
Research

“The creatures who contacted 

me seemed strange in the 

extreme, having risen up from 

the depths of that night-haunted 

thicket.  Utterly alien, they filled 

me with a thrill of fear like I 

have never felt before, but there 

was no escaping them, for they 

cornered me. Slowly, I came to 

understand that they meant me 

no immediate harm. In fact, they 

seemed to need my help, for they 

seemed weak and disoriented.”

Research

Movement Phase: Spend 

two movement points and a 

clue token to gain a 

research token (you cannot 

have more research tokens 

than your current Lore).

New Awareness

“At first, I could not understand 

their buzzing, humming, and 

piping, but through gestures, 

they assisted me in participating 

in a ritual that opened a great 

vista in my mind.  I saw their 

ancient cities being built when 

the Earth was young, I saw the 

strange circumstance that 

separated them from their race, 

and I came to comprehend the 

fundamentals of their language.  

Soon, we could speak to one 

another.”

New Awareness

Skill

Movement Phase: Spend a 

research token and a Sanity 

to make a Lore-1 check.  If 

you succeed, you may 

insert the Vision Quest spell 

into this book if it is 

available.  Otherwise, draw 

a spell at random to insert.

Juncture of Ley Lines

“In search of others of their 

race, they took me to a dark, 

crumbling temple deep in the 

woods they had built to harness 

the power of a juncture of Ley 

Lines.  There, they taught me to 

read the eroded inscriptions, 

that I may learn and occupy my 

time as they set about their 

dowsing ritual to discern 

whether they were merely 

separated from the others, or 

now alone in the universe.”

Juncture of Ley Lines

Skill

Any Phase: Spend two 

research tokens to insert the 

Revelations of Script spell 

(from the Curse of the Dark 

Pharaoh expansion) if 

available, or a drawn spell 

from the spell deck, into 

this book.

Depths Below

“My guides took me to deep 

caverns hewn beneath the mist-

shrouded Blue Ridges. There, 

they were dismayed to find their 

ancestral outpost overrun by 

dark things which crawled in 

shadows. They were ruthless in 

slaughtering the creatures, and 

they showed me a gesture I 

could use to detect them. But the 

true knowledge came in the 

great library they found, and I 

read much while they cast their 

dowsing spells.”

Depths Below

Skill

Any Phase: Spend a 

research token to ignore the 

Ambush ability of a 

monster or to roll two extra 

dice on an Evade check.

Light of Genesis

“My guides gave me free reign 

to read what I pleased in their 

library.  That was their mistake, 

for I learned of the true genesis 

of our species, and the manner 

in which our ancestors were 

treated. It took little to surmise 

what would happen should these 

creatures re-establish them-

selves as the dominant race on 

our planet. So I set about 

learning spells I could use to 

ensure their destruction when 

the time came.”

Light of Genesis

Skill

Movement Phase: You 

may spend two research 

points and one Sanity to 

place any of these spells in 

this tome:

Dread Curse of Azathoth, 

Wither, Shrivelling,

Red Sign of Shudde M’ell.

Frozen City

“My guides opened a gate to a 

strange city in the frozen wastes 

at the bottom of the world. One 

cast a spell to keep me warm 

and help me breathe, and we 

explored the place until we 

found the gate chamber. They 

spent three days opening the 

gate to Yuggoth, and fell into a 

hibernation from the effort. It 

took only a moment to slay each 

on in their sleep. I then stepped 

into the gate, to finish off any 

other of their race which may 

yet remain on Yuggoth.”

Frozen City

Skill

Movement Phase: You 

may spend a research token 

and a Sanity point to draw 

spells until you find one of 

the following, and then 

insert it into this tome:

Astral Travel,

Find Gate

Return from Yuggoth

“I will not say what I found in 

Yuggoth - such knowledge is not 

meant for those unprepared. But 

I came to understand the dread 

purpose of the outpost cities the 

creatures built long ago on our 

planet. These outposts, while 

ruined, are far from inert, and 

they must be made so for the 

safety of us all, and to that end, 

I will reveal such things as will 

assist others in this task. May 

you find success should you set 

yourself to this grim task.”

Return from Yuggoth

Skill

When attempting to close a 

gate to the City of the Great 

Race, spend a research 

token to gain a +1 die 

bonus to close the gate.  If 

you succeed, the number of 

clue tokens required to seal 

the gate is reduced by two.


