
Research

This sacred text by the death-

priests of Egypt was secretly 

passed from priest to priest until 

Ramses II heard of it. When his 

priests refused to turn it over, 

they were executed one by one, 

but not before the book had 

been spirited away. Presumed 

lost, the book disappeared into 

the sands of recorded time until 

it turned up in Constantinople in 

the late 1800's, presumed to 

have been there since early 

Byzantium.

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.

Lost Mysteries

While much of the book is not 

new to even the casual 

Egyptologist, there are some 

interesting bits, such as the 

reasons why priests began 

storing the deceased's internal 

organs in canopic jars topped 

with the heads of the gods, why 

enchanted coins were included 

inside the funerary wrappings, 

and why thin shafts were 

constructed in tombs that point 

toward the stars.

Lost Mysteries

Skill

Movement Phase: Spend a 

research point, a Sanity 

point, and discard an 

exhibit item to gain three 

clue tokens.

Rite of Azathoth

The text describes the initiation 

rite for the upper levels of 

priesthood. Before the rite, the 

candidate was advised to 

"prepare himself with the 

necessary meditations and 

incantations," for he would be 

required to look upon "the 

shadow God, reflection of 

Pharaoh in darkness, the form-

less god from the stars."  If his 

mind broke, he would be put to 

death and fed to the formless 

god.

Rite of Azathoth

Skill

Movement Phase: Spend a 

research token and a clue 

token to add one of the 

following spells to this 

tome: Flesh Ward, Feeding 

the Mind, or Markings of 

Isis.

.

Walk to the Gods

The Book describes the connec-

tion between a priest and the 

pantheon of gods.  It goes into 

particular detail about how 

certain rituals and syllables may 

be used to channel a god's 

energies to great purpose, or to 

sever the connection of a foe to 

the god they choose to worship.

Walk to the Gods

Skill

Movement Phase: You 

may spend a research token 

and a clue token to insert 

Denying the Ancient One, 

or a research token and two 

clue tokens to insert Dread 

Curse of Azathoth, into this 

tome.

Mummification

There are pages and pages of 

exhaustive detail about the 

process of mummification.

However, there is one curious 

passage which indicates that the 

dessication of the corpse may be 

accomplished magically, as well 

as through the application of 

niter.

Mummification

Skill

Movement Phase: Spend a 

research token and a clue 

token to insert Wither into 

this tome. If it is not 

available, you may insert 

Shrivelling instead.

Fertile Crescent

You come to the part of the 

book which has the reason why 

the priests kept the book secret, 

even from Pharaoh. It includes 

terrible and mighty spells that 

can shape the course of a 

civilization, such as the one 

which kept the Nile fertile. Most 

require ancient artifacts long 

since been lost to the sands of 

time, but one of them describes 

the manner in which to summon  

a plague of locusts to devour 

croplands and incite famine, and 

requires no such artifact.

Fertile Crescent

Skill

Any Phase: Spend a 

research token and a clue 

token to insert the spell 

Plague of Locusts into this 

tome.

Walk of the Dead

The tome describes the perilous 

journey one must take in the 

afterlife, and explains the 

manner in which one may 

prepare for this journey by 

creating mystical artifacts 

whose power reaches beyond 

the mortal world.

.

Walk of the Dead

Skill

Any Phase: Spend two 

research tokens and two 

Sanity points on the 

Miskatonic University 

Campus to draw an exhibit 

item.


