
Research

The play starts off  blandly, 

weaving a story about a noble 

family on the shores of the 

fabled Lake of Hali. But you 

read the second act with a 

horrible fascination, and feel 

your sanity slipping as each 

awful turn of events piles one 

upon another.  The horrific tale 

pulls you onward, and you feel 

as if you stand on a great 

precipice of darkness. Only with 

great willpower will you 

manage not to read the terrible 

conclusion of the story...

Research

Movement Phase: Spend a 

movement point and a clue 

token to make Will-1 checks 

until you succeed, losing a 

Sanity point every time you fail 

a roll.

If this drives you to zero Sanity, 

you are devoured.  Otherwise, 

gain a research token.

You may not have more 

research tokens than your 

current Lore.

Pallid Prophecy

One day, a mysterious envoy 

wearing a "Pallid Mask” 

appears in the royal court, 

claiming to be an envoy of the 

King in Yellow. After pressing 

him for information of his 

master, the envoy disturbs the 

royal family mightily by issuing 

a series of terrible prophecies 

which, one by one, begin to 

come true throughout the course 

of the play, throwing the royal 

family (and their estates) into 

chaos and fear.

 

Pallid Prophecy

Skill

Any Phase: You may 

spend a research token to 

make a Lore-1 check.  If 

you succeed, you may 

move one of your skill 

sliders one stop in either 

direction.

Pallid Utterance

When the messenger begins to 

pose a threat to the royal family, 

the royal sorcerer summons a 

Leviathan to attack him. But the 

messenger pronounces a dire 

syllable against the beast, and it 

squeals and writhes as the 

"essence" of the creature is 

dissolved.  Once this happens, 

the messenger walks over to the 

tormented creature, draws a 

yellow knife, and slays it with a 

single thrust.

Pallid Utterance

Skill

Movement Phase: Spend a 

research token and a Sanity 

point to make a Lore-1 check.

If you succeed, you may insert 

any one of the following spells 

into this tome if it is available:

Red Sign of Shudde M'ell, Bind 

Monster, or Greater Banishment 

(if you are playing with the 

Dunwich Horror expansion).

Pallid Epiphany

At the insistence of one of the 

courtiers, the Messenger with 

the Pallid Mask agrees to show 

her his “face,” despite his 

assertion that it isn’t a mask at 

all.  After they walk offstage, a 

bloodcurdling scream is heard, 

but in the following act, the 

courtier reappears as a servant 

of the King in Yellow. Gone are 

her sly machinations, replaced 

by strength and will.

Pallid Epiphany

Skill

Movement Phase: You 

may spend a research token 

to swap your current Sanity 

and Stamina scores (your 

maximum Sanity and 

Stamina still apply).

Pallid Gesture

At one point in the play, the 

messenger of the King in 

Yellow is attacked by a 

company of the royal family's 

guards.  Rather than fight them, 

the messenger makes a simple 

gesture in the air, and the guards 

all fall dead in a circle about 

him.

The play notes include a 

description of the gesture for 

performance, and you wonder 

whether you could reproduce 

that gesture yourself...

Pallid Gesture

Skill

Movement: You may 

spend a research token and 

a Sanity point to attempt a 

Lore-2 check.

If you succeed, you may 

add the Dread Curse of 

Azathoth spell to this tome 

if it is available.

Avatar of the King

When madness rules the streets 

of the kingdom, and all that the 

royal family had built is laid 

down in ruin, the Pallid 

messenger performs his final 

ritual to call forth his King from 

beyond the far shores of Hali.

Avatar of the King

Skill

Any Phase: You may 

spend two research tokens 

and reduce both your 

maximum Stamina and 

your maximum Sanity by 

one to remove one token 

from Hastur’s doom track.

Lay of Carcosa

"Along the shore the cloud waves 

break, the twin suns sink beneath the 

lake, the shadows lengthen, in 

Carcosa.

"Strange is the night where black stars 

rise, and strange moons circle through 

the skies, but stranger still, is lost 

Carcosa.

"Songs that the Hyades shall sing, 

where flap the tatters of the King, must 

die unheard in, dim Carcosa.

"Song of my soul, my voice is dead; 

die thou, unsung, as tears unshed, shall 

dry and die in, lost Carcosa.

Lay of Carcosa

Skill

Any Phase: If you are playing 

with Dunwich Horror, you may 

spend a research token to gain a 

bonus of +2 dice to any skill 

check while in Carcosa.

If not, spend a research token to 

avoid getting Lost in Time and 

Space by visiting Carcosa; have 

a gate encounter (any color) and 

immediately afterwards, return 

to South Church, even if you are 

delayed or moved elsewhere.


