
Research

Ludwig Prinn – diabolist, 

warlock, necromancer, and 

alchemist – was burned at the 

stake in 1521 for witchcraft, 

heresy, and a multitude of other 

crimes, but his book, De Vermis 

Mysteriis, or “Mysteries of the 

Worm,” in which he details the 

dark arts he learned from his 

Syrian captors during the 

crusades, escaped.  The book is 

well-known in occult circles as 

a powerful tome, second only to 

the dread Necronomicon.

Research

Movement Phase: Spend 

two movement points and a 

Sanity point in an unstable 

location to make a Lore-2 

check.  If you succeed, gain 

a research token (you 

cannot have more research 

tokens than your current 

Lore).  If you fail, a 

monster appears.

Under Alexandria

“I willfully betrayed my fellow 

prisoners for a chance to learn 

the secret science of my Syrian 

captors.  Slowly, I gained their 

trust, and they lent to me some 

of their power, so that I might 

continue to serve them.  On the 

day they came for me, many 

swore they would see me dead, 

but all of them turned to bones 

during my apprenticeship in the 

dark vaults beneath ancient 

Alexandria.”

Under Alexandria

Skill

Movement Phase: Spend a 

research token to draw 

from the spell deck until 

you get a one-handed spell, 

and add it to this tome.

Fires of Nephren-Ka

“When I had laid waste to the 

Syrians who had taught me their 

secrets, I set off into the desert 

to seek audience with Nephren-

Ka, the Dark Pharaoh himself. 

In the Black Tomb beneath the 

sands of the Valley of Kings, I 

found him, and he revealed to 

me the forbidden lore of Egypt.”

Fires of Nephren-Ka

Skill

Any Phase: Spend three 

research tokens and two 

Sanity tokens to search the 

spell deck for any spell and 

add it to this tome.

Saracenic Rituals

“The Dark Pharaoh returned to 

his slumber, and I left his tomb, 

heading towards the land of the 

Saracens.  There, I found others 

who had also had audiences 

with the Pharaoh, and together, 

we summoned upon the eve of 

the eclipse an Avatar of the Key 

and the Gate, Yog-Sothoth, 

which opened to us many things 

unguessed at and terrifying.”

Saracenic Rituals

Skill

Movement Phase: Spend a 

research token and a Sanity  

point to draw from the spell 

deck until you get a two-

handed spell, and add it to 

this tome.

Sands of Libya

“I had surpassed the ability of 

all men I encountered, yet I still 

thirsted to learn more. Having 

exhausted the living, I turned to 

the dead.  Deep in the sands of 

Libya, I found the tombs of 

great warlocks, and using the 

essential saltes and alchemical 

reagents I had prepared, I 

awakened them from their 

eternal slumber to speak with 

them.”

Sands of Libya

Skill

Movement Phase: You 

may spend two research 

points to draw spells from 

the spell deck until you find 

one without a hand 

requirement, and add it to 

this tome.

Pagan Altars

“My quest led me out of the 

desert and into the dark, verdant 

forests of Europe.  Though the 

strange environment unnerved 

me, I plunged headlong into its 

dark bowers, and found that 

which I sought – the grand 

intersection of ley lines where 

great rituals may be per-

formed.”

Pagan Altars

Skill

Movement Phase: You 

may spend a research token 

and a Sanity point to insert 

the top spell of the spell 

deck into this tome.

Descent to Madness

In the final stages of the tome, 

Prinn grows increasingly 

unstable. The deterioration is 

clear, but there is revelation in 

his madness, for the insane 

ramblings seem to make hidden 

connections between topics 

which no man has since 

survived to ponder.

Descent to Madness

Skill

Any Phase: Spend a 

research token after a 

character goes insane, takes 

a madness card, or is 

devoured, to draw a skill 

and place it in this tome.


