
Research

This ancient occult tome is the 

dark grimoire of an old Mesopo-

tamian sorcerer.  Locked in its 

pages are dark secrets man was 

never meant to know. The grim 

story of his quest for forbidden 

knowledge is filled with vague 

accounts of counsel with 

demons called down from the 

stars, and the stories of what he 

did with that knowledge send 

shudders up your spine.

Research

Skill

Movement Phase: Spend 

two movement points and a 

Sanity token to make a 

Lore-1 check. If you 

succeed, claim a research 

token.  You may never have 

more research tokens than 

your current Lore.

Molding of Flesh

After a nearly fatal encounter 

with a Shoggoth, the sorcerer 

learned from an erstwhile ally 

(whom he later slew for her 

knowledge) the secret of 

rebuilding the flesh with magic.

Molding of Flesh

Skill

Movement Phase: Spend a 

research point and a clue 

token to insert the Heal 

spell into this book.  If it is 

not available, you may 

spend the same to heal two 

Stamina.

Phylactery

In the crumbling ruins of 

Mesopotamia, the sorcerer 

fought a creature which seemed 

immune to harm.  Finally, after 

the thing was laid down, the 

sorcerer discovered the secret to 

the thing’s near imperviousness: 

a grim phylactery.

Phylactery

Skill

Upkeep Phase: Spend two 

research tokens and two 

clue tokens to place a skill 

upside down in this tome.  

You may no longer use the 

skill, but your maximum 

Stamina is increased by 

one. If you ever lose this 

tome, you are devoured.

Waves of R’Lyeh

While visiting a strange, 

cyclopean city, deep in the 

middle of the ocean, the 

sorcerer sacrificed a score of the 

ship's slaves to gain a dream-

audience with Great Cthulhu. 

He learned the dark secrets of 

the sea-choked city, and swore 

allegiance to the great Old One 

who dreams beneath the waves.

Waves of R’Lyeh

Skill

Any Phase: Spend a 

research token to 

automatically gain one 

success on any skill roll 

while in R’Lyeh.

Hall of Anubis

While searching for the tomb of 

the Dark Pharaoh, the sorcerer 

entered the musty Hall of 

Anubis to read the glyphs upon 

its walls. There, he learned the 

location of the tomb, and other 

great secrets of the ancient 

priests of Egypt.

Hall of Anubis

Skill

Movement Phase: Spend a 

research token to add one 

of the following spells to 

this tome: Shriveling or 

Markings of Isis (from 

Curse of the Dark 

Pharaoh).

Fane of the Pharaoh

After finding the tomb of the 

Dark Pharaoh in the sands 

beyond the Valley of Kings, the 

sorcerer sacrificed his traveling 

companion to gain an audience 

with the Black Pharaoh. The 

fallen king showed to him the 

secrets of the masks, and other, 

darker things left undetailed in 

the text.

Fane of the Pharaoh

Skill

Any Phase: When a Mask 

monster is introduced into 

play, you may spend a 

research token to replace it 

with any other Mask 

monster not already in play.

The Serpent Ruins

The final account of the sorcerer 

details his expedition into the 

Jungles of India. There, he 

found the ruins of a long 

forgotten race of serpent people. 

It is here that the book ends 

abruptly, after a brief reference 

to his suspicions that the Ser-

pent Folk may yet still live in 

the ruins.

The Serpent Ruins

Skill

Any Phase: Spend a 

research token and a unique 

item to gain 2 clues.

Any Phase: Spend a 

research token to reduce 

the damage done by a 

Serpent Folk to only one 

Stamina.


