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AMUN-RE’'S MUMMY Undad

Val Char Cost Roll Notes

25 STR 15 14-  Lift 800kg: 5D6

16 DEX 18 12- OCV:5DCV:5

0 CON - -

12 BOD 4 11-

14 INT 4 12- PERRoll: 12-

18 EGO 16 13- EGO Roll: 13- ECV: 6

20 PRE 10 13- PRE Attack: 4D6

2 COM 4 9-

6 PD 3 Total: 10rRD)

4 ED 12 Total: 8 @D -2 vs heat)

4 SPD 12 Phases:

5 REC O

0O END O

0 STN - Total Characteristics Cost: 80
Movement: Running: 5"/10”

Leaping: 1"/2”

Cost Powers END

8 Undead: Elemental Control (8 points)
37a Life Support (all) -
53b  Cannot be knocked out (loses no powers) -
7c  Does not Bleed -
7d  No Hit Locations -

5 Tireless: Running 0 END Cost

12  Tireless: Strength 0 END Cost

1 Tireless: Leaping 0 END Cost

18 Undead: Armor 4 PD, 2 ED

6 Undead: Armor 2 ED (not vs heat)

6 Strong Willed: Mental Defense 10 -

10 Protected: Power Defense 10 -

4 Healing: Regeneration 1 Body/Turn, OAF
corpse, Concentrate 1/2 DCV, Gestures

62 Tomb Rot: Drain 5D6 CON; Recover per 0
Week, Persistent, 0 END Cost, GradutdE
One Week

43 Tomb Rot: Drain 4D6 BOD; Recover per 0
Week, Persistent, 0 END Cost, Linke@€ N
Drain, Gradual Effect One Week

e Ne o

-2 Running -1”
-4 Leaping -4”
-2 Swimming -2”

Cost  Skills and Talents

5 Wealth
5 Combat Skill Levels: OCV +1 Hand-to-Hand
Combat

4 Weapon Familiarity: Common Weapons

Total Powers & Skills Cost: 285
Total Cost: 370

PTS Disadvantages
-5 Vulnerability: x1 1/2 from Presence Atta by Holy
Men
-10  Vulnerability: x1 1/2 Body from Holy atties
-10  Vulnerability: x1 1/2 effect from Holytatks
-5 Physical Limitation: very light and thin

Total Disadvantage Points: -30

Ecology: Amun-Re’'s mummy is animate because his cursed
soul has no rest. It waits in the sarcophagud thrdilid is
opened. Once the curse is lifted, the spirit bdlfree.

Personality/Motivation: Amun-Re has two sets of person-
alities. As a mummy he longs to kill everyone fos be-
trayal and murder. As a spirit he longs to befreet and see
his land freed from the curse.

Powers/Tactics: Mummies are undead, and thus are im-
mune to many things that would be lethal to morsieh as
drowning and poisons. They are tireless, and canfor-
ever without rest. Mummies are fairly durablehaitgh fire
tends to destroy one rather rapidly. Mummies cae u
weapons, and can hit rather hard just with themybfists,
but their most feared attack is Tomb Rot, a hoerilshsting
disease that they can deliver to their foes. ¥istihat die
of Tomb Rot (which anyone who does not get some afor
healing is likely to do by a week’s end) rise agab a
ghoul unless buried properly. A mummy can, if lafbne,
feast off a fallen corpse to heal its self.

Amun-Re fights using his Rod of Rulership, whichds
fairly dangerous weapon, particularly in his hands.

Campaign Use: Although Amun-Re’s spirit wanders the
sands at night looking for someone to set him &eé end
the curse, all other times it rests in his mummd & the
sarcophagus lid is lifted, it returns. In the muynine only
lusts for revenge and death.

Appearance: Amun-Re’s mummy looks like a shriveled
and dried zombie-like form swathed in speciallyitsed and
prepared bandages. He has a rich crown on his aedd
jewelry on his fingers and arms.

Equipment: Rod of Rulership

Golden crown with rubies and emeralds worth 1 gid
silver

4 rings worth 15 silver each (gold and gems, betskigns)
Necklace worth 35 silver

3 Armbands worth 15 silver each
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HIGH PRIEST IASEDA Humana
Val Char Cost Roll Notes

10 STR O 11-  Lift 100kg: 2D6

14 DEX 12 12- OCV:4DCV: 7*

11 CON 2 11-

10 BOD O 11-

15 INT 5 12- PERROoll: 12-

15 EGO 10 12- EGORoll: 12- ECV:5
18/23 PRE* 8 12- PRE Attack: 2 1/2D6

10 COM O 11-

4 PD 2 Total: 6rEZD)

3 ED 1 Total: 5rgD)

3 SPD 7 Phases: 428,

4 REC O

22 END O

20 STN O

6 MRECO

40 MANAS5 Total Characteristics Cost: 52
Movement: Running: 6"/12”

Leaping: 2"/4”

Cost Powers END

30  Magic: 90 points of spells var

4 Blessed Robe: 2 PD, 2 ED Armor; OIF -

3 Blessed Robe: 5 Power Defense; OIF -

3 Blessed Robe: 5 Mental Defense (8 with -
EGO); OIF

3 Blessed Robe: DCV +1 -

Skills and Talents

Magic Skill 19-

KS: Kushite history 11-
Literacy

Riding 12-

PS: Priest 11-

Survival (desert) 11-
Oratory 13-

Weapon Familiarity: common melee
Paramedic 12-
Herbalism (deserts) 12-
Perk: Priest

Cost
15

NWWNWWNWEN

Total Powers & Skills Cost: 82
Total Cost: 134

PTS Disadvantages
-20  Psych Lim: fanatical Set Worshipper C/T
-10  Watched 14- by other priests

Total Disadvantage Points: -25

Ecology: The High Priest is in charge of all the priests an
is second only to Khazid al'Thadn in this area ower Ku-
shite Dervishes. Although little more powerful th¢he
other priests, laseda has great skill in magic arstkonger
personality. This has established him firmly is pbsition,
and no High Priest is more powerful in all the KitestDer-
vish peoples.

Personality/Motivation: Driven by an almost insane pas-
sion and zealotry for the twin goals of Set Worshiy Ku-
shite Empire dominion of the world, laseda is aspasate
and impressive leader.

Powers/Tactics: Only competent in combat, laseda prefers
to stay out of fights altogether. He will stay hand use
his magic to assist his guards but does not likégiat in
any way. In fact, if confronted alone, he will smrder and
try to persuade the PCs to let him free or let pirde them

to where they seek—and then at the first opportunétyay
them as meaningless infidels.

laseda can fight, and his Rod is more powerful ti@noth-
ers, which makes him somewhat more dangerous.

Campaign Use:laseda is a major threat but due to his cow-
ardice is only so while others are around. Helmam sig-
nificant help as well due to his many buff spelsl dealing
abilities.

Appearance: laseda looks like a tall, thin man wearing
white robes with golden jewelry and a golden jaakalsk.
He wields a staff that looks like a cobra head ogollen
and lapis crusted stick.

Equipment: 5D6 silver
Blessed Robes
laseda’s Rod

laseda’s Jackal Mask*

SPELLS
SPELL EFFECT ROLL
Smite 2D6 NND always hits -3
Sunlight 4D6 blast and 3D6 flash (sight) -3
Bless Armor 4 PD, ED armor aid, fade per day
(enchant)
Silence Darkness vs sound pers. immung -2
Foul Tentacles Entangle 2D6, 4 Def, Backlash -4
Hands of Set 1D6 NND continuous full damage -2
blast
Painstorm 2D6 Mental Attack AE: Mental -4
Sandstorm CE: -2 PER sight, 1 body, -1" run -3
-2" fly, 2” radius)
Terror 1D6, 3 DEF entangle vs ECV -5
Balm Heal 1D6 (regrow limbs) -1
Greater Cure Healing 4D6 (as damage) -4
Bless Weapon 2D6 Aid HK and HTA fades/hour -5
(enchant)
Accuracy +2 OCV for one hour -4
Warding 2D6 DCYV aid, fades/hour -4
Unmagic 12D6 dispel any one spell -4

34



KHAZID al'THADN Humanoid

Val Char Cost Roll Notes
16 STR 6 12-  Lift 240kg: 3D6
17 DEX 21 12- OCV:6DCV:7
15 CON 10 12-

11 BOD 2 11-

14 INT 4 12- PERROoll: 12-

13 EGO 6 12- EGORoll: 12- ECV: 4

15 PRE 5 12- PRE Attack: 3D6

14 COM 2 12-

7 PD 4 Total: OP

5 ED 2 Total: OE

4 SPD 13 Phases: 3,62

8 REC 4

30 END O

35 STN 8 Total Characteristics Cost: 87
Movement: Running: 77/14”

Leaping: 3"/6”

Cost Powers END
4 Tireless: STR 1/2 END Cost 1
3 Tireless: Running 1/2 END Cost 1
5 Missile Deflection: thrown objects -
6 Blessing of Set: Enhanced Perceptiofe#p -
2 Swift: Running +1" (7" total) 1

Cost Skills and Talents
10 Two Weapon Fighting
5 Riding 13-

6 Survival (mountains, deserts) 13-

4 Herbalism (deserts, mountains) 12-

2 Incantation 12-

2 PS: Leader of the Kushite Dervishes 11-
3 Oratory 12-

1 Literacy

5 Combat Skill Level: DCV +1

5 Combat Skill Level: HTH Combat +1

4 Perk: leader of the Kushite Dervishes
22 Danger Sense (out of combat, as sense) 11
15 Combat Sense 11-

10 Defense Maneuver IV

Total Powers & Skills Cost: 114
Total Cost: 201

PTS Disadvantages
-20  Psych Lim: Worshipper of Set VC/S
-10  Watched 14-: Kushite Dervishes

Total Disadvantage Points: -30

35

Ecology: Khazid al'Thadn is the leader of the local Kushite
Dervishes, the son of the man who first had a misiothe
desert sent by Set to restore Kush to its gloriie Kushite
Dervishes all look up to him primarily due to hatler's
glory, but they respect his skill in combat andvara skills.

Personality/Motivation: Khazid is not as charismatic as his
father and is far more inclined to explore and adiwes, but

is a good leader. He is just as fixated on thehKaempire
being reborn and is a devoted follower of Set.

Powers/Tactics: In combat, Khazid duels with a khopesh
and dagger, relying on his skill and light armorpimtect
him from attack. He has several advantages thath&e
given him: Khazid has the awareness of his surrimgsd
that Dervish Elite Guards share, he is very hamty does
not tire easily, and he moves swifly. Khazid atss trained
himself to block and deflect thrown items with ease

Khazid also has several magical items that he adbgugh
none are particularly potent, together they comtimea
rather impressive effect.

Campaign Use: Khazid is the main threat on the maze
level, he's bright and observant but quite deditdte the
cause and fanatical when confronted with the heathde
can be a powerful resource to survive, but ultifyate
threat.

Appearance: Khazid is a strikingly handsome man in black
and white robes of the finest quality, under red aitver
armor. He has a close cropped black beard andipier
eyes (think of the guardian leader in The Mummy).

Equipment: Wyrmskin Mithril studded armor (areas 7-17)
Countering Blood iron Khopesh of Striking (Khazid's
Khopesh)

Mithril Dagger

Fleaboots

Pendant of Shielding



KUSHITE DERVISH Humaaid
Val Char Cost Roll Notes

10 STR O 11-  Lift 100kg: 2D6

14 DEX 12 12- OCV:5DCV:5

10 CON O 11-

10 BOD O 11-

10 INT 0 11- PERROoll: 11-

13 EGO 6 12- EGO Roll: 12- ECV: 4

10 PRE O 11- PRE Attack: 2D6

10 COM O 11-

3 PD 1 Total: 3r@D)

2 ED 0 Total: 1rD)

3 SPD 6 Phases: 428,

4 REC O

20 END O

20 STN 0 Total Characteristics Cost: 25
Movement: Running: 6"/12”

Leaping:

Cost Skills and Talents

3 Survival (deserts): 11-

1 Transport Familiarity: camel

2 Weapon Familiarity: common melee weapons
3 Paramedic 11-

Total Powers & Skills Cost: 6
Total Cost: 31

36

PTS Disadvantages
-10  Psych Lim: Allegiance to Kushite religion
C/M

Total Disadvantage Points: -10

Ecology: Dervishes are the base individual who is part of
this religion and movement in Moskend. They arewar-
riors, but they are not helpless, either.

Personality/Motivation: All Dervishes are primarily moti-
vated by their desire to see ancient Kush retuchtha re-
ligion of Set be dominant, everywhere. IndividuaBve
their own personality and motivations in addition.

Powers/Tactics: The Dervish is not well trained in combat
but is conversant with basic weapons. Most wigldgers
or scimitars, some have slings or spears.

Campaign Use:These are cannon fodder, the rank and file
modern Kushite. They make up mobs and pilgrims.

Appearance: Kushite Dervishes wear robes in the desert, as
well as a head covering that is either a simpléanror a
hood. Their clothing is in layers to keep heat and made

of light fabric and in light colors to reflect heafhey are
usually poor and do not have fine clothing.

Equipment: Dervishes have little treasure, at most 2D6
shekels and a dagger or other weapon.



KUSHITE DERVISH ACOLYTE Humanoid

Val Char Cost Roll Notes
10 STR O 11-  Lift 200kg: 2D6
14 DEX 12 12- OCV:5DCV:6
10 CON O 11-

10 BOD O 11-

14 INT 4 12- PERRoll: 12-

13 EGO 6 12- EGO Roll: 12- ECV: 4

11 PRE 1 11- PRE Attack: 2D6

10 COM O 11-

3 PD 1 Total: 5rEZD)

2 ED 0 Total: 4rgD)

3 SPD 6 Phases: 428,

4 REC O

20 END O

20 STN O

6 MRECO

27 MANAO Total Characteristics Cost: 30
Movement: Running: 6"/12”

Leaping: 2"/4”

Cost Powers END
4 Magic: 15 points of spells var
4 Blessed Robe: 2 PD, 2 ED Armor; OIF -
3 Blessed Robe: 5 Power Defense; OIF -
3 Blessed Robe: 5 Mental Defense (8 with -

EGO); OIF
3 Blessed Robe: DCV +1 -

Ecology: Kushite Dervish Acolytes are training to be priests
of Set. They are of a higher social order thannieee Der-
vishes, and can command the guards, but not eliéedg.
Most Kushite Dervish Acolytes live in the temples.

Personality/Motivation: Even more devoted to their relig-
ion, Acolytes are similarly driven with a dream séeing
ancient Kush rise again and Set worship spreadsadiee
world.

Powers/Tactics: Acolytes have some small magic, and will
use it in combat. All have blessed robes (as de=tin the
Kushite Dervish section on page 36) and wield thed of
Devotion, which is a mace-like ritualistic weapon.

Campaign Use:Dervish Acolytes are light support for the
guards and a minor threat on their own. They ndt be
encountered solo, but as a group can be a sligigedao
PCs, or if approached correctly even a slight benef

Appearance: Kushite Dervish Acolytes look like the usual
Kushite Dervish, but their robes are of higher guakm-
broidered with red thread, and they have a proninetis-
played holy symbol of ivory in the shape of a jdkhead.

Equipment: holy symbol worth 10 cp

3D6 shekels

Rod of Devotion

Montariel (herb: heal 1D6 as damage) D6-2 (0-4edos

SPELLS

Cost Skills and Talents
7 Magic Skill 14- SPELL EFFECT ROLL
1 KS: Kushite history 8- Minor Cure (1) Heal Body 1/2D6 (6 body max) -1
1 Literacy .
3 Riding 12- Dazzle (2) Flash 2D6 (sight)
1 PS: Priest 8- Smite (4) 1D6 NND always hits -2
3 Survival (desert) 11- . . _
1 Weapon Familiarity: maces, rods, andesta Diagnose (2) Detect ailment L
3 Paramedic 12- Toxinfind (1) Detect poison -1
1 Herbalism (deserts) 8- Unsight (5) Darkness as an attack -2
1 Perk: acolyte

Total Powers & Skills Cost: 38
Total Cost: 68

PTS Disadvantages
-15  Psych Lim: Zealous in Kushite ReligiorSC/

Total Disadvantage Points: -15
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KUSHITE DERVISH ELITE GUARD Humanoid

Val Char Cost Roll Notes

14 STR 4 12-  Lift 180kg: 2D6

17 DEX 21 12- OCV:6DCV: 6

13 CON 6 12-

10 BOD O 11-

14 INT 4 12- PERROoll: 14-

11 EGO 2 11- EGORoll: 11- ECV: 4

16 PRE 6 12- PRE Attack: 3D6

10 COM O 11-

6 PD 3 Total: 11rPD)

4 ED 1 Total: 8rED)

4 SPD 13 Phases: 3,62

6 REC O

30 END 2

30 STN 6 Total Characteristics Cost: 68
Movement: Running: 6"/12”

Leaping: 3"/6”

Cost Powers END

6 Blessing of Set: Enhanced Perceptiofe#p -
Cost Skills and Talents

4 Weapon Familiarity: common weapons

3 Survival (desert) 11-

1 Literacy

3 Paramedic 11-

5 Combat Skill Level: Hand-to-Hand Comipbat

3 Riding 12-

22 Danger Sense (out of combat, as sense) 11

15 Combat Sense 11-

10 Defense Maneuver IV

3 Light Sleep

2 Perk: Elite Guard

3 Rapid Attack

2 PS: Guard 11-

Total Powers & Skills Cost: 82
Total Cost: 150

PTS Disadvantages

-15
-10

Psych Lim: zealous Set Worshipper C/S
Watched 14— by other guards

Total Disadvantage Points: -25
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Ecology: The finest warriors and most zealous Set worship-
pers can become elite guards, moving up from theplie
guards to the guards of the priests and most Hhalgep in
the temple. Very high on the social scale, théeEBuards
can command nearly anyone in the Kushites.

Personality/Motivation: In addition to being fanatically
devoted to the worship of Set and the return offKigsits
former glory, the Elite Guards are absolutely datid to
protecting the Kushite holy areas and priests.

Powers/Tactics: An Elite Guard is a fairly dangerous oppo-
nent, almost the equal of a PC. They fight withil gnd
have heavy armor, plus they have been blessed byoSe
have unusually keen awareness of their surroundifigs
plus their ability to leap from a dead sleep inirgtant con-
tributes greatly to their ability to protect theimrds. In
combat the Elite Guard’s first duty and inclinatisrto keep
the thing they are guarding safe, then to protemnselves.

Campaign Use:These soldiers protect the priests and inner
holy areas of the Kushites. Priests tend to hdemt
around, and the Elite Guards protect the most Bemsireas

of the pyramid and temple. They are a notableathre
whereas most of the Kushite Dervishes are not.

Appearance: Kushite Dervish Elite Guards wear a full suit
of scale mail with careful scrollwork and geometlesigns
on the metal. The armor is of an older style ofskénd
work, but is recognizably from the region. Benetht& ar-
mor is a scarred, tough, and strong warrior.

Equipment: Khopesh
Spear

Scale Mail armor (full suit)
Medium Self Bow

3D6 shekels

D6-2 Talents (0-4)



KUSHITE DERVISH GUARD Humanoid

Notes
Lift 160kg: 2D6
OCV:5DCV:5

PER Roll: 12-
EGO Roll: 11- ECV: 4
PRE Attack: 2016

Total: 9rRD)
Total: 7rED)
Phases: 428,

Total Characteristics Cost: 36

Running: 6"/12”
Leaping: 2 1/2"/5

END

Blessing of Set: Enhanced Perceptiofe#tl -

Weapon Familiarity: common weapons

Combat Skill Level: Hand-to-Hand Comipat

Val Char Cost Roll
13 STR 3 12-
15 DEX 15 12-
13 CON 6 12-
10 BOD O 11-
10 INT 0 11-
11 EGO 2 11-
13 PRE 3 12-
10 COM O 11-
5 PD 2
3 ED 0
3 SPD 5
6 REC O
26 END O
24 STN O

Movement:

Cost  Powers
3

Cost Skills and Talents
15 Combat Sense 11-
4
3 Survival (desert) 11-
3 Paramedic 11-

5

3 Riding 12-

1 Perk: Elite Guard
2 PS: Guard 11-

Total Powers & Skills Cost: 39
Total Cost: 75

PTS Disadvantages
Psych Lim: zealous Set Worshipper C/M
Watched 11- by other guards

-10
-5

Total Disadvantage Points: -15
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Ecology: From among the best Dervish warriors, the Ku-
shites choose guards for their skill, responsipitind dedi-
cation to the faith. These protect the Kushitess, loca-
tions, and act as lieutenants in combat.

Personality/Motivation: Dedicated to the worship of set
and the restoration of the Kushite nation, thesa are fa-
natics, but less so than higher ranking Dervishes.

Powers/Tactics:In combat, the Dervish Guards are compe-
tent, particularly against untrained opponentseyTihave an
unusually keen sense of their surroundings due gpegial
blessing that Set puts on them to match their jpositElite
guards fight with spear and dagger, and wear meditim
mor.

Campaign Use:Kushite Dervish Guards are the main sol-
diers in the Kushite army, there are a lot of thefiey do
the raids and act as police in the Kushite Dergsmmu-
nity. They guard less important areas, and aresiutite
command of the Elite Guards.

Appearance: Guards wield a spear and wickedly curved
dagger in combat, wearing a full suit of Bezaintedhor
under a robe with a jackal’'s head emblazoned offr¢ime.

Equipment: Spear
Dagger

2D6 shekels
Bezainted Armor



KUSHITE DERVISH PRIEST

Val Char Cost Roll Notes
10 STR O 11-  Lift 100kg: 2D6
13 DEX 9 12- OCV:4DCV:5
11 CON 2 11-
10 BOD O 11-
15 INT 5 12- PERROoll: 12-
15 EGO 10 12- EGO Roll: 12-
13 PRE 3 12- PRE Attack: 2006
10 COM O 11-
4 PD 2 Total: 6rEZD)
3 ED 1 Total: 5rgD)
3 SPD 7 Phases: 428,
4 REC O
22 END O
20 STN O
6 MRECO
30 MANAO Total Characteristics Cost: 39
Movement: Running: 6"/12”
Leaping: 2"/4”
Cost Powers
23 Magic: 70 points of spells
4 Blessed Robe: 2 PD, 2 ED Armor; OIF
3 Blessed Robe: 5 Power Defense; OIF
3 Blessed Robe: 5 Mental Defense (8 with
EGO); OIF
3 Blessed Robe: DCV +1
Cost Skills and Talents
11 Magic Skill 17-
2 KS: Kushite history 11-
1 Literacy
3 Riding 12-
2 PS: Priest 11-
3 Survival (desert) 11-
2 Weapon Familiarity: common melee
3 Paramedic 12-
3 Herbalism (deserts) 12-
2 Perk: Priest

Total Powers & Skills Cost: 68
Total Cost: 107

PTS
-15
-10

Disadvantages
Psych Lim: zealous Set Worshipper C/S
Watched 14- by other priests

Total Disadvantage Points: -25

Humanoid

ECV:5

END
var

Ecology: The Dervish Priests are the spiritual leaders ef th
Kushite Dervishes, they are the healers and siwrgroph-
ets of Set and the problem solvers. They tendsteed
objects and areas and are second only to the higét @nd
Khazid.

Personality/Motivation: Even more fanatical than most
Dervish, the Priests make their life the recovefryhe arti-
facts and secrets of ancient Kush, the spread toiv&eship,
and the recovery of the Kush empire.

Powers/Tactics: Kushite Dervish Priests have fairly potent
magic, and they use it in combat, but also are ldapim
melee combat. They rely on their Blessed Robeddtense
as well as the Dervish Guards. They use silencstdp
casting, foul tentacles and terror to restrain feeslight on
most targets and smite on tough ones.

If a Dervish Priest is with any escort or bodygyahgy will
have Bless Armor cast on them.

Campaign Use:The Dervish Priests are a more dangerous
encounter than other Dervish, and add magical pdwer
ordinary warriors. They are also a possible resmuif the
Dervish think they are friends. For a 1 sp feermaugic roll
penalty, the priests will cast “buffs” on charaster

Appearance: Dervish Priests wear fine robes with a fine
silver or felsteel Set holy symbol like the headaofackal.
When conducting rituals, they wear a headdress |tivdds
like a jackal’s head.

Equipment: Holy Symbol (worth 3 sp)
Blessed Robe

Rod of Devotion

4D6+4 Shekels

SPELLS
SPELL EFFECT ROLL
Smite 2D6 NND always hits -3
Sunlight 4D6 blast and 3D6 flash (sight) -3
Bless Armor 4 PD, ED armor aid, fade per day
Silence Darkness vs sound pers. immung -2

Foul Tentacles Entangle 2D6, 4 Def, Backlash -4

Hands of Set 1D6 NND continuous full damage -2

blast
Painstorm 2D6 Mental Attack AE: Mental -4
Sandstorm CE: -2 PER sight, 1 body, -1" run -3
-2" fly, 2" radius)
Terror 1D6, 3 DEF entangle vs ECV -5
Balm Heal 1D6 (regrow limbs) -1
Greater Cure Healing 4D6 (as damage) -4
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MUNAFIK Undead
Val Char Cost Roll Notes
23 STR 13 14-  Lift 640kg: 4 D@
17 DEX 21 12- OCV:6DCV: 6
0 CON - -
12 BOD 4 11-
25 INT 15 14- PERROoll: 14-
18 EGO 16 13- EGORoll: 13- ECV: 6
25 PRE 15 14- PRE Attack: 5D6
0 COM -5 9-
8 PD 9 Total: 13rPD 50%)
8 ED 24 Total: 13rED 25%)
4 SPD 13 Phases: 3,62
8 REC 6
0 END -
0 STN -
9 MRECO
43 MANAO Total Characteristics Cost: 146
Movement: Running: 6"/12”
Leaping: 0”
Cost Powers END
8 Undead: Elemental Control (8 points)
37a Life Support (all) -
53b  Cannot be knocked out (loses no powers) -
7c  Does not Bleed -
7d  No Hit Locations -
54  Tough: Armor 5 PD, 5 ED -
60 Resistant: Damage Reduction 50% rPD; Only
vs nonmagical attacks
30 Resistant: Damage Reduction 25% rED; Only
vs nonmagical attacks
18  Strong Will: Mental Defense 10 -
30 Unholy Strength: Power Defense 10 -
30 Dead Eyes: Flash Defense 10 -
3 Unholy Strength: Lack of Weakness 3 -
47  Chill Touch: Hand-to-Hand Attack 4D6 (5D60
w/STR; NND (requires skin contact), IFul
Damage, 0 END Cost, Only to add to18jte
Damage
33  Magic: 100 pts of spells var
8 Life Sense: Detect (life), Sense -
5 Life Sense: Ranged Sense (detect) -
5 Life Sense: Discriminatory Sense (dgtect -
-5 Leaping -5"
Cost  Skills and Talents
12 Magic Skill 25-
3 Spell Research 14-
2 Language: Arcanium fluent conversation
1 Literate
3 Knowledge Skill: ancient history 14- {Thbased)
3 Knowledge Skill: ancient secrets 14-TIbased)

Total Powers & Skills Cost: 454
Total Cost: 600
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PTS Disadvantages
-5 Vulnerable: x1 1/2 from Presence Attalsikd-Holy
Men
-5 Vulnerable: x1 1/2 Body from Holy Attack
-5 Vulnerable: x1 1/2 Effect from Holy Atlies
-20  Susceptible: Sunlight, 1D6/Phase
-10  Susceptible: Holy Locations 1D6/Phase

Total Disadvantage Points: -50

Ecology: Munafik is the ancient high priest of Amun-Re,
his confidante, advisor, and the man who saw &fsetomb
once Amun-Re was killed. He turned to the darkeagic,
became a Lich to stay alive forever and watch atfer
tomb, and lives there still. Liches are undeadi as such
do not have a diet or other usual biological preessor
needs.

Personality/Motivation: Munafik is fixated on two ideas:
immortality and serving Amun-Re, who he now conssde
god. He has no other motivation or personality this

point.

Powers/Tactics: In addition to being undead, and thus hav-
ing their benefits of feeling no pain and beingléss, Mun-
afik is an extremely powerful spellcasters. He t@stinued
his studies long after becoming this monster, aaith ¢n
power steadily. In addition to his magical powes,a Lich
Munafik is very resistant to damage, especially-nwgical
damage, and his touch is so chilling it causesfpagam-
age to bare skin.

As evil undead, Munafik suffers from vulnerability Holy
attacks and places. He is, however, almost totailpune
to damage due to the magic that removed his heBnis
spell makes Munafik have 75% resistant damage texafuc
to all attacks, physical, mental, adjustment, amergy. He
regenerates 1 body per phase while the heart isdeot
stroyed. Once it is destroyed, he’'s more vulnetadhe as
liches go is fairly weak. He also has no speciabl pof
Body to pull from (although his Manastorm robes| \uiélp
with that).

The following page has Munafik’s spells and histitacin
combat.

Campaign Use: Munafik is the big boss in the Pyramid,
he’s the toughest monster there. The Amun Re muismy
tough but not as much of a danger as this guy.

Appearance: Munafik looks like an ancient high priest with
a robed kilt and a top made of crossed vulture s/fiogmed
from gold and semi precious stone links. He hasoua
other pieces of jewelry and a headpiece that Idides a
cobra’s hood rising behind his head. Munafik lodike a
withered corpse, his skin is tight against bonask @nd dry
like a mummy unwrapped.

Equipment: Jewelry adding up to 75 silver
Manastorm Robes
Tombstone Talisman



SPELLS

SPELL

EFFECT

ROLL

TACTIC

Bleeding Touch

D6 continuous Body Drain

-2

Used against any target that gets too close

Flesh Worms (2D6 KA continuous penetrating) -3 Used on every target he can
Ghostfire (hellfire) | (D6+1 Hex effect KA continuous) Used on targets hard to hit
Malediction (#2D6 KA continuous NND does -7 Used on targets easy to hit
BOD plus Drain D6 DEX continu-
ous)
Plague of Terror -1" run, -2 Pre rolls, -1 CV, 2" rad -6 Used in the area around him
drain Presence 1/2D6
Smothering (Darkness and 2D6 NND -5 Used on groups
Darkness continuous)
Soul Leech (2D6 Body Transfer) -6 Used when harmed badly
Smite 2D6 NND always hits -3 Used rarely, only if unable to hit otherwise
Silence Darkness vs sound pers. immune -2 Used on casters
Foul Tentacles Entangle 2D6, 4 Def, Backlash -4 Used to restrain people moving too close
Hands of Set (Handg 1D6 NND continuous full damage -2 Used on very tough targets
of the Damned) blast
Painstorm 2D6 Mental Attack AE: Mental -4 Used on groups
Sandstorm CE: -2 PER sight, 1 body, -1" run -3 Used on groups getting too close
-2" fly, 2" radius)
Terror 1D6, 3 DEF entangle vs ECV -5 Used on targets that are harming him
Balm Heal 1D6 (regrow limbs) -1 Used on self if given time
Greater Cure Healing 4D6 (as damage) -4 Used on self if given time
Cloak of Awe (fear) | +3 DCV to sentients -2 Used on self as soon as the PCs arrive
Screaming Eyes Darkness 1" vs sight pers immun -2 Used on groups if they get too close.
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SPECTRAL PRIEST

Undead

Ecology: These are the spirits of loyal priests that Munafik
gave “‘immortality” to. They are yet loyal to Munkfibut
filled with hate for all life. They do not evengtend to go
through the rituals of their former life.

Personality/Motivation: Filled with rage and hate for life,
these priests are no longer holy men. They livey ¢a
serve Munafik and to slay all others.

Powers/Tactics: Spectres attack by their deadly magic
rather than personal touch, typically Dark Secretmic.
The spells used may vary, this is just a represigatarray

of typical magic is shown in the Powers sectionnc& a
Spectre is always to one degree or another inSutietét
really cannot cause much harm with physical attackke
Spectre uses its desolid form to move and gain raeya,
then its “Partly There” form to attack with, whidh still
very difficult to harm significantly without magitattacks.

Campaign Use: Deadly to face, each Spectral Priest is a
threat, and they are rarely encountered alone. sellzee
here to give the level an extra added danger, ande left
out entirely if the challenge is sufficient withathiem.

Appearance: Each Spectral Priest looks identical: a skeletal
form in priestly robes and vestments, with glowigiggen
fog around them and a form that fades the clossr gfet to
the ground.

Equipment: Spectral Priests have no equipment or treasure.
They aren’t even corporeal.

10 STR O 11-  Lift 100kg: 1D6
17 DEX 21 12- OCV:6/7 DCV: 6
- CON - -
12 BOD 4 11-
18 INT 8 13- PERROoll: 13-
17 EGO 14 12- EGORoll: 12- ECV: 6
20 PRE 10 13- PRE Attack: 4D6
0 COM -5 9-
5 PD 9 Total: 8rED) (50%)
5 ED 15 Total: 8 E0) (50%)
4 SPD 13 Phases: 3,62
4 REC 4
20 END 10
- STN - Total Characteristics Cost: 103
Movement: Running: 6"/12”
Leaping: 2"/4”
Cost Powers END
8 Undead Powers: Elemental Control (8 pts)
ab2 Undead: Cannot be Knocked Out (loses no 0
abilities)
b7  Undead: Does not bleed 0
c¢37 Undead: Life Support (full) 0
d7  Ghostly Form: No Hit Locations
22 Sense Life: Spatial Awareness -
12  Tireless: Strength 0 END Cost 0
4 Tireless: Running 0 END Cost 0
1 Tireless: Leaping 0 END Cost 0
27 Difficult to Harm: Armor 3 PD, 3 ED -
5 Spectral Eyes: Flash Defense 5 -
10  Spectral Form: Power Defense 10 -
23  Magic: 70 points in spells. var
60  Spectral Form: Multipower (60 pts)
6u Insubstantial: Desolidification; 0 END €fo -
(+1/2)
2u  Partly There: Damage reduction 50% rPD, -
50% rED; not vs magical attacks
Skills
15  Magic Skill (19-)
5 +1 OCV with all spells

Total Powers & Skills Cost: 303
Total Cost: 406

PTS
-10
-5
-5
-20
-10

Disadvantages

Vulnerable: x2 from Presence Attacks lmjyHMen
Vulnerable: x1 1/2 Body from Holy Attack
Vulnerable: x1 1/2 Effect from Holy Attes
Susceptible: Sunlight, 1D6/Phase

Susceptible: Holy Locations 1D6/Phase

Total Disadvantage Points: -50

SPELLS
SPELL EFFECT ROLL
Smite 2D6 NND always hits -3
Sunlight 4D6 blast and 3D6 flash (sight) -3
Bless Armor 4 PD, ED armor aid, fade per day
Silence Darkness vs sound pers. immune -2
Foul Tentacles Entangle 2D6, 4 Def, Backlash -4
Hands of Set 1D6 NND continuous full damage -2
blast
Painstorm 2D6 Mental Attack AE: Mental -4
Sandstorm CE: -2 PER sight, 1 body, -1" run -3
-2" fly, 2" radius)
Terror 1D6, 3 DEF entangle vs ECV -5
Balm Heal 1D6 (regrow limbs) -1
Greater Cure Healing 4D6 (as damage) -4
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This page is left blank so that the handout cagiben
without damaging other information in the adventure
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