
Adventures Along the Nile,

1933-1939

An Any-System Key

Sourcebook

By Peter Schweighofer

Written, Designed & Produced by Peter Schweighofer

Special Thanks: Richard Hawran, Shane Hensley, Steve Long,
S. John Ross, Lynanne Schweighofer.

Pulp Egypt is copyright 2006 by Peter Schweighofer; All Rights
Reserved. Licensed users of this book may print unlimted
hardcopies for personal use only.

Published by Griffon Publishing Studio, 12791 Alanthus Road,
Brandy Station, VA  22714. Visit us on the web at:

 www.destinyrealms.com/griffon/

Griffon
Publishing
Studio



Chapter 1: A Visitor’s Guide to Egypt Pulp Egypt

2

Table of Contents

Funerary Equipment ......................................... 26
Sarcophagi & Mummies .................................... 26
Ancient Egyptian Gods ...................................... 27

Chapter 2: Egyptian Exotica

Mysterious Places ........................................... 29
Lighthouse of Alexandria ................................... 29
Library of Alexandria ....................................... 30
Egyptian Museum Storage.................................. 31
Tomb of Imhotep ............................................. 32
Giza Catacombs .............................................. 34
Osireion........................................................ 38
Colossi of Memnon .......................................... 39
Tomb of Seti I ................................................ 40
Valley of Glass ............................................... 41
Lost Oasis of Zerzura ....................................... 42
Hamunaptra ................................................... 43
Ancient Legends ............................................. 45
Speaking with the Dead ..................................... 45
Spirit Possession ............................................. 47
Causes of Possession ........................................ 47
Spirit Motivations ............................................ 48
Exorcising Spirits ............................................ 48
Possession and the Player’s Free Will ................... 48
Oracle of Amun-Re ......................................... 49
Cambyses’ Lost Legion ..................................... 50
Undiscovered Tombs ........................................ 51
Tomb Architecture .......................................... 51
Missing Mummies ........................................... 53
Ancient Curses ............................................... 54
Sample Egyptian Tomb Curses ............................ 55
Tutankhamun’s Curse ....................................... 55
Arcane Artifacts ............................................. 56
Bark of Amun-Re ............................................ 56
Canopic Jars .................................................. 57
Scroll of the Slaves .......................................... 58
Spear of Horus ............................................... 59
Sistrum of Hathor ............................................ 59
Wadjet Eye .................................................... 60
Book of the Dead ............................................. 61
Egyptian Bestiary ............................................ 61
Natural Beasts ................................................ 61
Cobra ........................................................... 62
Crocodile ...................................................... 62
Hippopotamus................................................. 62
Jackal .......................................................... 63

Introduction

How to Use this Book ......................................... 4
Chapter 1: A Visitor’s Guide to Egypt

The History of Egypt .......................................... 5
Land of the Pharaohs .......................................... 5
Ancient Empires ............................................... 6
Egypt Timeline ................................................. 6
Islamic Rule .................................................... 6
Nineteenth Century Egypt .................................... 6
Modern Egypt ................................................... 7
Egypt Today ..................................................... 7
Getting There ................................................... 8
Transportation .................................................. 8
Egyptian Gazetteer .......................................... 10
Cairo and Environs .......................................... 10
Five Pillars of Islam......................................... 12
Lower Egypt .................................................. 12
Upper Egypt ................................................... 12
Mosque Architecture ........................................ 13
Ancient Egyptian Temple Design ......................... 15
Travel Mileage ............................................... 16
Western Desert .............................................. 16
Money .......................................................... 17
Accommodations ............................................. 17
Hotels .......................................................... 17
Townhouses ................................................... 18
Flats ............................................................ 18
Houseboats .................................................... 18
Saffragi Service .............................................. 19
Leisure ......................................................... 19
Clubs ........................................................... 19
Restaurants & Bars .......................................... 20
Cafes ........................................................... 21
Entertainment ................................................. 21
Civic Amenities .............................................. 22
Arabic Phrases ............................................... 22
Bazaar Bargaining ........................................... 23
Bazaar Merchandise ........................................ 23
Egyptian Treasures .......................................... 24
Ruins ........................................................... 24
Statuary ........................................................ 24
Figurines....................................................... 24
Jewelry ........................................................ 25
Everyday Items ............................................... 25
Papyrus ........................................................ 25



Pulp Egypt Chapter 1: A Visitor’s Guide to Egypt

3

Rat Swarm .................................................... 63
Scorpion ....................................................... 63
Legendary Monsters ......................................... 63
Ammut ......................................................... 63
Animated Statue .............................................. 64
Giant Asp ...................................................... 64
Monstrous Scorpion ......................................... 64
Mummy........................................................ 65
Shambling Mummy .......................................... 65
Lesser Mummy .............................................. 66
Greater Mummy ............................................. 66
Mummy Motivations ........................................ 67
Sand Ghoul .................................................... 67
Scarab Swarm ................................................ 67
Egyptian Campaign Themes ............................... 68

Chapter 3: Archaeology Campaigns

Campaign Elements ......................................... 69
Research....................................................... 69
Research Resources in Egypt .............................. 70
Fellahin Workers ............................................ 70
No Workers Today .......................................... 71
Funding & Supplies .......................................... 71
Desert Conditions ............................................ 71
Thieves & Saboteurs ........................................ 71
Fantastic Elements ........................................... 72
Ancient Curse Effects ....................................... 72
Base of Operations ........................................... 72
Archaeology Contacts ....................................... 73
Fellow Archaeologists ...................................... 73
Events Affecting Archaeological Activities ............. 74
Resident Scholars ............................................ 75
Suppliers ....................................................... 76
Current Excavations ......................................... 76
Secret Guardians ............................................. 77
Guardian Societies ........................................... 78
Archaeology Adversaries .................................. 79
Competitors ................................................... 79
Competitor’s Dirty Tricks .................................. 79
Antiquities Thieves .......................................... 80
Master Criminals ............................................ 81
Foreign Occult Agents ...................................... 82
Sinister Cultists ............................................... 83
Other Sinister Cults .......................................... 84
Sky-Temple of Khaemwaset:
Archaeology Campaign Outline ........................... 85

Chapter 4: Espionage Campaign

Campaign Elements ......................................... 94
Recruiting Spies .............................................. 94
Events Affecting Espionage Activities ................... 95
Covers ......................................................... 96

Information Gathering
97
Surveillance Distractions .................................97
Informers ....................................................98
Off Camera .................................................99
Information Transmission ................................99
Intervention ............................................... 100
Tools of the Trade ....................................... 101
Base of Operations ....................................... 104
Intelligence Agencies and their
Middle Eastern Concerns ............................... 105
Espionage Personalities ................................. 106
Cross-Theme Characters ............................... 106
Handlers ................................................... 106
Enemy Agents ............................................ 108
Historically Speaking: Almasy ........................ 109
Informers .................................................. 109
Couriers ................................................... 110
Pilots ....................................................... 111
Hired Thugs ............................................... 112
Nationalist Radicals ...................................... 113
Fire of Amun-Re: Espionage Campaign Outline .... 114

Chapter 5: Criminal Campaigns

Campaign Elements ...................................... 124
Society Criminals ......................................... 124
Events Affecting Criminal Activities .................. 125
Street Criminals ........................................... 126
Prostitutes .................................................. 127
Drug Dealers .............................................. 128
Smugglers .................................................. 129
Illegal Antiquities Traders............................... 130
British High Commissioner ............................. 133
British Troops Egypt ...................................... 134
Egyptian Police ............................................ 135
Egyptian Antiquities Service ............................ 137
Private Investigators ...................................... 137
Islamic Vigilantes ......................................... 138
Other Criminal Campaign Resources ................. 139
The Doorway of Cats:
Criminal Campaign Outline ............................. 140

Appendices

Appendix 1: Character Archetypes .................... 151
Appendix 2: Random Artifact Generator ............. 161
Appendix 3: Who’s Who in Pulp Egypt ................ 164
Appendix 4: Media Resources .......................... 167
Appendix 5: Creating A Pulp Soundtrack ............. 169
Index ........................................................ 170
Photo Credits .............................................. 174
Any-System Key ........................................... 175



Egypt has always enchanted people with its sense of mystery
and adventure. The ancient Romans constructed fashionable temples
to exotic Egyptian deities. Medieval alchemists coveted mummy
dust for potions. Victorians vacationed in Egypt, establishing an
enclave of high society in Cairo from which tourists ventured to
view monuments along the Nile. Explorers and archaeologists
sought its buried secrets and valuable artifacts. Shady entrepre-
neurs catered to Europeans’ exotic and illegal tastes in the inter-
est of their own profit.

The years leading up to World War II see Egypt’s ancient and
even recent glory tarnished amid political strife, a growing crimi-
nal underworld, greedy antiquities dealers, and other forces cor-
rupting society. Foreign agents seek to exploit the country’s role
as a Middle-Eastern crossroads, weaken England’s hold on the
vital Suez Canal, and even pursue rumors of ancient magic. As
Egypt develops into a modern nation, criminal elements scheme to
profit from both affluent Europeans and impoverished natives. With
the discovery of Tutankhamun’s tomb in 1922, it seems that no
more great treasure troves remain to unearth. While scholarly
expeditions still seek to excavate lesser-known sites and record
fading inscriptions, merchants dealing in illicit artifacts seek ways
to increase profits by selling to unscrupulous collectors and smug-
gling relics out of the country.

This is the time for gritty adventure in a land where ancient
ruins overlook squalid cities, peasant farmers mingle with wealthy
Westerners, and global politics brush against religious nationalism.
Everyone has their own selfish agenda. Everyone has their price.

This Any-System Key sourcebook contains material gamemasters
can use to create pulp adventures in Egypt: general travel infor-
mation, campaign themes, locations, gamemaster characters, and
scenario ideas. Although the material here has its basis in history,
it is not completely historically accurate, nor is it comprehensive
in its coverage of every notable aspect of Egypt.

How to Use this Book

Both players and gamemasters can find this source material
useful for participating in a Pulp Egypt-themed roleplaying game.

Chapter 1: A Visitor’s Guide to Egypt serves as an overview of
the setting as seen by everyday people. Hand copies to players to
familiarize them with common knowledge about Egypt.
Gamemasters can use this chapter as a useful reference for ev-
eryday details they can further enhance with material from subse-
quent chapters.

Chapter 2: Egyptian Exotica serves as the gamemaster’s prin-
ciple guide for adding mysterious touches to any campaign, includ-
ing ancient rumors or hidden treasures to form the core of a sce-
nario. Each section contains an adventure idea to expand into a
full-length scenario. Gamemasters can also pit the beastly and
otherworldly creatures at the end of this chapter against characters.

The next three chapters each detail important elements in three
different campaign themes: archaeology, espionage, and criminal
underworld. Gamemasters should familiarize themselves with all
campaign chapters since elements from one often overlap into
others. Although most of this information serves gamemasters cre-
ating their own Pulp Egypt storylines, they can offer players in-
sight into the kinds of activities, resources, contacts, and adver-
saries their characters might face during the normal course of
their adventures. Players should avoid perusing the campaign out-
lines at the end of each of these chapters in case they spoil any
surprises should their gamemaster decide to run them.

The appendices at the end of this sourcebook provide additional
useful materials. Appendix 1 provides 19 archetypes for use as
both player and gamemaster characters. Each includes a descrip-
tion of background, personality, and contacts within Egyptian soci-
ety as well as Any-System Key stats showing typical Competent,
Expert, and Signature skills. The Random Artifact Generator can
help gamemasters quickly create relics, from those occupying the
dusty shelves of an antiquities dealer’s shop to magically imbued
treasures at the center of a scenario.

The Any-System Key

The character skills and task difficulties mentioned throughout
Pulp Egypt correspond to a simple system enabling players and
gamemasters to customize this sourcebook to their favorite
roleplaying game rules. The last two pages of this book contain
the Any-System Key, a simple means of describing character skill
levels and task difficulties so gamers can easily adapt them to
corresponding values in their preferred game. A customization
form page helps gamemasters quickly adapt character skill lev-
els, difficulty levels, and skill names to those in their favorite
game engine. Sidebars throughout this sourcebook contain all stats
for sample characters, monsters, and adversaries. These stats use
the Any-System Key notations for skills, with most having Com-
petent and Expert level skills, and a few having a defining Signa-
ture skill. Gamemasters can fill the blanks in these stat forms
with values for specific characters in their own game system.

Introduction

“The Valley of the Tombs of the Kings—the very name is full
of romance, and of all Egypt’s wonders there is none, I suppose,
that makes a more instant appeal to the imagination.”

—Howard Carter, Archaeologist
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Note

This index lists people from history both
as individual index entries for extremely
notable people and in the “historical per-
sonalities” entry by period. Fictitious game
characters do not appear in this index.

A

Abu Simbel: 16, 24.
Abwehr: 104, 114.
Abydos: 12, 14, 27, 38, 40, 48, 61, 83–84; see

also Osireion.
Africa: 5, 8, 93, 108, 110.
Akhenaton: 5, 10, 14, 32, 53–54, 58, 74, 76;

see also Tel el-Amarna.
Alexandria: 6–8, 12–13, 17–19, 29, 41, 45,

78, 134; see also historical personalities,
ancient, Alexander; Kom el Shogafa;
Pharos.
Library of Alexandria: 30.

Almasy, Ladislaus: 42, 95, 97, 106, 108,
114, 116–117; see also Zerzura; Zerzura
Club.

animals:
asp: 64.
baboon: 28.
bull: 26.
camel: 8.
cat: 26–27, 91, 140.
cheetah: 26.
cobra: 55, 62–63.
cow: 27.
crocodile: 14, 26, 28, 32, 62–63.
dog: 26, 55, 110.
falcon: 14, 26.
gazelle: 26.
hippopotamus: 59, 61–63.
ibis: 28.
jackal: 27, 63.
lion: 28, 63.
monkey: 110.
ram: 28.
rat: 63.
scarab: 68.
scorpion: 63–64.

antiquities dealers: 24–26, 130–131.
Antiquities Service: 40, 51, 53, 69, 74–76,

79, 80, 125, 137, 142, 152, 155.
archaeologists: 7, 14, 24, 26, 38, 43, 51,

69, 73, 153; as cover: 96; see also indi-

vidual archaeologists in historical per-
sonalities, 19th century and 20th cen-
tury.

assassination: 101.
Aswan:  8, 14, 16, 18–19, 22, 109, 114,

118, 134.
Atlantis: 30, 37.
automobiles: 10, 20.

Royal Automobile Club: 20.
aviation: 10, 20, 111, 153; see also

Royal Air Force.
Aero Club: 20.
Fiat CR32 Biplane: 122.
Misr Airworks: 10, 111.
Vickers Valentia: 135.
Vickers Victoria VI: 135.

B

backgammon: 21.
baksheesh: 17, 19, 23, 127.
bark of Amun-Re: 56.
bars: 21.

Opera Bar: 21.
bazaars: 10, 12, 23, 24, 62.

Khan el Khalili: 10, 21.
Muski: 10, 21, 23, 110.

Bedouin: 41, 43, 50, 78, 110, 152.
Beni Hassan: 12, 14.
Big Cairn: 41.
black market: 51, 53.
Book of the Dead: 25, 51, 61, 84, 132.
Britain, British: 7–8, 10, 41, 82, 84, 93,

95, 104, 108.
British army, British Troops Egypt: 7,

114, 121, 124, 133–134, 157; see also
Royal Air Force.
Kasr el Nil barracks: 121.

British High Commissioner: 133.
Bubastis: 27.
Byzantine Empire: 6, 30.

C

cafes: 21.
Cafe of Mirrors: 21.
Fishawi Cafe: 21.

Cairo: 6, 7, 8, 10, 14, 45, 63, 69.
Boulak: 112, 118, 119, 125.
Ezbekiya: 10, 18, 20–22, 127.
Garden City: 18, 19.
Gezira Island: 18, 20, 116.

Roda: 18.
Zamalek: 116, 120.

Cambyses: 41, 43, 49–50, 108–109.
cameras: 101, 102, 104.
Campbell’s Tomb: 34.
Carter, Howard: 40, 51, 54–55, 69, 74, 76,

79, 131.
cemeteries: 12, 26.

Tombs of the Khalifs: 12.
Tombs of the Mamluks: 12, 107.

ciphers: 99, 100, 102.
Citadel: 6, 10, 12, 13, 136.
Clayton, Pat: 41–42, 117–118, 122; see also

Zerzura; Zerzura Club.
clubs: 19, 20, 124.

gentlemen’s clubs: 19.
Mohammed Ali Club: 20.
Royal Automobile Club: 20.
Gezira Sporting Club: 20.
Turf Club: 20.

codes: 99, 100.
Morse Code: 100.
coffee: 21.
Colossi of Memnon: 14, 24, 39.
consulates: 22.
Cook’s travel agency: 10, 19, 24.
cotton: 7, 12, 17, 125.
couriers: 100, 110.
covers: 96.
creatures: see also mummies.

Ammut: 63.
animated statue: 64.
ghoul: 67.

criminals: 81, 124, 125, 126, 127, 136.
Crusades: 6.
cults: 71, 83, 85.

Legion of Set: 83–84, 116.
Priesthood of Osiris: 84.
Servants of Khaemwaset: 84.
Sorcerers of Amun-Re: 84.

curses: 29, 31, 33, 47, 52, 54–56, 60, 64, 70,
72; Tutankhamun’s curse: 55.

D

dahabiya: 18, 24.
dead drop: 100, 102, 106, 107.
Deir el-Bahri: 14, 24, 53, 74, 76; see also

Hatshepsut.
deities: 27.

Amun-Re: 6, 14–16, 27, 41, 44, 49, 50,
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56–57, 76, 84, 86, 114; see also bark
of Amun-Re; Karnak; temples.

Anubis: 27, 63.
Bastet: 26–27, 91; see also Bubastis.
Bes: 27.
Hathor: 14–15, 27, 50, 59, 60; see also

Dendera.
Horus: 14–15, 27–28, 60; see also Edfu,

temples.
Isis: 15–16, 27, 78, 150; see also Philae;

temples, Temple of Philae.
Khnum: 28.
Khonsu: 14.
Neith: 59.
Osiris:14, 27–28, 30, 32, 38, 48, 50, 61,

63, 83; see also Osireion.
Ptah: 28, 33, 60, 86, 90.
Re: 27, 60, 62.
Sekhmet: 27.
Selket: 63.
Set: 14, 27, 43, 45, 59, 60, 62, 116.
Sobek: 14–15, 32, 62.
Thoth: 33, 60, 76, 78.
Wadjet: 60, 63.

Delta: 12, 58, 60, 74, 76.
Dendera: 14, 15, 24, 27, 50, 60; see also

Hathor.
department stores: 21.
Dervishes: 7.
deserts: 7, 10, 16, 71, 93, 108, 115; see also

Big Cairn; explorers; Gebel Uweinat;
Gilf Kebir; Great Sand Sea; Zerzura;
Zerzura Club.

diplomats, as cover: 96.
disinformation: 100.
dominoes: 21.
drugs: 8, 21, 22, 124, 125, 128, 142.

hashish: 128.
heroin: 128.
opium: 128.

E

Edfu: 14, 15, 24, 27; see also Horus.
Egypt: see also locations by name; Nile.

historical periods:
Old Kingdom: 12, 24, 26, 33, 38, 51,

74.
Middle Kingdom: 14, 32, 62.
New Kingdom: 12, 14–15, 48, 52, 57,

61, 80.
regions:

Lower Egypt: 12.
Middle Egypt: 12, 76.

Upper Egypt: 12, 40.
Egyptian government: 7, 10, 93.
Egyptian Museum: 10, 18, 24–25, 31, 69–

70, 74–75, 87, 119, 137, 143, 152.
Egyptian nationalism: 12, 93, 113, 124–

125; see also Husayn, Ahmad; Wafd
Party; Young Egypt.
Association of Muslim Brothers: 113.
Muslim brotherhoods: 95.

el-Ashmunein: 76.
el-Azhar University: 12, 13.
Esna: 14, 24.
espionage: 7, 94–95, 98–114.
espionage organizations:

Abwehr: 104, 114.
Deuxième Bureau: 104.
G-2: 104.
Inter-Services Liaison Department:

114, 116.
MI-6: 104, 114, 116.
NKVD: 104.
Office of Naval Intelligence: 104.
Office of Strategic Services: 104.
Reichssicherheitshauptampt: 104.
Servizio Informazioni Militari:

104, 114.
Sicherheitsdienst: 104, 114.

Ethiopia: 8, 89, 95.
explorers: 7, 20, 41–42, 50, 109, 116;

as cover: 96; see also individuals un-
der historical personalities, 20th cen-
tury.

Ezbekiya: 10, 18, 20–22, 127.

F

fascism: 8, 94–95; see also Nazis.
fellahin: 70–71, 77, 80, 128, 155.
Fort Kaitbay: 30.
France, French: 6, 12, 82, 93, 104;

see also espionage organizations,
Deuxième Bureau.

fuse: 101, 103.

G

Gebel Uweinat: 16–17, 42, 94–95, 109–
110, 114, 118.

Germany, Germans: 8, 42, 59, 76, 94–
95, 97, 99, 104, 108–109, 114–116, 118,
142; see also Hitler, Adolf; Nazis.

Gezira Sporting Club: 20.
Gilf Kebir: 16–17, 41–42, 95, 109, 118,

121.
Giza: 5, 18, 24, 26, 34, 37, 74, 76;

see also Campbell’s Tomb; Harvard
Camp; pyramids, Great Pyramid, Pyra-
mids of Giza.

Great Depression: 94.
Great Sand Sea: 29, 41–44, 117–118.
Great War: 7, 45, 95, 104, 108, 153, 157.
Greece, Greeks:10, 12, 14, 16, 29, 33, 39,

42–43, 49–51.
guardian societies: 77, 78, 141.

Brotherhood of the Scroll: 78.
Fellowship of Anubis: 78.
Medjay: 78, 141.
Sisterhood of Isis: 78.
Society of Shen: 78.

H

Hatshepsut: 5, 14–15, 24, 53, 76; see also
Deir el-Bahri.
Hamunaptra: 43, 45, 78.
handlers: 106.
Harvard Camp: 24, 72, 74–76; see also
Giza; Reisner, George.
Heliopolis: 135.
Hermopolis: 76.
hieroglyphics: 24, 25, 86.
historical personalities

ancient Egypt
Akhenaton: 5, 10, 14, 32, 53–54, 58,

74, 76.
Amenophis III: 74.
Amunhotep II: 53.
Amunhotep III: 24, 39, 44, 54.
Ay: 54.
Cheops: see Khufu.
Chephren: see Khafre.
Hatshepsut: 5, 14–15, 24, 53, 76.
Hetepheres: 75.
Horemheb: 14–54.
Imhotep: 5, 33–34, 76; see also pyra-

mids, Step Pyramid.
Khaemwaset: 31, 84, 90.
Khafre: 5, 10, 34, 54, 74.
Khufu: 5, 10, 32, 45, 54, 75.
Kiya: 54.
Meketaton: 54.
Menkaure: 5, 10, 54.
Merenptah: 53, 58.
Mycerinus: see Menkaure.
Nefertari: 60.
Nefertiti: 32, 53.
Queen Hetepheres: 74.
Queen Tiye: 54, 74.
Ramses: 5, 10, 12, 14, 24, 27, 31, 38,
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40, 44, 53, 58, 74, 76, 84.
Seti I: 14, 38, 40, 53.
Smenkhkare: 54.
Thutmose III: 44.
Thuya: 74.
Tutankhamen: 18.
Tutankhamun: 10, 14, 51, 55, 70, 76.
Tuthmosis II: 53.
Tuthmosis III: 5, 53.
Yuya: 74.
Zoser: 33, 76; see also pyramids,

Step Pyramid.
ancient

Alexander: 6, 29–30, 49.
Caesar: 31.
Cambyses: 41, 43, 49–50, 108–109.
Cambyses’ Lost Legion: 50.
Cleopatra: 6, 17.
Hannibal: 31.
Herodotus: 5, 49–50.
King Priam: 39.
Sostratus: 29.

medieval
Richard the Lionhearted: 6.
Saladin: 6.

19th century
Belzoni, Giovanni: 40, 56.
Bonaparte, Napoleon: 6.
Brugsch, Emil: 69, 74.
Denon, Vivant: 6.
Gordon, General Charles: 7.
Kitchener, General Herbert: 7.
Mahdi: 7.
Mariette, Auguste: 74, 87, 125.
Mohammed Ali: 6.
Pasah, Arabi: 7.
Said Pasha: 125.
Verdi, Guiseppe: 21.
Wolseley, General Garnet: 7.

20th century
abd el-Rassouls: 53, 80.
Almasy, Ladislaus: 42, 95, 97, 106,

108, 114, 116–117.
Ayrton, Edward: 74.
Bagnold, Ralph: 42, 118, 122.
Bethell, Richard: 55.
Breasted, James Henry: 5, 8, 10, 29,

30.
Budge, Wallis: 61.
Callender, Arthur: 55.
Campbell, Ronald: 94.
Carnarvon, Lord: 18, 55, 74, 79.
Carter, Howard: 14, 18, 40, 51, 54–

55, 69, 74, 76, 79, 131.
Clayton, Pat: 41–42, 117–118, 122.
Davis, Theodore: 51, 73–74.
Emery, Walter: 76.
Fahmy, Hekmat: 19.
Farouk, King: 7.
Franco, Francisco: 95.
Frankfort, Henri: 76.
Fuad, King: 7, 95, 118, 125.
Gould, Jay: 55.
Griffith, Francis Llewellyn: 53.
Hassan, Selim: 76.
Hitler, Adolf: 8, 82–83, 94–95.
Husayn, Ahmad: 95, 113, 125.
Jones, Harold: 79.
Kennedy Shaw, Bill: 41–42.
Kent, Henry: 73.
Kipling, Rudyard: 8, 17, 19.
Lauer, Jean-Philippe: 76.
Lawrence, T.E.: 7.
Ludwig, Emil: 17, 22, 23, 29, 128,

133.
Mace, Arthur: 55.
Montet, Pierre: 12, 74, 76.
Munari, Cavaliere: 109, 116.
Mussolini, Benito: 94, 95, 110.
Nelson, Harold H.: 76.
Pendlebury, John: 76.
Piankoff, Alexandre: 76.
Prendergast, Guy: 42.
Quibell, James: 74.
Reisner, George: 69, 74–76.
Roeder, Gunther: 76.
Russell, Thomas: 22, 125, 127.
von der Esch, Hansjoachim:

95, 118.
Weigall, Arthur: 45, 71, 164.
Winlock, Herbert E.: 76.
Zapp, Walter: 95.

Hitler, Adolf: 8, 82–83, 94–95; see also
Nazis.

Horus: 14–15, 27–28, 60; spear of: 59;
see also Edfu, temples.

hotels: 19, 45, 73, 124.
Bristol Hotel: 18.
Continental-Savoy Hotel: 18, 55, 107.
Hotel du Nord: 18.
Hotel Luxor: 18.
Mena House Hotel: 18, 37, 76.
Modern Hotel: 18.
National Hotel: 18.
saffragi: 19.
Shepheard’s Hotel: 18, 107, 116–117.

Victoria and New Khedival Hotel: 18.
Windsor Hotel: 18.
Winter Palace Hotel: 18, 78.

houseboats: 18; see also dahabiya.
Husayn, Ahmad: 95, 113, 125; see also

Young Egypt.

I

Imhotep: 5, 33–34, 76; see also pyramids,
Step Pyramid.

infiltration: 98.
information gathering: 97.
information transmission: 99.
informers: 109.
institutions: see also museums.

American University in Cairo: 70, 75,
117.

Chicago House: 72, 76.
Desert Institute: 116, 118.
Egyptian Exploration Society: 76.
el-Azhar University: 70, 140.
French Institute of Oriental Archaeol-

ogy: 76.
Geographical Society: 70, 75, 87, 107,

116–117, 119, 121.
Harvard University: 74.
Oriental Institute: 72, 74, 76.

interrogation: 98.
intervention: 100.
invisible ink: 99, 103.
Islam: 6, 12, 21–22, 42, 57, 113, 138–139.

Koran: 13.
Ismailia: 8, 12, 134.
Italy, Italians: 8, 16–17, 40, 43, 82, 86, 89,

93–95, 104, 108, 110, 114–116, see also
historical personalities, 20th century,
Mussolini, Benito; Lloyd Triestino ship-
ping company; espionage organizations,
Servizio Informazioni Militari.
Auto-Saharan Company: 115.
Autoblinda Lancia: 89.

J

Jaghbub: 89.
jinni: 42, 71.

K

Karnak: 14–15, 18, 24, 27, 41, 50, 56, 76,
84; see also bark of Amun-Re; temples,
Temple of Karnak.

Khartoum: 7, 62.
Khedival Botanical Gardens: 20.
Kom el Shogafa: 12, 30–31, 78; see also
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Alexandria.
Kom Ombo: 14–15.
Kurna: 80.

L

Libya: 8, 17, 42–43, 86, 89, 93–95, 104, 109,
114, 116, 118; see also Italy, Italians,
Auto-Saharan Company; Jaghbub; oases,
Kufra.

Lloyd Triestino shipping company: 109, 116.
Lord Carnarvon: 18, 55, 74, 79.
Luxor: 8, 14, 18, 24, 26, 45, 56, 74, 76; see

also temples, Temple of Luxor.

M

magic: 32, 34, 37, 39, 48, 49, 55, 60–61,
63–65, 72, 84.

Manshiya Prison: 136.
Medinet Habu: 14.
mediums: 45–46, 125.
Memphis: 12, 14, 27, 50, 88.
MI-6: 104, 114, 116.
Middle East: 5–6, 44, 58, 93, 95, 104, 135
mosques: 12–14, 56–57.

Abu el Haggag: 56, 57.
el-Hakim: 12.
el-Akmar: 13.
ibn Tulun: 12–13.
Sultan Hassan: 12–13.

movies: 21.
mummies: 10, 16, 43, 51, 53, 58, 65–67, 69,

70, 72, 74.
museums: 24, 69; see also Egyptian Mu-

seum.
British Museum: 61.
Metropolitan Museum of Art: 14, 24, 73–

74, 76.
Museum of Fine Arts in Boston: 74.
Pelizaeus Museum: 76.
Soane Museum: 40.

N

Nazis: 8, 42, 59, 61, 71, 82, 94, 104, 114,
116, 118, 142, 164.
Abwehr: 104, 114.
Ahnenerbe: 82, 85.
Reichssicherheitshauptampt: 104.
Sicherheitsdienst: 104, 114.

Nile: 5, 8, 10, 12, 18, 25, 61, 114.

O

oases: 16, 43.
Bahariya: 16, 59.
Dakhla: 16.

Farafra: 16, 95.
Kharga: 8, 16.
Kufra: 109, 115, 118.
Siwa: 6, 16, 27, 41, 49–50, 59, 72, 86.

Opera House: 21–22.
Opera Square: 21, 107.
oracles: 50.

Oracle of Amun-Re: 49.
Osireion: 38; see also Osiris.
Osiris:14, 27–28, 30, 32, 38, 48, 50, 61,

63, 83; see also Osireion.

P

papyrus: 25, 30, 33, 86.
Persian Empire, Persians: 5, 16, 29, 41,

43, 49, 50, 108.
Pharos: 13, 29, 30, 41.
Philae: 15–16, 27; see also deities, Isis;

temples, Temple of Philae.
police: 22, 124, 135, 140, 158.
Port Said: 8, 12, 134.
private investigators: 137, 158.
prostitution: 22, 124–125, 127.

Red-Blind District: 127.
Wagh el Birket: 127.

pyramids: 5, 10, 12, 18, 74, 76.
Great Pyramid: 32, 75.
Pyramids of Giza: 5–6, 24, 51.
Step Pyramid: 5, 12, 33, 51, 76, 141.

Q

Qasr el Nil barracks: 18.

R

radio direction finding: 103.
Ramses: 5, 10, 12, 14, 24, 27, 31, 38, 40,

44, 53, 58, 74, 76, 84.
recruiting spies: 94.
Reisner, George: 69, 74–76; see also

Harvard Camp.
research: 98.
restaurants: 20, 124.

Groppi’s: 20.
Roman Empire, Romans: 6, 14, 16, 31,

39, 43, 51, 62.
Royal Air Force: 10, 20, 111, 135.

216 Squadron: 135.
Vickers Valentia: 135.
Vickers Victoria VI: 135.

S

sabotage: 100.
Sakkara: 5, 12, 26, 33, 51, 54, 76, 86–87,

141; see also Imhotep; pyramids, Step

Pyramid; Serapeum.
sandstorms: 42.
séances: 45–47, 125.
secret cults: 39, 43.
secret notes: 99.
Serapeum: 12, 87, 88; see also Sakkara.
Shepheard’s Hotel: 18, 107, 116–117.
smugglers: 8, 124, 129.
socialite: 154, 159; as cover: 97.
Soviet Union, Soviets: 76, 82, 104; see also

espionage organizations, NKVD.
Spain: 95.
sphinx: 5, 10, 14, 24, 34, 76.
spirit possession: 47.
spiritualism: 45.
SS: 82, 115.
Sudan: 7, 42, 94, 110, 134.
Suez Canal: 7–8, 12, 110, 134.
sugarcane: 12, 125.
surveillance: 98.

T

Tanis: 12, 74, 76.
tea: 21.
Tel el-Amarna: 12, 14, 76; see also

Akhenaton.
temples: 15, 43.

Temple of Horus: 15.
Temple of Karnak: 14, 56.
Temple of Luxor: 14, 76.
Temple of Philae: 16.
Temple to Amun-Re: 72.

theatre: 21.
Thebes: 14, 18, 24, 26, 39, 41, 54, 56; see

also Colossi of Memnon; Deir el-Bahri;
Medinet Habu; Kurna; Valley of the
Kings.

thieves: 25, 26, 71, 80.
tombs: 12, 14, 24, 40, 51, 55, 70, 72.
transportation: see also aviation; dahabiya.

horse cabs: 10.
railroads: 8, 14.
steamship: 8, 12.
taxis: 10.
trams: 10.

Troy: 39.
Tube Alloys Committee: 117.
Tutankhamun: 10, 14, 51, 55, 70, 76; see

also Carter, Howard; Lord Carnarvon.

U

United States: 82, 104; see also espionage
organizations, Office of Naval Intelli-
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gence and Office of Strategic Services.
ushabti: 25, 32, 132.

V

Valley of Glass: 29, 41; see also Clayton,
Pat.

Valley of the Kings: 14, 18, 24, 26, 38–
41, 43, 51–53, 55, 70, 73–74, 76, 78;
see also Carter, Howard; Lord
Carnarvon; historical personalities,

20th century, Piankoff, Alexandre.

W

Wadi Halfa: 134.
Wafd Party: 7.
Whirling Dervishes: 12.
wireless: 99, 100, 104.

Y

Young Egypt: 8, 95, 113, 115, 125; see

also Husayn, Ahmad.
Green Shirts: 114–115.

Z

zeppelins: 8.
Zerzura: 42–43, 108, 164.
Zerzura Club: 17, 42, 95, 97, 109, 117–118,

121–122, 135; see also Almasy, Ladislaus;
Clayton, Pat.
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