1 injured or recovers, The Extra boxes are added lor record-
keeping convenience. Some characters can increase the
amount of punishment their mind and body can take through
magic, and the extra boxes can be used to indicate these bonus
levels of injury.

For example, a character whose Stamina has been raised
o 7 by the Draught of the Ox could mark two of the exira
squares (o show that he has two additional levels of injury
before he begins (o suffer penalties. When the character is
injured, the player would mark these first injury levels by
croasing through the circles commesponding 1o the two Extm
SQUATTS.

Freehie Poinis

The last step of creating the character is spending Frechie
points, The player has a pool of 30 points which can be used
to buy dots in any area of the character sheet. These points
help round out the player s image of the character in terms of
stats, The following list shows the number of Freebie points
required to purchase different pomnts in different arcas. Nowe
that before making other purchases, the player must pay for

the character's chosen Occupation. For example, s Magician
character would have to pay 15 of her 30 Freebie points foe
her accupation.

Ares

Magic Skills 6

Anribuses 5

Abilities 2
|

Cost

Virtues

Ba

Ka

Backgrounds

Willpower 1

Selkchem 1/3 points of Sekhem

Freebic points cannot be psed to acquire spells. The
number of spells a Mummy has at the stant of the game is
discussed in the next chapter.

That's it for the statistics of the character, but as good
roleplayers and Storytellers know, stats are only the skeleton
of the character. The character's background and personality
ire what fMesh out the skeleton. To develop the charncter's
lifeline, you may want go 1o history books (or yes, even your
local library) and finding some key tme peniods or events
during which the chamcter was alive or even wilnessed or
participated. History is fascinating stuff; it easily fills the
character’s life with excitement and significance

M
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Oh come, Dr. Muller. Surely a few thousand vears in the
earth would take the mumbe jumbeo off of any old curse?

— that Oxford chap, The Mummy

y conversationwith Sahurawentdeep into
the night and early moming. He was
captivated by my own Vampinc history,
though | gathered from his insightful questions that he knew
more about the power structures of the Camarilla and Vam-
pire Clans than | did. For my part, | was enthralled by his
accounts of his immonal existence. | left the hour before
dawn but made arrangements 10 meet with him again
We began meeting regularly and became good friends. In
many ways. Sahura ook a paemal role lowards me. He
educated me in many areas of etiquette so that over the next
few years, many of my personality’s rougher edges were
smoothed away, He also entreated me 1o feast upon his
private ibrary. My formal education had been cut short inmy
youth, and | had never truly exercised my brain, but Sahura's
swones of the past made me an avid reader of history.

In that house | learned a great many things about the world
and about Sahura’s kind, whom | called Mummics after | had
sech the Boris KarlofT talking picture of 1932, Sahura him-
self had been a scribe in the court of the pharaoh. Being a
humble man, he wouldn't tell me what monuments he had
worked on, but | gathered that his work must have been
important 1o someone. It evidently caught the atiention of a
cult of magicians who, nccording to Sahura, had been the
carctakers since the time of Osiris of a necromantic ritual

which granted etemnal life. When Sahura had fallen sick 1o the
coughing discase and was on his deathbed, the magicians
visited his house and performed the ritual for him.

Neither Sahura nor any of his brothers and sisters i
immortality scemed to know why they had been chosen 1o
receive the ritual. All of them were certain, however, thal the
cult which maintained the ritual had been destroyed some-
time around the birth of Chnist

Sahura comesponded with several Mummies, and he read
me segments of the letters so that | fel that | knew several of
them. [ never met any of them, however. until Sahura ook ime
1o see Tchatcha-em-Onkh.

Of all the wondrous things about Sabura, what fascinated
me the most when | first knew him was his command of
magical forces. He would explain some of these things, such
ax his phantom servants, called ushabiis, in gencral terms.
The servants issued forth out of small wooden figurines
whenever there was a chore 1o be done in the house. Sahura
explained ushabtis were tradinonally buried with Egyptians
10 act a5 their servants in the afterworld. They could work the
fichds for the deceased so that he could rest in the afterworld.
Apparently muny museums carry collections of the figurines,
but it takes magical skill 1o free the servants from their statoe
forms
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My host constantly professed that he held but a layman’s
knowledge of magic. He told stories of the great magicians of
ancient Egypt and their incredible feats. He also spoke of the
gradual decline of magic over the first two millennia of his
life. He spoke of the bewildering confusion of theologies that
muddied the an of magic until it was naught but myth, and he
spoke of the burning of the library al Alexandna,

Still, for all of Sahura’s humility, his servants never ceased
(o fnscinate me, and his work with incantations on the many
amulets he wore or the rod he camed allowed him o
asccomplish uncanny feats.

I learned of Tehatcha-em-Onkh in March of 1935, when
winter had yet to hift off of Chicago. As | entered his study,
Salura wias penning a letter to a frend in the odd pictogram
writing. His brush siokes were Mawlesaly elegamt on the
parchment

“Whe are you wniting ™

“Tehatcha-em-Onkh," be replicd without looking up,
“Wha!™"

"A great sorcerer. Fabulous for his time, though by his

e he was not privy 1o the pure skills of magic like Isis or
Amubis were.™

“When did he bve?™
About two months ago.”
‘Mo, | mean when did he first live?”

World of Darkness: Mummy

“Oh, this English language. So confusing. | knew him
when | was n young man in Khufu's court. He mught me all
of the magic | know — a mere drop m his ocean of knowl-
edge. 1 wmed ro the easier and more amistic pursuit of
scribing before | became a serious student.™

“What are you wnting?™
“Well, I'm asking him to warm this damn city up, ot least

for o week. More importantly, I'm asking him if [ could study
with bim again for awhile.”

“Heally,” | xaid, a bit hurt Salwra would leave.

My distress muxt have shown mmy face, because Sahura
stopped scribing and came to stand beside me

“I"m also asking him if | could bring you to visit him, just
for a day. | think you should see another of my kind, and |
know that you would be fascinaed by the magic Tchaicha-
em-Unkh can weld.”

“What aboul our friendship? 1 feel as though we are just
becomimg friends.”

“Well, Edward, the beauty of being immonrtal is that we
have many days ahead. If Tcharcha-em-Onkh agrees o tutor
me, | will probably spend a decade with him. Meanwhilel'd
like to give you the deeds 1o my property here in North
America and ask you 1o look after them a bit. 1 would
appreciate the favor.”

And o it came to pass. Tchalcha-em-Onkh replied 1o
Sabuira in a dream, and sowe lefi Chicago on an unsegsonably
warm might in late March. [ only wish 1o briefly describe my
meeting with Tehatcha-em-Onkh 1o give you an ides of the
magic these immortals can wicld. 1have promised to keep the
location of his dwelling in siricest confidence since the man
has lived there for thousands of years and enjoys his privacy
Besides, 1'm not really sure where it is.

Sahura and [ left at midnight. He handed me a slender
gilverchatn with a small amulel attached. We went io the roof
of the brownstone where he bade me put the amulet on while
he donned an identical chain. Immediately, my heart seemed
to flutter and the city began 1o fall awiy bencath me as |
floated up into the sky.

"Wonderful " | said. Sahurs simply smiled
We broke through the clouds and our ascent halted. Sahura

stepped down onto the rolling surface of the clowd as if it were
wolid ground

“Let's go. The sun will rise earlier up here,” he said and

began to hike off across the clouds

1 followed him across the white drifting plain for the rest
of the night. Once during our trek, 1 stopped to point out a
shooting star blizing in the heavens above.

“Ra does battle with Apophis so the sun may rise tomor-
row,” he explained.

“1 thought it was a meteorite.”
“That 100,” he said.




When the sky began 1o brighten and my skin tingle, we
dropped through the clouds down into wilderness lermain
unlike anything in the Midwest, Our cloud hike had wken us
quite far. | spent the night in a cave. and the next evening
Sahura and I finished our hike 1o Tchatcha-em-Onkh's pal-
ace, Again, 1 will refrain from descriprion.

Tehatcha-em-Onkh received us personally. He was shont,
thin and dark skinned with no trace of body hair, He worc a
simple white shirt and breeches buckled with a gold clasp.
His countenance was serene but not quite benevolent, and his
eyes held power — absolute power.

He greeted Sahura formally inold Egyptian. His voice was
saft and controlled. Sahura introduced me, still speaking
Egyptian. The wizard tumed to me and spoke.

“He bids you greetings and welcomes you to his house,”
Sahura translated.

Ithanked him and we entered a plush living area where my
host and friend enjoyed a small repast and conversation,
Sahura translated pieces for me, telling me Tehatcha-em-
Onkh had just had a Garou visitor he had aided in a matter of
the spirit world. He aleo said it had been seven lifetimes since
be had hosted a Vampire.

Then we toured his laboratories — a fascinating, enchani-
img and bewitching comucopia of the occult. Three rooms
had been devoted solely 1o alchemy, and adjoined a store-
room with innumerable specimens of plant, animal and rock.
A tower had been converted to the study of the heavens, with
three telescopes and star charts dating from the Egyptians,
Romans, Mayans and modem times lining the walle. An
adjoining building for smithing, complete with fumaces for
smelting and stores of raw ores, almost drove me into frenzy
from the heat. And, finally, a huge earthen crypt filled with
the trappangs of a true necromancer lay under the compound.
That part of the tour we cut short for both Sahura's and my
own comfort.

After the tour, Tehatcha-em-Onkh retired from our com-
pany and Sahum took me back up to the stargazing tower.
Through one of the great windows he showed o constellation
o me,

“That is Seshat, the wife of Thoth. She scribes the lives of
men on the leaves of the tree of heaven. When we were here
carhier this night, Tchatcha-em-Onkh asked Seshat 1o show
your leaf 1o him. He said that many important things will
weigh on your shoulders one day,”

“Is that good or bad ™

“Good, 1 think."

“I’s a bit ambiguous, don't you think 7"

“Fortunes are best left that way, lest people rely on fale
alone tocarry oul their lives. He did say vou should follow the
constellation of Horus, that it would guide you well until your
days are done.”

“He didn’t mention when that would be, did he? | was
under this weird impression that | was immonal.”

Sahura grimaced. “Edwand, you know that your kind can
face the Final Death, unlike Tchatcha-em-Onkh and myself,
And the deaths you face are rarely pleasant.”

Sahura looked away 1o hide his expression. | said nathing.

“You'd best gonow, There to your left is the constellation
of Horus. Hike towards it and you will go home.” With that
he rubbed my silver amulet and helped me step out the
window,

e e ——— _—_——— — ]
The Magic of the Nile

Mummy characters have many facets of power. Some are
mundane, such as temporal resources or leamed skills and
knowledges, while others, such as unique spiritual powers
and the skills of magic, are supematural.

Mummies carry on a tradition of powerful enchantments
whose origins date back to ancient times. Only a few Mum-
mies, such as Tchatcha-em-Onkh, have a degree of mastery
over these ancient magical abilities. The rest have a smatter-
ing of knowledge picked up in their first few lives or leamed
from masters like Tchatcha-em-Onkh. All Mummies have
one thing in common, however. Just as they guard their very
existence from mortals through their own Masquerade, so do
they zealously guard their magical knowledge, especially
from those mortals who could use it. To Mummies, their
magic represénts a safeguard against the passage of time and
the changes accompanying it

This chapter introduces a few new terms as it describes
rules forusing, resisting and leaming Egyptian magic. It also
details many incantations for cach Magic Skill, thought the
Storyteller is encournged to create more, including rituals
specifically wilored 1o fit a Scene or Story.

Storytellers should note that @ higher levels of ability,
Magic Skills give Mummy characters powers that make them
the peer of the eldest Vampires. Any Storvieller who allows
a Mummy in the same game as Vampires should carefully
balance the character's magic potential with the powers of
the other chamacters in the Chronicle.

e e e —
Spellcasting

Using magic is far from a cemain event. Magic is an
elemental power which, at best, can be directed but can never
be tamed. The magician is like a lightning rod in a thunder-
storm, hoping the magic strikes and finds its path 1o ground
through him. None of the Magic Skills, especially Necro-
mancy, are for the faint of heant, No character may use o
Magic Skill at a level above his rating in the Self-Control
viriue.

This chapter lists many spells and powers open 1o Egyp-
tan sorcerers. With each spell is listed a difficulty number for
attemipting the incantation, and also an effect level which the
character musi equal or surpass for the spell to be successful.
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For examiple. the level four Hekau spell. Naming the Heart's
Destruction, carmes o difficulty number of nine, and an effect
level of 40,

Tosuccessfully cast a spell or ritual. the magician must roll
the applicable Magic Skill agninst the spell’s difficulty
number, A botch on this roll spells disaster. The caster
immediately Joses Sekhem equal to twice the spell’s diffi-
culty number, and must check Willpower against the spell’s
difficulty. A botch on this Willpower roll means that the
custer has become a source rather than a funnel for the
magical energy. His Sekhem rpidly drains away to zero
while be shnivels up and dies (Ba goes 10 zero), A normal
failure on the Willpower roll means the spell has gone awry
in the worst possible wity (affecting the caster, having an
opposite and perhaps permancnl effect, etc.). A success on
the Willpower roll means the magician has partially con-
trobled the botched spell and its effects issue out mndomly,
leading to any number of crazy and destructive effects the
Storyieller desires.

If the magicians fails 1o get any sucoesses on the casting
roll, the incantation fails and the casier loses a number of
Sekhem points equal 1o the spell's difficulty number, [f she
does not have enough Sekhem lefit to cover the loss, she falls
unconscious o zero Sekhem and the gpell automatically
botehes horribly.

If the magician succeeds with one or more successes, it's
time 1o do some quick math, Multiply the number of suc-
cesses by the difficulty number of the spell. If the result is
greater than the effect level of the spell, the caster is success-
ful. If the result is shon of the effect level, the magician has
two options: (1) she can choose to let the spell fnil and lose
Sekhem equal 1o the difficulty mumber, or (2) she can boost
the resull up 1o the effect level by spending Sekhem 1o
increase the casting result,

Example: The Hekau spell mentioned above, Naming the
Hean's Destruction, has adifficulty of 9, Tchatcha
has a Hekau skill of five (locky guy). We roll the dice for
Tehatcha and get three successes (real lucky guy). Multiply
3 successes times the difficulty of 9 and we get 27, However,
the spell’s ¢ffect level is 40, so Tchatcha can either let the
spell fail and spend 9 Sekhem, or spend 13 points of Sekhem
1o hoost his casting total up to the effect level (27 + 13=40)
and successfully cast the spell lo give someone a massive
coronary. Note that Tchaicha would have needed all five
successes on his casting roll 10 avoid spending additional
Sekhem 1o power the spell. Mosi of the higher level spells
require extra Sekhem.

Resisting Magic

The great bulk of Egyplinn superstition seems 1o have
been aimed at warding off bud magic, spirits and the evil eye,
Evidence and some old wrinien accounts suggest talismans
and tminkets (o ward off bad magic were commonplace
among the people of ancient Egypt.

Egypiian magic is powerful stuff, and withoul some pro-
tection, many characiers will be very susceptible 1o its
effects. Most spells listed below give the victim some chance
to minimize the incantation's effects, but these opportunities
are risky at best. The Magic Skills of Amulets and Heloau will
afford characters with the best protection against harmiful
magic. The types of protection these two skills afford are very
different and are discussed below,

Learning Magic

It is exwremely difficuli for Mummies (o increase their
magical powers, The knowledge of the skills and specific
enchantments has died away with time, leaving Mummics
with only cach other to learn from, To grow in magical
power, Mummics can do throe things, all of which cost
expenience: (1) Raise their Sekchem score, (2) Increase their
Magic Skill ratings, and (3) Lean new spells or formulas.

A character's maximum Sckhem score can be raised one
point by expending one point of experience and meditating
for at least one day.

Mummies can increase their Magic Skills at a cost of their
cument rating times five. They can gain new Magic Skills s
acost of seven expericnce to gainarating of one in the desired
skill. In addition 10 the experience, the character must find a
teacher with sufficient knowledge and ability to teach the
new skill. The teacher may exact a hefty price in goods or,
more commonly, in service. The character must spend #
considerable amount of time with the teacher 1o acquire the
skill. There is no hard and fast rule on the amount of time,
since it should be more a matter of Chronicle time-Now,
designed 1o keep the Chronicle moving and everyone in-
volved. Upper levels of skill. however, take years of study,
and must be accommodated in the chamcier’s life if he
disires to leamn the skills,

Leaming new spells or formulas also requires a knowl-
edpeable teacher, and a number of experience points equal o
the spell’s difficulty number. Again, some amount of time i
required to leamn the new formula (gencrally a day per
difficulty level). Note that a Mummy can never leam or use
a spell of higher level than her applicable Magic Skill.

Beginning Spells

Newly created characters begin with a certain repertoire of
spells. Afier they have chosen their beginning Magic Skills,
they may select a number of spelis whose difficully numbers
add up to no more than 10 - the character's Ba, multiplicd by
her Occupational Magic Skill points. For example, a doctor
multiplies her Ba of 4 by her occupation's beginning Magic
Skill points of 5 to get 20, The character can purchase any
combination of spells whose combined difficully numbers
do not exceed 20, As in leaming spells, beginning characiers
cannot select spells al levels above the rating of their come-
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ipanding Magic Skill {(e.g. sclecting the level 4 spell, Naming
the Heart's Destruction, with a Hekao rating of 2 is nit
permissible )

Sekhem

Sekhem is the vital energy force within the magician akin
Lo the elemental force of magic. When the magician's skill a
drawing on the forces of elemental magic does not garner him
sufficient energy to power his incantation, he must sacrifice
his own Sckhem energy to compleie the spell

As a magician loses Sekhiem, he becomes more and more
fanigued. Magicians with less than 10 Sekhem are visibly
pale, perspiring and weakened. If i sorcerer’s Sekhem ever
drops to zero, he falls unconscious until he regains a point
Powerful Egyptiin magicians with very high Sekhem scores
(50+) exude power. Just as magicians with low Sekhem
appear pale and weak. powerful magicians charped with
sekchem appear vital and energetic, Their eyves are paterways
io the burning power kept in their souls

Magicians tax their reserve of Sekhem very quickly, amd
the only way to regain it is through time. Characters regain a
maximum of 10 percent of their maximum Sckhem per day
(round fractions up). If the character chouvses 1o thoroughly
rest and meditate mninterrupted all day, she may roll her
Starmina against o difficulny of 6, The number of sucoesses
mialtiply the amount of Sekhem regained that day, while no
sucoesses mean something distracted her and kept hey from
reguning any. A botch means she actually lost Sekhem duc
1o her anger and inability 10 concentrate. For example, if a
character has a maximom Sekhem of 34, she would regain 3
points of Sekhem perday. She chooses (o rest throughour the
day and gets two successes on her Stamina roll. She regains
2x 2= b Sekhem that day.

If push comes 1o shove during a story (and when doesn'y
i}, the Storyteller can feed the character the daily Sekhem
points throughout the day of a prorated pace

Raising Attributes

One of the most frequent uses for Alchemy and Amulets
i to mcrease Aftnbutes. These magics are the meann by
which Mummigi can riise their Atiribuies o superfinmm
ranngs, scquirng uncanny abilities. Besides the added ben-
efitof having extra Attribate points for my rolls the character
must make, Attributes mystically mcreased above level five
ilso give Muminies a number of added benefits. Below i 4
ltst of comments and exceptional powers for cach Altribuie
to give the Storyteller some guidance on utilizing exceptional
Anributes for Mummies. Note thai a characier who drinks a
potion of actrvates an amiulet which boosis her Strength to six
will not necessanly experience all of facets of exg eptional
suength histed (iLe. both ranning speed and grip strength; the
exact cffects vary according to different formuolas for the
sahe basic spell {see Alchemy below)

Umece potions run thieir course, and the character's rajsed
Aumbute falls back to s normal level, all benefits are lost. A
charncter can only uiilize one amulet and one potion for any
single Attnbule simultancously. Wedring two amaulets or
n1rll1h1l|i: twio polions al once 10 Increase Stamina does not
pive additional benefil — only the stronger amulet or potion
takes effect. However, the character can wear an smulet for
Stamina and simultaneously drink a potion for Stamina and
the effects will be added, though not beyond eight. Potions
and amulets compliment each other, but two potions or two
amulets do not. No combination known to Mummies can
riiae an Artnbite above eighit, even i the Attribute stans a2
a five without magic

Strength

6 Sprint us fast a8 a galloping horse, Lift & motor-

cycle or uproot a small tree. Break the neck of a

bull ape with hare hands

Jump like a mountain lion. Push down brick walls

Lift & small car. Bend steel bars, Rip sheet metal

like paper

B Outrun a cheetah. Lift 1010ns, Fold pennies with
the fingers
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Dexterity

6 Exira action i like Vampine Celenty). Agile as a
spuder monkey. Perfect balance.

T Two extra actions. Unnaturally flexible. True
ambidexierity (including feet).

¥ Three extra actions.  Superior reflexes — can
drive 200 mph and ot feelx hke 40. Mimute body
control —can flip acom to land heads every time.

Stamina

6 Extra Health Level. Immune to common discases
and miald posons. Can run a deer to exhaustion
Hold breath for 10 minutes.

T Three exira Health Levels. Disease and poison
immunily. Endure lemperature extremes (<40F 1o
+140F) without shelter. Endurance of a wolver-
e,

% 3 Exira Health Levels. Never fatigues acrobi-
cally. Doesn't need sheep.

Appearance

& Better than the supermodels

T The characier’s appearance is different to differ-
ent people, changing n their perception (o be the
perfect figure, coloration, sceml, et for each
person's ideal pariner.

B Opposite sex and others who might be attracted
miust roll Staming agamst difficulty B or become
enraptured (even 1o the pomt of fainting ).

Appearance ratings of six o eight sllow the character
somie ability at emotion contrel due solely to their extraondi-
nary looks. By roleplaying somewhat seductive actions to-
ward their targeis, the charmcter can inspire lusi, or by
behaving Mamboyanily promiscuous, can mspire anger or
jealoasy in others. The character mokes a resisted test be-
tween Appearance and victim's Willpower. The number of
successes indicate the degree of success. The action can
become more than the character bargained for. At Appear-
ance eight, even the slightest look can trigger this emotion
control, which can cause the character more complications
than bepefits. The inspired emotion lasis as long as the
character is in sight and then gradually wanes away,

ranging from sensual pleasures as greal as o
Vampire ‘s Kiss 1o fear reaciions borderning on the
psychatic, The Storyiclier may allow the moral a
Starmina roll aganst the Mummy’s Chansma to
resisi the effect.

K One visit from the characier would change a
mortal s life. The characier will tend 1o be deified
in any socicty she remains with for very long

High Chansma ratings allow the character (o atemp
emotion control as in Appearance, except that the character
can anstill the emotions of blind love or hatred i any

individual. In vrder e attempt the control, the character must
talk with the victim for some lime one-on-one, of o a crowd.

Manipulation

6 Given 4 chanee 1o speak 1o an individual, the
character can change his victim 's Démeandor to an
Archerype of the character's choosing. The char-
acter must make o resisied Manipulaton vs, Will-
power roll with the wictim. Il successful, the
victim's Demeanor will istantly change, and
stay changed until something occurs which would
normally make the character reven 1o another
Derneanor,

T The character can make suggestions which cause
her victim 1o perform impulsive actions. The
victim 15 allowed a resisted 1est between the
Mummy s Manipulation and victim s Willpower,
Even if influenced into action by the Mummy, the
victim can stilf spend a Willpower poant 1o resist
actions which would cause physacal self-injury,

8  Characiers with Mampulation Attnibutes of eight
wield a most invasive power, Through sustained
conversation with another, the character is able 1o
change his victim's most basic beliel structure.
Unless the victim wins a resisted Willpower roll
against the Mummy's Manipulation Atmbute,
the victim's Nature will be changed to an Arche-
type of the Mummy's choosing. Aliemately, the
Mummy may use this power to send a Vampire or
Garou into Frenzy or give the victim any one
Derangement (this requires the Mummy to also
succeed in a Psychology roll versus the victim's
Truth or Self-Control Virue).

Charisma

6 Hypnotic eyes. Commanding voice. People will
actively try to please the character and be worthy
of the character's atiention.

T The characier exudes charm or fear. Mortals who
are the subject of the character’s anention will
have a physiological reaction to the characier’s
presence, actually releasing endorphins or adrena-
line in their systems as the characier charms or
intimidates them. The effect can be quite strong,

Perception

6 Long-range sight of an eagle. Hearmg of a deer
Nightvision of a cal. Smell hke a bloodhound.
Can *feel” the exact weight of small objects.

T Secintothe infrared range. Hear like abat, includ-
ing sonmr ranging effect. Immune 1o Vampiric
Obfuscate through Level 5 Disciplines.

8 Sees fMashes of the future at Storyteller's discre-
tion. Know opponent's next move in melee (can
use Perception in lieu of Dextenity for dodging or
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mlling to hit, but the combat must be up close and
personal). Immune to Vampinc Obfuscaie. Psy-
charietry il Storvieller's discretion, Limited Te-
lepathy — can send and recelve simple messages
over any distance or scan surface thoughts within
several meters,

Wils

Calculator mind — can perform almost any com-
putation sstantly. Can count objects at lightning
speed (247 toothpicks in the pile),

Parallel tasking — the character can simulta-
neously perform multiple tasks. This isn't just
walkmg and chewing gum al the same time: the
character could be adding a list of figures on a
tablet, reading a book, daydreaming about a loved
one, and debating politics with a friend simulia-
neously, performing each msk o1 normal speed
and ability. There is a limil to the complexities of
the tasks {Storyioller's discretion), and there {5 @
physacal limit ro how many objects the character
can handle at once. Ambidexterity combines well
with this power to minimize these phyxical limi-
tations,

Characters with Wits of eight are an exceptionally
riare breed, They have expanded their minds suf-
ficiently that communicating with others seems a
wiiste of time, snd the simple activities of life have
little meaning. The chamcier’s mind operates a1
such an accelerated pace that to the outside world,
the character appears 1o be in an autistic cerebral
withdrawal, When the character recovers, usually
when the magic that boosted him 1o the eight
rating runs dry, he will have had a most incredible
insight into the true nature of reality. The knowl-
edge he brings back might be the troe name of an
object or force (for Hekau magic) or an astound-
ing revelation in any field of knowledge. The
character might also have pondered every known
factor of some person, group, or society to ex-
trapolate what the entity"s most probable future
will be,

Intelligence

)

Eidetic Memory, Has a Cliff Clavin ability o
recall miscellaneous factual information on virt-
ally any opic. This power does not take the place
of the detailed expertise nvolved with having
knowledge abilities, Flashes of Insight — the
character has a knack for making serendipitous
discoverics in whatever knowledge field he pur-
SUES,

Can “remember” forgotien Skills or Knowledges.
Player selects Skill or Knowledge Ability she
wanis the character to have and rolls Intellipence
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against a difficulty assigned by the Storvtelier
(usually ¥). The number of successes equals the
ruting the character suddenly has in that skill, The
Swryteller should limit this recollection power to
Skills and Knowledges the chamacter could con-
ceivably have leamed in past lives and should
require the player to bricfly explain the circum-
stances surmrounding the onginal acquisition of the
Ablity (Well, I suddenly remember sitting in a
room in laly, many lives ago, discussing politics
with this man named Machiavelli). The newly
acquired Ability fades from memory once it is no
longer needed

Collective Memory — the character has 4 power
akin 1o telepathy, The charscter can study any
willing individual and add that person’s memo-
ries to the character's own. The process takes
several hours and is extremely depersonalizing
and truumatic for both the character and the
memory giver, The character will gain any
Knowledges possessed by the subject, and any
Skills and Talents st half rating (round up), Magic
Skills and spells known by the subject are also
leamed. If the character’s Imelligence ever drops
below eight, all gained memories, magics and
Abilities are lost. The character will saffer epi-
soddes of split personality if the collective memo-
nies are held for extended penods of tme
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Magic Skills

Alchemy

For the Egyptians, Alchemy was nol the vain pursuil of
turning bedd 1o gold. Rather, the Epyptians Jooked o alchemy
for all manner of elixirs, cintments and aphrodisiacs. The
strength of Alchemy is that the magician gains the potential
1o perform o multitude of enchantment effects, The weak-
nesses are that many of the magical effects are temporary,
and all spells must be formulated in sdvance

Preparing an aichemical formula requires a number of
days in a laboratory equal 1o the spell s difficulty number. At
the end of that ime, the magician makes his casting roll 1o
determine success, Il sufficient ingredients are on hand, the
magician may prepare mote than one dose of the spel] during
his stint in the laboratory. If the spell is successul ol the end
of the miximg time, the magician can prepare one dose for
every multiple of the spell’s effect level that his casting total
equals. For example, Queen Hetephras is preparing a Potion
of Passion which has a difficulty of 6 and an effect level of 15,
She geis iwo successes on her casting roll, giving her a
casting total of (2 x 6 =) 12. She elects 1o spend Sekhem 1o
increase the casting total. If she spends theee Sekhem, she
gets one dose (3 + 12=15). If she spends 18 Sekhem, she geis
iwo doses (18 + 12= 30, and 30 divided by the effect level of

15 equals 2), The only limit to the number of doses is the
amount of ingredients Hetephras has or the amount of Sekhem
she can spend.

Note that Vampires can imbibe these potions just as they
do blood to gain the mystical effects, However, the Swory-
teller might want to modify the effects ( perhaps based on the
charscter’s Humanity 7).

Level (ne:

{Attribute) <1
[HiMiculty Number: 5
Effect Level: 10

Key Ingredients: Vanes

This category of brews gives the imbiber +1 10 a specific
Atiribute. There are many different formalas, and each
enhances the Atmbute in slightly differemt ways. These
minor variations are especially noticeable in the Physical
Adtributes. Most of the potions are nained alter animals, such
ns Eyes of the Cat (Perception), Salve of the Serpemt’s
Tongue (Charisma) and Heart of the Horse (Stamina)

Characters must leam each potion for each Atinbule as a
separale ipell. Once imbibed, the potion lasis ong hour for
Physical Auributes, one day for Social and one week for
Mental.

Drink of Seven Days' Rest

Difficuity Number: 4

Effect Level: 10

Key Ingredients: Eye mucous from a sleeping mfant

This potion restores vitality io whomever drinks ii. The
polion takes a few moments 1o take effect, after which the
recipicnt foels as though she had just woken up from a full
night's sleep. She will not need to sleep again for m least 72
hours.

Potion of Numbness

Difficulty Number: 4

Effect Level: 6

Key Ingredients: A live mosguito

Use of this potion numbs the imbiber’s body, blocking
sensations of pain from resching the beun. Lised in ancient
times as an anesthetic, warrions also use it before enlering
coinbat since it reduces the penally due 10 wounds by two
(e.g. if the imbiber is Mauled, his wound penaliy is -2 instcad
of -4). The effects last for several hours.

Potion of Passion

Difficulty Number: 6

Effect Level: 15

Key Ingredients: Any bodily fluid taken from a water
buffalo bull during maiing season
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This is the lowest grade love potion in ik alchémist’s
reperioime. When imbibed, the victim must roll Self-Control
against difficulty 6 or suffer the potion"seffects. While under
its effect, the wiciim will fail all Self-Control rolls, and can
only spend Willpower points if he first succeeds in 8 Will-
power roll against difficulty 6. For storytelling, the victim
becomes a puppet to his passions, raging or lusting with linle
or no mhibition. If the potion is 10 be used as an aphrodisiac,
the victim must be still be seduced, but it's a simple job.
Every hour the victim can roll Stamina agaimst difficulty 6 1o
shake off the effects

Level Twao:

Perfume of Longing

Difficulty Number: &

Effect Level: 22

Key Ingredients: Crushed lotus petals

Ome dose of this perfume will last a lady one evening of
about six hours. Any man who comes within whiffing dis-
tunce of her must make o Perception roll against difficulty 8
Tothose men who fail the roll, the lady s Appearance is three
higher than normal

Dirink of Health

DifMiculty Number: &
Effect Level; 15

Key Ingredients: Pus from a gangrenous wound

This potion will heal one Health level in any living being
It may only be used once per day. The drink remains magi-
cally potent for one month after it is brewed.

Level Three:

(Atribute) «2
Difficulty Number: 7
Effect Level: 20

Key Ingredients: Virics

This set of potions grant the imbiber an extra two rating
points in a specific Attribute. Like all potiony for Antribute
gains, there are many different formulas for each Attribute,
and characiers must learn potions for different Attnbuies as
separate spells. The potions last 30 minutes for Physical
Attributes, six hours for Social, and three days for Mental. In
addition, once brewed, the potion is only potent for three
months before losing its magical properties

The formulis are typically named after natural wonders or
animals, such as Beauty of the Lotus | Appearance), Draught
of the Ox (Stamina), or Tonde of Ten Thousand Laborers
{Strength).

Pharaoh's Pesce Elixir

IHificulty Number: 7

Effect Level: 32

Key Ingredients: A woman's tean

This salve is said 1o have been mvenied for Pharaoh
Ramses 1L The pharach was away from court on military
conguests, and upon his retum 1o court, his harem of 100
wives were ealous for his amention. Eventually the mlighi-
ing among his wives bocame 100 great of a headache for
Ramses to bear so he commanded his greatest alchemist 1o
concoct o formula to relieve the phamoh'’s misery

This salve soaks directly into the bloodstream once it is
applied 1o the roof of the mouth and the tongue. The magic of
the potion effectively raises the man’s Charisma by three to
any female who fails a resisied Perception 1eq against the
man's new Charisma rating. The potion is also said 1o grant
s user increased sexual staming

Level Four:

Elixir of (zood Body
Difficulty Number: 8
Effect Level: 40

Key Ingredients: Segmemt of any creature thit can regen-
eride, such as an carthworm, crab, etc

Unce taken, the user of this elixir falls into a heavy coma
which lasts for two days. Unwilling victims can resist the
coma with a successful stanuna roll against difficulty &
While in the coma, any damaged organ or lost limbs are
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repaired or regrown, When the recipient of the magic awak-
ens, she will have a freshly restored body, night down to 20/
20 vision,

The potion remains magically poten for only a day afier
it is brewed.

Eves of Desire

DifMiculty Number: ¥

Effect Level: 50

Key Ingredients: Butterfly wings

Another in the long list of aphrodisiacs, this formula
creates a special Kohl which a lady applics to shadow her
eves, When she makes eye contact with a man she desires, he

must make succeed at a Self-Control roll versus difficulty 9,
or he will immediately begin to mirror the lady's desire.

Thiis spell i commonly intended as an aphrodisiac; how-
ever, it will equally well instill any emotion. Whatever the
worman feels for the man she makes eye contact wath, he will
feel for her if he fails his roll. This means that if a sorceress
t simply trying to seduce some contemptible Tool, the man
will not desire her, rather he will suddenly hold her in
contempt and disdaim. The lady must spend Willpower if she
wishes 1o project an emolion other than her true feelings.

Level Five;

i Attribute) +3
Difficulty Number: 10

Effect Level: 50

Key Ingredients: Varies

There are a few rare and arcane formulas that unlock the
unknown potentials of the human body and mind, bequeath-
ing their user three points in an Attribute. All of the formiulas
wre distinct and must be leamed separately. These clixirs last
for but 1D minutes for Physical Attributes, two hours for
Social, and one day for Mental. These alchemical concoc-
tions bind thekr magic for only one month, after which they
become only bitter solutions without benefit.

The spells are all named for Egyptian deities. Mind of
Thaoth (Intelligence ), Might of Ra (Strength), and Cunning of
Set (Manipulation) are a few of the known spells.

Potion of Vile Body

Difficulty Number: §

Effect Level: 45

Key Ingredients: Any poisons or venoms from at least

four different animals (spitting cobra venom, scorpion poi-
SO0, MAN-0-WIr Venom, elc.).

Afier quaffing this deadly mixture, the imbiber’s entire

body becomes a system of poisons and acids. The imbiber
himselfl is immune to all of the effects of the potion, but

everything around him is inperil. The imbibers bodily fluids
have the following properties, plus any varistions the Story-
teller or player devise.

Spitthe — The character can spray a cloud of acid from her
moath which will douse a small area up to 10 feet in front of
hier. The scid will quickly corrode all but the most resistant
objects; however, the quantity of acid in each breath is small,
s0 only a centimeter of the surface hit dissolves. Of course,
the magician can keep spraying until she blows holes in
doors, walls or people. Anyone covered by the acid spray will
suffes three health levels of damage. They can make Stamina
rolls against difficulty 9, with each success canceling a
Health Level of damage. The ncid couses aggravated wounds
to Vampires and Lupines.

Tears — The character’s tears contain supernaturlly
potent acid that will dissolve any matenal,

Bived — The imbiber’s blood becomes very polsonous
and acidic. Vampires drinking the magician's blood will
suffer one apgravaled damage level per blood point imbibed,
Anyone cutting the chamcter in melee might be sprayed for
damage just as if ihe characier had spit on them. Alsoknives,
bullets andeventalons will dissolve if soaked in the character's
blood, though they still cause normal damage 1o the charac-
ter.

Breath — By simply exhaling al someone who in tum
breathes in any of the exhaled air, the magician can cause
paralysis. The victim must make a Stamana roll agamst
difficulty 8 or fall into complete paralysis. The victim can
make another Stamina roll every hour to break the paralysis,

Amulets

Egyptians buried their dead wrapped up and pinned with
a dizzying array of exquisite amulets and charms, all de-
signed to protect the deceased in various ways as she enlered
the afterfife. Some Mummies still hold the secrets o creating
and using these physical storchouses of magical energy.
Through arcane and all but forgotten formulae, they are able
i hind the raw force of magic into the amulets.

The physical object that becomes the receptacle of this
encrgy has no set form. Egyptians of office commonly
carried rods of metal. Many Mummies still carry these tokens
of position and imbue them with magic. However, smaller
charms worn on chains or straps of leather are more common.

Casting an amulet spell is very similar to works of al-
chemy. The enchantress must have a well-stocked magical
laboratory and smelting fumace at her disposal. The spells
require their difficulty number in weeks of work 1o prepare
the physical receptacle, although this work may be inter-
rupted with other activities and continued later. Successful
preparation of the receptacle requires a Blacksmithing and a
Metallurgy (if the receptacie is metal) or Geology (if the
receptacle is semi-precious stone or gem), rolled aguinst the
diffically of the spell. A failure on either roll indicates the
receptache is unsuitable, and a new one must be made.
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Once the receptache is prepared, the enchantress casts the
spell. I the casting Tails, the receptacle is tainted with the
incorrect magical pattern and is no longer usebul, If success.
ful with the casting. the enchantress miust feed the amulet
Sekbem until hercasting Wtal exceeds the spell'seffect level
Aanulet magic bs different from all others in that te caster can
gradually feed the creation Scekhem rather than needing 1o
have sufficient Sekhem at the time of casting. This feeding
can lake days, weeks or months ol urunilermupiced work,
during which the magician eats mwl sleeps very line, but
constantly tends the creation, droning endless litames of
e over ol and feedmyg it her Sekhem daly until the elfec
lewel 1 reached. Durmg this feeding time, the caster regains
Sekhem pommally, but s Far too busy 1o rest and meditate.

Only a Magician knowledgeable i the Amulet Magic
Skill G tap the magic stoved i the fems. The Magician
st roll s Amubet skill against the difficulty of the spell 1o
activate u imulet’s power, Once activated, the amulet gener-
ally stays “on”™ until the magician wms it ~ofl,” which ix
accudnplished sutomatcally. There are a few Amulets magi-
Clans canmol activate for others” we. For example, amulets
raising Aunbutes can only be used by the magician who
wrwated them simce they minst be atined 1o her aurh

Several of the amulets are designed sobely o ward of]
magec. Indeed, amuoleis are one of the mos effective wands
ngammst both Hermietic and Egyption mugic. These amulers
will have owand rating given bo them, Whenever the anmlel

15 called wpon to shicld agaimst magic, the spell casy 1owands
the carrier of the ward must overcome the ward rating of the
protective amulbel. The cifect level of the spell being cast ai
the amuilet is raised by the amudet's Sekbenm rsting, so that the
custer of the attacking spell must pump more power mio his
spell 1o break through the protection of the ward

ITacharacter casts the blocked spell, the Storyteller shiold
smply inform the playver (afier the characier his reached the
elffect level ) that his spell i encountering a ward, and would
he like to expend additional Sekhem™? 11 he chooses not 1o, his
spell fails and any Sckhem commitied o i s host 15 e
decides 1o luriber power the spell o il exceeds s nomal
effect level, he simply decides how much 1o spemd aid i
that it 1s enough 10 break through the wand, Otherwise he's
just wasted even imore Sckhem

Fit example, & churicler cists Nanmng thi Hear's De.
struction al an enemy. The character succecds witli the spell
by rolling 3 successes and then adding 13 Sekhem tothe pet
s casting 1ol up 1o ihe spell’s effect bevel. Then the
Storyielber mforms the plavedr thal the coemy bias a wand
While the plaver wonders whene this scoundre] got an Ab
Ward, she musi decwde wheether 1o commt more Sekbem 1o
the xpell o bt i Fanl, She decades 1o tirow o 10 mwre Sekbcm
he Storytelker knarws thie eonemy s wand hias a wand rating i
K. w0 the spell breaks through

Smwe the Svoryieller s oammipobent about the charoeten”
warids, he st esercive foir udgment when making (he
guessing game decisions for Sekbem expendiures by clun
scters that be controls (lor mstance, havimg them make Wits
rolls apainst a difficully of 2

Wards protect aganst Hermetic maghe by piving iy
protected characier o resrstance ol visimg the b r ol i
ciuald o the wand's ity divided by Tve drowmdsd up)
sigrainst i e wley of B dimofilied by the Storvie ler die o
power of Hie *[“l.‘"..' Ihins s Wy & Sl Wanld
woirth dnn el oot level of 25 would bawve Dive dice tomll Ny
Uhat this roll mmest be e mpannsd all spells, il o
henefNicial

Level Ome:

Simple Wards

DiMculty Numiber: b

Elfect Level: Decired ward ratimg » &
hey Ingredients: Vanes

These wands ane LIL'\l!.'lll'q. i biv o Wl wrrgdines oof e sy

Tramin ewval i e eragscum mmost decide the wand rad g
ol e amuder belone shie by gurs the Labricalnm [N
Sumple wards can have o masiimnn wrd ratice of el
Sunple wnds ane far from complese protegctio, bu they are
behptul

Cuomnpnianin wards are listed Delow . The miost pegpmilinn an
heort and brain
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|. Heart { Ab) wards prodect Lhe organ and alse lend their
winrd 'J‘l[i:L' J.Hd.tﬂ &l CImi i -Cunnlen I“ I"H “i-|£_lt'

2 Brain wards shicld the wearer from unwasted ickepaihy
and guard their camiers agamst mind-controlling magic.

i Ren wards protect wearees from Hekau magic direcied
at his personal e nume. Ren wards pre individualized
wards specilic 1o the person named during the ward's ene-
anon

4. The Eve of Horus prolects the weaner s senses from
miagical decepions which would seek 1o blind or delude

Wil Ward
IHiTiculiv Number: 6
Effect Level: 70

Key Ingredients: Metal from an axe head melied 10 form
the amwulel

The skin of anyone wearng o Wood Wird becomes highly
resrant o wood, Any wooden staffs, poles or staloes tend (o
crwmble and snap when they strike the character as if he were
e of mron. The character's Staming is effectively doublisd
whon resisting damage from wooden aiincks,

There are disadvantages (o weanng active Wood Wards,
such as furmiture crumbling when the chamoier sits down
Alsa, nature spirits look unfavorably on the character whao
wiars Lthe wiird whether it 1= active or nodt

Mot Mumimues realize the Vampinc weakness for wooden
stakes, and as with any magic of anciemt Egypr. Mummies are
loath 1o share this ward with a Vampire or anyone else

Level Two:

(Attribute) + 1

Difficulty Number: 7

Effect Level: 100

Key Ingredienis: Any metal ove from a fallen metoonie

These amulely raise any single Anribute by one. Like
e b, characters must learn the meantation for cach At-
iribsie as a separae spell

Amulet of Cload Walking

HiMculty Mamber: 7

Effect Level: 85

Key Ingredients: Dew collected on winter solstice, silver

When activisted, this aimilel Carmies 1t wearer ap ondio e
sky until he is level with the cloud faps. The wearer may then
set his destination firmly s mind and ke acroas the cloudy
Every league of cloud walking becomes many leagues of the
ground, bt there 1s no set rule to this myvstic distertion. The
hike takes no sel tonie — sometimes days somelimes minoics

- bt when the wearer reaches his destimation, the amuled
will begin dropping him throagh the clouds back 1o Earth
Expert magicians say the hike takes as long as the traveler
wanis it 10 be

Level Three:

Metal Wurd

Pifficnity MNoamber: &
Elect Level: 130

Key Ingredienis: Meroury

Similar 1o a Wood Ward, the Metal Ward amuilet protects
thve wearer from metals. Metals tend to become very soft and
plinkde upon contict with the wearer, The harder the metal
impacts the chamcter, the softer it becomes. Bullels wend o
splash off of the chamcter like mindrops, while simply
grasping a crowbar will make the iron plable but siill snff
The wearer of a Metal Ward doubles her Stimina in resisting
metal attacks. Note that somé Mumnues have found out the
hard way that cermin modern metallurgic combinations
{mncluding some carbon steels) are not significantly affecied
by the ward,

Minor Ward
Difficulty Number: 8
Effect Level: Desired Rating x 7

Minor Wards are sinular 1o the Level One Simple Warnds
Minor Wards have a maximum rating of 25

14 World of Darkness: Mummy




Level Four:

Charm of Invisibility to Animals
Difficulty Number: §
Effect Level: 300

Key Ingredients: Eye of any animal suffering from
cilaracis

Ancient Egyptians had o number of spells to protect them
from serpents. The Book of the Dead includes aspell 1o allow
the deceased 1o pass by nine guardian serpents unhindered on
his way o the afierworld.

Anyone wearing this charm is protected from not only
serpents, but from all animals, being undetectable 1o them,
The magician makes no noise, leaves no scent and cannol be
seen by any animal. Vampires in animal forms are unaffected
by the charm, though the magician will be hazy to them,
Garou are similarly unaffected, except Lupus, who can only
detect the magician on a Perception roll against difficulty 8.

Nature Ward

Difficuliy Number:; 9

Effect Level: 600

Key Ingredients: Lavastone, glacier ice, desert sand, and
woid from o tree hin by lighining,

Magicians protecied by this ward are immune 1o most of
the powers of nature, The magician's body iemperaure will
remain comfortable in any climate; lightning or electricity
will route away from the magician, leaving her unharmed;
fires caused by natural means extinguish themselves before
haming the swrceness; and even rain will not fall on the
magician, The ward does not protect the magician from
hunger, futigue or drowning.

Level Five:

+1 Attribute

DNifMiculty Number: 10

Effect Level: 1200

Key Ingredients: Any metal ore from a fallen meteorite,

Using these amulets mises any single Antribute by two,
Each Anribute is a separate spell 10 be learned.

Major Ward
Difficuliy Namber: 9
Effect Level: Desired Rating x 9

Mujor Wards are similar to the Level One Simple Wards
but have a maximum rating of 50

Celestial

In 3,000 years, someone will uncover a book from our
times on reading horoscopes, and conclude that we were a
culture which gazed 1o the stars daily for guidance. 1t's a sad
thought, but it is amazing how prevalent astrology still is in
our culture today — featured in our newspapers, practiced by
mediums and expounded on in tons of books. Looking to the
stars to foresee the future was centainly a pan of the ancient
Egyptian culure. Stars were used by magicians wo foresee the
correct time 1o cast thear spells, by seers to predict the future
and by the layman to know what days were lucky or unlucky
for any number of activities,

Unless otherwise noted in the spell description, all Celes-
tial magic is ritual magic which requires a number of hours
equal tothe spells difficulty number 1o cast. At the end of the
ritual, the magician makes his casting roll. Also, unless
otherwise noted, Celestial magic rituals can only be per-
formed ai night, and the Magician must have a view of the
nmight sky.

Celestial magic draws its power from the alignment of the
stars and plancts, With such awesome power 1o work with,
the Celestial magician can create incredible weather effects
and other matural phenomenon which cover large areas. This
capability makes Celestial magic both the most powerful
magic, and the weakest, since its effects usually take time to
materialize and do not target specific individuals,

Celesiml magicians are also able w read the stars 10 divine
a vanety ol information on the future. They gamer special
benefits for their ritual magic through reading from the stars
the times when such spells should be cast.

Level One:
Grip the Water
Difficully Number: 7
Effect Level: 20
Key Ingredients: Sample from body of water effecied,

Using this ritual, the magician is able 1o alier the level of
waler in any dynamic waier body such as & siream, niver, lake
or ocean. Depending on the size of the waler body and the
lengih of coasline affected, the magician can mise o lower
the water level from a few centimeters (ocean tide on the
Atlantic coast of North America) up 10 a couple of meters
(one harbor on a lake). More potent versions of this ritual are
said 1o exint which can comrol rivers such as the Nile or prain
sas of oceanways like the Red Sea or the Bering Strait

Weather Magic
DiMculty Number: Sce Below
EMfect Level: Difficully Number x 2

Key Ingredients: Din or water sample taken from area 1o
be affiecied.
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This one spell gives the magician power 10 ¢all forth o Aren Difficulty
vanety of mild weather effects, The spell can be tailored Soaall 1own "y |
based on the desired effects, area, snd duration. The magician X .
con choose options from the list below, d.u]diu;: all of 1he Small Ciry Eam s - o 3
difficulty numbers together 1o determine the actual difficulty Large City 5
ol the desired ritual, Spells with difficultics above en cannot Duration DifMiculty
be cast

Hour.....oooveeee. — 1

Faor example, a charcter wants o bring o one-hour light D .
raer o amugey lindle town in Flonda, The difficulty would be e AL ok e st e
2ielfecty + | (areal + | (duralion) = 4 Week ........ FER——— IYPRRREPRP. |

Changes in humidity ane all relative. A magician decreas.
ing humidity dunng a downpour woald lighten the main to an Level Two:
casy sprinkle. However, Level One Weather Magic will not
make ran i the desen

Weather Magic

DifTicuhty Number: Sce Helow
The magicum may choose the time. within a week from

casting the spell, when the effect will begin, The weather will Effect Level: Difficuliy Number x 3
slowly change, last for the duration of the spell, and then Key Ingredients: Dirt or water sample taken from the
slowly change back 1o normal area 1o be affected

For purposes of leaming this spell, treat it as difficulty 6 Smdar (0 the Level COne Weather Magic, but this spell

allows for mare significant effects, arcas and durations, For
purposes of leammg this spell, weat n as difficulty 7

Effects DilTiculty Effects DhifTiculiy

Shght change in bamidity .............2 Small change in humidity ... 2

Warm or Cool #/- 10FF . vvrenia 1 Warm or Cool +=- 20° F ...coeiciiianinn @

Cool breere TV L TR | Steady Light Wind o |
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Afca

Bl Y o i

Stze of Rhode lsland ..o

Duration

Read the Stars

DifMiculiv Number: 7

Effect Level: 12

Key Ingredients: Star Chans

Lisang this ritual, the heatens display their seerets to the
magician. If he successfully casis this spell, he guins know-
edge of the stellar alignments which will allow him 1o cast
any other spell in his repernoire muchcasier, Once he has read
the stars, the magician must make an Astronomy knowledge
roll against the difficulty number of the spell e wants aid in
casting. The number of successes gained on his Astronomy
roll will give him an cqual number of extra dice 1o his
appropriate Magic Skill roll when he casts the desired spell,
Thas bonus 1s good for a single casting of the benefited spell
st a specific time determined by the alignment of the stars,

The Storyieller should dererming when the stars will be in
alignment o benelit the spell in question, by either deciding
orrolling randomly (e.g. three dice wonh of days hence), The
time will almost always be days, weeks or even months from
the present. The magician cannot benefit from Read the Siars
for the same spell until the alignment has come and passed
(Lean’t keep casting it until successlul or until be gets a time
period he likes),

Level Three:

Call the Stars
DifMiculty Number: &
EfMect Level: 35

Key Ingredients: Sample of anything fallen from the
heavens (melcoriie, Skylab, eic.).

Usang this ritual. the Celestial magecian ix able o call the
Atars Lo rmn down on any area the size of a small town, If the
spell s successful, a shower of falling stars (meteoriies) will
commence. The falling debris will tend 1o be less than 20cm.
m diameter, but are traveling a1 greal specds and in greal
numbers. The metcontes will pound weak structures into the
ground. and damage sturdier ones, The shower can also stan
fires and club senseless anyone not under shelter. The shower

generally lasts for an hour, Powerful Celestial magicians are
said 10 be able o pall larger objects from the heavens with
more powerful ritmals

Weather Magic
Difficulty Number: See Below
Effect Level: Dhificuliy Number x §

Key Ingredients: Din or water sample taken from the
arca 1o be affected.

Similarto Level One Weather Magac, but this spell allows
for significant effects, arcas and durations, For purposes of
learming this spell, treat i as difficuliy 8,

Moderate humidity changes would bring a light shower 1o
a desen.

Effects Difficuliy
Moderate charige in humidity ............
Warm or Cool 4/~ 30°F ..oovvieivnmnnnn
Steady, Strong Wind ..o
Area

Size of Rhode Island oo 3
Califormb. oo, -
Duration Difficulty

Level Four:

Weather Magic

DifMiculty Number: See Below

Effect Level: Difficulty Number x 7

Key Ingredients: D or water sample taken from ares o
be affected. plus ingredients matching desired effect (rain
collecied from a monsoon storm, ice from a glacier, erc.),
Significant humidity changes would bring Mlooding rains to
any arcy excepl the heart of ithe driest desens,

Sumlar 1o the level one Weather Magic, but this spell
allows for dramatic elfects, areas and durations. For purposes
ol learming this spell, treat it as difficulty 9.

Effects DifTiculty

Significant change in humidity ...

Warm or Cool +/- 40P F ...

Hurmicane Winds ..o




Area Difficulty
A . 0
Rhode IsTand IR LI LI, |
CRIHOMIN .oovviissssisrmssimmmrmmrmsesrersi &
Nonh AMEnea ..o @
Duration DiMiculty
Howr ... 1
Dy : 3
Week .. A T A e —
Rend the Tree of Life

Difficulty Number: 9

Effect Level: 20

Key Ingredients: None

Sexhat, the wife of the Egyptian god Thoth, wrote the lives
of men on the leaves ol the Tree of Life. By casting this spell,
the celestial magician can peer irto the night sky and discem
the leaf of any monal (including Vampires who, techaically,
candie). What the magician reads there are fragments of what
fare has in store for the monal, The exact information is lel
to the Storyteller. This is the most powerful and direct of the
fortunc-iclling magics.

Level Five:

Apep Thrashes the Ground

Difficulty Number: 9

Elect Level: 90

Key Ingredienis: Crushed skull of o snake killed in an
canhiguake

This spell creates an eanhguake of supematural magni-
twde (8.00- 10.0Richier scale), The magician bends the forces
of the planets, causing them to rend the Earth's crust along a
chosen fault line, Like any canthquake, the effects will ripple
oul from the chosen epicenter o level citics and cause
volcanoes lo disgorge. The effect is immediate upon comple-
tion of the ritual and canml be delayed.

Apep is one mame for a giant serpent who tried 1o prevent
the sun from making its journcy through the underside of the
winrld every night.

Weather Magic

DiMiculty Number: See Below

Effect Level: Difficulty Number x 10

Key Ingredients: Dint or water sample taken from the
area to be affected, plus ingredients matching desired effect
(raan collecied froma monsoon storm, ice froma glacier, eic. )

Similar 1o Level One Weather Magie, but thic spell can
make hell freeze over. I creales devastatingly powerful
effects that sweep continents. For purposes of learming this
spell, real it as difficuliy 10,

Insane humidity changes would bury cities in rin or spow
if allowed vo continue for a day or more.

Elfects DiMiculty
Insane change in humidity ... ... 2
Warm or Cool +f- S0P F .....coce. i 2
Heavy Wind ...
Area Difficulty
MNOFh AMERICE . —oiiiiirsim s 2
R o S 5
Duration DiMiculty
3 e e U T SRR TP .|
Figurines

In addition to beliel in wards and charms, Egyptians also
believed figurines could be made 1o assume the living shape
ihey represented. Statuentes of animals could spring 1o life in
i wizard's hand 1o do his bidding, temple statues were
belicved to house the spinits of gods and goddesses; there ane
also tales of sorcerers crafting replicas of people or objects,
and then inflicting injury 1o the thing by injuring the model
— not unlike voodoo practices. And, finally, many 1ombs
contained statues of the deceased which the Ka could mhabai
sothe deceased would have a material presence on Eanth after
death.

Figunines are created through nitual magic, requining a
number of days to carve the model and work the magic equal
1o the spell’s difficulty number. Al the end of the ritual, the
magician makes his casting roll 10 determine success.

Once created. most Figurines can be used repeatedly.
Every time the magician wishes 1o activate u Figurine, he
must roll his Figonne Magic Skill aganst the difficulty
number of the spell which cremted it. He cannot activate
Figurines created by spell levels above his ranking in Figu-
nine Magie Skill. If the magician fails his activation roll, the
Figurine becomes magically useless. Once activated, the
Figunne assumes s full size and shape for as long as the
custer desires and has Sekberm to pay. Each Figurine spell
description details the Sekhem expenditure o magician must
make 1o keep the model activated. Once he stops feeding it
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Sekhem, it mstantly reverts 1o its muniatore form. Sekhem
spent in this way cannot be recovered until the figurine
relumms 1o its model

I a figurine ix destroved in model or full-size form, or s
killed, it becomes worthless. All Figurines require a small
sample of the thing they represent as a key ingredient in their
cnetion formi s,

Level OUne:

Lesser Animals

Difficulty Number: 6

Effect Level: 14

Key Ingredients: Sample of animal

This spell allows the magician (o crente figurines of any
small animal such as rats, doves, fish or house cals, When
activaled, the figurine springs o life and will perform simple
tasks for the magician, including carrying messages, seaich-
ing lor objects, gnawing theough bindings, eic. A saimple
from o living animal the figurine represents must be fash
boned into the figurine when it is created, While active, small
anjmals require a point of Sekhem from the magician every
hour

Ushabti

DifTiculty Number: 5.,

Effect Lavel: 10
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Key Ingredienis: Wood or onyx, sweat from o feld
WOrker

-
e
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Egyptians who could afford them were bunied with small
models of workmen, carved from wood or stone. These
miode! lnbirers were o be the deceased s substilule workmen
when she was called upon 1o work the fields in the aflerworld.
Tombs would contain lirge collections of the figures, one for
every day of the vear. There were even larger models of
forernan ushabti, presumably so the deceased didn't even
ieed 1o look after her worker

For living Mummy chamacters, ushabti are excellent ser-
vanis for iending the charscter's lnnds and houses, Ushabii’s
can [l moderate wedghts (100 fbs) and are good st simple
labors. They are worthleas for securily

Uishabih are best when used with foreman sshiabtis so the
charmcter necd not activale them at all. An active oshabo will
cosd a charscter a Sekhen ot per week

Level Twn
Animals
DNfficulty Number: 7
EfMect Level: 30
Key Ingredients: Sample of animal
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This spell allows the magician to produce models of lirger
animals around the size of dogs, valiures, barracuda or
cobras. As in the level one spell, the animals which spring w
life from the models will obey simply commands from the
activating magician. They will defend their master o the
death il ordered 10 do so. These figarines requine two points
of Sckhemn per hour from their activator to remain in life-size
form

Objects

Difficuliy Number: &

Effect Level: 15

Key Ingredienis: Well-crafied version of object mumd-
eled

This riteal nllows the Figurnine magician to crente figurines
of simple inanimate objects, The objects can be no larger than
a double bed and cannot be technologically sdvanced (1.e. no
clectronics, motors or plasics). When activated, the tny
model will grow 1o tree size. staying large as long as the
magician spends one Sekhem per day maintaining it,

Level Three

Foreman Ushabii

DifMficulty Number: 7

EMect Level: 20

Key Ingredients: Wood or onyx, blood from a field
worker

With a loreman ushabli, a magician makes his other
ushabn servams programmable. The magician need only
activate the foreman ushabt figurine and ploce it with up 10
10 normal ushabti (sec the level one spell), and the foreman
will automatically direct the ushabti to activate and do their
chores ax necessary,

Minor Structures

Difficulty Number: 6

Effect Level: 30

Key Ingredients: Sample of a similar structure,

This spell allows the magician 1o keep Ngurines that will
Erow intoany mmor struciure they ane fushioned 1o represent.
Minor struciures include small houses, automobiles, single
engine awrcralt, yachis and other objects of the some relative
size or smaller. The structure requires two Sekhem per hour
1o mamtain. Structures of very high technology (advanced
fighter jets) are difficult w0 accurately model with this spell,
The Storyteller should increase the difficulty number if such
structures are attemped.

Smart Animals

DiMeulty Number: 9

Effect Level: 35

Key Ingredients: Sample of animal’s brain

This spell is identical 1o the level one Small Antmals spell
except the animals created are much more intelligent. They
are able 10 act as spics, reporting back 10 the enchanter in
telepathic fMlashes what they have seen (these reponts can be
very confusing md rarely contain imelligible speech). They
will follow instructions with fairly simple logic — if a man
wearmg o red robe enters the building, repon back 10 me.
Smart animals require one point of Sekhem to maintain every
honir.

Level Four

Large Animals

DifMiculty Number: 7

EfMect Level: 70

Key Ingredients: Sample from animal

This spell can create figunnes of any animal from a
dragonfly 10 8 blue whale. As with the level one spell Small
Animals, the animal will faithfully camry oul any simple
command from s activator, Large animals require Four
Sekbem per hour to keep them active

Mimic Minor Structures
Difficully Number: 8
Efect Level: b0

Key Ingredients: Sample of structure., picture or sketch of
structure for modelmaking

With this spell, the magician creates a model of any minor
structure magically linked 1o the actual object. When the
magician activales the model, it docs not grow 1o Tull size;
rather, it remains model-size. but the mystic connection with
the true structure is activated, Wihatever the magician docs (o
the maodel will be mirmoved on the actual struciure. Buildings
collapse or catch fire, amomobiles go oul of control, ar-
planes somehow steer through the hurricane safely, eic. The
model requines one point of Sekhem every minale to main-
tain the link.

Level Five s

Ka Statue

DiMiculty Number: 9

EfMeci Level: 90

Key Ingredients: Life-size stone statue replica

Uising this spell, the magician transforms a statue into a
receplacle capable of receiving and storing a Ka spiril, The
sttue must be carved in the image of the person whose Ka
will reside therein. Once fashioned, the magician performs
the ritual over the statue 1o make it suitable. In addition to the
Sckhem spent for the spell, the recipient of the spell mus
permanently forfeit both a point of Ka and Ba atthe end of the
ritual (before the casting roll for success s made). Once
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Fashioned, the receptacle will endure until the stone is shat-
teved, or weathered away to such an extent that s features ane
no longer recognizable,

When the subject dies, his Ka spint is set free and normally
wanders as 4 ghost. However, it may instead enter its Ka
Statue and animate it. The statue becomes an animate golem
directed by the Ka as if it were the deceased"s own body. It
may not speak and moves slowly (Dexterity 2), but it ks very
strong (Sirength 6) and hard as stone. It cannol be stopped,
shamrt of shatiering its stone body (reat the body as having
Stamina 8 and use the Health track and Extra boxes accord-
ingly}

The Ka can only animate the statue while the characier is
dead, not when he is simply frecing his Ka for spirit travel
(see next chapler).

Mummy magicians use Ko Stutoes as an excellent means
of allowing their Ka 1o befter protect their dead physical
by

Large Structures

DiMiculty Number: 7

Effect Level: 65

Key Ingredients: Sample of a similar structure

This spell s samilar 1o the level three spell Minor Struc-
tures, It allows the magician (o create miniatures of virtually
any construction. Extraordinary structures such as skyscrap-
em and nuclear submarines would have higher difficulty

niimbers (like 10}, or may not be allowed by the Sioryicller
Large structures require four or more Sekhem per hour 1o
maintam, depending on their size. Note that these Structures
take several minutes to grow and must have adequate foun-
dations or they will collapse, mining the figarine before it
reaches full size.

Mimic Human

DifMiculty Number: 9

Effect Level: Target's Willpower x 10
Key Ingredients: Sample from target

This spell is similar 1o the Mimic Structure spells, except
that it creates a link between the magician’s model and the
living or undead human being the figurine represents. When
the magician activates the spell, the subject, wherever he i,
will suddenly feel himself gnpped by the mvstic link, He can
attempt 1o break the link by winning a resisted Willpower
check against the magician's Willpower. If the victim is
successful, the magician's figurine shaners,

I the magiclan successfully takes cottrol of the victim, ihe
victim's every movement, except speech, is subject to the
magician’s control, The magician can prevent the victim
from speaking. but cannot control his words. The victm has
control over himself when the magician does nol choose 1o
manipalaie the figurine, but when forced into movement, the
victim's limbs Mail like a puppet on strmgs.

The magician may also cause any type of injury 1o the
victim, including deadly injuries, by methods like semting the
figurine on fire so the victim self-immolates

Maintaining the connection costs u number of Sekhem per
minute equal to the victim's Willpower

Mimic Large Structure
DifMiculty Number: 9
EfMect Level: 90

Key Ingredients: Sample of strocture, picture or sketch of
structure for mode lmaking

This spell is identical 1o the level four spell for minos
structures excepl thai it sccommodates larger constructs

These ligurines requires four points of Sekhem every minute
o maintain the link.

Hekau

By far the most powerful Egyptian sorcerers were those
wha had command over true names. Any force, animal, plant,
man or object has a true name, & mystically inseparable pant
of it. By calling a true name, a Hekau magician has the power
1o create, control, destroy or even become the thing named

Human beings. by the nature of their souls, are slightly
different from all other things when it comes 1o names, Every
human has his o her own Ren, or True Name. Characters
have theirs listed on their character sheet. Conversely, indi-
vidual animals do not have separate true names. All hyenas
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share one true name, and mastery of that one name provides
masiery over all hyenas. However, ihe individuality of hu-
man names is far from a complete safeguard against Hekaw;
there’s one catch. There are still generic true names for pans
of the buman body — such as Ab for hean. Naming the
Hean's Destruction will explode the heant of any man or
animal. But human name distinction is stll a powerful
defense if the True Name is kept secret.

Unfortunately for modem people of the Western world,
the true name is used in everyday life. The experienced
Hekau magician need only know the full given birth name to
gain control (why does the old freak want 1o know my middle
name 7k

With such power comes a great cost. Hekau magics
generally have high effect levels and therefore reguire sig-
nificant Sekhem expenditure (o perform. The silver lining is
thal Hekai magics are relatively éasy 1o leam aind have low
difficulties. The magician need only practice the comrect
provunciation of the true name.

But, as the Grateful Dead say, every silver lining's got a
touch of gray. The penalty that goes hand-in-hand with
Hekau's ease of use is thut every nume is o separate spell. For
example, the Level Two Command Animal, is not a spell in
and of itself, but Command Dog or Command Elephant are
Level Two Hekan spells. Command Animal is listed as a
level two spell to be an indicator for what types of Hekau
Magic are available at level two proficiency. The specific
names/spells must be leamed individually,

Most Heloau magicizns are loathe to share their knowledge
of True Names, Each is a gem in their hoard of magical
treasure. Hopeful students had best have a high level of trust

with their chosen eacher and a willingness to perform great
service

All Hekau magics take a single action 1o perform and do
nol require any ingredients. They are quick and deadly in
times of violence.

Itis impossible to give a full explanation of every possible
use of Hekau, The following descriptions are a guideline for
the Storytclier and players. Ultimately, the magic must
simply imlegrate into the story and is therefore under the
Sworyteller's control for determining the limitations on each
use of the spells,

Level One

Asking the Trees

Difficulty Number: 3

Effect Level: 10

This group of Hekaw spells affect any class of vegetation
named (lrees. grss, vines, and yes, shrubberics 100). The
magician names the plani type and adds & Hekau incantation
of control. The plant will obey any simple command by the
casler, even animating slightly 1o obey. Trees will drop

firewood from their branches or weave their foliage to
provide ramn cover, grass will erase any trace of passage and
vines will grapple anyone nearby.

Forgetting the Stone

DifMiculty Number: 4

Effect Level: 20

These spells work against any kind of mineral or metal.
The magician names the substance, and then invokes a Hekauo
script for forgetting the true name, The resulting effect iy that
reality forgets the substance exisis, and it is destroyed. The
caster can erpdicate about a cubic meter of material with cach
casting.

Naming the Warning

DifMiculty Number: 3

Effect Level: 12

This spell is designed to ward off animals simply by
stating the creature's true name, Upon hearing its true nume
spoken by the caster, the animal will recognize the magician
as someone who potentially has control over it and will
behave accordingly. Most animals will cower and run/fly/
swim away al their earliest chance, Only if an animal is
comered will it fight the caster of this spell.

This spell does not work paricularly well against animals
under the supematural control of another since the animal's
faculties are dominated. However, the animal will sull falier
and fret upon hearing its name called. Supematural beings
such as Lupines, Vampires or Magi who have assumed
animal form must pass a resisted Willpower 1o Willpower
test with the caster, or they oo Wil suffer the effects of this

spell.

Level Two

Command Animal

Difficulty Number: 4

Effect Level: 25

These speils allow the magician 1o command any snimal
whose true name she leamns. The animal will be under the
magician's control as long as she can continue to give il
verbal commands. If given the opporunity, the creature will
probably flee the casier’s presence as soon as control is
reluxed. The animal's service will not last loniger than a few
hours per casting of the spell. Commanding animals already
under anather magician or being s control reguires a resisted
Willpower test between the two controllers. The winner
controls the animal.

Inviting the Stone In

DifMiculiy Number: 5

Effect Level: 40

This is the crudest of the Hekau ransformations. By
naming o mineral or metal, the caster’s skin immediately
begins to solidify and change color. In jum seconds, the

42 World of Darkness: Mummy

Y
S




magician's eniire body will have transformed imo an inani-
mate lump of the named substance, The caster will no longer
be recognizable as a human shape, just a small boulder of
rock or ore, roughly the same volume as his human body, As
arock, the caster can still hear, smell and feel what transpires
around him, bul cannol sce. H the magician®s rock form s
chipped or cracked, the magician himself will be injured as
well.

Becoming the Tree

DifMiculty Number; 4

Elect Level: 35

Thas spell is identical to Inviting the Stone In, except the
caster transforms into the plant named, assuming its full size
from moss lo redwood tree. The transformation is a bit
slower, taking about a minute,

Forgetting the Tree

Difficulty Number: 4

Effect Level: 36

These spells are similar 1o the level one spells for forge-
ting stone, except that they affect any vegetable maner. The
spell will affect about & cubic yard of fashioned woodstuffs,
u single tree, or a foothall-field size patch of grass or crops
with each casting.

Level Three

Become Animal

Difficulty Number: §
Effect Level: 45

These Hekau transformation spells allow the sorcerer 1o
metamorphosize into any animal. The spell lasts until the
magician chooses to retum to her natural form. There are
scveral variants of these spells in use, some which have
instant tansformations and others which have slower mein-
morphoses.

There is one danger if the sorcerer chooses 1o remain in
animal form for very long. For every day past the first two the
caster maintains animal form, she must pass a Willpower test
against a difficulty equaling the number of days she has held
the animal form. If she fails the roll, she loses hersell into the
animal’s mentality, effectively becoming the animal in both
form and intelligence. The magician can try another Will-
power check against difficulty nine each new moon.

Command the Thinking

Difficulty Number: 4

Effect Level: Target's Willpower x 8

Once the Hekau sorceress knows the true name of any
person, mortal or supernatural, she can weave their true name
into u spell of commandment. This spell works like the level
two Command Animal spell. If the victim is commanded to
do something which would cause self-injury, or something
horribly against the victim’s ethics, such as killing their

fpouse, the victim may roll Willpower to avoid self-injury,
and Conscience or Self-Control to avoid violating their
ethics. The Storyteller may assign the difficulty level, with 9
and 10 being the usual numbers,

Level Four

Naming the Organ's Destruction
Difficulty Number: 9
Efect Level: 40

By pronouncing the true name of an organ, followed by the
Hekau mcantation of destruction, the magician ruins the
targeted organ. The victim is allowed one Stamina roll
against target 9 1o resist. The effects of the spell vary
depending on which organ is affected — destroying an eye
partially blinds; lungs, heart, or brain leads 1o quick death;
kidneys or pancreas would result in a slower death. Note that
the Egyptian word for Heart is Ab. 1t was held to be the seat
of a people’s consciousness and was weighed againgt a
feather in the afterworld to determine their fates.

Destroying the organs of a Vampire doesn't necessarily
kill the undead beast. Instead, the Vampire suffers three
health levels for small organs and five for major organs, in
addition 10 any other effects such as blindness if an eye is
destroyed. These wounds are aggravated damage for Kin-
dred and Lupines.

Whispers to My Body

DifMiculty Number: 8
Effect Level: 40 plus 5 per minute

In this bizarre Hekau spell, the magician speaks her own
true name along with a magical intonation of metamorphosis.
The caster is then able to manipulate her body into virtually
any shape. She could swretch her limbs, disguise her face,
make her whole body become a viscous fleshy liquid and
pour through prison bars, stick her finger in a lock and mold
itinto akey, etc. The possibilities are endless. If the magician
concentrates on defenses, such as conforming her skull
around a baseball bat or letting bullets splash through her
torso, she will suffer three less health levels of damage from
any wound. Non-kinetic attacks such as fire are not dimin-
ished.

There is one danger. If the caster allows any of her body

to be sepanted, it is just as painful or fatal as losing that body
part is pormally.

Level Five

Forgetting the Person's Name

Difficulty Number: 7

Effect Level: 118

As was mentioned last chapter, the Egyptians believed

that if a person's name was not perpetuated after death that
the soul would fade from existence, With this rathless Hekau
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invocation, the magician is able tomake ber encmy fade from
existence. The victim gets one Willpower roll against diffi-
cully 9 to resist. If the Willpower roll fails, others who knew
the person will tend 1o forget he ever existed {similar, but not
as extreme as, the level 10 Obfuscate discipline of Memories
Fading Glimpse). Whether the victim's entire existence is
truly erased or he simply goes on to the Final Death is
unknown, Note that Mummy magicians hypathesize that this
gpell is the only way to end their own immonal exisionce

If the victim successfully resists the spell, the magician
must ppss a Memory test againgt the imtended victim's
Willpower, or the magician suffers temporary amnesin las-
ing until some story event is significant enough to retum her
MEMmory

Necromancy

At its lower levels of use, Necromancy is a very noble, if
somewhat grisly, magical an whode main purpose i o
prepare the dead for the afterworld. Many of the minor
funerary spells said for the dend are not listed here, since they
woluld rarely come into play (not many ancient Egyptians ane
genting buned these days). There are some spells Mummics
still use o make their rebirth casier. All Mummies begin with
a rating of one in Necromancy

As amagician advances to higher levelsof this magical an,
thangs start becommg miuch more buzame and hormfving. She
begins to spend more and more ime working with corpaes
and talking to herself {or her dead companions). Few necro-
muncers of advanced ability are without some mental disor-
der, Whenever a character advances in Necromancy beyond
n rating of rwa, she musnt roll Willpower sgainst double the
denired skill level or gain & Derangement of the Storvieller's
choice (sec Yampire). For example, a characier is being
instructed in the an o raise her skill from three 1o four. She
mu# roll Willpower agains! difficulty (2 = 4 =) 8 10 avoid
gaining a Derangement.

-
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Mot of the upper-level Necromancy spells involve com-
muning with spirits, One necromancer claims to have spokeen
with spirits who have faced the Final Death, but the necro
MAancer 1§ guite insane, 8o who's 1o say ifit's true. Often, once
a necromancer’'s sanity beging to slip, demons visit him
masquerading as spirits to gradually subvert the magician ‘s
will, It"s an an for the brave of heart or sick @ mind.
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-, : ' Effect Level: 10
Key Ingredients: Natron

This spell requires one day to perform. The magician
usually casts it upon hersclf as her Ba drains away and she is
about to die. If successful, the spell will keep the magician's
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physical body from decaying for approximately 50 years,
afier which decay slowly sets in,

Separaie Ka

Difficulty Nomber: 5

Effect Level: §

Key Ingredients: None

This spell takes but & moment to incant and, if successful,
frees the caster’s Ka from his body. The immaterial (and
optionally invisible) Ka may then wander anywhere within
the immediate vicinity of the physical body. See the next
chapter for the powers of the Ka spirit.

This spell costs one point of Ka if successful, and the
magician must spend five Sekhem every hour this double is
divorced from the living body. The caster’s body is lifelessly
comatose and extremely vulnerable while the Ka is frec.

Level Two
Revisit Death
Difficulty Number: 6
Effect Level: 12
Key Ingredients: Vulture feather or hyena tooth.

Casting this spell while touching a corpse allows the
NECTOMANCET 10 see a vision in his mind's eye that replays the
manner of the corpse’s death. Just how much the information
the vision relates is up to the Storyteller. The spell requires 10
minutes to cast.

Level Three

Separate Ba

Difficulty Number: 7

Effect Level: 15

Key Ingredients: None

Like the level ane spell for frecing the Ka, this incantation
takes amoment to perform, and then the magician's Ba is free
from his physical body. The necromancer's Ba enters the
sparit world in astral travel, connected 10 his physical body by
asilvery cord, See the next chapter for details on travel in the
spirit world. The magician must expend five points of Sekhem
every hour his Ba is gone from his living body.

Level Four

Animate Corpse

DifMculty Number: §

Effect Level: 35 + d/hour

Key Ingredients: Human or animal Corpse

This necromantic ritual requires at least five minutes of
chanting to invoke. While chanting the spell, the magician
must either be massaging the corpse’s hean or hreathing air
into its lungs (like mouth-to-mouth resuscitation). When the
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ritual is complete, and if it is successful, the corpse will
animate in a mindless semblance of life. It ix under the
necromancer's mental control, behaving like a pupper on
strings. The corpse posses average strength. but may be
limited by its structural integrity.

if commanded 1o fight, the corpse is nigh unstoppable, The
only means to defeat it is to render it useless by hacking off
its limbs. For quick combat, assume the corpse can suffer
twice as many health levels as normal.

Khaibit

Difficulty Number: §

Effect Level; 50

Key Ingredients: None

This ritual is dark necromancy at its best. When cast over
adying individual, it separates the Khaibit, or shadow doubie,
from the person, As the Khaibit separates, the recipient of the
spell re-experiences all of the moments in their life when they
were truly angry, deceitful, lazy, jealous or filled with dark
desires. These moments flash hefore the recipient’s mind's
eyeinahomifyingly traumatic sequence, and then the Khaibit
divorces itself from the person,

The Khaibit is a shadowy spint made up of all the
individual's nogative emotions. It can manifest as a semi-
corporeal shade, but usually flits about on walls or floors as
an immaterial shadow, The divorced Khaibit is no longer pan
of the person, and has a will of its own. It is an innately evil
creature with a penchant for creating mayhem. Fortunately,
it is bound 10 the proximity of where it was released, and has
limited power in the physical world. It can speak, whispering
into the car of any who can hear and will listen 1o ifs
cormupting messages. The Khaibit can also manifest small
polterpeist effects,

It is believed that this seemingly monstrous spell is actu-
ally done to benefit the dying person, who can now go on jo
the afterworld unburdened by negative emotions, The spell

requires an hour to perform and must be done in a dimly lit
area.

Level Five

Reshaping the Lost Soul
Difficulty Number: Spirit's Willpower
Effect Level: 50

Key Ingredient: Ashes from a cremated murderer

This spell can only be cast on spirits and ghosts haunting
the Earth. A successful casting allows the Mummy to turn the
spirit from its original purpose, frecing it from its old con-
fines or giving it new ones. For instance, if a ghost had
haunted the site of its ghastly murder for hundreds of years,
the caster could force it 1o haunt only an enemy s car for all
etemnity. Note that ghosts can make a resisted Willpower roll
1o keep the cffects from happening, butl even one success by
the spellcaster forces the changes.
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The Cycle

We are young,

Wandering the face of the Earth,
Wondering what our dreams might be worth,
Learning that we're only immortal for a limired time.

“Sahura, what's it like to die?" | asked one evening. 1
mean to iruly die, spiritually. I'm well acquainted with
physical death ™

We were sitting on an open termace adjoining Sabura's
large Maine house, taking in the scents of a New England
autumn. It was 1948, and | had finished reading a book on
Taoist philosophy followed by one conceming investiga-
tions of ghost and poltergeist phenomena. [ had never pressed
Sahura on the subject of what he always called the spirit
world or worlds,

He ruminated on the subject of death, working his mouth
and wrinkling his brow as he cogilated. “How 1o describe
color to a man who is blind? How can you let a deaf man feel
soundT [1's a difficult question you pose, Edward,”

“Are you saying that you have differeni senses when you
become a spirit?”

"“It’s not so much that your individual senses change,” he
replied. “It"s more that your whole sense of reality changes "

He saw | wasn't comprehending. so he elaborated. ™1
could try to explain using an analogy from this world. [
recently read a science journal thar discussed how human
beings sce. The author wrode ihat the human eye can perceive
only a certain range of Hght, and that anything outside of this
range of color spectrum is invisible 1o us, just as the sound of
a dog whistle is outside of our band of hearing.

— Rush, Dreamiine

“You can think of this world and the spirit worlds in a
similar way, even if the analogy isn't entirely accurate. The
reality we live in is only one segment of & large range. Our
conscious sense of reality only includes those things inside of
that segment of the entire spectram.”

1took a moment to mentally digest what he said before |
responded. *Then, when you're dead and free from your
bady, you begin to perceive in another range of reality? You
can hear the dog whistle?™

“Precisely, You can hear the dog whistle, and you begin 1o
scnse and become a part of the new range of reality. Bul don't
be caught in the idea that you have 10 die 10 enter the gpiri
world. Magicians go there unconsciously in their dreams or
consciously through projecting their spirits from their living
bodies. Some of your kind also have that ability, though its
effect 1s more obscene. (iher mornals accidenally call on
similar spirit perceptions and are lnbeled as paychics because
of their visions,"

“So fortune tellers, like the gypsy crystal ball readers, anc
truly gifted?" 1 jibed.

“Yes, many of them are,” he replied seriously. “Especially
the gypsies, who are quite a special people. Still, the majority
of psychics are charlatans, with no understanding of spirit
perception or travel.”

“There you're confusing me a bit. What do you mean by
perception, and what do you mean by travel™
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“Well, everyone, even mortals, has the ability 1o peer into
the spirit world — the part of the spirit world around their
physical location. Using my analogy, it's broadening your
senues to nclude what is always around you but never seen
or heard.

"To travel through the spirit world requires much more
than simple perception. You must divorce your soul from
your physical body o travel the spirit realms. | believe
Western literature calls this astral projection, or out-of-body
experiences. For living beings, and even beings like your
kind whose spirits are still attached 1o your dead, corporeal
self, the spirit is connected to the physical body during spirit
travel by @ stlvery strand, The fragility of that silver connec-
tion makes it dangerows for the living 1o travel the spirt
worlds, Whereas, when my kind die, our Ba becomes di-
vorced from our self and travels free without the restraints of
the silver cord.

“And, Edward, spirit travel is awe-inspiring. The spirit
realm itself has limitless wonders, and you may always enter
certain spirit worlds which are unique experiences unlo
themselves."

“Wau, Sahura, I'm losing you again. Spirit worlds and
spirit realms? How does thai fit your analogy™” | asked.

“I apologize, Edwand. I keep mixing words with you.
There is s0 much to the spirit realm, and it has been a part of
me for so long that | lose myself when I explain it. To try 10
inswer your question, remember that 1 told you my analogy
doesn't quite fit. The Lupines think of things as spirits and
their domii. For example, you may travel the spirit realm and
find the Great North Wind, You might then choose 10 enter
the spirit of the Great North Wind and travel in that blustery
spirit workd"

Sahwura paused and regarded me. He frowned al my look of
confusion

I se¢ L am still not being clear. Let me continue my own
analogy to human sight. Traveling to different spirit worlds
would be analogous to shifting w0 another range on the
spectrum, shifting to another area of perceptions and experi-
ences, Different spirits reside in different ranges of the
spectrum, and you can visit any of them by traveling or
shifting. You could even say that the upward end of the
spectrum is where souls pass on into Elysium, Heaven ot any
of the other glorious places that are the true afterworld for the
dead. Thave spoken with my kind who have come close 1o that
range of senxing, but no one has ever made it 1o that range and
visited Elysium.

“There is also a bower end to this spectrum — Hell. If you
cross low enough into this range, you indeed meet spirit
entities which fit my description of demons. lronically, there
is oo Limiit 10 how Jow my kind can go in the spectrum, but the
expericnce becomes so disturbing that there is seldom reason
o go."”

“So heaven is closed 1o you, but Hell is open for 1ourism.”
1 smiled at the irony. “Have you ever been there? Huve you
visited Hel|?"

*Yes, I've been there once. " Sahura shivered m the memory.
1 went once 1o help a friend.”

“Friend? Must have been a great guy if he went to Hell
when he died.”

He frowned st my comment. making me fear | had pressed
miy light humor too far. “No,” he said, “going to Hell because
you behaved incorrectly or sinned during life isn't entirely
true in my experience, | beliove where you go when vou dic
i more a product of individual belief. If a man believes he is
a so-called sinner and must go 10 u Hell when he dies, his
spirit is so weighted with negative thoughts that he may seli-
fulfill his prophesy and sink into Hell. I've seen it happen.

“The friend of which I spoke was miy third wife, a very dear
but unstuble woman. Afier | died, she committed suicide. In
my Ba form, | saw her spirit leave her body and tried 1o caich
her, but she was in biind panic and confusion, still weighted
with the anguish that led 1o her suicide. Her spirit immedi-
ately began v shift towards Hell. | sttempted to catch ber, but
Apophis found her first and swallowed her into himself.”

Sahura stopped there and stared out into the night. He was
visibly perspiring and his hands began to tremble slightly,

Sympathy forbade me to press him further, but my curios-
ity was stronger. “What did you do?™ [ asked.

His head wrmed iowards me, and he stared imo my eyes.
His pupils were dilated like a victim's before the Kiss. His
entire composure had shifted from calm conversation 1o
animal fear, "1 followed her in, Edward. Into Apophis ... into
Hell, and it ... itwas chaos and pain, like nothing the mind can
imagine,”

His voice trailed off, Tears were flowing down his cheeks,
and | could hear his heart thundering as his mind played back
the experience. Suddenly, he stuttered something in Egyp-
tian nnd then screamed out into the night, clutching his head
with both hands. His torso convulsed and be was sick on the
terrace,

He didn’tspeak again throughout the night. He sat mutely,
staring, s eyes oddly unfocused. 1 would have thought him
catatonic except for occasional movements and glimmers of
recognition when [ fed him. His mind was numbed by the
sudden and vicious memory.

By next sundown when | awoke, he had visibly recovered
his faculties. | apologized for pressing him, and he simply
waved off my apology as if the entire incident no longer
mattered,

“Edward, it"s time for us o visit another of my kind. 1 don't
believe | have adequately explained the spirit realm to you,
let alone the workings of the Ba and Ka, so 1 want to introduce
you o one of my kind who has traveled the spirit worlds
extensively. She currently lives in Brazil, and we will leave
tonight to see her, il you wish."
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We left that night on a chanered sevoplane. [t ook several
days by abr and sea 1o resch South America, and several more
days 1o reach our destination by riverboat down the Amazon

When | awoke on the sixth day of our Amaron cruise
Sahura asked me 10 come ol on deck. 1 followed him out 1o
the bow of the ship, smiling at the dark-skinned crewmen
who shot me fearful glances, Sahura had explamed o the
captain thar T was ill and anemic and had come 1o the tropics
Lo recuperale. The caplain was a rational man and belicved
the lie. The crewmen were superstitious and they knew
beticr

“Our hostess has sent word that we are close 10 her and will
armive tfonight. She will send some of her people 10 the shore
o greel is,” Sahum explaimed.

“1 hear drums.” | aid. The sound was a distant pulse
steadily growing louder

Sahura stood silently, holding his breath and strmmimg 1o
hear. “Well. | dom"t hear them yer, bt we must be getting
close.™

“You haven’t told me anything about our hostess.™

“Yeu, well, | prefer simple introductions. | don’t want to
impress my opinions of ber on you. But, | should at least iell
you her name, She is Queen Hetephrua, wife of Pharioh
Snefru and mother of Pharaoh Khufu, who was the builder of
the Great Pyramid at Giza.”

‘Oh.”

We stood silently for awhile. 1 tned 10 pick oul constella-
thons in the night sky. Sahura had been teaching me the paths
of the stars, reminding me that the alignment of the stars was
8 key to great magic, magic he had recently leamed from
Tehatcha-em-Onkh

| traesd] o concentrate on the hieavens, but the thythim of the
drums bogan to throb in my veimns, invoking the Honger. |
could smell the sweat of the crewmen eround me and feel the
blood racing in their veins, As the drams grew louder, so did
the call of hunger, until it pulled on every vessel inmy body

I had fed poorly throughout our iravel, and now the Hunger
wad demanding g due

The percussions were clearly sudible, and the crew began
1o fret. Sahum spoke to the captain in Portuguese and the crow
became calmer but shill walked about restlessly. Finally, as
the music and my hunger were aboul 0 drive me wild, we
rounded a bend in the river and could see a group of natives
on the near shore who were pounding skin drems and
dancing

Sahura painied 1o the shore. The captain wheeled the boat
around and then slid it up 1o the shore. | saw the captain
furtively holding a revolver as his crewman hopped ashore 1o
wrap the linings arcund trees. Another crewman threw the
plank down so that Sahura and | could walk ashore

We stopped before the primitive dancers and musicians
Thear hithe bodies and wild motion gave a sharp edge 1o my
hunger. The drums picked up tempo into 5 elimax of thander
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and then stopped. We stood on the shore, our hearts still
keeping rhythm o the vanished beat as the primitives pros-
traied themselves in front of us and then began to beckon us
into the jungle.

Sahura spoke once more 1o the capiain who nodded but
painted to his watch 1o emphasize the exient of his patience
We followed the brown-skinned primitives into the jungle.
Since it ks extraneous to my tale, | will not elaborate an the
sigrhits aned srovells that opened up to Yampinc senses in a rain
forest, bul someday you must go before the forests disappear,
It is a religious experence, and il lemporanily soothed my
Hunger that evening

However, my relief was shon-lived, for as we approached
the natives” scitlement, they shouted ahead to their people
who began a drum beat and dance whose size and emotion
casily rivaled the previous performance of our guides, As we
arrived at the village, made up of a dozen thatch huts, | could
see scores of dark-skinned people wildly dancing 1o the
heavy beal. Sweat rolled from their limbs as they whirled and
jumped. Our guides seated us ot the edge of the circle of
dancers. My hunger was a caged beast in my breast

With a crescendo of drums, the dancers leapt one last time
and then spun away oul of the circle. A fire blazed to life in
the center of the urea as the drums picked up a slower, more
sensnous pace, sccompanied by a high-pitched reed whose
sounid floated in the air eorily

Queen Hetephras appeaned from a shelter, She wore a
loose dress of coarse weave that shid around her dusky limba
as she began to dance, Her black, lostrous hair was braided
behind her, and green kohl highlighted her dark eyes.

Ihad read in Sahura's literature that Egyptian women were
guite adepl at seducing men, and the Queen s dance was more
than enough proof of that skill. Her movements were infi-
nitely more refined than the lurching pace of the natives, yet
her limbs wove such wondrous patterns that her dance was
even more primal and erotic. | was transfixed in agony and
anticipation.

Finally, she wove her way near me, and cradling my chin
inher hands, she beckoned me to my feet. She led me straight
mnio the hut from which she "d emerged, while someone threw
the cover over the doorway behind us, shrouding the small
imterior in shadowy darkness. Outside the music sped back 10
i frantic tempo and the dancers howled.

In the darkness, my eyes were transfixed hy the pulse
along her slender neck and a stream of sweat running down
her bare shoulder, Feould smell the oily perfume covering her
Mesh

“I have heard Lecches give uncarthly pleasure to those
they touch,” she said sofily in thickly accented English.

Her bisnds cradled my head and pulled my face towards her
neck. My teeth broke her skin and she cried out but did not 1ex
go. Her amms wrapped around my head and then she moaned

loudly as the pleasure of the Kiss came upon us, Her blood
tasted oddly stagnant, but 1 paid it no heed and crushed her
soft body 1o mine and drank with her gasps in my ear

Her body wnihed against mine, but her arms did not
releake me until | had drained her, and she last her strength.
As | laid her body on the ground, a heavy fatigue came into
my body and | swooned to the dint floor, unconscious.

lawoke in the spirit world with Hetephms standing beside
me. The but was now a translucent film around us, and the
dancers oulside were blazing souls of life. The forest was
bevathiaking in its true form.,

Everything around me looked absolute, ai if | had never
really seen the entire object before. 1 looked nt my physical
body. It was a ghastly dark shadow on the pure ground, like
an inkblot on a clean page. A thin silvery cord ran from my
gpirit mto that black hole of a body,

Hetephms herself siood beside me unconnected o her
phiysical body . Her spiritual body was anppling. bright entity
barely distinct a8 a corporeal form. And then, as | watched,
another spirit form arose out of her prone physical body and
siood beside it. This new form matched her physical body in
every detail, but was duller and more solid-looking than the
spintual form beside me.
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The new form spoke 10 me. “"Welcome to the spirit world,
Mr. Edward Hollister. Now you can see for yourself how my
spirit divides when the body dies. | am the Ka of Hetephras,
the guardian spirit. My duty will be 10 look over our physical
body while the Ba roams these realms.”™

Then the swirling form beside me, her Ba, spoke. "Come
with me,” it beckoned.

Somehow I was caught in her spirit and pulled along as we
raced away. The spirit world became a blur of sensations
around me. We stopped as suddenly as we had started. | stood
on the sands of Egypt, looking at the Necropolis of Giza.

“Magnificent,” she said. “Too many buildings are con-
structed in this modem er without concem for their spiritual
wdentity, Our architects began with the spiritual conception
and crested the physical identity.”

The pyramids were indeed magnificent. Ax studied them,
I could see figures of men crawling about on the surfaces.

“Who are they™ | asked,

“The spirits of those who died balding the pyrumids. They
choose 1o remain bere, maintaining the monuments o which
they devoted their fives,”

“What can damage such monoliths?"

“The Desent Sand Siorm blows by, sneaking past the
Sphinx to eat away the pyramids.”

“The Sphinx?" '

She tumed me around. Behind us sat the Great Sphinx, a
gigantic spirit, guardian of the necropolis, The sphinx tumed
its heid towards us and languidly blinked its eyes before
tuming away,

“Oh my,” | said

“She's known me for a very long time, Edward. She lets
mi visit when | choose. | was buried here, you know,"

“With your son."”

“Yes, the darling brat. [t was the least he could have done.
Let's leave,” she said, and we raced away.

Hetephras showed me many things in the spinit realm —
the Grand Canyon, frolicking elemental spinits, a Mayan god
spirit world, and other places and things. To her, the spirit
world was an endless supply of pleasures and experiences.
She thrived on them, and said she spent much of ber immortal
life in the spirit world,

She gave me only a few wamings of places never o go as
aspiril. She said to beware of Switzerfand as it was a place of
refuge for her kind; beware the Himalayas, where the many
of the ancients played out their “tiresome” batile of Jyhad;
and beware Stonchenge and Easter Island. Then she thanked
me for o most pleasurable death and retumed me to my
physical body.

Immortality

Mummies have an immortality far different from thar of
Vampires or Faerics. The ritual which created Mummics has
actually deprived them of the ability to permanently die,
rather than given them the ability to physically live forever.
Mummy characters go through cycles of death and rebirth
similar to those of reincarnation, except that the Mummy
always returns to the same physical body upon rebinh. The
cycle of living in the physical world, physically dying, living
in the spirit world, and rebirth his been repeated for millennia
by the select few men and women from ancient Egypt who
were blessed (or cursed) by the spell of lsis and Anubis or
Set’s perversion of it

This chapter covers the death cycle of Mummies, detniling
each part of the cycle and the abilities of Mummies in each
phase. It also briefly discusses the Spirit World,

Dying

The great mystery — death. It's something which almost
everyonce has lain awake on some siormy summer might
pondering. What happens to us when we dic? Which religion,
if any, is cormect? One Greek philosopher said that be did not
fear death, for if there were a true afterworld, he was confi-
dent that he would find paradise there, and if deaith were
simply the dark end of existence, then he would accept that
as well, for who doesn't enjoy a deep, relaxing sleep?

It"s not the intention or theme of Mummy to explore these
questions, o here we'll make a distinction, for game pur-
poses, between true death and physical death. True death
takes a character out of the game world. She is physically and
spiritually “done for™ in game erms. For example, Bobbic
Willis, a mortal character, has her bungee cord rip in mid-
jump, and she head butts the ground at 70 mph. Bobbie is now
truly dead.

Onthe other hand., if Bobbie had been wandering Soho and
received the Embrace from a Malkavian prostituie killer, she
would suffer physical death and become a Vampire. As a
Vampire, her body is physically dead, but her spirit is still
joined with the undead body, so Bobbie is not truly dead.
Now, when the neighborbood witch-hunter puis o 2 x 4
through her heart and then barbecues her, she will be truly
dead.

Mummies cannol suffer true death. Unlike Vampires, who
can truly die, Mummies are absolutely immortal. Before the
character's death in ancient Egypt, the Culi of Lsis visited the
character and bestowed upon her the ritwal of eternal life,
When her body died, her spint was set free, but could not
travel to those select spinit realms where only the truly dead
may go. Dazed and confused, the Mumimy s Ba wandered the
spirit world, receiving instructions of her immonal power
from a spirit or another Mummy.
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Though Mummies cannot truly die, they certainly can and
do face physical death. They die in two ways: violent death
and spiritual release. Violent death encompasses all of the
normal demises which monals face — car nceidemts, gun-
shots, discase, salmon mousse, eic. Since a Mummy s spirit-
to-physical body connection has been broken and rejoined so
many tirmes, it is 2 bit more fragile, Nearly terminal wounds
are sometimes sufficient 10 sever the link and send the
charucter imo physical death.

Whenever a Mummy character's Health track drops o
Incapacitated, the character must immediately roll dice equal
0 her Ba score with a difficulty of 7 (adjusted by the
Storyteller according 10 the circumstances of injury). If the
character fails the test, the injury is so severe that the
Mummy"s spirit comes free of her body, If the character
passes the test, she remains barely alive as normal. However,
if the character suffers one more level of injury, shie will be
physically dead with no Ba roll needed.

Spiritual Release and Ba Loss

Mummies eventually face physical death even if they
avoid violent injury, due to the gradual weakening of their
Ba. When a Mummy is reborn inito his physical body, he will
normally have a substantial Ba score, Through the normal
course of living, his Ba is gradually weakened as its energy
15 used 1o maintain the physical body. When the character's
Ba score drops to zero, he physically dies and his spiris is
released,

The cycle is analogous 1o people who age 1o the point
where they are ready 1o die, and when they decide 1o die, they
inevitably pass away in shont order, Obviously, spiritual
release is preferable 1o violent death, since the character
knows death is coming and can prepare for it with proper
bunial rites and a melodramatic deathbed scene.

A character will lose one point of Ba about every decade
of life, depending on the character s lifestyle. If the character
abuses his body with drugs, fast food and a stressful jet-set
lifestyle. he should lose a point of Ba as quickly as every one
of two years. On the other end of the scale, disappearing into
a Tibetan monastery and meditating could prolong the Ba
capenditure to every two or three decades. Most Mummies
have some idea of this relationship between lifestyle and
spirit release, but they tend 1o lead whatever lifestyle they
prefer anyway. since they are accustomed 10 death and know
that they'Il be back to live agamn.

In addition 1o the natural loss of Ba, there are several other
witys characters lose their spiritual energy. For example, the
Magic chapter details some rituals that require the expendi-
ture of Ba in addition to Sekhem 1o successfully perform.
Also, extraordinarily traumatic events can cause the Joss of a
point of Ba. Physical trauma such as sustaining a Crippling
or Incapacitating injury requires the character roll Stamina
versus a difficulty of 7 or 9 respectively to avoid losing a
point of Ba. Emotional trauma such as grief from losing a

loved one, venting a fierce hatred and other intense story
scenes can be roleplayed and the player or Storyteller may opt
for u loss of Ha.

In addition, whenever the character perfonms actions
which woiild require a Vampire to check for Humanity loss
(evil or inhumane actions), the character must roll his Love
or Conscience Virtue against a difficulty decided by the
Storyteller based on the severity of the heinous deed. If the
character fails the roll, be loses a poini of Ba.

The 9 Parts of the Soul

The exact beliefs of the ancient Egyptians with regards 10
the human body and soul are imperfectly undersiood by
historians. As a culture, the Egyptians went through so many
gods, goddesses, beliefs and rituals that it is difficult to sift
through all the conflicting fragments to form a true picture.
It makes for great gaming though, since there's a lot to pick
and choose from,

In his ranslation of The Book of the Dead, E. Wallis
Budge, one of the best known Egyptologists, identified nine
distinct parts 10 the body and soul in which the ancients
Egyptians believed.

|. Khai — the physical body

2. Ka — a spiritual double or personality which took the
form of the human with which it was atached.

3. Ba — the soul which visited Ra in the aftcrworld and
could revisit the physical body at any time.

4. Ab — the hean, thought 1o be the seat of consciousness,
animal life and good or evil. It was weighed against a feather
in the afterife 1o judge the deceased.

5. Khu — the spiritual soul, the ethereal and immortal soul
most analogous to the Christian equivalent.

6. Sekhem — power or vital force.

7. Rem — true name, an integral part of a human's
existence,

8. Khaibit — the shadow, closely related to the Ba and
perhaps a vessel for it :

9. SOhu — spiritual body, an everlasting soul.

Many of the nine pans are essentially duplicates of one
another in form or function, different time
periods of Egyptian belief. In A World of Darkness:
Mummy, only the Khat, Ka, Ba, Sekhem, and Ren are used
for gaming. The Khu and SOhu are considered elements of
the person which pass on only in true death and are not used,
while the Khaibit is used as a spell (see Magic Chapter).

Being Dead

When a Mummy dies, her physical body, or Khat, re-
sembles any other corpse and will decay as such unless
preserved through magic or technology (severnl Mummies
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have credit at cryogenic banks these days). At death, the
Mummy's Ba and Ka separate from the Khat and become
individual spirit identities in the spirit realm,

If the character belongs 10 a player, he suddenty has rwo
distinct forms to roleplay. The two spirit forms cach have
their own will and purpose. They are still the same person,
and will never seriously dispuie with cach other, but are
nevertheless each separate and individual,

The Ren, or true name, does not have any discemnible
presence even in the spirit world. It is an unseen, yet inherent
and integral pant of every facet of the Mummy's body and
soul,

Ka

The Ka is the guardian spirit, charged with protecting the
Khat while the Mummy is dead. 1i holds very little of the
Mummy's imellectual capabilities, being somewhat single-
minded in its watchdog function. The Ka spint’s appearance
is that of a traditional ghost. In the spirit world, it takes the
form of the deceased, but is a softly glowing translucent
image. In the physical world, it is undetectable, Also like a
ghost, the Ka cannot leave the basic proximity (500 meters)
of the deceased body it is protecting.

The force of power of the Kaspirit is measured on a bublble
truck on the character sheet. [tisin the Mummy s best interest
1o keep his Ka as strong as possible so that it is sulficiently
powerful to fulfill its protective duties. Exercising any of the
Ka's abilities requires the use of Ka energy.

The Ka can become visible in the physical world for shon
peniods of time by spending one point of Ka. During its
physical manifestation, the Ka is able 1o speak sporadically,
but since it has a limited intellectual presence, its messages
arc often garbled and cryptic. The sudden appeanince of the
Ka is usually sufficient to scare away would-be tomb rob-
bers.

The Ka can also leave the vicinity of the body by expend-
ing a point of Ka energy. It can wander for a few hours,
mioving through the spirit world st an incredible pace. If it
does not retum before its time 15 up, i must spend another
point of Ka encrgy.

The Ka is the means by which the dead Mummy can
manipulate the physical world. By expending a point of Ka
force, the Mummy s spirit becomes semi-corporeal for a few
minutes. While in this form, it has the same physical At-
inbules as the living character, allowing it o manipulate
objects or even attack intruders. The only limitation is that the
Mummy cannot use any physical attribute al a rating higher
than his current Ka lorce. For example, a charncter with a
Strength of 5 and a Ka score of 3 would only have an effective
Strength of 3 when he manifests.

The danger of taking the semi-corporeal form is that the
Kacan be injured in this form as well. For every health level
that the character would normally lose as the result of an

injury, the Mummy instead loses a point of Ka, While in this
semi-corporeal form, the Ka spirit moves about normally,
appearing to walk, though it acuually floats just above the
ground.

If the Mummy's Ka force drops to zero, the spirit is
disrupted. It will be nonexistent until the Mummy regains
onc poim of Ka energy.

There are two ways for the Ka spirit to improve its force

rating. The first is through experience, and the Mummy can
spend experience 1o regain Ka

The second method is through offenings. I someone
sacrifices food and drink to the Mummy's spirit and the
Mumimy chooses to try to accepl the offering, the Ka may
gain & poind of force, The person making the sacrifice must
pass a Conscience Virtue roll against a difficulty of the
Mummy s current Ka. A pervon can make only one amemg
per year 1o honor the deceased in such a way,

I the sacrificial roll botches., the Ka spirit is in for difficult
times. The sacrifice confuses the Ka, so that it no longer
recognizes the deceased body it must protect. In a vain effon
to continue its guardian duty, the Ka will seek 1o protect all
that is dead or decaying by bringing it into itsclf, This beads
1o the Ka spirit wandering forth and consuming filth (dead
animals, dung, rotting fruit, the walking dead, etc.). During
this time, which may last days or weeks, the Ka spirit 15 nod
restricied to the proximity of the Khat. All told, the character
will lose two points of Ka and a point of Ba.
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The Ka con slso be uced agains other spants in combat,
allowing the Mummy 10 roll one die per poinl againsi o
difficulty set by the Storyieller which comesponds 1o the
wpinit s own power. Each success reduces the sparit's power
by one, allowing the Mummy 1o control or destroy it after
reducing it 1o 0.

Ba

The Ba is the soul or spinit of the Mummy, housing her
emotions and intelligence, Upon physical death, the Ba spinit
is freed from the Khat o roam the spint worlds. The Ba's
spiriual sppearance s vaguely similir 1o the Khat, bt shifts
and pulses with an éncrgy whose intensity depends on the
Mummy”s Ba rating.

The world that opens 1o the Ba upon death is the spirit
realm and all of iis forms. The realm holds the true form of
everything that exists in the physical world, which is but a
reflection of the spirt, Within the spirit realm, there are many
spirit worlds which can also be personified as beings, These
range from the Mother Earth, Gaia, w all of the ancien gods
culiures have worshipped.

Travelers in the spirit realm, such as the Ba, can attempt to
enter any of these apirit world entities. Within cach spirit
waorkd, the laws of physics and reality may change dramati-
cally, but there is always a theme or cohesive environment
within any partscular spint workl. For example, enlering the
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spirit world of Aphrodite, which was created by the minds
and souls of the ancient Greeks, would be a world filled with
sensuous passions and objects of incredible beauty,

The spirit realm and worlds are also inhabited by other
spirits, either benevoleni, malevolent or mischievous. These
beings have their own wills and carry out their own purposes
The Mummy's Ba is similar 1o these spinits in many ways,
since il is not connected 1o a physical body by a silver cord,
as are spirits of the living. For spiritual combal, treat a
Mummy's Ba rating as his Karma rating. The spirit worlds
are the playground and battleground 10 many ancient, pow-
erful beings and s of prime importance to those who manipu-
late the evemts leading to the Jyhad,

For the Mummy 10 ever see physical life again, the Ba
must recharge itself sufficiently 1o reenter the Khat and
power it. There are many ways the character can gain Ba
energy while in the spirit worlds. The primary way is by
giving service 1o or making sacrifices 1o spiritual entities
These quests and sacrifices are mainly events of pure Story-
telling and litile dice rolling 1o be shared by the player(s) and
Storyteller. Many require services of the character afier he
awakens 10 physical life. They are each unigue, 0 no niles
are presented for them. Below are some sample quests thal
might be good for one or two points of Ba,

Love — The character makes a pact with & spirit of love,
such as Aphrodite, saying the character will love and cherish
someone of extreme ughness or who i unloved when the
character is reborn. The spinit will grani the Ba. and heaven
help the poor fool who does not keep her promise. There iano
fury like that of a love goddess scomed.

The Barge — The character enters the service of the sun
god Kaon his war barge us it sails across the nighi sky. Every
night, the barge is attacked by the demon serpent Apophis
and his minions in an attempt to keep the sun from rising the
next day. The characier's Ba spirit must prove itsell in
Courage and Melee before Ra will grant it spiritual energy
If the character does not succeed in her tests, she may suffer
a spiritual wound resulting in Altribute loss or a small
permanent wound, such as logs of a finger, that will remain
with her phiysical body.

Guide — A benevolent spirit asks the character to guide
& okt soul —a ghost — to rest. The character may have 1o first
travel exiensively with the ghost, revisiting scenes of ita
moral life. The ghost may ask certain promises of the
characier as well, such as revenge or protection for loved
ones lefi behind,

Lupine Lore — Some Garou tnbes tell of places where
Gaia's energy still bumns bright, where 4 spirit can souk ieself
and renew its energy. The wolves may allow some of their
young 1o help the character search for the fount in the spiriy
realm, in retum for services or pacts from the chamcter

The time required for quests varies widely. The churacter
will probably require a lot of time (downtime, usually not
roleplayed) between quests to find another source of Ba. All
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im ali, the amount of time a character is dead depends mostly
on the Storyteller's desire, how many poinis of Ba the
character must rebuild, and how avidly the character wishes
o return to physical life. Some Mummics preferto live in the
spiril worlds for exiended periods of time,

Rebirth

Restoring the Body

Once the character has regained at least one point of Ba, or
has a Ba score of 10, she may attempt to rejoin her Ba and Ka
with her dead Khat. In order 10 be rebom, the character's
physical body should be more or less complete, To accom-
plish this, the Kamay have to travel about collecting dismem-
bered pieces and grouping them with the body.

The character can attempt a resurrection by rolling his Ba
rating against difficulty 11 - Stamina. Any successes the
character receives on this roll can be put 1owands reforming
her body. Any health levels (including Extras) that the
character's body suffered at the time of deasth must be
repaired before the character is resurrected. For every suc-
cess on the resurrection roll, the character must also spend a
point of Ba in order to heal one health level of damage.

For example, Sahura is gunned down by Followers of Set.
He effectively suffers two levels of injury past Incapacitated.
Before he can come back to life, he must heal his body
completely through successive atlempts af resurrection. He
will have to accumulate a total of nine successes on resurmec-
tion rolls and spend ninc points of Ba in order 10 reform his
body and then be rebam.

If the character suffers a nasty violent death, he will
undoubtedly have to make several resurrection attempts and
quest for more Ba energy between attempts. A violent death
will not be the end of a Mummy character, but the player and
Storyteller may decide that the game time required for the

characier to regenerate himself effectively takes him out of
the Chronicle. The player may opt to start another character
(mnd take better care of the new one).

Enemies of the Mummies, such as the Followers of Set,
have a good idea of what the Egyptian immortals must do to
resurrect themselves, and the Followers will go 1o great
lengths 1o destroy the Mummy's body when murdering a
Mummy. However, there is a limit 1o the physical destruction
which can be inflicted on the Mummy s body, For purposcs
of resurrection, the Mummy s body is never more than five
health levels below Incapacitated. This would represent there
being nothing but ahses lefi of the Khat. from which the
Mummy must regrow his body. This is not & common habit
of the Followers, since they usually find the grief they suffer
ai the hands of the Mummy's Kn and Ba doesn’t make it
worth their while to destroy the Mummy.

Amnesia

When a character is reborn. she must check each Skill or
Knowledge rated higher than her Intelligence Attribute. For
each such Ability, the player rolls Intelligence against diffi-
culty 6. If the roll fails, the character loses one raling point in
that Ability, The player must also make one general roll for
memory loss against difficulty 6. The degree of failure or
success 15 a generl guideline to the Storytelier and player as
to how much of the character’s past she remembers. Charac-
ters with Intelligence Atnbutes of six or more through
amulet magic are immune 1o this amnesise effect.

Living

Once resurrected, the character is alive for all intents and
purposcs, Perhaps the only discernible difference is 1o Vam.-
pires. The blood of a living Mummy tastes stale and foul 1o
a Vampire, and will provide the undead parasite with no
sustenance (no Blood Points). Also, the Mummy’s physical
body does not age even as has Ba gradually wanes,
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Stor'rtellinc]

Who can speak of eternify without a solecism, or think

thereof without an ecstasy?

— Sir Thomas Browne, Religio Medici

tnelage, Itis where [ learned the tale of Osiris and Set,

the story of [sis and Anubis, and most of all, the tale of
Horus. Unfortunaely, like the fobled Book of Nod and the
myths which that infamous lexicon has generated, the story
of Ogiris and Set most assuredly is not true in every detail.
Rather, it is an oral account, so mixed with biascs that it mises
as many questions as it answers. The lesson is therefore o
frustrating one, but also an exciting one, for it recounts
ancient events which 1 have come to believe spawned two of
the mightiest players in the Jyhad.

Sahura and [ were sitting at a Parisian cafe down the street
from the Arc de Tnomphe. | was admiring the crowd and
reveling in warmth from the evening Kiss' blood in my veins.
Sahura was reading and rereading a comespondence which
b had received through a peculiar courier that evening at our
hotel.

The letter had come strapped 1o the leg of a magnificent
hawk. The bird had dropped into our hotel room through the
open lermace and perched itself on the bureau. Once Sahura
had relieved it of ils message, it gave me a piercing look, cried
out, and then lefi the way it had come.,

1 st patiently, toying with a cup ol espresso and feigning
sips periodically. Sahura finally set down the parchment and
regarded me dourly.

l will now share with you my final lesson under Sahura’s

“It's as | expected. We won't be going through Switzer-
land. | tried 1o arrange an audience with Horus for you, but
such was not (o be. His hatred hasn't changed.”

My mind did not lock omto the name Horus when Sahurm
firstsaidit. Rather, | keyed on his use of the word “audience.”
With the possible exception of Tchatcha-em-Onkh, Sahura
had always treated his undead associnies ax peers and my
meetings with them over the past decades had been reason-
ubly friendly affairs. “Audience” carried an entirely new
hierarchical connotation.

I lified the letter from the table, amnd with his nod of
approval read it for myself.

Sohu,

Your lener surprised me. I thought vou had lost both the
Courdie fo communicate with me and the desire to enter into
imvmortol affairs

In response to your entreaty, | will decline. | am not
available now, nor will | ever be available ro speal with a
Leech, even a fledgling. My position on that mater has nor
wevered since the rime of my father

If you comtinue in your endeavor to educate the young
Kindred abour Our existence, vou are exposing vourself to
potential doom, If one of my Jyhad peers decides that such
dizssemination (x nof constructive fo his or her machinations,
your existence will end,
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Besides, your perceptions of events are so confined and
Jilled with misconceptions that you will be providing the
Vampire Neonates with an education of minimal valuwe. You,
like all of the Camarilla flock, are still guided by the illusion
that the Jyhad is a petty power siruggle involving only the
physical world thar vou ond 1 currently inhabir, You have no
grasp of the scope of the conflict, of Vampiric Golconda, or
the threats posed to the realms of the Ba,

In many ways, I envy your simple position. Take care,
COuRIrYman

Horus

“Horus? Osins and Sei? | thought those were figures out
of your mythology.”

Sahura signaled “no” by closing his eyes slowly and
reopening them.

“They are from history five millenmia old. They were real,
and still are. Calling them Gods and sons of Gods, however,
as my land did in ancicnt times, is not so very far from truth.
They were visible before humanity for but a single genera-
tion, yet their brief performance on that stage drew such awe
that they were worshipped as gods for 3,000 years, and their
names have endured in hurman literature to this day. Thus was
their might,”

“Who are they? Are they like you?"

“Edward, you must hear the tale of Osiris and Sei. But,
since ['ve lived three lives since it was last told to me, [ shall
not orate it for you. We will end our journey, and your lessons
as 10 the nature of my kind, back in my homeland. There is a
man there as obd as Horus, a man of my kind, who will sell the
story of our Gods.™

Two nights hence | was driving an abysmal litile car down
anarrow strip that Sahura maintained was indeed a road. We
had chartered a flight from France 1o a village outside Cairo
and then gone overfand from there. We were somewhere, be
it the middle of nowhere, in the Nile Valley. | doubt 1 could
find the place again.

During our travel, Sahura was tacitum. | pried him with
questions but received few responses. He was reticent 1o
speak morne about Homis until | had heard the tale from the one
we were now traveling to see — a gentleman named Mestha
== who Sahura maintained was the oldest Mummy in both
real and apparent years.

Ourtravels ended in a farming town made quiet in the early
moming. Under Sahura’s guidance we lefit the car and walked
for several miles, We left the town before tuming off the
main road and raking a side lane towards a small house in the
ficlds. Sahura continued walking past the small farmhouse
and into the fields of wheat. [ followed him down to the banks
of the Nile where Mestha stood gazing at the stars,

In the moonlight refecting off the Nile, | could see that
Mestha was an old, scrawny man with dark skin and a bald
head. Sahura spoke 1o him in what | could now recognize as
an ancient Egyptian dialect. Mestha’s only response was 1o

tum and regand us. My eyes locked onto his face, weathered
beyond morial causes, with deep furrows in his cheeks and
most beautiful and loving eyes | had cver seen. [ was
mesmerized by the ancient spiritual power and benevolence
in those eyes. We studied one another for several minutes
before Sahura spoke again and | recognized my name amid
his dialect speech.

Mestha smiled casily, his cheeks fitting intocheery grooves
formed from thousands of years of happy countenances. He
waved us loward the house and began walking. | followed
while Sahura lingered for a moment 10 reminisce with the
etemal river before joining us.

Mestha led us into his home, as spartan and simple on the
inside as it had appeared from the lane. He showed me to a
seat next 1o an iron stove. Cur entrance stirred a litle noise,
and woke someone sleeping in the bedroom adjoining the
room where we sal. Y awning and wiping slecp from her eyes,
awoman of inestimable beauty stepped through the doorway
from the bod chamber. Beneath ber night garments, [ could
see the curves of youthful flesh, Her dark eyes and exquisite
Face were framed by rich black hair which ran in free waves
down her back. | was entranced by this dusky-skinned Venus,

She spoke 10 Mestha, seeming to ask a question. The old
man responded casually and waved her back mio the bed-
room. She answered him and went back to her bed.

I urned 1o Sahura and whispered, "Who is she™

“Mestha’s wife,” he replied, and then chuckled as confu-
sion spread across my face.

Sahura tumed and spoke with Mestha, while | recovered
my composure, | must admit i was hard to take my mind off
of the woman in the next room, whose soft breaths calmed
inlo the regulanity of sleep. | had the Hunger.

Sahura succeeded in persuading Mestha 1o well his story,
though since the old man could not speak English, Sahura
was forced to translate the story (0 me. [ will now recoumt the
story for you as it was told 1o me. The whole of it is from
Mesiha's perspective, which sadly leaves out several cle-
ments of the narralive which would be invaluable,

Additionally, the story suffered long pauses Sahura later
told me resulied from the ieller banling his memory 1o dredge
forth the comect details. My friend said all Mummies suffer
a form of amnesia regarding events of their past lives, and for
someone a8 old as Mestha, the effects could be dire.

The Story of Osiris and Set

A rold by Mestha 1o Edward Hollister, May, 1972,
Like my ancestors before me, | was a farmer of the Lower
Nile. My family had dwelt on the river"s delta for generations

beyond our counting. We were governed by a lineage of
chicltains to whom we paid a tribute of crops, but the Nile was
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our troe dictator. Its floods and droughts controlled our lives
far more intimately than our chiefiains, who supported us
once a generation against Asiatic miders.

That was the existence | knew until my sons had sons, and
my life was taking iis last wums. During that time, our
chieftain fell il and died. His son, a strong youth named
Okirts, took his father's title and possessions.

Immedintely upon young Owiris’ ascension, there were
rumors of infighting in the ruling houschold. It was said
Osiris” younger brother, Set, was bent on taking the mantle
of leadership from his older sibling. Their political squab-
bling ended with Osiris banishing Set from the Lower King-
dom. Set wis tiken 1o the western desent beyond the suns
evening rest and let loose, never 1o show his face to the
Egyption sun again.

To add insult to his brother, Osiris claimed Nephthys,
Set's wife and their sister, ashis own mate, Through Nephthys
— some say by love, others say by rape — Osiria sired a son
whio was numed Anubis, Through his other sister, Lids, Osirs
sired another son named Horus, With his wives and progeny,
Oxiris began a roublesome rulership of the dela.

‘The etemal cvele of affairs and the stable borders of the
land he now ruled never pleased Osiris, He marshaled the
able men of the delta and marched repeatedly on the less-
civilized folk of the Upper Nile, meeting with linke success
in his ventures, Several years of this led 10 unhappiness in the
kingdom. Many people, myselfl included, lost loved ones in
these fruitless advances. My eldest son perished in one
campaign, and my second eldest was an officer in the armyy,
10 | constantly feared for his life as well,

Then my daughier. who lived in the oity, told me a very
strange man had entered the coun of our chieftain and held
council with Ciuns late a1 might. No one knew the ongins of
the stranger, but rumors abounded that he was a god, come o
aid our chiefiain. When rumors spread that the stranger killed
palace servants and desiceated their bodics, the storics changed
s0 that the stranger was now a demon Osiris had struck a deal
with 10 ensure success in balthe

After four moons waxed and waned, the stranger left, and
the palace was no longer the same. The chiefiain was struck
ill for several days and all thought be would die, | know now
that he did. He became a creature like you, Edward, only not
nearly as refined or 30 . .. 40 basicully human. He was driven,
even ruled, by passions for blood and conquest, | belicve it is
admissible for children o be carcefree and ruled by their own
desires, but when a grown man is ruled by his most basic
desires, he becomes evil.

Osiris was our ruler, and he was all-powerful 10 us, He
displayed new abilities of such vast magical power that he
instantly became known as a god. He claimed to control the
etemnal river itself, and indeed that season and for several
thereafier, the Nile was tsme and the lands plentiful. Thus
Osiris became known as the god of fertile fields.
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With this prospenity, no one pul moch stock in the blood
mcrifices Osins ook in his nightly courts. None noticed how
our little nation was mustering an amy of disproportionate
might, My son told stories of Osins sharing his own blood
with an elite cadre of men, who were in tums both the royal
guards and the crack troops on the battiefield. My sontold of
how a few of these guards were taken by Ouiris and made mto
the king s image

Oxins no longer dreamt of conguest to the south, so our
chariots rode cast against Asia. | believe the stranger had
played Orsiris for a fool and a pawn, giving him enough might
to threaten the Asians on their flank. | still do not know the
true political machinations that were involved, but at the time
| suspecied that my country wis being used as a piece on the
game hoard of the gods,

As for the rest of the royal family, I believe they remained
tinan, though lsis and Nephthys and their sons each dis-
played some talent for magic. Isis especially became known
a8 witch of great power, and she was loved for the charitable
miruches she worked,

As recall, we passed three years under this state of aifains
Our armies marched well into Asia, and my son grew quickly
in rank, bringing honor to his family (here Mestha broke from
the narrative 1o describe his son's private heroics in some
detwil. 1 have ormtted the accounts, though some were truly
impressive — as Mestha recalled them. Edward)

!—'.
F
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As an elderly man. these drstic changes in events were an
unplessant break in lifes stability, so when Set returned from
the westemn desens, | was poorly prepared for the pace of
change, especially for their growing involvement with my
own life

Sel. The name has rightly come to reek of evil. manipula-
tion and despair, Whastever transpired 1o the boy in his desert
wasicland banishment created a man of unnatural cunning
and total lack of buman love. Some, including those who
knew him best, later said that what returned was not Set at all,
but a demon masquerading as the lost prince. In any event,
he had become superior 10 Osiris in bloodlust, power and
desines.

Set planned his return to the coun of Egypt with exquisite
care. Osiris had just returned from an Asian campaign, He
was weary and nearly destroved afler o titanic batthe with o
creature my son described as half-man and half-hyena, which
smole Ogirts with great magics and powerful spirits, (A
lupine? Perhaps this tale became confused with Set and led 10
the symbaolic representation of Set as part man and pant dog.
Edward). A1 great cost, Osins triumphed against the beast-
thing, but his rewsrd was a return 10 a court sown with
wickedness and nipe with treachery

Several of his seemingly loyal servants presented him with
a golden sarcophagus shaped especially to the chiefiain's
body, 1o assure him pleasat stumber, When Osins Ly down
tiy rest, the cover was thrown and locked. Set appeared from
the form of & court snake mnd magically sealed the box.

Then there ensued a great batthe between Set and his
servants, who had infiltrated the court, and Osins’ own loyal
guardsmen. The battle was great. but sadly short, Osiris' men
were as sacks of wheat o be thrown about by the powerful
Set. Few of Osiris” faithful escaped.

After the clagh, Set’s minlons wrapped Osiris' sarcopha-
gus prison in lead bindings and ook it to the Nile's mouth
There il was taken out to sea and dumped in deep waters
However, another story holds that'the sarcophagus was not
dumped, but rather taken to acourt in Asia, where alliesof Set
watched over Osiris in his prison

Set ook absolute control over the land. Isis and Horus
escaped him, bui Nephthys was not so fucky, Though ber son
Anubis was saved and spiriled away, Set claimed his former
mate, There was soom trouble of some sort between the
couple. presumably because Nephthys refused to share Set's
accursed state (here Mestha apologized 1o me and reminded
me that the Vampiric state of these primal beings wan
somewhat different from my own. Edward]. Inrage, Set slew
MNephthys. The country moumed, and the anger of the heav-
enly house was brought 10 bear on the evil usurper.

Word came 1o me from riverboatmen that Isis had suc-
ceeded in spiriting away Osinis” sarcophagus from whatever
watery or uncarthly domain held it. She was to free Owiris, but
Set discovered the sct and interrupted the resurrection. In a
rage, Set cast open Osins' prison and set upon the motionless
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body within, rending the chiefian’s form mio hundreds of
pieces. These he ordered to be cast out about the breadih of
the delia, where they would languish in the darkest comers of
our land. Oxiris’ living country would be his hereafteras well.

The evil one captured Isis and Horus, binding them magi-
cally and with restraints, They were 1aken to Set's palace (o
suffer unspeakably for the evil god"s amusement. 11 was here
that Set plucked oul young Horus' eve and with it stole the
man’s Ba, trapping it in the stolen organ. Horus® body
became like a dry reed, with Isis constantly administenng
magics 10 it so the body would not perish,

This transpired for 100 long. with none brave enough 10
resist Set, until nyy son retumed from the Helds of Asia. Still
an officer in the army, and loyal in his hean 1o the queen, not
the treacherous usurper, he freed Isis and Horus in a heroic
escape from Set's fortress,

Now my son was brave, but also headstrong. He could not
fler all the way 10 Nubia without being found by Set's
minions, 50 he brought Isis and Horus to the only other place
be could imagine — my home. |, an old farmer looking
forward to dying, became an outlaw on my own land.

But the sight of the queen and the body of her son swept
away worries and sell-pity. My son had followed his heart 1o
free them. He assured me Isis' magic would shield them from
Set's scrutiny, but we must make preparations to hide them
from search parties. Meanwhile, my son traveled on in an
antempt to mislead the pursuit. The last | heard. my son was

captured entering the Upper Nile and put 1o desth.

My family protecied our charges zealously, We made
pravistons 1o hide them on the rare occasions when soldiers
or taxmen would call on the farm. In retum, we saw Lsis retumn
to full health, though her lamemtations over her son were
beyaond our power 1o solve. The queen did repay our kindness
wilh small favors, blessing our crops and our amimal siock.
For these and for the other spells which kept her son alive, she
sent my grandchildren scavenging far and wide for exatic
malerials.

One night, my young granddaughter woke me and, lead-
g mie by the hand, took me out to the shelter where Isis and
Horus were hidden. Isis called for me and | went to her side
as she mended her son’s vacant eye socket, a source of never-
ending blood loss. She told me her spells to keep her son alive
were slowly failing, and soon she feared the young man's
body would stop, With his Ba sucked out of his heart and
trapped by Set in the lost eye, Horus would never find the
Elysian Fields. [ must help her; [ must be brave.

The next moming, afier Ra dragged the sun into the sky
and Set had shut his eyes, Liis called 1o Anubis. She ook the
chance that her message would not be heard by Set in his
dreams as he slumbered through the day. but the time for risks
had come. Anubis answered, and commenced his jourmney 10
Join Isis st my farmland from whatever hiding place he had
taken.

Two days hence, Anubis arrived. He was a stout young
man of considerable wisdom for one of his age. At first, he
gpoke constantly of slaying the evil one for the murder of
Nephthys, Anubis’" mother, but when he heard the hoarse
rasps of life left in Horus' body. he began working with lsis.

For three days my children and grandchildren were semt
running 10 market and to the fields for various animals,
ointments and planis. For three days [sis and Anubis argued
and conjectured over the spirit world and how to save Horus.
Finally, they decided on their formula, and Isis approached
me.

“Wise and old one, your years will caich you in but o few
seasons. When | am gone, no one will stop the pain in your
joinis, or the cramps inside. Your life can yet have one more
great purpose, We must know if our formula is comect. We
miusl test it upon someone else. Your reward, if we succeed,
will be immense.”

I could not refuse my queen’s request. I bid farewell 1o my
family, and went with the two magicians into the hidden
shelier.

They killed me. Anubis fed me a cup of poison which
numbed my body and stilled my heart. Death is exciting,
especially now in my span, after | have expenienced it more
times. The first time, when | was o virgin at death, it was
sudden and frightening, Bul once your Ka walks from your
body, and your Ba passes into the spirit worlds, you experni-
ence a complete freedom, und all fear is gone. Then [ did no
control my Ka very well, so what transpired about my dead
body, | canmin say.

My next experience outside the spirit worlds was a calling
from lsis. She was hailing me back into her world. There was
an awful jolting which shook the fiber of my being. and | was
back. My soul had taken death’s journey for the first time,

Isis and Anubis were much relieved at my safe retum.
They spoke of successful spirit shifts and opening the door
between worlds with their magic. They seemed intent on
killing Horus® body in such a way that his Ba could always
return 1o it. They spoke with utmost concemn of how they
would ever free his Ba from its optical prison in Set's hands.
However, they were resigned to do what they could, and that
included killing Horus,

I was very weak. and their magics had visibly tired both
Anubis and Isis. However, they were intent upon completing
their work. They labored for the rest of the day and into the
evening before Horus® body gave its final rasping breath and
lay still. While Isis and Anubis slept, my daughters wrapped
Horus' body in linens. Such simple funeral fittings for the son
of a chieflam,

Al dawn, | broke fast with Isis and Anubis. Having
temporarily saved Horus, they schemed on how 1o slay the
usurper and recover Horus' Ba. | quickly gathered that they
had no wea how to slay a demon such as Set. Their only
conclusion therefore, was 10 once again recall Osiris and
hope the former lord could best Set. The idea evidenily
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appalled them; their loathing of Osiris was both evident and
surprising to me. They were commitied (o trade one demon
for another as long as Anubis had revenge and Isis restored
her son. | asked them if Set would know of their anempts to
revive Owiris, as he had when Isis mised the god from his
walery prison. Most centainly the evil one would know,
Anubis 1old me, and the youth bade me 1o send my family
away to safer dwellings.

| sent my family away as the young lord said, but |
remamned behind. | could not leave my land, and the affair had
become very personal to me. | was content to gamble with my
life 1o see the oulcome of the monal magicians as they faced
Set

Ixis began a ritual as Ra rode off the world's wesiemn edge.
When night fell, she had already summoned flocks of
wterbirds and sent them soaring over the Nile delia. Each
returned with a scrap of gristle, a dried bone or some worm-
eaten remain. Each plece was piled into a small heap of roticn
debris,

Meanwhile. Anubis had contacted the remaining servanis
of Owins and bade them come from hiding and ready them-
selves 1o face Sel. These servants, demons all of them, began
1o prmve ol my farm.

When Isis had finished her magic, and Osiris' corporeal
remnants were heaped in a pile, Anubis led my ox over to the
pile, and with my best knife, cut the beast"s throat. The ox was
spelibound and did not move or make a sound; it simply stood
over the pile of corporeal remains, gushing blood from s
veins. As the blood soaked into the pile, the servants of Osiris
cut their own wrists and added drops of their own blood 1o the
buth. lsis stood among them incanting a spell of powerful
necromancy to call Osirls' soul back from the netherworlds,

Slowly the dark magic took its effect. The bone began o
knit, the skin regrew, and the body of Osiris rose up. While
still a half living thing, it gasped out “He is coming, my
brother comes for us”

When the ox had finally collapsed, Osins lay on the
ground. He was a blackened, feeble thing. Isis and Anubis, as
wiell as the many servants, became agitated. Anubis called to
my dog and spellbound it as he had the ox. He ook it to Osiris,
but the chiefiain waved it away feebly. Anubis looked back
ai lsis in concemn, and then Osiris was upon him. The
blackened thing rose up with unnatural speed and grasped the
vourg man. Teeth the size of dagpers flashed from its skeletal
mouth and plunged into Anubis’ neck. The young prince
choked once and then collapsed as the father feasted upon the
son. lsls screamed in horror, | was sick.

When | recovered from the nauses, Osiris was standing
tall, blood bathing his bare and muddy chest. He laughed
aloud at Isis who had begun 1o weep, and then his gaze swepl
across to me. His eyes blazed and my limbs responded. My
lord wias hungry still, and | would feed him. My limbs moved
me towaed him like a sleepwalker, my mind was flooded with
dreama of youthful pleasures and boyhood memonies.

When [ was bt 3 few paces from him, my revens was
mterrupied. Directly above us was a loud crack of thunder,
and something flew into Osiris, knocking him to the ground.
The shock of the collision threw me aside so that [ npped
over the dead ox and fell. On my back, gazing into the sKy,
I saw them all descend from the sky like a flock of camon
birds. Set und his followers had arrived.

From behind the ox. 1 waiched as Osiris and Set fought.
Theirs was a titanc struggle amid the clashing of their
progeny. The two gods transformed from one shape 1o
another, their bodies Mlowing like water into one form or its
nemesis. Set became a great snake, Osiris grew the tlons of
& hawk. Owver and over the pair rolled. Set punched & taloned
hand deep into Osiris” back, then all of the evil one’s hair
burst aflame.

I heard 1sis calling names of magical power 1o aid Osiris,
I myself threw the slaughtering knife at the evil one, but the
weapon bounced off his skin as if it had struck a block of
stone. The struggle was between the two gods, and gradually
Osiris” weakness began to show. The fentility god was still
tired and spent. Finally, Set lifted him high in the air and
hurled him at my bouse. Midway through the air, Osiris’ body
burst into flame 5o that he struck the house like a star from
heaven. The tiny structure collapsed on him and began 1o
smolder and flame, The entire heap quickly becume a bon-
fire, consuming Owiris’ broken body.

*Curie you brother, for taking my son,” [ias wailed at Sev

The demon twumed o her. The battleficld had alrcady
broken as Osins’ minions fled and were chased down by
Set’s followers. Set faced his sister and slowly advanced on
her “1s this what you want sister?” he taunted, rolling a human
eve between his fingers. “1 don't recall you being very
supportive of me when | was banished. Would you like 10
courl my favors now?”

Isis began o name every maleficent force in her power.
The ground shook and swelled beneath Set. The heavens
roared, bathing Set in thunderbolts, and still Isis continued
her litany. Set finally broke free, reached out and slapped her,
breaking her jaw and tossing her 1o the ground.

“Your magics are nothmng. What god would bow down 1o
a monal woman? | command now, and you, sister, will join
Mephthys,”™

After 5,000 years, my mind still holds the next detail of the
story with the greatest clarity. The eyeball which Set held in
his hand tumed and focused on the evil one, as il the organ
had a will of its own. Indeed it must have — the will of Hons.

Then beside Set stood the avenger himself, barely corpo-
real in his Ka form. He was dressed in bantle finery with a
patch over his missing eye and a great knife in his hands. He
hacked into Set, shearing off the usurper’s phallus with the
first stroke. The second stroke split the eyeball, rapturing the
tiny organ. Honus was prepared for another blow, but with the
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frecing of his Ba, his spint form was disrupied and he
disappeared. Only his volce lingered, promising final doom
for Set

Sadly, my story mustend here. Osiris was slain and bamed
completely. Set abducted Isis as well as Horus' body, The
Evil One soon left our country. his vengeance complete and
his true trials just beginning. | belicve he sought fo find o
Horos' secret, my secret, Sahura's secret, through Isis and
through Horus® remains. He must have been afraid of Horus®
eventual retum, or perhaps he saw the magic as a means 1o
spread his evil and power beyond death itself. Eventually,
lsis must have succeeded in passing the secret of her magic
on, though the next of our kind 10 receive the spell lived a
thousand years later

As for myself, | ived out my years in relative peace, for Set
never knew the magic performed on me, and saw me as
nothing bt the lowlicst pawn in the game, fit only o be
ignored. | died again and began the real cycle of rebirth tha
hias seen me through the history of this ancient land. | have
never left her boundaries, but then 1" ve never needed o leave
tio Find happiness.

“Do you know mmy of the ritual which gave you eternal
life? Y ou're the only one | know who has witnessed it and not
jost received i al death?”

“No, Edward. | do not remember it. 1 don’t think 1 would
liloe that power, 1'm no magician, except for one charm which
| have used to keep my houschold satisfied through the
years.”

*What iz that™ | asked.

He smiled cheerfully and held up the mummitied remains
of something Set had lefi on Mestha's property uges ago.

The Eternal War

The miormation below is given to provide the Storyteller
with a frame of reference for creating stories about Mum-
mies. The information 15 known in bits and pieces by differ-
ent Mummies, &ll of whom have slightly different versions
and bintes about the events and the people involved.

The history of Mummies picks up where Mestha's wale
leaves off. Some of this information, filled with inaccuracies,
16 known to the Caman|la— see The Players Guide and also
The Hunters Hunted. Note that few Vampires of the
Camarilla know of the exisience of Mummies.

The Remaining History of Set and
Horus

Mestha's story ends when Set slew Osiris. Afier this
fratnicide, Sel retumed 1o his throne, but gave it up shonly
thereaficr, preferring to rule behind puppets and pawns. As

Egypt became stronger and its population grew, more and
mare Kindred came o the area, until by 3000 B.C. Set knew
his dayt as strongman were numbered,

Set’s influence over Egyptian politics quickly drew 1o a
end upon the returmn of Horas 1o the living. Directly afier his
murder of Osiris, Set had reimprisoned Usis at the palace m the
city that would one day be Alexandria. Seit tried all means s
his disposal to understand the necromancy which lsis and
Anubis had worked on Horus® body, but was unsuccessful,
Continually harried by Horus' Ka, Set finally freed sis and
with her, the body of Horus,

Upon her release, Isis gathered a cult of magicians 1o her,
and taught them her magic — especially the Spell of Life. She
wanied someone 10 know the magic in case Horus did not
awaken before she died, and there were complications with
his resurrection. 1sis hersell passed away, nol wanling the
curse af immaortality for hersell

Horus resurrected himsell hundreds of years later, when
he could no longer siand for Set’'s manipulation of Egyptian
nobility. When Horus awoke, he regethered and sirength-
ened the Cult of Isis. Horus and the wizards then bogan a
systemmatic destruction of Set’s progeny und severed Set's
magical domination of the Egyptian nobility. Many of the
Cult died, but they succeeded in breaking Set’s hold over
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Millennia passed during which Horus and Set continucd
their power struggle over Egypt, their mutual hatred growing
all the while. During this struggle, Horus quickly realized
that the Cult of Lsis, comprised of moral wizands, could nol
endure as could Set"s immortal progeny, so Horus instructed
the Cultto revive the Spell of Life and create more immontals
with the ntual. The Cult accepted the mission and sought out
a few select men and women of Egypt who could be etemnal
champions of truth. They found Egyptians of distinction
from all stations of life and bequeathed upon them the Spell
of Life as they died.

This practice went well for several generations, until
Horus began his nexi death cycle. Seizing the opporfunity,
Set, the master of cormuption, began to manipulate the Cultof
Isis in extremely discreet ways. The end result was that the
cult began io seleci its champions more by personal, political
or theological preferences than sincily by the quality of the
individual, During this era, many were selecied who were
something less than noble of heant and some were chosen
compleiely st random.

When Horus retumed to life, he reaffirmed discipline in
the Cult, showing them the devious ways which Sei had
begun to turm them from their path. The resulting discipline
within the cult made their future selection process incredible
ngid, tosuch an exireme that only a single man or woman wos
selected each century,

Horus and Set’s battle for Egypt ended around 950 B.C,,
when Horus, allied with forelgners from the west, drove Set
out of Egypt, killing all of the Cormupter's progeny. For the
secornd time in his life, Set was banished into the deserts,

But an Antediluvian is a difficult force o contain, In his
banishment, Set perfected his own occult and Vampiric
disciplines. He created a new family of progeny, and bound
them into sh organization of strict hierarchy. The real Fol-
lowers of Set were created,

Sometime near the tum of the ages, while Horus was dead,
Set and his Followers had enough of the Cult of Isis and the
expanding roster of immonals which the cult hod created. Set
and his Followers took the wizands by force, slaughtering all
except one man who they deceived into revealing the Spell of
Life — or so Set believed.

Anxious to finally use the necromancy he had been denied
Tor 4,000 years, Sct sclecied some of his montal followers to
test the Spell of Life. What actually transpired was a woeful
perversion of the ritual, partially due 10 ermors put in by the
shori-lived Cult of Isis magician and partially due to Set’s
cormuption of the magic in his desire 1o bind the immonals
created by the spell.

The five men and two women who were subjected to the
rifual became Bane Mummies, Seeing the magnificently
depraved beings be had created. Set named them after the
traditional manifestations of Apophis, the Egyptian devil
SErpent.

The knowledge of the true Spell of Life is known only by
Horus, and Set is the sole keeper of his own iwisted form of
the ritual,

When Horus resurrected in AD. 132, be lefit Egypt and
made the Alps his stronghold. Set in tum, disappeared from
the world in 33 B.C. Horus and Set still battle one another, but
it is no longer over control of Egypt — they have moved on
to mie important struggles. They battle on all the stages of
the Jyhad, Set directing his Followers from hibemation, and
Horus using the aid of powerful spirits and the fory-three
Mummies created by the Spell of Life to oppose Set’s
purposcs in both the physical and the spirit world.

Children of Osiris

Only one of Osinis® progeny survived the final conflict
with Set and his followers on Mestha's farm. Unknown to the
Followers of Set, a Vampire named Khetamon escaped the
destructionexperienced by his master and siblings. Khetamon
was a philosopher and magician in the count of Osiris wha
was made a Kindred by his pharaoh. Instead of reveling in his
new-found power, Khetamon was wise enough 10 see the
depravity of the soul thal wailed ai the end of his new
immortal existence. Determined not 10 begin the spinitual
metamorphosis inle a darker being, Khetamon began lo
philosophize as to the nature of his new existence and how to
curb the desires which would be his destruction.

Sei intermupied ihis pursuil when be ok control of the
land of Egypt. killing or scattering the progeny of Osiris,
Khetamon fled inte the Upper Nile until he was called back
by Anubis to Mestha's farm. There he lent his own magical
abilities to Lsis, and helped cast the Rebinth ritual upon Osiris.
Khetamon was left for dead after being struck down in the
ensuing battle. Set's followers left the crippled progeny of
Osiris where they lay, knowing the sun would destroy their
remains, However, while his brothers burned 1o ash as the sun
rose, Khetamon was able to remain awake due 10 his grasp on
Humanity and drag himself deep into the shelver of Mestha's
bam, where he was able 1o drink a goat's blood to regain
enough strength 10 burmow into the earth.

Khetamon knew Set’s minions would destroy him on
sight, 8o he fled Africa, not stopping until he reached India.
There he continued his spiritual pursuits 1o rise above his
Vampiric state. He vowed never to beget more of his kind —
never 1o spread his disease to others. Slowly be began to
gather Vampires who were themselves wastrels, und founded
the Children of Osiris,

Once Khetamon was confident that his growing Sect was
following the correct path, be isoluted himself from them to
expand upon the Disciplines necessary to sustain his purity of
spirit as he grew older, These in wrm he handed down to the
Children, and they became the Discipline of Bardo,

When Khetamon returmed from isolation to teach Bardo,

he also saw the growing power of the Followers of Set in the
world. He realized the self-imposed isolation which he and
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his Sect enjoyed was an exercise in selfishness. There were
morals and immortals who were suffesing from the corrup-
tion of Set. Khetamon called upon the Children of Osiris 1o
clandestinely begin their assault on the Followers of Set, and
all other Vampires who actively embraced the Beast within.

Currently, Khetamon is in torpor, presumable searching
for even higher Disciplines of Bardo which will grant anend
to Vampiric existence. His personal history, as a progeny of
Oisiris, has become muoddled in the 1eachings of the Sect,
Many Children of Osiris now believe that Khetaumon is Osins
and that he will soon retum o resurmect them from their
undead state back to a mortal exisience.

On Storytelling

This chapter consists of the details which tie Mummics
into a Storytelling Chronicle. The material is a potpourri of
topics including theme, storyielling techniques, sample char-
acters and a few Story outlines.

Theme

Not every story has a theme. Sometimes, a light fantasy is
a wonderfully pleasant escape. Some roleplaying sessions
will undoubtedly be escapist, because roleplaying is a great
menital departure into the fantastic,

However, if we really want 10 experience a story af an
emotional level, then it’s gol 1o have a theme. The purpose of
the Storytelling games is 1o help create and 1ell stories with
atheme. If we enjoy the hobby of mleplaying and spend time
with it let’s not senle for simple escapism. Instead, we can
vicanously experience the emotions that tell us about our-
selves. Not all education is facts and formulas — there's an
education about being human beings, a right-brained leam-
ing that comes from reading literatune, experiencing drama
and even storytelling.

Every story will have a different themne, but here are some
of the themes which work well with Mummy characters and
the stories about them,

1. Loss. The cycle of birth und death constantly remaoves
Mummies from the people and things they have grown to
love. For example, one Mummy who was developed in the
playtest Chronicle, 1 man named Khallaf, eloped with a
desert Faerie princess during his second life. Now, when he
lives, he is consumed with love for her and she for him, bat
her father rages at the sight of him and has killed Khallaf on
several occasions. Every time he dies, e loses touch with his
Faene lover until he is rebom again. His cycle of birth and
death i3 also a cycle of Jove and loss,

2. Meaning of Life. A Mummy character”s chosen Nature
is of vital importance to theme. Mummies have lived millen-
niia and have witnessed the rise and fall of civilizations, They
have seen millions fade from human memory while a dozen
make il into the pages of history. Inevitably, Mammies have

a deep erivis concerning the meaning behind their existence
and the existence of human life. To a large degree, their
Nature determines how they choose 1o carry on their immior-
tal lives. Some believe life has no meaning, so they enjoy
every temporal pleasure to the fullest, becoming hedonistic
Onhers who find no meaning to it all become deeply cynical,
even 10 the poml of manic-depression. A few become afraid
to fuce what they believe 10 be the truth — that there is no
meaning — so they hide from it by creating legacies of fame
Others rise above these and try 1o bring purpose 1o their lives
through leaming, or charity and compassion,

3. Revenge. Everyone thinks about getting back at some-
one, OF even at society in general, for the tragedies of life.
Anger is casier than grief, so it soothes the sorrow if we can
place blame on someone for life's misfortunes,

Mummies act on a supematural stage with Vampires, the
Garou, Feerics and the like. Thelr immorntal lives are occa-
sionally marked by severe tragedy brought on by another
immaortal or an entire society. They devote themselves 1o age-
long pursuits of exacting vengeance on the enemy.

A good variation to the theme of vengeance is the charac-
ter who falsely sets the blame for tragedy on another, perhaps
10 hide from herself that her loss is ber own Fault. Only when
she accomplishes her vengeance does she realize the hollow
truth she has pursued.
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4. Megalomania. Ancient Egypl was a land surrounded by
natural barriers of water, desert and mouniains. In predynastic
Egypt, fow had any udea there were other lands or other
kingdoms with their own kings. For the common person,
Egypt was the entire world and the pharach iis divine,
peerless ruler. The few pharaohs who were made Mummies
were the supreme beings of their age. Losing this prestige and
power does not come easily for some. Even after 4,000 years,
some would jump at the chance to reclaim it, Masguerade or
M.

Storytelling Techniques

The Vampire and Werewolfl rules describe several ad-
vanced storyielling techmiques. Many of these techniques fit
especially well into Mummy stories. In parmicular, the tech-
niques of fMashback and parallel stories are extraordinarily
effective. Begin a session by roleplaying events from 1,000
years ago. The players have little or no idea why the ancient
events are relevant 1o the main story, which picks up
modem tmes. Slowly, as the suspense builds, the players
roalize that not only were their characters pant of the ancicnt
evenls, forgotien due 10 rebinh amnesia, but the ancient
evenis ane directly related 1o the story of revenge or discovery
taking place in their era.

Other techniques particularly relevant to ancient Egyp-
tians is that of dream sequences and the use of dreams to
foreshadow events. The Egyplians were true believers in the
power of dreams and vision prophecy. No sorceress in her
right mind would ignore her dreams. OFf course, the players
may not realize they are entering the tragic events they have
foreseen in their dreams until they are right in the middle of
the evenl.

The World of the Mummies

In most Vampire supplements, the history of Clans,
Elders and the Jvhad is cryptic at best. This is done mainly 1o
reflect the fact that Vampire Neonates are really in the dark
when it comes 1o their true history and the power plays going
on arcund therm. While most Vampires know Litthe about their
origins and their powerful Elders, Mummies know, rela-
tively, quite a loL

Bane Mummies

There are scven Bane Mummies: Tutu the Doubly Evil
One, Hembomti the Roarer, Amam the Devourer, Qetu the
Evil Doer, Hau-hra of the Backward Face, Saatet-ta, Dark-
encr of the Earth, and Kharebutu the Fourfold Fiend. Qem
and Saalel-tn are women; the rest are men.

All Banes are cursed by the pervened ritual of etemal
damnation and eternal life cast upon them by Set himself.
Except for o few importani differences, Banes are similar w
wny other Mumy character. When they die, the Ba of Bane

Mummies do nol roam the spint world.  Instead, they are
immediately sucked into the spiril world of Apophis — into
Hell. There they must stay until they are released by the spini
10 be rebom.

As a result of the unspeakable torures and insanities
which they have suffered during their many deaths and
imprisonments in Apophis, all Bane Mummies are them-
sclves insane, with no remaining conception of compassion
or humanity. Banes have Social Attribute ratings of zero,

During their living moments, the Banes carry out the
unspeakable deeds which Apophis and his demons have
commanded them lo perform. The Banes also receive in-
struction from Set and his Followers, though this ofien
involves pacts betwoen Set and Apophis. Set is loath 10 make
mare Banes, seeing them as difficult pawns 10 control, and
mare under the control of Apophis than himself,

Banes make an excellent enemy to Mummies and Lupines
alike, since they serve Set as well as one of the guises of the
Great Wyrm. Also, their pervemitics and involvement as
Set’s pawns in the Jyhad will naturally pit them against
Vampires. The individual Banes vary in abilities and level of
power. Some are violently, psychotically insanc, while oth-
ers appear more devious and rational at a surface level.

All of the Bane Mummies have grossly distorted physical
bodies, For example, Hau-hra of the Backward Face does
indeed have his face on the back of his head, but his ¢lbows
and knees are double jointed, allowing 180 degrees of motion
$0 that he may move forward or back, no matter how you
define the two directions.

Amam the Devourer

Amam's given name s thought to be lost in antiquity,
though Set occasionally threatens the Banes with knowledge
of their true names. He was a mortal priest who served the
Followers of Set, enjoying the life of wealth and power he
built through blackmail, aided by the Followers. His mortal
days ended, and his eternal nightmare began, when Set
sclected him lo be one of seven te receive the horrible miracle
which credled the Banes.,

Upon his rebirth, Set named him Amam the Devourer, a
maost apt title. Amam s body is that of a powerfully muscular
man, except for his jaws. His jawbone and teeth are mal-
formed and preposterously massive. In addition 1o its abnior-
mul size, his jawbone also detaches and extends like a snakes,
g0 that Amam can swallow things hiz own size (the process
takes about an hour for something so large 10 be digested). In
combat, Amiamn s bite has difficulty 5, and does Strength + 3
Damage. To swallow an opponent, Amam must first grapple
her until she is immobilized, and then bite her every um.

Amam's missions for Set and Apophis are assassinations
(often there's no body found when the Devourer is done) and
rocovery of lost or desired goods. Amam has remarkably
pcute senses, especially smell. His weakness is his other
mental faculties. He is easily tricked and often forgets the
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goals of his mission, so Set usally directs his Followers o
accompany and dorect Ammm of s mssons — they am
him mnd then unleash him (o ket Amam do the diny work

Nuture: Conformist

Demeanor: Deviam

Birthyear: 27 B.C

Occupation: Priest

Physical: Strength 5 (6)*, Dexterity 3, Stamina 5
Social: Appearance 0, Charizma 0, Character 0
Mental: Perception 4 (6)*, Intelligence |, Wits 3
Virtues: All st 0

Talents: Alermess 3, Browl 4, Dodge 3, Intimidation 2,
Search 5, Scan 4

Skills: Acrobatics 2, Climbing 3, Hunung 2, Melee 2,
Unenteering 3, Stealth 2, Survival 3, Tracking 5

KEnowledges: Area Knowledge (many) 3, Investigation 2
Muagic Skills: Alchemy 3, Hekau 3

Background: Allies 2, Status 2, Supematural 4

Ka: 3

Ba: 3

Sekbem: 42

Willpower: 5

* Amam is frequently under the influence of Alchemy rs
wihnch increases his Aftnbutes
e e e o —

Masquerade

When all Mummies, except the Banes, first died, Horus
vizited their Ba and informed them of their immaortal state. He
also cxacted a promise from each 1o hide their immonal
power from mortals, lest they go mad for the power them-
selves, Todale, Mummies have been discreet enough in their
magics and their comings and goings 1o maintain their own
Masquerade, They all know Horus' wrath is awesome 1o
behold.

The Bane Mummies are another matter entirely. They are
direcied by Apophis notio grossly display their twisted forms
or their powers, lest mortals wise up to the demonic evil
around them and setually organize 1o fight it Set, ax well,
mstructs them (o remain hidden. However, occasionally they
are let out on too long of a leash on their missiona of evil, and
some moital ends op rving msancly about his sighting of
them, or newspaper writers find themselves rationalizing the
bizsrme so their editors don't call them nuts,
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(Characters

Amen Khal

Bom and bred into the soldiery of anclent Egypt, Amen
Khal served under Ramses the Great as the pharnoh s officer
in the campaigns against Asin. Amen Khal's entire life was
devoted 1o the methods of warfare, and it remuains his clemal
hobby. He has served practically every nation and fought in
miost great historical battles, as well a8 some that were never
recorded, He often lends his military genius to the undendog
of any conflict, as much for the challenge as fir any sense of
justice

He has proved 1o be one of Homs " most trusted supporerns

In times when direct action is required, Horus goes 1o Amen
Khiil o organice the necesiary mid or assassinition

Amien Khal ix a short, stout man w ith hight-broam skin. He
wiears his gray-black bair at whatever length s the climate
He dresses and talks like a soldier, conducts himself like a
[:v:nrrul and walks like a wamor. He s a ficrce leader and
bwilliant tsctician. The Followers of Set despise him, but they
tend 1o Jet him be

Amen i fascinated and appalled by the unprecedenied
pace of change in the methods of warfare since the dawning
of the lechnological era. He fought in both Workd 'Wars, and
moumns the lost days of honorable fighting and closer quar-
ters. He fought closely with the Algham against the Savict
invasion and saw how devastating the technological edge is
in warfare.

Natuwre: Survivaor

Demeanor: [hreclor

Birthyear: 12T3 B.C.

Apparent Ape: 38

Occupation: Warrior

Physical: Strength 5, Dextenty 4, Stanuma &

Social; Appesrance 2, Charisma 4, Manipulution 2

Mental: Percephion 4, Wils 3, Inielligence 3

Yirtues: Conscienoe 2, Coomge 5, Setf-Control 3, Honor 3,
Love 1, Truth 4

Tulents: Aleriness 3, Athlctics 2, Brawling 5, Diplomacy 2,
Dodge 4, Instruction 2, Leaderdip 4

Skills; Animal Traning 2, Archery 4, Anillery 4, Bom
Handbng 2. Camouflage 3, Carousing |, Climbing 2. Fast-
Draw 3, Fircarms 4, Heavy Weapons 4, Honting 2, Martial
Arts Weapons 4, Melee 5, Stealth 2, Survival 4, Throwing 2

Knowledges: Astrology 2, History 2, Heraldry 1, Lin-
guistics 4, Melcorology 2

Magic Skilly: Amulets 2, Necromancy |

Background: Allies 4, Contacts 3, Influence 3, Resources 2,
Status 2, Supernatural |
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Ka: 7

Ba: 5
Sekhem: 27
Willpower: §

Hetephras
Wife of Pharaoh Snefru and mother (o Pharach Khufu,

Hetephras was a powerful women of politics in ancient
Egypt. Through many political twists she was able 1o contact
the Cult of 1sis and was made an immornal while Horus slept.
However, she now regrets that decision, at least subcon-
sciously

Her life in the courts of Egypt was filied with temporal
pleasares. and now, as an immonal. she vainly searches for
new formas of gratificationto continually excite her otherwise
emyity life. She is very knowledgeable of the spirt world, and
can be a great help — if there's something exciting in it for
her

Hetephras is an exceedingly beavtiful woman, as befits the
wife of a pharaoh. She is shon by modem standards, lithe of
body, and has dusky skin, She frames her large, dork eyves
with expertly applied cosmetics, and wears her hair free or in
long braids soaked in (ragrani oil.

Nature: Bon Vivan

Demeanor: Gallan

Birthyear: circa 2620 B.C.

Apparent Age: 14

Occupation: Queen

Phiysical: Suength 2. Dexterity 2. Stamina 3
Social: Appearance 4, Chansma 3, Manipulation 4
Menlal: Perception 2, Wits 3, Intelligence 4

Virtoes: Conscience 2, Courage 2, Love 3, Honor 2, Self-
Control 1, Truth 2

Talents: Diplomacy 3, Empathy 2, Seduction 4, Trick 2

Skills: Carousing 4. Dancing 3, Etiquene 2, Music 2,
Skiing 2. Style 4

Knowledges: Anthropology 2, Arclitecture 2, Astrology 1,
Limgustics 3, Oocuhi 2, Spint Loge 4

Magic Skills: Alchemy 4, Figurines 1, Hekao 1, Necro-
mancy 1

Background: Allies 2, Fame 3, Influence 2, Resources 4,
Status |

Ka: 4

Ba: 3

Sekhem: 48

Willpower: 5

Horus, the Avenger

The history of Horus has already been discussed, but his
current condiion and activitics deserve some mention, For
the past several centuries, Horus hus made the Alps of
Switzerland his home. With the abd of spirits there, be is able
o monitor and secure his domain from astral or physical
imtruders. He does not permit any Vampires into his chosen
area of the Alps and even kicks them out of Switzerland
whenever he can, though be avoids the Caimites of Geneva
and Zurich. Horus still carries a deep-seated contempt for the
Kindred since the days of Osiris and Set. He views almost all
Kindred as expendable, and he views Set as an archenemy
muost foul,

For the past millennium, Horus has been actively engaged
in organizing Mummies and his other allies 1o thwart the
efforts of Set and his followers. However, the privale war
between Sel and Horus has far more vital implications than
just their personal vendettas, It is in reality one battle in the
war of the Jvhad

Homs always appears well dressed in golden finery, He
wears a jeweled patch over his missing cye and cames
several amulets and figurines of varied powers. He is tall for
an ancient man, standing nearty six feet, and is incredibly
proportioned due 1o his naturil physique and his magic.

In any group, Horus will sutomatically assume conmand
and control those around him. He can be overbeanng, but has
the power and wisdom to be in command of almost anyvone
He is undoubiedly the most powerful Muommy in existence,
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andl is one of the most instrumental players in the Jyhad. The
main difference between Horus and the peers of his power
level is that Horus s still quite human in many ways, He is
personable and somewhat informal in conversation, gquick Lo
anger and posscsses a very maortal spark of character and
nobility,

MNature: Cavalier

Demennor: Fanalic

Birthyear: !

Apparent Age: 21

Occupation; Magician, Son of Pharach, God
Physical: Strength 8, Dexterity 8, Stamina 8
Social: Appearance 7, Chanisma 7, Manipulation 8
Mental: Perception 8, Wits 7, Intelligence &

Virtues: Conscience 5. Courage 5, Self-Control §, Love
« Honor 5, Truth 3

Talents: Many

Skills: Many

Knowledges: Many

Magic Skills: Alchemy 5, Amulets 5, Celestial 5, Figu-

nnes 5, Hekau 5, Mecromancy & (Spell of Life is Level 6
Necromancy )

Background: Allics 5, Contacts 5, Fame 5, Influence 5,
Resources 5, Retaimers 3, Siatus 5, Supematural §

Ka: 10

Ba: Vanes
Sekhem: 99
Willpower: |0

L=

Sahura

Sabw was bom to a family of artisans already much in favor
with the pharaoh Snefru. Sahu received an extensive educa-
tion as a young man and became a scribe, first in the coun of
Snefru and then in the coun of the pharaoh’s son, Khufu.
Sahu became Famous for his depictions of the Egyptian sun
god. Ra, and the priests of the sun god honored Sahu with the
title added to his name, making it Sahura,

Sahura was gaining some reputation as a man of good
craftsmanship and solid chareter when be was struck with a
fatal dascase just days after receiving an honomble commis-
shon to work on the Great Pyramid. He died shortly thereafter,
but not before he was visited by the Cult of Isis.

Sahura has spent most of his immortal life as a student of
different cultures and different eras. He is an honest and
screne man of considerabie leaming and wisdom,

Nature: Caregiver
Demeanor: Conformis
Birthyear: circa 2610 B.C.
Apparent Age: 32

Occupation; Scribe

Physical: Strength 2, Dexterity 4, Stamina 2

Soclal: Appearance 2, Charisma 3, Manipulation 2

Meatal: Perception 3, Wits 3, Intelligence 4

Yirtwes: Conscience 3. Courage 2, Seif-Conirol 3, Love
3, Truth 4, Honor 4

Talents: Artistic Expressiond, Empathy 2, Poetic Expres-
sion 2. Writing 4

Skills: Debate 2, First Aid 3, Herbalism |, Meditation 3,
Pottery 2, Research 4, Speed Reading 3

Knowledges: Anthropology 2, Archacology 3, Architec-
ture 2, Astronomy 3, Cryptography 2, Faerie Lore 2. Her-
aldry 3, History 5, Kindred Lore 2, Law 2, Lingutstics 5,
Literature 3, Politics 3, Theology 2

Magic Skills: Alchemy 1, Amulets 2, Celestial 1, Figu-
rines 3, Necromancy |

Background: Contacts 2, Resources 4, Status 2, Super-
nadural 2

Ka: 6

Ba: 2
Seckhem: 36
Willpower: 7

Story Seeds

If the Storyteller allows players to select different kinds of
characters, she may be faced with the seemingly difficuly 1ask
of having 1o consistently integrate Mummiex and Vampires
or Mummies and Werewolives into the Chronicle. Develop-
ing storics of interest to both character types may seem
awkward at first, but the character types actually have many
simnilar interests at hean. For example, all character types are
involved in the machinations of the Jyhad, and all three types
will generally oppose the Followers of Set,

After a few storylines which mutually interest the chame-
ter types, the characters will begin to form their own bonds
which tend (o camry them through further stories. Common
enemies or the trading of favors with one another strengthen
the chamcter relationships enough that the Chronicle should
run smoothly.

To help give the Storyteller a mental jump stant on Story
plotlines involving Mummies, a feature Story is provided in
the following chapter. Also, the following Story sketches are
provided. These ideas may only be a subplot in the Chronicle,
or might serve as an outline for a plotline involving several
Storics,

1. Amen Khal (see Characters, above) requests the wid of
the Mummy character{s). He has been asked by Horus 1o
investigate Setite activity in a city near the Mummy charac-
ters {perhaps the resident city of any Vampire characters),
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A number of Setites have recently come to the city with an
interest in creating Bane Mummies as their servants. Pos-
sessing only fragmentary knowledge of the ritual Set used
those many centurics ago, they have begun their own expen-
ments, but find they need Kindred blood 10 continue. Rather
than risk their own vite or create Neonate Setites for the sole
purpose of research, they have taken to kidnapping.

This Story should require a great deal of cooperation
between the Mummies and Vampires, with the Mummies
probably having 1o rescue the Vampire characters from the
Sectites’ grasp. It should also make all the characters undying
enemies of the Followers of Set.

2, An aging genealogist has serendipitously put clues
(handwriting, portraits, birth centificates, name references,
fables) together and discovered the character's immortality.
The gencalogist threatens to reveal the character to the world
unless he grants the old man immortality. The gencalogist is
sure 10 have laid clues in various safety deposit boxes to be
apened if he “accidentally” dies, to prevent the charcter
from heardessly offing him. The character will have to be
devious. The old genealogist might be convinced that the
character cannot grant others the immortality which he
enjoys. and be further placated with stories of ancient history.
Perhaps the character could even cure the ailing gencalogist
and al beast extend the man's life.

1. The Mummy character is visited by the Ba of a dead
peer. The character’s friend has had her tomb robbed and her
body despoiled. The dead Mummy asks the character 10
retrieve the body from whatever irreverent disposal the tomb
robber made of il. Additionally, the character will have to
hunt down the amulets and potions taken from the Mummy s
tomb. Some of these items might have already gone 1o private
collectors who don’l appreciate the owners coming 1o re-
claim them.

4 A character dreams of & human-headed hawk (tradi-
tional symbol of a Ba or a messenger) flying 1o the character
Emotions of fear and urgency accompany the dream. The
hawk is plucked from flight and swallowed in the large maw
of demon before reaching the character.

After  few nights of the same dream, a duffel bag is
delivered 1o the character's residence. The bag was mis-
placed during an airline flight, and the airline is now deliver-
ing it to the address marked on the luggage tags — the
character’s address. The name on the bag is that of an Arabic
woman and one of the last names used by the character in a
former life. Along with 3 women’s robes and sandals, the bag
contains a scroll said to mark the location where the ruins of
the Library of Alexandna can be found, and also a hean
wrapped in black cloth, pickled in a jar.

The character’s granddaughter or perhups great-grand-
daughter has spent her life exploring the character’s exist-
ence and has discovened the character’s identity and where-
abouts, Her investigations embroiled her in the affairs of the
Setites, who tried 1o seduce her into their fold, but she fled
from them, taking one of thew hearts (see The Players

Guide). She never made it 1o the character and was abducted
and killed by Amam the Devourer, along with martal min-
jons of the Sctites. Her luggage, however, was misplaced by
the airline and is only now arriving to the character.

Amam will not rest until he has recovered the heart and the
scroll. The scroll may prove to be genuine or not.

5. A good Story for Vampires and Mummies is tracking
down someone (mortal, Kindred or Mummy ) who has been
branded with the Mark of Damnation (Level Ten Serpentis).
Tremere Elders want the unfortunate brought to them 1o cure
him. What does the branded one know, or what did he
discover thol made Set curse him? Why do the Tremere
Elders want to help him — is it out of the sheer goodness of
their bearts? (Not!)

e e

Glossary of Names

The following list of names is taken directly from the
indexes of the books refercnced in the bibliography. The
names include objects, people, gods, and places. The list is
intended to provide the flavor of Egyptian names, so you can
creale your own,

Abydos
Achoris

Anubiz

Anzh
Apophis or Apep
Ashur
Ashurbanipal
Aswan
Asyul
Athribis
Aton

Atom

Avans

Bast
Bubastis
Busiris

Buto

Byblus
Cambyicss
Cheops
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Nefertan

Nefertiti

Nekhebet Tutankhamon
Nephthys Tuthmosis
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Bibliography

The emphasis of this supplement is to bring Mummies inio
the modem world, our world. They have lived throughout
history, and most of them have not clung doggedly 1o the
culture of ancient Egypt as Mestha has. Yet, in small ways,
they retain idiosyncrasies and habits of thought and behavior
that are throwbacks 1o ancient Egypt. So, since it is beyond
the scope of this supplement 1o brief the Storyteller on the
customs of ancient Egypt, let me encourage you to pick up
one or two books on the subject and skim them for insight.
Your storytelling will certuinly profit from the infusion of
rich detail, and the bargain is you leamn a lot in the process. |
sure have writing this book.

The following sources have been most beneficial 1o me:

Budge, E.A. Wallis, Egyprian Magic, 1901 original, 1971
by Dover Publications. Excellent source of anecdoies and

Egyptian tales of magic uge.

Budge, EA. Wallis, The Book of the Dead, 1899 original,
1989 by Arkana. Superb resource for & Mummy player.
Contains complete litanies which can be acted out as spell
incantations by the player,

Fakhry, Ahmed. The Pyramids, copyright 1961, pub-
lished by University of Chicago Press. A storchouse of facts
and diagmms on the architecture of ancient Egypt. A bit
scholarly in style, but still good reading.

Macauly, David, Pyramid, 1975 copyright, published by
Houghton Mifflin Company of Boston. [llustrated story book
showing step-by-step construction of a pyramid,

White, 1.E. Manchip, Anciemt Egypi — lis Culture and
History, copyright 1970, Dover Publications of New York.
This is a well-writien resource of culiure and history. It*s one
of the most entertainingly written history books that I've
COMme acToss,

Also, let me slip in a quick reference here 1o a very good
roleplaying publication put out by another gaming company.

Wajenburg, Earl, Mythic Egypr, copyright 1990 by Iron
Crown Enterprises (L.C.E.). This is a good source of informa-
tion on ancient Egypt that is already assembled and summa-
rized in a roleplaying format. You could easily pull informa-
tion out of it to run a parallel storvline in ancient Egypt for an

adventune or twa,
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Clﬂaf)ter ]:ive:

Pell's Dighway

Going down
By that time

MYy friends are gonna be there oo
I'm on the highway 1o hell

— AC/DC, Highway to Hell

Storyteller’s Synopsis

This Story is designed to introduce players to running
Mummy characters. It is assumed all of the characters will be
Mummies, although other types could be worked in by the
Stworyteller, Hell's Highway also helps the players explone
some of their newly created characiers' past lives and expe-
riences through a flashback.

The story begins with the assumption that the characters,
all being Mummies, know each other and are reasonably
good friends, or at least find one another interesting enough
to visit once a century. Throughout history. the characters
have habitually gathered together with their mutual friend
Khonseru (a feliow Mummy and a character played by the
Storyteller) approximately every 100 years, Together with
Ehonseru, the characiers all have a rousing good time,
partying and finding something dangerous in which 1o em-
broil themselves.

The 1990s prove 1o be no exception, with the characters
already gathering in the United States, where Khonseru has
promised to take them all on a road trip, guarantesing them
ahell of a good time. The characters meet. and while craising
down the freeway toward their unknown destination. begin
talking about old times. At these points in the story, the
Sioryteller will break from the present 1o flash back 1o one of
the characters’ earlier get-togethers centunes before. Once
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the historical party scene has been played out, the Storvieller
can returm the Story 1o the present and the road. Afier a few
such flashbacks, during which the players get to develop their
characters” history, the road trip ends. The characters exit off
of the freeway in a spintual journey toward Hell, for another
“fun" romp with Khonseru,

Khonsery has discovered a breach in Gaia, the Earth
Mother, which a demon is trying to exploit and wm into a
gateway connected 1o his home spirit world — Hell. Khonseru
has accepied the job of closing down the construction of the
gateway and has brought the characters along to help (what
are friends for?),

Every Storyteller has their own style, vo while po one can
dictate how to run the gaming group, sctting a certain mood
during the Siory can make it even more inleresting. The old
Twilight Zone shows, which often got their eenie feel from
taking mundane people in normal settings and interjecting
someone who also appearcd normal but was actually an alien,
angel or other supernatural being, are examples of one way
to handle the mood.

This story has a similar feel in that it will contain a lot of
normal events and normal people, but it also contains the
characters, supernatural forces pretending 1o be normal. The
Story begins with purely mundane events and builds toward
aclimax by interjecting more and more supematural happen-
ings, until the bizarre climax — the trip onto hell’s highway,




Khonseru (Bacchus the Beggar)

Khonseru was bom in ancient Thebes and abandoned 1o
the strects by his mother, As a babe, Khonsenu was cared for
by akind, but old snd senile, lady he scarcely remembers. She
died when Khonsers was five, leaving him 1o fend for himself
a3 a beggar and thief in the city of Thebes. He fared remark-
ably well, developing a vast repertotre of sad stories, money
scams and pick pocketing techniques

That the likes of Khonsens ever received the Ritual of Life
must have been a point of pride with Set, showing how deeply
he had corrupted the Cult of Isis and their selection criteria,
but the cult had the last laugh, because Khonseru has proved
himself to be a bizame but honorable immortal jester. Not
only has he been a willing pawn in Horus' plins against the
Setites, but he has also taken the initistive on several occa-
sions 1o befuddle the Setites or render some service to the
Epirits

Khonseru/Bacchus is 1.7m (5°6”) tall and has a beefy
trime. His skin is lighily colored for an Egyptian, but his hair
and eyes are dark black and brown, He always dresses
comfortably in cheap and well-wom clothes. In the States, he
prefers faded denim jeans, a black leather jacket covering a
t-shirt, dark shades and a neck bandanna,

Mature: Survivor

Demennor: Jester

Birthyear: 1191 B.C.

Occupation: Beggar

Physical: Strength 2, Dexterity 2, Stamina 3
Social: Appearance 2, Charisma 4, Manipulation 4
Mental: Perception 3, Wits 4, Intelligence 3

Virtues: Conscience 2, Courage 4, Self-Control 2, Love
2, Honor 3, Truth 3

Talents: Acting 3, Brawl 2, Dodge 2, Scrounging 5,
Sirectwise 3, Trick 3

Skills: Bnbery 2, Carousing 4, Disguise 2, Drve 3, Fasi-
Talk 3, Gambling 1. Lockpicking 2, Pickpocket 4, Stealth 2

Knowledges: Astronomy 1, Occult 1, Spirit Lore 3
Magic Skills: Amulets 2, Celestial 1, Necromancy |

Background: Alltes 2, Coninciz 4, Fame 2, Status 3,
Supemnatural 3 Ka: 6

Ba: 8
Sekibhem: 16
Willpower: 7

Roleplaying Hints: Playing Bacchus, as you prefer to be
called, is the key to setting the pace of the story. As long as
things are moving along and evervone's having a good time,
you'll be pretty quiet, but as soon as conversation lulls, you
do or say something incredibly offbeat and crazy, Ask
nonsense questions (Why' s a disee sosaller than o penny if i s
worth more?), interrupt someone with a primal scream or
direct incredibly personal questions to one of the characiers

You have a tendency to lie about unimportant details for
absolutely no reason; if there's a reason 1o hie then be hones:
You still have a habit of asking for things like money or other
kinds of heip. You lead im0 your begging by asking a lot of
questions which evoke “yes” nesponses before popping the
real plea for small change

Despite all these diosyncrasies, you are very sanc and
very crafty. Once in n while you will sheepishly grin afier
performing some lunacy, showing that you knew what you
were doing all along. You can be serious, courageous and
honest when the situation demands it, but do enjoy breaking
stressful situations by acting the jester,

Scene One: Arrival

Bacchus will contact all of the charcters and ask them 1o
meet &t Sun Valley Inn, a cheap motel just off of Inlerstate-
40ron the western side of Albuguergue, New Mexico. Bacchus
won't reveal much about his plans, except to say that he's got
this century's festivities all planned and that they "Il be taking
a bit of a road trip.

The Sun Valley Inn is a seedy dive where the management
doesn'l LI). young couples and never calls the police. In the
summer, the temperature is 100 plus degrees during the day
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and every cubicle has a window-mounted air conditioner
laboring to keep the dirty little rooms cool. Bacchus has
already reserved, but not paid for, Room Six.

Bacchus will arrive 4 little after 7 p.m., more or less on
schedule. He drives a Ford Thunderbird with a modified
engine that idles like echoing thunder. The body of the T-Bird
is painted a dull black-gray and all of the windows are tinled,
but not quite opaque. Bacchus is decked out in denim and
leather and puffs a cigarette with carcinogenic pleasure.

If the characters don't come outside at the sound of ithe
engine, he'll blast the bom a couple of times. When the
characters are outside, he 1l hop out and shake hands, smiling
and laughing at the way they 're dressed or how they haven't
changed much. He Il geteveryone to pile into the Thunderbird,
throwing luggage in the trunk, and then take off. If there are
100 many characters to fit into a T-Bird, Bacchus will arrive
in a garishly painted van with a number of rows of seats.

If anyone msks where they're going, he’ll say toward
Flagsiaff. He does indeed get onto the Intersiate and head
west toward Flagstaff, Arizona, which mileage signs show as
3004+ miles away.

Suggestions for Playing the Scene

Away from the gaming table, set up two rows of chairs
armanged like car seats. Anytime the story is taking place in
the car, move the group over to the chairs and roleplay the
scenes as live action. When the story isinto a flashback oryou
may require dice rolling, move back to the gaming table.

It helps to have a few costume props, such as a jacket and
shades, for when you take the role of Bacchus and go to the
driver’s seat of the “car.” Your players will tend to follow
your lead on acting out the live-action car scenes, 5o ham it
up some by playing Bacchus to the hilt ax cool and crazy.
Miming around the car (opening the door, tuming the key,
steering, ctc.) will also encourage the players to get into the
swing of the live-action scenes. You may think of other props
s well, such as a cassette player 1o serve as a car radio (you
can even customize a tape to include a bizarre assortment of
music, plus occasional newscasts which, among other sto-
ries, mentions a drive-by shooting at a rest stop on [-40 —
only the latest in a msh of violence along the freeway).

Scene Two: On the Road

The Interstate is warm and arid, with occasional cool
breczes felt through the open windows of the T-Bird as the
sun sets. On into the night, the air tums cold as the desert cools
off. The traffic on the Interstale is light, and should become
sparser as the ride continues, until the highway is desolate.

Omnce the chiracters give up trying to get information out
of Bacchus as 10 where they're going or why they're going
there, tum the conversation back 1o the old times. Bacchus

will start by asking the characters what they 've been doing
since they last met in the gay 1890s, The players may have 1o
come up with some imprompiu answers,

Al certain points along the ride, introduce the two flash-
back scenes and then roleplay them out, See below for tips on
running the flashbacks. In between flashbacks, feel free to
interject some ordinary events like the two examples below.

1. Gas Stop— Some time into the trip, Bacchus will begin
his pitch 1o one of the characters for money by leading into
it with “yes"” questions. Would you give a person dying of
thirst some water?, You manage to keep a life of luory don’t
you?,. Would you give o man some maney if he promised to
buy his family food?, etc. until he pulls imo a gas station |
minimarket where he'll pop the real question —Will ya give
me a $20 for gas and munchies?, Twenty bucks is nothing 1o
most Mummy chamscters, but the point is how imitating
Bacchus can be by belaboring a point before he asks. Even if
churactens offer him the money to shut him up, be'll decline,
scemingly insulied that they think he's still a beggar. After
he's quiet for a minute and conversation has umed 1o
something else, he’ll begin asking again.

He'll get acharacter o pump the gas while he goes into the
store and Ioads up on junk food. As a live action prop, you
mighi bring out a bag of junk food when you (Bacchus) retum
io the "car.” Again, the stranger the selection the belter —
Yoo-Hoos, grape soda, pork rinds, Zingers™, etc. Bacchus
will get someone else 1o drive as the inip continues.

2. Leadfoot — As soon as another character is dniving,
Bacchus will be on them to drive fasier, no matter how fast
the character goes. The T-Bird becomes very difficult 1o
handle at 120 mph. After a few Drive or Dexterity rolls, an
unmarked police carwill blur by going the other way and then
tum its lights on before making & U-tum 1o follow the
characters.

It*s up to the driver as 1o what 1o do, but try toavold gefting
the characters into a full-fledged chase that might result in
roadblocks and a disruption of the Story — better o let them
lose the police pursuit. If the character stops to take his
medicine, ask one of the other players to assume the role of
the state trooper and privately coach the playerinio giving the
driver a lot of gref.

e e .. e

Flashbacks

Presented below is a flashback scene. It is intended 1o be
kept rather short and specific, since no real historical back-
ground s given for the era involved. Bacchus will introduce
the scene while driving toward Flagstaff with some comment
like those listed at the beginning of each section.

It's up to the Storyteller and players how the flashhack
rolls oul. In the playtest of this Story, the Mashback scenes
became pretty crazy, filled with dark humor. Also in the
playtest, one of the players got the hang of shifiing into the
Nashbacks and suggested another flashback during the live-
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action driving by making a friendly coidown m another
character’s expense. The group went with it and played out
the scene spontaneously (it keeps the Storvicller busy). The
scene twmed oul 10 be a lot of fun due 1o the player involve-
ment. The point is feel free 1o add more flashbacks and letthe
players do most of the creating.

Guillotine Graves

Remember the time the Gauls offed poor Serentu’s head,
and we had to dig it up for him? That old quack came out and
it (@ character’ s name ) with the shevel,

A. The Tavern

The year is 1 783, It"s the middle of the French Revolution,
and the characters are gathening at a tavern in the middle of
Paris. Most of the city is celebrating the ovenhrow of the
pobility, so the sireets are already m a festive mood as the
characters come together for their centennial party.

As one of the characters approaches the tavern through an
alley, the Ka spirit of the Mummy Serentu manifests before
him. The character knows Serentu on a casual level. He was
a merchant in ancient Egypt and has spent much of his
immortal life with a passion for material things. Serentu will
explain that he was “misiaken as ane of the heartfess nobil-
iry™ und guillotined along with all of the others executed by
the mobs. He can demonstraie by grabbing his own hair and
lifting the head of his Ka form up from his neck and then
replacing it. He had been buried in a mass grave south of Paris
where his body will quickly rot to nothing. He will have to
spenid ages in the spirit world to reform his body unless the
character helps. Will he go and dig up Serentu’s body and
head and bury it properly with the preservation rituals?
Serentu gives directions to the graveyard and pleads for help
s his Ka fades away,

In the tvern, Bacchus is dressed in the taitered clothes of
a beggar adomed with patches of jewelry and boots obvi-
ously stolen from anoble's household. He is already well into
the ale as the characiers arrive. Bacchus will laugh st Serentu's
plight, bui he is all for helping the “poor dead bastard our of
the rotting hole.”

B. The Graveyard

The mass grave site sits around the base of a hill south of
Panis. During the day, wagons carrying the dead come 1o drop
of f their cargo, but at night it is almost deserted. The grave-
yard caretaker lives in a cottage at the edge of the grounds. He
spends his time tending the plots of the properly buried dead,
and has given linke notice to the mass grave pits that have
become the final rest for the guillotine victims. The old man,
Gregory, has even let o medical student come at night 10
collect cadaver pieces for study. If the characters arrive at

might, Gregory's cottage will be dark. The two mass grave
pits are covered with a mound of wel soil that will take two
hours to dig through.

As the characters arrive at the mass graves, Serentu’s Ka
will appear and thank all of the players for coming 10 rescue
him. He instructs them in which of the two mounds 1o dig. He
then beging a monologue of how dreadful these nobles are
when they are dead. They just can't handle the expenence.
Their ghosts whine around, getting in the way, 100 stupid and
confused io pass abong. “Vou showld thank me that I ve kepet
rhem from manifesting and bothering you",

As the digging continues, a rain begins to fall, tuming the
soil to mud, until the characters are swimming in a mud bath
of corpses and burlap sacks filled with heads. Serentu will
confess that he doesn't have a firm idea where exactly his
body is, what with all of the ghosts bothering him and his head
and body separated. An Alertness + Stamina roll against
difficulty 9 is required 1o chum through the mud long enough
to find the right body. None of the head sacks have Serentu's
head.

About this time, Gregory appears. As ordained at the
beginning of the flashback, he swats o character with his
ahovel and demands 1o know what they 're doing here. “You
weren' | supposed to come again umil romorrow night. Ay
Jool knows it was going o rain tonight, See what voiu' ve done
o the place, bodies everywhere, and where's my silver?"

Gregory is a crotchety old French man who doesn’t
appreciate the intermuption. He was expecting the Paris medi-
cal student and her hired hands tomormow night to collect
maore cadavers, Through bribery or intimidation, the charac-
ters may be able 1o get out the truth about the medical student,
inchuding the woman's name, out of old Gregory. The medi-
cal student has indeed taken Sereniu’s head.

C. Anatomy Studies

The medical student is Janette Lobue, daughter of a
wealthy and eccentric English diplomat 1o France. She stud-
ied medicine in Paris until the professors’ stupidity regarding
her sex forbade her from continuing her studies beyond a
nursing level. She began ber own research to spite the
university. With the belp of a few hired hands, Janette has
been collecting cadavers and dissecting them in the cellar of
her Paris fat.

The characters will have 1o do crank out the Streetwise,
Investigation or Arca Knowledge Abilities 10 track down
Janete. They may also opt 1o wait for her the following night
a1 the graveyand and confroni her or follow her home.

Regardless, Janette will do her best to deny everything
since robbing graves, even of nobles, isnot a popular activiry,
especially for a lady of society, The characters may press her
with evidence and make a deal 1o get Serentu's head back (it
is already partially dissecied, much o Serentu’s dismay).
Janciie may even commeni on how small the brain cavity is,
how developed the tongue musculature, etc.
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If the charncters try o force their 'way around Janefie's
hionse, they will have 1o tuessle with the hired hands who just
happen 10 be around.

The flashback can be wrapped once Screntu has been put
back together, or after the characters have rebuned him

After all of the flashbacks and road events you choose 1o
play are done, the characters will approach a Rest Areaalong
1-40. G o Scene Four and play through the ¢limax of the
story

Scene Three: Hell's Highway

As the group beging o approach a rest stop just off the
mierstate, Bacchus will have the driver pull over to the
shoulder and sop. Bacchus will then explan why he has
brought the characters here and nsk for their belp. He explains
that when he was dead a few years ago. his Ba met the
maveling spirit of a Zuni Indian mystic. The Indian instrocted
Hacchus in ameans to rejuvenate bhis spint energy (regain Ba)
and in retum, Bacchus agreed w investigate a scar in the spim
world near the Lum Indian reservation.

Bacchus has investigated the spirt world phenomenon
a:s'..-mé:".', 10 be disturbed !I:r what he secs. Arp ot qul!Iﬁ 140
north of the Indian reservation, a demon has found a breach
in the mpint world fabric of Gaia, the Earth Mother. He has
been exploiting the breach and seeking 1o build a connection

between the physical world and his home sprrit world of Tuat,
onc name for the Egyptian concept of Hell. The demon,
whose truc name 1§ Karamemii, has cansed a rash of murder-
ous violence to occur at the rest stop and along the nearby
streich of 1-40 in order to further poison the spirit wotld and
build the growing connection, Bacchus wants 10 enter the
wpirit world and find a way 1o stop Karamemiti from complel:
ng construction of the galeway

The Exit

If the characters agree to help, Bacchus will pull oot an
amulet, wrap its lenther thong around the rear-view mirror
andd activate the amihet. All of the character' s Ka sports will
be pulled from their physical bodics and their conscious
perceptions will shift 1o the spirit world. They will be seated
in a blurry but operational spiritual facsimile of the
Thunderbird. Bacchus will poini abead and ask the driver to
continue onto the exit showly

In the spirit world, the interstate ks an chony ribbon which
lays on the ground and seemi to crush the desert soil. The
ground on the sides of the road is cracked and parched. A thin
oil film eonstantly drains off of the road and dnbbies oo the
cracks in the ground. Ahead on the road the rest stop has
disappeared and in its place & a regular inleratale exil ramp

with a sign reading “Rowte 666 to Tuar,” with an omnge

sticker acrosy it reading “Under Construction”™
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Along the exit, there are ghost scenes of the murders and
violence Karamemti has instigated here near the interstate.
While the actual ghosts of the dead will be found later as
Karamemiti's construction crew, there is enough psychic
residue still on the scene 1o cause the murderous actions 1o
phybﬂkmqﬂﬂﬂﬂmﬂmnh.ﬂﬂthﬁgnf*hﬂhm
in thede scenes can be affected by the characters.

The content of the scenes is for cach Storyteller to decide
depending on the maturity of the gaming group. The purpose
15 1o let the players know that their characters have entered
into a serting and events influenced by realms of evil — this
18 no fantasy romp 1o slay a demon. The scenes portray
ordinary people out of control, performing acts of violent
rage and the descriptions should be just a bit shocking
Possible scenes could include:

. A man changing a tire on a family car. A truck driver
#tops 10 help, the two men begin 1o argue over how to remove

the lug nuts and the father kills the truck driver with the tire
N,

. A hitchhiker waiting at the rest stop asks for a nide
from a stopped car. The driver pulls a pistol from the glove
compartment and shoots, then gets out of the car to keep
shooting the fallen hiker,

. A state rooper {perhaps the one who stopped the
characters) pulls into the rest stop and discovers two young
teenagers parking and making out. He clubs the boy 1o death,

Again, the point is to shock a linde bit, so know your
exit 140 onto Route 666, Hell's Highway, they will lave the
scenes behind,

Tollbooth

Once off 1-40, a short stretch of road leads up to a rickety
shack of a tollbooth set between two lanes. Crosshars block
off both lanes and red-green traffic lights show that the lanes
are open. A loathsome little demon sits in the booth. His true
name is Khemsu, and he serves Karamemti. Khemsu wears
a uniform of sorts under which his body continuously oozes
about, causing the clothing to ripple and bulge obscenely.

When the characters stop at the booth, he will tell them to
pay the toll. If asked, he will explain the toll must be paid in
each of three vinues: Compassion (Conscience), Faith
(Honor), and Love. Every group wanting to ride Route 666
has to pay the 1oll. He will ask who is going to pay the 1oll of
Compassion.

Paying the three 1wlls requires the players to pool their
resources. They must select someance to pay the toll for cach
virtue. The same character can be selected for none 1o all of
the three tests. Once someone volunteers to pay one of the
Virtue tolls, Khemsu uses the power of the tollbooth icon to
send the character inlo a vivid daydream wherein the charac-
ter is tested for that vinue.

I the chamcter roleplays an obvious failure to the day-
dream fest (Le. succumbs 1o Khemsu's temptation) then no
roll is necessary — it"s an automatic failure. If the character
roleplays virtuously, he must still pass a Virtue roll against
difficulty 7 {possibly adjusted up or down depending on the
roleplaying outcome) for the Virtue being tested. Two or
more successes indicate Khemsu is frustrated by the
character’s shining resolve. One success is still good enough,
but the character will be plagued by doubts about that Virue,
doubts which may cause penaltics to future tests against that
Virtue as the character recalls his near tempation. A failure
indicates the character will carry serious doubts about the
Virtue for some time, and also loses a point in that Virue.

Khemsu will be very amused as memories rich with the
lost Virtue flash before the character's eyes and are then
forgotten forever. For example, a character fails the toll of
love and remembers moments of pure love shared with o
spouse from a previous life. The memories flood by and are
gone forever. With them go the enriching experiences that
gave the character a higher rating in the Virtue of Love
Whether the character passes or fails the test, the wll for that
Virue is paid,

Below arc suggested tests for each Virtue. The characters
will quickly discover that Khemsu doesn't play fair. The
“rules” of the game are specific and the characters had better
catch on quickly. Khemsu is bound to accurately answer all
questions about the tolls, except, of course, how to answer
them.

Compassion (Consclence) — The character is wandering
the overcrowded, sewage-filled streets of Calcutta. Refuse
and excrement fill the alleys, and everywhere people are
starving and disease-stricken as famine has struck the Indian
filg.ﬂtdmrcumupmlmnfmingchﬂﬁm
The character holds in her hands a small loaf of bread. She can
divide the loaf among all of the children, with cach getting
enough 10 case their hunger but nol enough 1o survive the
famine, or she can feed one child the entire loaf and he will
survive. What does she do?

Here Khemsu is trying to trap the character into an either/
or answer between only two options, and is also irying 1o
confuse the character between Compassion and Courage. It
takes courage and truth to let most of the children starve and
suve one, bul a purely compassionate answer is to comfont
them all. It's a very fine line between the virtues, but the test
is of Compassion not Courage, and the correct answer is to
help all of the children. Just saving one child is an automatic
failure,

Faith (Honor) — The character is an American soldier in
the Vicinam war. His squad is on an advanced search-and-
destroy mission to demolish a Viet Cong munitions stock-
pile. The character’s commander orders the character to
advance 1o the village near the stockpile and eliminate
anyone and everyone there, while the rest of the squad flanks
to the munitions. The character advances to the jungle and
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comes upon the village. In the distance sits the munitions
bunker. Six women and children rest in the shade around the
tiny village. What does the character do?

Again, Khemsu is playing on the character’s feclings,
trying to blind him from the iested Virue by puiting him in
a situation that normally calls for the tested Virtue of Honor
io be overpowered by virtues of Compassion. If the character
does not keill the villagers, he will see his squad move towarnds
the bunker, The women and children will poll out weapons
and sian slaughiering the squad in a crossfine — the character
has automatically Gailed.

Holding the villagers at gunpoint should give the character
o change 1o test the Virue. Killing them, as heinous as it ix,
is the cormect oplion and should eam the character a bonus 1o
his difficulty number on the 1201, Remember that Honor is
about Faith in one’s groups, leaders and institutions. as well
ax lovalty 1o them

; e
Lave—The character walks through the streets of his city, f . 1‘\%%"
an ancient Persian city-siate he rules. The people cheer and T | Iy '\r_. h
adore him, for he s & kind and benevolent prince. He boards T s :
ariverboat with his entourage and sails to a neighboring city- ?
state to visit the court of its king. The two city-states are close 13 Juf,

o wear, and there are hopes (o find peace.

At the court, the character is wined and dined by the other
royal houschold. Across the room at dinner he sees a daughier
of the king. She is strikingly beautiful; her dark eyes stane
buck at the character — the attraction is palpable between the
two though no words are spoken. (Note that the sex of ihe
vision personalitics cun change depending on the character’s
preferences), The chamcter leams that she is promised to a
noble of another city-state, a despicable mian and a tyrannical
ruler. The character prepares (o leave the court after striking
i uncasy peace with the king. As the charcter begins to
board his niverboat, the princess appears. She professes lo
love the character, repeating how handsome and brave he
appears. Will he take her with him, even though it could cause
one of two cify-stales 1o war agalnst the chamcter’s city?

The tesi o a version of the Helen of Troy myth. Khemsu
hopes 1 confuse the charncter between love and lost. The
character is led 10 believe that love is represented by the
relationship with the princess, though it is just Just. The love
being wested is between the chuacier and his people

In describing the vicion, the Sionyteller should repeatedly
wet subtly stress how besutiful the princess is, saying litle
about her beyond ber appearance, whereas the character's
people openly cherish the character, their ruler, They love
their prince and he has been loving w them. 1If the character
chooses to return with the princess, be i putting lust for her
above the love of his people, who will suffer greatly in the
ensuing war. The best option, which might lower the diffi-
culty of the Virtue test, is to tum away from her and leave
Other outcomes would adjust the test difficulty as the Story-
teller sces fil
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Once all three tolls have been paid, the crosshar will raise
to allow the characters 1o drive through the gate and onto
Route 666, The road beyond the toll booth ik pock-marked
with potholes, the concrete is scorched and cracked, and the
terrain beside the road is so dry, barren and hot that flames
erupt from it spomtancously.

If the characters say 1o hell with the twolls (literally), and
attack Khemau, they will find him a most pathetic opponent.
Ehetnsu has & Willpower of 2. For quick and dinty spirit
combat, compare the character’s Ka rating with Khemsu's
Willpower in a resisted test. The winner's successes repre-
sent poinis of dumage to the Willpower or Ka mting. How-
ever, even with Khemsu gone, the toll booth will not allow
the characiers to pass. Another demon will appear shortly to
assume the role of toll collector,

Scene Four: The Construction Crew

The characters will have about a 20-minute drive ahead of
them once they pass the toll. It is difficult to go fast on the
pock-marked highway, and the screams and scamperings of
unsightly cremtures barely visible on the horizon tend 1o
distract the driver and passengers. The highway is otherwise
festureless except for occasional road signs proclaiming
“Route 666™ or mileage signs: “Tuat 12/Dis 957,

At some point during the drive, a huge cement truck will
come barreling up from behind the characters” car, skimming
over the broken road as though the potholes didn "t exist. Any
passenger or the driver must pass a Perception + Alertness
roll against difficulty 8 1o notice the truck, and then the driver
miust make a Wits + Drive test against difficulty 7 to swerve
10 the shoulder and Jet it pass. A collision with the truck or
swerving off the shoulder into the flaming ficlds will disropt
the car and injure the characters — each lotes one point of
Ka. They will have 1o continue on fool.

Abruptly, Route 666 ends. Atitsend point, all of the ghosts
of the mortals who died through the rest stop violence are
chained together in leg irons and work with picks at breaking
up the soil ahesd of the road’s leading edge, or shovel and
smooth wet concrete into place on the road. The wet concrele
pours from the muxing truck’s back slide, ooxing onto the
ground in a bubbling syrup, Occasionally faces form in the
substance, contort with pain or longing. and flow away.

Three lesser demons, each with a Willpower of three,
manage the work crew. One works the controls of the truck,
while the other two take tums whipping the shovelers or
streaming a litany of curses and patronizing satire ai the
pickers. The foreman demon with the shovelers constantly
reminds them that they are stuck in hell with no chance of
getting 1o heaven. The pickers ook miserable and the shov-
elers are in consiant pain from the lashings. The demon
manning the truck controls mumbles “One part misery, two
parts pain”

Exactly how the characters choose (o handle the situstion
15 open. The demon foreman will talk to the characters, ask
them to help oul — “Here, just slip this shackle on and grab
a shovel, It s fun, no, really it is.” — or generally let the
charncters be as long as they don't interrapt. The cement
mixer constanily mumbles the formula for the gaeway
construction, so that he and his fellows don't forget it

The characters may simply squash the foreman and free
the ghosts, or do something more creative, like 1ossing the
demons into the wet concrete. Al some point Karamemii will
show up personally, sensing the disruption caused by the
characters. His form rapidly shifis and transforms from a
humanod crocodile to a fiery-skinned devil 1o a mass of
writhing serpents and on and on to 100 different forms. He
will mge and bluster at the chamacters. “Do you know who |
am, you sons of jockals? | am the Despoiler of the Dead, the
Lord of Rot. | am the worm ihat feasis wpon the dead
pharack’s eye 1o that he seex anly hell for all eternity. You
have interripred my work and must make compensation.”

Earamemti has a Willpower of ¢ight, and can sunumon six
malign spirits with Willpowers of three 10 do his bidding if
necessary. He will not immediately resort 1o violence, hoping
instead 10 rick or intimidaie the characters into servitude
rather than destroying their Ka spirits.

Karnmemti will challenge the characters 1o a contest of
names. Before the comest, he will negotime the terms of the
contest with the characters. ¥ ou can roleplay the negotiation,

WA ==




or roll dice, or do both. The roll is Wits + Haggling and is &
resisled test between the highest character rating and
Kuaramemiti's rating of five.

Karumemti will be negotiating for such things as service
from the characiers io help build the road, or al the very least
that they go away and leave the demon’s project alone. The
service might last arywhere from elemity (oa year, of maybe
until the highway's complction, depending on how well the
haggling goes for Karamemti, The characters will want to
negotiate for such things as canceling the construction,
tearing up the road, binding Karamemti not to cause more
rages along 140, etc. t's up 1o the players 1o sel forth thew
demands as they haggle,

Once the haggling is complete, and both sides have iromed
ol what they get if they win the contest of names, Karamemti
will begin. The test of names relies upon the characters' skill
at Hekeau Magic, which is a measure of how many true names
they know and how well they can use them. The characters
can pool their Hekau scores together into one rting (maxi-
mum of five) for purposes of the contest. The Stworytcller
should “cheat” in assigning Karmmemii a Hekau score de-
pending on the characters”’ total, Making it one less than the
character's total is generally a good idea, but no less than a
wo

The contest involves naming opposing forces to one-up
the other side. For example. Karamemti might begin by
naming a crocodile, then the characters relum my niaming an
clephant which could crush the crocodile, then Karamemti
retums by naming drought which kills the clephant, and the
characters return with the true name of water which cancels
thirst, ete. The contest can Inst as long &8 it siays inferesting.

You may decide to forget the dice and roleplay the entire
comtest, but if you want to prevenil any potential confugion or
squabbling over what beals what, you can regulate the
contest with the following dice method. Karamemii's first
turn is free — hie can nume anyihing — and will usually start
small (perhaps a rat) to feel the characters out. The characters
then come back with an opposing name, which the Storyteller
can judge for cleverness and modify difficulty aumbers
accordingly. The first round starts al a base difficulty number
of 4 for both the characters’ first repartes and Karamemti's
first counter. The naming side rollx their Hekau total against
the difficulty and needs ot least one success, or they have losl.
The entire contest is a susiamed test The fust side 1o
sccumulate a total of 20 successes wins (adjust the number
for i longer or shoner conlest).

In the playtest, the characters were quite clever. To over-
come a naming of death, they named rebinth of the body (as
it relates 1o Mommics' immortality. It was a very weak
comehack so they got a difficulty number penalty for thai
counter but still passed the Hekau test). They had sprung a
rap for Karpmemii, who pridefully boasied his own true
name as the Lord of Rot who dissolves dead bodies before

they can be rebom. The chamacters then intermapled the
contest (o intimidate Karamemii with the knowledge of his
e name,

Note that the chamciers don't necessanly have 1o know a
Hekau spell containing the true name of the item they use in
the comiest, nor can they remember the names used 1o use
themn again later (Karmmemiti's slip-up in the playiest being
an excepiion). After all. Hekau magic requires not only
knowledge of prominciation, but also a realization of how the
name fits the whole, This cannot be gained in a few shon
minutes.

Aftermath

If the characters lose the contest of names, they will mosi
likely be joining the chain gang on Hell*s Highway for some
time, The churacters may leave the Chronicle for a while. or
the Storyteller may dream up a “prison break™ Story forthem

Assuming the characiers win the conlest agains
Kamamemii, construction will be closed down. and the char-
acters can bring the mortal ghost laborers back out of the
highway where they will quickly vanish 1o higher spiri
workds, The story is over, for now, Karamemii, the Lord of
Rod, is not a good enemy for Mummies 10 have, secing how
they die a lof and have 1o keep their corpaes in good shape
The spumed and embarrissed demon will no doubt be back

ngain.
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