Mummy, Fighter 1
Medium Undead

	Hit Dice
	8d12+1d10+12 (69 hp)

	Initiative
	+0

	Speed
	20 ft. (4 squares)

	AC
	28 (+10 natural, +8 breastplate & +1 heavy shield), touch 10, flat-footed 28

	B.A. / Grapple
	+5/+12

	Attack
	Slam +12 melee (1d6+10 plus mummy rot)  OR +1 Scimitar +14 melee (1d6+8 plus mummy rot – DC 14)

	Space/Rch 
	5 ft./5 ft.

	SA
	Despair, mummy rot 

	SQ
	Damage reduction 5/–, darkvision 60 ft., undead traits, vulnerability to fire

	Saves
	Fort +6, Ref +4, Will +8

	Abilities
	Str 24, Dex 10, Con —, Int 6, Wis 14, Cha 15

	Skills
	Hide +7, Listen +6, Move Silently +7, Spot +6

	Feats
	Great Fortitude, Toughness, Improved Toughness, Lightning Reflexes, WF: Scimitar

	Environment
	Any

	Organization
	Solitary, warden squad (2–4), or guardian detail (6–10)

	CR
	6

	Treasure
	Standard

	Alignment
	Usually lawful evil

	Advancement
	9–16 HD (Medium); 17–24 HD (Large)


Can speak Common, but seldom bother to do so.

Despair (Su): Upon sight, viewer must make DC 16 Will save or be paralyzed with fear for 1d4 rounds. Save or not, victim is immune to the same mummy’s despair ability for 24 hours. The save DC is Charisma-based.

Mummy Rot (Su): Supernatural disease—slam, Fortitude DC 16, incubation period 1 minute; damage 1d6 Con and 1d6 Cha. The save DC is Charisma-based.  Rot continues until victim reaches Constitution 0 (and dies) or is cured.  Any conjuration (healing) spell on a rotting creature, caster must succeed DC 20 caster level check, or the spell fizzles.  To cure mummy rot, the curse must first be broken with break enchantment or remove curse (DC 20 caster level check for either spell), after which victim can be cured normally again (including cure disease). An afflicted creature who dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind.
