Mummy Rules

Origins
It as been written that there existed Immortals long before & after the time of the Egyptians, however none have been as well known as the Mummies of Egypt. The secret to this process was given to Osiris himself by Thoth, the God of Wisdom. He used it to create the first Mummies of Egypt and kept the ritual a secret but soon it was known by others who also served Osiris who were not as careful in their selection of who was given the gift. It is even rumored that Set himself, the sworn enemy of Osiris and his son Horus,  possesses a portion of the ritual needed to create these eternals. But Set was unaware of this fact and the creations he made were not his to control. Due to the ritual being incomplete Apep was able to send his minions to inhabit these bodies and thus were created the Bane Mummies that we all fear. One of the benefits of being a mummy is that they are immune to the effects of paradox. 
Mummy Creation

Mummies are more powerful due to their age. Therefore they start with more points and free spells and crafts. The following is the guidelines for making your Mummy. Trait maximum is 16, Willpower maximum 12. Mummies are not restricted by generation in regard to affecting Vampires. Wound levels are None, Bruised, Bruised, Wounded, Wounded, Incapacitated, Dead. The freebie point will determine if you want a low, mid, or high level creation.
Item




Starting Amount


Maximum
Traits




7,5,3



16 Each
Abilities




5
Willpower




3



12
Influences




3
Levels of Crafts



1
Levels of Paths



2
Blood




6
Freebies 




150,250,400
Plus the Mummy knows  1 spell per level purchased. And a number of alchemy and amulet preparations equal to the levels of these crafts times 2.

Costs to increase after the first game.
Traits 




1 Each

Abilities 




1 Each

Influences 



1 Each

Willpower 




3 Each

Basic ritual 



1 Each

Advanced ritual 



3 Each

Crafts




Same as level

Amulet Instructions 



1 Each
Alchemy Formula



1 Each
Paths of Magic



Same as level
Spells from Paths



1 Each
Age




1 Per 100 years to a max of 4000 years
2 Sekhem points for every 100 years old.  

Sekhem points are used to fuel spells and maintain creations.
1 Ka point for every 4 Sekhem points. 

Ka point are used by the Ka to interact with the physical world.
1 Ba point for every 2 Ka points.

Ba points are used to heal the Khat of the Mummy.

New Ability: Meditation. Allows the Mummy to regain spent Sekhem points at a rate of 1 per 3 minutes. 
Crafts & Paths: 
Crafts are skills that are taught to the magician to affect the living. It is assumed that the magician knows the relative skills to created the amulets to be enchanted. Crafts come in 3 levels. Apprentice, Novice, and Master.
Paths are powers the magician gains to defend and fight. There are 5 levels to each path. The magician must have the appropriate level of a path to have spells of that level. Spells must be taught or researched. Research cost is equal to level x 25 in RP.  RP = (occult ability / 3) + 1 x occult influences used.
Abilities: There is no cap to the amount of any ability or how many abilities you may have. 
Brawl: 

adds to brawl offense & brawl, melee, & missile defense.
Firearms:

adds to firearms offense & defense.
Investigate:
adds to Auspex offense.
Leadership:
adds to Dominate & Presence offense & defense.
Melee:

adds to melee offense and brawl & melee defense.
Missile:

adds to missile offense.
Occult:

adds to Necromancy, Ren-hekau, Thaumaturgy, Thanomancy, & Ushabti offense & defense. Craft & ritual research & use.
Survival:

adds to Animalism & Serpentis offense & defense.
Subterfuge:
adds to Auspex & Visceratika defense (Obfuscate) & to Obtenebration offense & defense.
Sewer Lore:
each level allows intimate knowledge of that level of the sewers. May only be possessed or taught by Nosferatu.
Secondary Abilities: These abilities are for flavor of the character and do not normally add to the bid but may be considered by the storyteller to gain insight to a particular scene. 
Theologies:
Christian, Pagan, Hindu, Islamic, Voodoo, Ancient Religion, General, etc…
Sciences:

Chemistry, Biology, Geology, Medicine, Geology, Engineering, Physics, etc…
Knowledges:
Artistic Expression, Music, Economics, Trade Skill, Tool Use, Drive, Language, etc…
Influences: This is a representation of the Mummies influence into the mortal world. There is no cap to the amount of any influence or the number of influences you may have. 
Corporate:
Corporate influences control business, financial institutions & service industries.

Government:
Government influences control local, state or federal government or institutions.

Herd:

Herd influences control pools of humans to feed upon or use for mundane tasks.

Industry:

Industry influences control production of goods.

Media:

Media influences control all kinds of media outlets such as television, newspaper, radio or such kinds of companies or institutions.

Military:

Military influences are used to contact the various branches of the military. 

Occult:

Occult may be used for research and development of new rituals.

Police:

Police influences are used to control local, state or city law enforcement officers or officials

Street:

Street influences control street gangs, thugs, street level informants & other non-organized quasi-legal to illegal groups.
University:
University influences are used to control small colleges to large universities.

Underworld:
Underworld influences control organized, semi-professional to professional quasi-legal to illegal groups. 

Special Influences:

Retainers: 
Use of 1 retainer may accomplish 1 in-game influence action without character time spent. The action will still take normal time spent. The player should fill out an influence card, use their retainer, return to the game and then pick up their influence action at the ST desk after the normal time spent has elapsed. Retainers do not add influences to the action. Only the time requirement for the player is changed. Retainers may not be cashed at game. Retainers may also be used during downtime. Each 1 retainer influence matched with 1 influence gains that type of influence for downtime actions only. Retainers used over downtime may be matched by cash.

Crafts: Each craft is built off of other normal skills. Alchemy from herbalism, and Amulets from metal-smithing.  These skills are included in the teaching of the craft. Anything created by these crafts that affect a person in a negative way will have a contested test and their names will be underlined. These include poisons from Alchemy and Items that control from Amulets. The Bid is described in the description of the craft.  
Alchemy: (3,6,9)The Craft of Science: Potions, salves, and essences. These items are only useful on people or creatures with metabolisms. Potions you drink, salves you apply and essences you inhale. Duration = 1 hour per level or until activated, effects last 10 minutes. Preparation time =10 minutes per level.  Bid is the creators Mental + Level of the craft + Occult ability vs. the defenders Physical + Fortitude + Survival Ability. 
Level 1
· Drink of Seven Days Rest- This potion instantly relieves tiredness and restores vitality to anyone who drinks it. Removing all fatigue effects. Also if the drinker is only bruised then he will be healed but if more then bruised it has no further effect. 

· Potion of Resilience- This potion counteracts pain and lowers wound penalties by 1 levels.

· Simple Elixirs- Each elixir must be learned separately. When applied they add 3 to the trait they were created for.

· Simple Philtres- As with elixirs these potions must be learned separately. Philtres affect a persons emotions like love, fear, and courage. Simple philtres add a bonus of 3 to the bid against the person who received the potion.

· Simple Poisons- These potions or salves cause 1 wound level of damage if ingested or 1 extra wound if a wound is taken from a coated weapon. 

· Simple Tonics- The opposite of poisons these restore health levels. Simple tonics restore one wound level.

· Perfume of Longing- This Essence increases the social bid to anyone who can smell it by 3.

· Blood of the Snake- This preparation can be made in the form of either potions as a antidote to something ingested or as a salve to a poisoned wound. It scales down poisons. From severe to complex, complex to simple, and simple poisons are cured. 

Level 2

· Complex Elixirs- These elixirs now are able to increase the bid by 6 to the trait they were created for.

· Complex Philtres- These philtres now add 6 to the bid against the person who drinks it.

· Complex Poisons- These potions or salves cause 2 wound level of damage if ingested or 2 extra wounds if a wound is taken from a coated weapon. 

· Complex Tonic- This tonic can heal 2 wound levels.

· Eyes of the Ka- This salve when applied to the eyes and ears allow the recipient to see and hear projected spirits.
· One Hundred Thousand Tongues- This potion allows the user  the ability to speak and comprehend any spoken language. 

· Tears of Isis- The only way a magician can store Sekhem for a future date & or have more then their maximum amount of Sekhem points. Created during downtime, it cost double the points that the potion will store, up to ½ the magician’s normal maximum .Thus 10 points spent yield 5 Sekhem.  
· Potion of Valor- Like the Potion of Resilience, it reduces the wound penalties by 2 & grants 1 extra temporary wound levels below incapacitated.

· Potion of the Separable Ka- Like astral projection but if the ka is away when the potion wears off it snaps back to the body & suffers 1 wound level.

Level 3

· Potent Elixirs- These elixirs now are able to increase the bid by 9 for the trait it was created for 

· Potent Philtres- These philtres now add 9 to the bid against the person who drinks it.

· Potent Poison- This most powerful poison kills humans  instantly, ghouls take 3 wounds but may soak as normal. 

· Potent Tonic- This most powerful tonic restores all wound levels instantly.

· Potion of the Armor of Ra- Like the Potion of Valor, but the drinker ignores all wound penalties. When the potions duration is over all the wounds take effect.

· Potion of Vile Body- This potion makes all bodily fluids corrosive venoms & immune to all forms of poison. Contact with any bodily fluid causes 1 agg of damage including blood points drank. Spitting destroys nonliving matter at a rate of 1 cu meter per spit. Any wound that draws blood causes splatter in a 4 pace rage that results the same as a spit. The very breath of the drinker can cause 1 wound if in 4 pace range.  (Spitting Bid: Mental + Level of Craft + Missile ability vs. Physical + Level of either Celerity or Fortitude + Brawl ability.)
Amulets: (3,6,9)The Craft of Meket: This ability allow the creation of objects that have the ability to enhance the attributes of the wearer, protect him from a particular  type of threat. Ward ratings are subtracted from the number of successes the attacker has made. Duration of an Amulet lasts 1 month per level. The maximum number of amulets that can be worn at a single time is equal to 1/3 maximum willpower rating. Bid is the creators Mental + Level of the craft + Occult ability vs. the defenders  Social + Level of Craft + Leadership ability.
Level 1
· Bane the Blood- Cost: 5 Sekhem. This item causes the targeted blood type to feel uneasy around the wearer. 1 blood point of the target is required during the creation and is consumed. Like dread gaze for the specified target group.(Clan, Tribe, Tradition, etc.)

· Simple Ward- Cost: 1Sekhem per 1 Bid Bonus. These wards are designed to protect the wearer from hostile magic. The maximum  bid bonus is 5. Some protect specific organs, while some from specific magics. Such as…

· Heart (Ab) protects against illusions or mind magic sine the heart was the seat of consciousness.

· Name (Ren) protects from Ren-hekau magic.

· Eye of Horus (udjat) protects against magic that attacks the health or strength.

· Wood Ward- Cost 7 Sekhem. This ward makes the wearers skin impervious to all wooden objects.

· Simple Talisman- Cost: 10 Sekhem. Like wards, talismans are created for specific purposes. This one increase 1 trait by 2 points. It lasts for 6 months. These do not stack on the same trait.
· Amulet of Cloud Walking- Cost: 9 Sekhem. When activated the wearer floats up to cloud level and is able to travel from place to place by walking. This magical means of travel takes 10 minutes to get to anyplace. Once deactivated the wearer floats gently to the ground.

Level 2 

· Metal Ward- Cost: 15 Sekhem. Like the Wood Ward but that metal become soft and pliable on contact with the wearers skin. The harder the impact the softer the object becomes. Bullets appear to splash off the wearer. Crowbars can be bent into pretzel.

· Mimic the Undead-  Cost: 20 Sekhem. During creation a specific power is copied into the item. (1a or 1b only)

· Minor Ward- Cost: 2 Sekhem per 1 Bid Bonus. Like Simple Wards but the rating maximum is now 10.

· Minor Talisman- Cost: 20 Sekhem. Like wards, talismans are created for specific purposes. This one increase traits by 4 points. It lasts for 4 months. These do not stack on the same trait.
· Scarab- Cost: 25 Sekhem. Worn by the living they provide a suit  of magical 5 box ablative armor. Placed on a Khat they reduce the difficulty of a resurrection.

Level 3
· Binding the Will of the Slave- Cost 30 Sekhem. Insta-bond item. Last as long as it is worn or on the victim. Drop of blood from the sponsor tells who the victim will be bonded to. This will override shared bonds and make a true bonds a shared bonds. Since only one drop of blood can be used in the creation of this ritual , only the first drop is considered the regnant. 
· Charm of Invisibility to Animals- Cost: 30 Sekhem. No animal can see, hear, smell, touch or otherwise sense the wearers presence. Supernatural creatures will perceive the wearer as a dim, smoky outline. Test with auspex to see the wearer. Changelings are unaffected in whatever form they may take. The charm needs to be activated by a magician proficient in the amulet craft.
· Eyes of the Ka- Cost: 30 Sekhem. Allows the magician to see projectors as per telepathy. 
· Nature Ward- Cost: 60 Sekhem. Nature itself avoids the wearer. Rain and snow curve around him. Fires and lightning have no effect and will not touch him. Heat or cold in either extreme have no effect. Though it is still possible to drown in water or suffocate from smoke.  The amulet has no effect on unnatural forces like a propane torch, forces magic, Ren-hekau, or Thaumaturgy.

· Buckle of Isis- Cost: 60 Sekhem. This item acts as a suit  of magical 3 box persistent armor.
· Greater Talisman- Cost: 75 Sekhem. Like wards, talismans are created for specific purposes. This one increase traits by 6 points. It lasts for 2 months. These do not stack on the same trait.
· Major Ward- Cost: 3 Sekhem per 1 Bid Bonus. Like Simple and Minor Wards but the rating maximum is now 20.
Paths: Paths  are magics specific to Mummies.  Each has its own specific bid to defend against its effects. Contested spells are underlined. Although most spells are non-aggressive. 
Ren-hekau: The Path of Names: This path allows the magician to gain control over objects and people by knowing their true name. Most importantly it allows the magician control over his own body. All he need do is speak the name of the object in the spell and spend the required cost to make it happen. Control Bid: Mental + Level of Path + Occult ability vs. same. Damage Bid is listed on the spell.
Level 1

· Asking the Trees- Cost: 1 Sekhem. By using the true name the magician can compel the plant or vegetation to follow simple commands (up to 5 words) including limited animation.

· Forgetting the Stone- Cost: 1 Sekhem. The named mineral or metal is destroyed up to 1 cubic meter of material.

· Forgetting the Tree- Cost: 1 Sekhem. The named vegetation is destroyed up to 1 cubic meter of material.

· Naming the Warning- Cost: 1 Sekhem. Spell wards off animals by using their true name. Auto success for normal animals, 2 in 3 for animals controlled by supernatural forces, and contested bid for supernatural being in animal form. 
Level 2

· Command the Beast- Cost: 2 Sekhem. Spell allows the magician to control animals that he knows the name of. Each casting controls one type of animal. Lasts for a few hours. Auto success for normal animals, 2 in 3 for animals controlled by supernatural forces, and contested bid for supernatural being in animal form.
· Becoming the Tree- Cost: 2 Sekhem. Allows the magician to become any plant he knows the name of. It will roughly be the same size/mass as the magician, though it will not be recognizable as a human form. Takes 1 minute to change and last 2 hours unless more Sekhem is spent to prolong or Willpower is spent to cancel it. The magician has all his senses but can only see the direction he was facing when the spell was cast. Any damage to the plant will result in damage to the magician.

· Inviting the Stone- Cost: 2 Sekhem. Spell acts the same as Becoming the Tree but the caster becomes a mineral or metal ore with a durability equal to fortitude 3a. Last 2 hours.

· Mend Flesh- Cost: 1 Sekhem per wound level. By uttering the ren of flesh the caster is able to heal wounds, aggravated and normal. 

Level 3

· Become the Animal- Cost: 3 Sekhem. Spell allows the caster to become any animal he knows the ren of, including mythical creatures. Lasts until the caster decides to return to his natural form. While in animal form the caster can utilize the animals natural abilities in addition to his own, but is limited to the animals capabilities. 
· Calling Down the Stars- Cost: 3Sekhem. Duration: 7 rounds. Area of effect: 5 city blocks square. Damage is 1 Aggravated wound per round. Spell calls down quarter sized meteorites that will do damage to structures and anyone caught out in the storm.  Flimsy structures are destroyed. Sturdy structures are damaged, Reinforced structures take no damage. Bid is determined by the round. 1=5, 3=10, 5=20, 7=40 vs. Physical + Levels of Celerity or Fortitude + Survival.

· Command the Thinking- Cost: 2 Sekhem . Caster is able to command the individual to do his bidding. This spell works like command at mastery level but is not restricted by generation due to its .
Level 4

· Enslave- Cost: 3 Sekhem. More powerful version of Command the Thinking. This spell acts like a combination of forgetful mind and mesmerism at mastery level but without the restriction of generation. Victim will follow any orders given. Victim remembers all that has transpired during the enslavement if the caster wishes it. 

· Fortify Flesh- Cost: 1 Sekhem per box of armor.(max 5). Caster’s flesh becomes stone hard but retains its normal appearance. Last for 1 full day

· Naming the Bodies Destruction- Cost:  varies.  Caster is able to destroy a part of the body completely. The specific body part determines the cost. 

1. Trivial loss cost 1 Sekhem = Parts include phallus, eyes, hands, feet, knees, jawbone, etc… Will not kill the victim. Causes 1 wound level of damage each time. 

2. Serious loss cost 2 Sekhem = Parts include appendix, lung, kidney, etc. May cause death, but will definitely send a human to the hospital. Causes 2 wound levels of damage.

3. Critical loss cost 3 Sekhem = Parts include heart, brain, spinal column, etc. Kills humans instantly. May kill supernatural creatures. Causes 3 wound levels. One of these wounds is considered aggravated damage.  

Level 5

· Apep Thrashes the Ground- Cost:15 Sekhem. Duration 10 rounds. Area of effect is 10 city blocks squared. Damage is 1 Aggravated wound per round up to 5 then 2 aggravated per round up to 10. This spell allows the caster to cause an earthquake to occur. Structures are damaged. Utilities are shut down. Bid is determined by the round. Round x 5 vs. Physical + Levels of Celerity or Fortitude + Survival.
· Forgetting the Person’s Past- Cost: 9Sekhem. This spell causes the victim to be removed from reality. Victim can make a contested roll to see if he can force reality to remember him. If the spell is successful the person forgets everyone he every knew. This means he loses the use of his contacts and no downtime action other then regaining his memory. 
· Whispers to my Body- Cost: 1 Sekhem per hour. Changing time 5 minutes. By speaking his own name the caster  can manipulate his body into almost any shape – stretch his limbs, alter his face, transform his entire body into liquid, and so on, the possibilities are almost endless. 

· Defensive options. Letting weapon pass through you reduces the damage by 3 levels. This only works on kinetic attacks.

· Offensive options. Growing boney protrusions on your hands to add to damage rolls. (+10 ) Does not grant aggravated damage. 

*If the magician allows 2 or more of his body parts to become removed in any fashion the resulting shock may prove fatal.
Thanomancy: The Path of the Dead: This path grants the magician power over the Restless Dead, spirits, and over the Kas of dead mummies. Aids him in the Underworld. Bid: Mental + Level of Path + Occult ability vs. same.
Level 1

· Body Preservation- Cost: none. Day to perform, if successful, preserves the Khat for 50 years. Then it rots and decays as normal.

· Storm Walk- Cost: none.  Helps the Ba in the underworld to find its way through the tempest to its destination.

· Separate Ka- Cost: 1 Ka & 1 Sekhem for every 2 hours the Ka is away from the body. Ka is able to leave the body and act as if the Khat is dead. Like projection with the Ka abilities.

Level 2

· Summon the Dead- Cost: 1 Sekhem. If successful the spell causes a projector to manifest.

· Revisit Death- Cost:  none. While touching a corpse this spell gives a vision related to circumstances of the bodies death.

· Banish the Dead- Cost:  none. Magician is able to banish a projector from his immediate vicinity 10 paces. Duration 10 minutes or the scene.

Level 3

· Separate Ba- Cost: 1 Sekhem per hour. By means of this spell the Ba is able to leave the body and enter the Underworld. If the Ba is slain there then the body is also slain. And the Ba must regenerate as normal.

Level 4

· Animate Corpse- Cost: 1 Sekhem. Casting time is 5 minutes and the magician must either massage the chest or breath air into the lungs. When completed the corpse animated itself in a mindless semblance of life but under the magicians control. Has limited physical strength, twice the normal health levels, & ignores all wound penalties up to death.

Level 5

· Call the Khaibit- Cost: 2 Sekhem. Cast over a dying individual, this spell draws the Khaibit from the body. This shadow of a soul is intelligent, self-motivated, very dark and hateful. It acts like the Ka but the Ba has moved on. It cannot leave the area of the Khat’s death. Once it runs out of Ka energy it will dissipate unless fed more Ka. A corporealized Khaibit will gain Ka back if it terrorizes mortals. The true nature of this spell is to ensure the person does not become a wraith. 

· Reshaping the Lost Soul- Cost: 3 Sekhem. This spell allows the magician to alter one derangement of the victim to one of his choosing but does not allow the caster to eliminate it. This effect is permanent. 
· Entrap the Ba- Cost: 3 Sekhem. This spell allows the magician to trap a spirit or projector. Making it completely helpless. There must be an object to act as a prison. It can be detained for 10 minutes. If the prison is destroyed then the spirit is freed. This spell kills mortals and traps their immortal spirit.

Ushabti: The Path of Relics: This path allows the magician to create magical automatons to do his bidding in this world and aids the Ba in the Underworld. Can link pictures or models to the real thing allowing the magician control similar to voodoo magic. Items must be made raw materials and inscribed with the words of power to grant them life. The Ushabti are created for a specific person and will not answer to anyone else. But the person attuned to it mush have the rating in this path equal to the level needed to create it to control the creature.  These creatures are fueled by Sekhem and once the supply stops the automation reverts back to an inert form until the spell is cast and the item fed again. Bid: Mental + Level of Path + Occult ability vs. same.
Level 1

· Lesser Creatures- Cost:  2 Sekhem to create, 1 Sekhem per day to keep active. 2 Wound Levels. This spell allows the caster to create small creatures such as rats or sparrows.  They have limited intelligence and must stay near the owner. The creatures look real and act like the actual animal however it will not be venomous. 

· Lesser Servitors- Cost: 1 Sekhem to create, 1 Sekhem per  month to keep active. 2 Wound Levels. Small wooden figures of servants able to carry up to 100 lbs. and follow simple 1 or 2 word commands. They work without rest or the need for food. They cannot fight or heal, when reduced to incapacitated they are destroyed. However they feel no pain and do not suffer from wound penalties.

Level 2 

· Creatures- Cost:  3 Sekhem to create, 1 Sekhem per day to keep active. 3 Wound Levels. This spell allows the caster to create medium-sized creatures such as cats, dogs, vultures and cobras. Like lesser creatures they will obey simple commands when activated, in proportion to their natural counterparts. They are more loyal then lesser and will fight to the death if ordered to do so. 

· Simple Chattels- Cost:  2 Sekhem to create, 1 Sekhem per week to keep active. This spell allows a model of a simple object to become a full-sized, fully functional item. This spell can only create simple items up to a bicycle. Anything more complex will look convincing but will not work.

Level 3

· Overseer- Cost:  2 Sekhem to create, 1 Sekhem per day to keep active. 4 Wound Levels. A more intelligent form of a servitor, capable of receiving and interpreting more complex orders and passing them on to lesser servitors.(dig ditches to irrigate that field, take these bricks and build a wall from here to here). 1 overseer can command up to 10 lesser servitors and see that their  tasks are carried out successfully.

· Greater Chattels- Cost:  3 Sekhem to create, 1 Sekhem per 6 hours to keep active. This spell allows the creation of large and complex items such as houses, cars, boats and the like.  Anything more complex like performance cars, computers, or aircraft will not work. 

· Lesser Relics- Cost:  2 Sekhem to create, 1 Sekhem per week to keep active. This spell is cast on a full-sized, fully functional object or the model of an object which is no larger then a 4 post bed and no more complex then a bicycle. When activated it becomes real in the world of the spirits as well as the world of the living and can be used by the user’s Ba. 

· Superior Creatures- Cost:  3 Sekhem to create, 2 Sekhem per day to keep active. 4 Wound Levels. This spell allows the caster to create creatures, of any species, up to the size of a large dog and have almost human intelligence that can follow complex instructions and report back to the caster via short telepathic flashes less then 1 second each. 

Level 4

· Great Creatures- Cost:  5 Sekhem to create, 1 Sekhem per 3 hours to keep active. 6 Wound Levels. This spell allows the caster to create creatures of any size, such as whales, elephants and giant squid. Otherwise it is identical to other creature spells.

· Greater Relics- Cost:  5 Sekhem to create, 1 Sekhem per day to keep active. Like lesser relics but now the caster is able to create more complex items such as houses, mid-sized boats and cars.

· Guard- Cost:  4 Sekhem to create, 1 Sekhem per hour to keep active. 6 Wound Levels, 2 boxes of Persistent Armor. This spell creates a powerful guardian figure usually armed with a spear or a sword. Has a rating of 10 in(all traits?) physical , and 5 in melee. (ignores all none physical attacks. )Can understand and follow complex instructions and will fight to the death if ordered to do so. Ignores wound penalties and dies at incapacitated. 

· Lesser Bond of Fate- Cost:  6 Sekhem to create, 1 Sekhem per turn to keep active. This spell creates a model of a specific object that is linked to the actual object. No larger then a medium-sized house. What happens to one happens to the other. 

· Princely Chattels- Cost:  5 Sekhem to create, 1 Sekhem per 3 hours to keep active. This spell allows the caster to create large complex items such as ocean liners, palaces, high performance aircraft and the like. 

Level 5

· Greater Bond of Fate- Cost:  7 Sekhem to create, 2 Sekhem per turn to keep active. Just as with the lesser bond of fate only the caster can now create grand structures like pyramids, dams and skyscrapers. 

· Ka Vessel- Cost:  6 Sekhem to create, 2 Sekhem & 1 Ka per hour to keep active. 8 Wound Levels, 3 box Persistent Armor. This spell creates a magical statue that can be activated and inhabited by the Ka allowing the Ka a temporary body in the world of the living. The statue cannot speak and is slow but is exceptionally strong(how strong?) and hard as stone. Immune to wound penalties and has 3 extra wound levels.

· Living Bond of Fate- Cost:  8 Sekhem to create, victim’s willpower per turn to keep active. Like lesser and greater Bond of Fate but this spell allows the caster to create a model of a person and potentially control their will. When activated there is a test between the caster and the victim.  If the victim wins the image shatters but if the caster wins the victim ‘s every movement, except speech, is under his control. The victim suffers any injury that befalls the image while it is active.
· Princely Relics- Cost:  7 Sekhem to create, 2 Sekhem per day to keep active. The most powerful relic spell, the caster can now create oceangoing ships, palaces and so forth. 
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