
Research

The Cabala of Saboth, or the 

“Book of Angels,” recounts the 

story of an early nomadic tribe 

of slaves, newly escaped from 

Egypt, which was corrupted by 

a dark power.  As the tribe’s 

elders fell under the evil power 

of the cultists, they led the 

hapless tribe on insane quests 

for power for the otherworldly 

entites (the “Angels”) that 

attended their midnight rituals.

Research

Movement Phase: Spend 

two movement points and 

make a Lore-1 check to 

gain a research token.

You may not have more 

research tokens than your 

current Lore.

Ancestor Worship

The first signs of pollution in 

the tribe came in the form of a 

sudden interest in ancestor 

worship by the tribe’s elders, 

almost as if some intelligence, 

long dead, had contacted the 

elders during one of their 

rituals.  One by one, the elders 

came to believe that their 

deceased loved ones and family 

members were speaking to them 

and giving them advice.

Ancestor Worship

Casting modifier: +0

Sanity cost: 1

Magical Spell

Upkeep: Cast and spend a 

research token to draw a 

skill. Place a sanity token 

on it for each success. Each 

upkeep phase, remove a 

token, and when you 

remove the last one, discard 

the skill.

The Word of God

The “ancestors” led the tribe to 

the sand-swallowed ruins of an 

ancient sorcerer, far into the 

desert in southwestern Egypt. 

There, they found the markings 

of the fallen god Ra, and the 

“ancestors” taught the tribal 

elders to harness the power of 

these engravings.

The Word of God

Skill

Any Phase: Spend a 

research token and a clue 

token to insert the

Voice of Ra spell into this 

tome if it is available.  

Otherwise, insert a spell 

drawn randomly.

The Hand of God

After unlocking the Word of 

God hewn into the stone in 

those terrible ruins, they fought 

their way past jackal-headed 

guardians and performed a ritual 

in a crumbling chamber to 

summon the “Angels,” who rose 

up and spoke with them. At 

first, the tribe was terrified, but 

the “Angel” healed a grievous 

wound a young man had 

received, which convinced most 

of the tribe of the divinity of the 

“Angels.” 

The Hand of God

Skill

Any Phase: Spend a 

research token and a clue 

token to insert the Heal or 

Flesh Ward spell into this 

tome if it is available.  If 

neither is available, draw a 

spell at random to insert.

The Scourge of God

Emerging from the ruins, the 

ancestors offered the slaves an 

opportunity to exact revenge 

upon their oppressors. With a 

ritual upon a mountaintop 

overlooking the Valley of Kings, 

the slaves used the knowledge 

taught them to send a plague of 

locusts upon the town where 

they had been enslaved. When 

the screams died down, there 

was nothing left of the place, 

The Scourge of God

Skill

Movement: Spend two 

research points to either: 

add the Curse of the Dark 

Pharaoh spell Plague of 

Locusts to this book; or 

remove a single monster, 

discarding one Sanity and 

one Stamina per point of 

toughness.

The Grace of God

The Cabala recounts the tale of 

a man infused with the power of 

God via a sacrificial ritual on a 

night when the stars are in 

alignment.  The "Angels" came 

down and infused him with a 

mighty, otherworldly presence 

which sapped the strength of 

those who blessed him.

The Grace of God

Skill

Upkeep: If every 

investigator discards a 

sanity and a stamina, you 

may spend a research token 

to either become blessed or 

remove a curse.

The Light of God

The Cabala includes passages 

wherein damned souls speaking 

in demonic gibberish are 

consulted under torture to 

discover the intent of various 

foes of life. The transcripts are 

at once horrible and fascinating, 

as are the methods used to 

extract meaning from the 

gutteral, choked utterances of 

the mad.

The Light of God

Skill

Immediately after an 

investigator goes mad (or 

takes a madness card if you 

are using the Dunwich 

Horror expansion), spend a 

research token to discard 

Sanity points and give that 

investigator an equal 

number of clue tokens.


