
Research

You’re struck by the dissonance 

created between the beautiful 

script and the awful subjects 

with which these scrolls deal: a 

host of terrifying visions and 

divinations. Hsan, to his credit, 

deals with these visions with an 

admirable stoicism...until book 

seven.  The final scroll reveals a 

depth of madness and insight 

that the other books pale 

against.  It is clear that the last 

book should not be read too 

closely by those wishing to 

retain any shred of sanity.

 

Research

Skill

Movement Phase: Spend 

two movement points to 

make a Lore-2 check. If 

you succeed, claim a 

research token.  You may 

never have more research 

tokens than your current 

Lore.

Book One

The first Cryptical Book acts as 

an introduction to the core 

tenets of Chinese cosmology 

and divination at the time when 

Hsan was writing.  It includes 

the koan-like admonitions that 

Hsan's unnamed master told him 

to get him interested in this path 

of investigation. There are only 

hints at the gathering darkness 

in this book.

Book One

Skill

Movement Phase: Spend a 

research point to make a 

Lore-1 check. For each 

success, you may exchange 

one Sanity token for one 

clue token.

Book Two

Book Two deals with Hsan 

exploring dream magic by 

entering a trance and contacting 

other consciousnesses in his 

dreams.  Some dark things 

appear in his dreams that 

unsettle him, but his knowledge 

and confidence grow.

Book Two

Skill

Movement Phase: Spend a 

research token and a clue 

token to add Vision Quest 

to this tome.

.

Book Three

Hsan describes a rite to gaze 

into the future, but cautions the 

reader against taking drastic 

action to change the future, for 

often, this can cause an even 

greater disaster in its stead.  He 

believes the future is a natural 

expression of a harmonious 

universe, and interfering with it 

weakens the fabric of time and 

space, giving "great evils 

beyond the shimmering veil of 

reality" opportunity to enter this 

world and lay waste to it.

Book Three

Skill

Movement Phase: Spend a 

research token and a clue 

token to add Foresee or 

Premonition (from Curse of 

the Dark Pharaoh) to this 

tome.

Book Four

Hsan details a rite to tap into the 

cosmos to unleash one's funda-

mental power, but a few pas-

sages sink into grave warnings 

about the monstrous threats that 

lie "just beyond our existence."  

Harnessing the ambient power 

of the universe, while useful, 

can weaken the fabric of reality, 

and give these "un-gods" an 

opportunity to enter our world 

and shatter it.

Book Four

Skill

Movement Phase: Spend a 

research token and two clue 

tokens to insert Bless into 

this tome.

Book Five

Hsan reveals his ability to travel 

in his dreams to other realms.  

At first, he details the Dream-

lands, but as the book continues, 

he begins speaking about his 

fascination with a far more 

dangerous realm which he calls 

the "Abyss."  In these parts of 

the book, he is guardedly vague, 

but even so, the descriptions he 

gives of things he witnessed 

there are disturbing to say the 

least.

Book Five

Skill

Movement Phase: Spend a 

research token to move to 

Dreamlands or Abyss.

Movement Phase: If you 

leave either other world 

when there is no gate to it, 

move to the French Hill 

Streets instead of becoming 

Lost in Time and Space.

Book Six

The sixth Cryptic Book details 

Hsan's journey to the Abyss and 

the horrors he witnessed there. 

While exceedingly dark, 

oppressive, and terrifying, the 

experience of reading along 

with Hsan seems to steel your 

resolve.  Between episodes, 

Hsan reveals how the Tao is 

ultimately able to transcend the 

soul-eroding effects of seeing 

into the black Abyss.

.

Book Six

Skill

Any Phase: Spend a 

research point when you 

are about to take Sanity 

damage to attempt a Lore-1 

[2] check. If you succeed, 

you heal one Sanity instead 

of taking the damage.


