
Al Azif

The fabled Necronomicon.  

Madness emerged from the 

sands of the middle east, put to 

page and bound up in leather 

and iron.

Originally titled Al Azif, this 

tome details the avid quest for 

occult secrets by the mad arab 

Abdul Alhazred.  Not so much 

published as redistributed, Al 

Azif has been handed down 

through the occult tradition 

since its original edition in the 

eighth century A.D.

Al Azif

The name Necronomicon comes 

from the Greek translation by 

Theodorus Philetas of Constan-

tinople in 950 A.D., which 

triggered a concerted effort to 

purge the world of all copies.

Indeed, throughout its existence, 

whenever this vile tome came to 

the attention of the church or 

government, it has been sup-

pressed. Only by subterfuge, 

deceit, and treachery has the 

work survived, hoarded in the 

cobwebbed vaults of madmen 

and scholars.

Research

The work is dense, detailed, and 

unflinching in its portrayal of 

the mad arab's quest for dark 

power, and, despite their 

fantastic and horrible content, 

the stories within have the awful 

ring of truth.  The things the 

mad arab saw in the great halls 

of Irem and the ruins of Arabia 

are even worse than the stuff of 

nightmares. As you read, you 

feel a dark stain of dread begin 

to pollute your mind.  You have 

the disquieting certainty your 

dreams will never be the same.

Research

Movement Phase: Spend 

two movement points and a 

Sanity while in an unstable 

location to make a Lore-1 

check. If you succeed, gain 

a research token.

You cannot have more 

research tokens than your 

current Lore.

Sands of Sanaa

While wandering the sands of 

Sanaa, the mad arab was 

attacked by a horde of terrible 

sand worms that protect the 

hidden tombs of fallen priests.  

He fought them off with magi-

cal incantations he learned from 

a sheaf of scrolls he purchased 

in a black-market marketplace 

in Yemen.

Sands of Sanaa

Skill

Movement Phase: Spend a 

research token to insert one 

of the following spells into 

this tome: Bind Monster, 

Red Sign of Shudde M'ell, 

Greater Banishment (from 

Dunwich Horror), or Lure 

Monster (from Dunwich 

Horror).

Libraries of Babylon

In the forgotten libraries of 

Babylon, the mad arab found 

the manner in which to make his 

way in the other worlds.

Libraries of Babylon

Skill

Movement Phase: Spend a 

research token to insert any 

of the following spells into 

this tome: Find Gate, 

Astral Travel (if you are 

using the Curse of the Dark 

Pharaoh expansion), or 

Summon Shantak (if you 

are using the Dunwich 

Horror expansion..

Secrets of Memphis

In the secret, subterranean 

chambers beneath Memphis, the 

mad arab learned ancient secrets 

from the Dark Pharaoh which 

would allow him to further his 

researches in realms hostile to 

humans. The Dark Pharaoh 

warned him that he would be 

seeing things that could break 

his mind, and prepared him with 

a series of spells that would help 

him steel his will against the 

horrors to follow.

Secrets of Memphis

Skill

Movement Phase: Spend a 

research token to insert one 

of the following spells into 

this tome: Voice of Ra, 

Flesh Ward, Markings of 

Isis (from the Curse of the 

Dark Pharaoh expansion), 

or Feeding the Mind (from 

the Curse of the Dark 

Pharaoh expansion).

The Empty Quarter

In the Empty Quarter, the mad 

arab spoke with dead priests in 

the sand-swallowed tombs of 

Arabia. From them, he learned 

further secrets of drawing power 

from the malignant, subterra-

nean entities of the Earth to 

smite his enemies.

The Empty Quarter

Skill

Movement Phase: Spend a 

research token to add one 

of the following spells to 

this tome: Shrivelling, 

Wither, Denying the 

Ancient One (from Curse of 

the Dark Pharaoh), or 

Plague of Locusts (also 

from Curse of the Dark 

Pharaoh).

Halls of Irem

From the tomes of blasted 

knowledge taken forcefully 

from the sorcerers of Irem, the 

mad arab plumbed even darker 

secrets, and learned of the 

nameless city that lay crumbling 

in dusty caverns below.

Halls of Irem

Skill

Movement Phase: Spend a 

research token to insert one 

of the following spells into 

this tome: Dread Curse of 

Azathoth, Wrack (from 

Dunwich Horror) or 

Shroud of Shadow (Curse 

of the Dark Pharaoh).  If 

none of these are available, 

draw one randomly.

Nameless City

In the nameless city below Irem, 

the mad arab unlocked the gift 

of prophecy.  He learned the 

supplications and sacrifices 

needed to bring the black 

dwellers of the whispering well 

to him, and extract from them 

the secrets of the future.



Nameless City

Skill

Movement Phase: Spend a 

research token to insert one 

of the following spells into 

this tome: Forsee (from the 

Dunwich Horror) or 

Premonition (from Curse of 

the Dark Pharaoh).  If 

neither spell is available, 

draw one randomly.

Nameless City

Skill

Upkeep Phase: Spend a 

research token increase 

your Focus by one for this 

phase.

Any Phase: Spend two 

research tokens to move 

one skill slider one space.

Nameless City

Skill

Any Phase: Spend a 

research token to allow one 

other investigator to use 

clue tokens to assist you in 

a skill roll you are 

attempting.

Whispering Well

The dark things pulled at him, 

and he went with them to the 

brink of the Whispering Well. 

There, he saw, laid before him, 

the ultimate and inevitable fate 

of humanity. The vision 

hungered for his blood, but he 

sated it by pushing his two 

porters into the well.

Whispering Well

Skill

Any Phase: Spend two 

research tokens and discard 

an ally to defeat any one 

monster (not the Dunwich 

Horror). Nightmarish and 

Overwhelming properties 

do not trigger. You may 

only take it as a trophy if 

you are in combat with it 

when you use this skill.

Canticle of Damascus

In the darkened back alleys of 

Damascus, the mad arab met 

with the elders who had 

originally set him on his quest. 

Having far surpassed them, he 

took their alchemical knowledge 

from them and sacrificed them 

to Azathoth in his final insane 

devotion.

Canticle of Damascus

Movement Phase: Spend a 

research token to insert one 

of the following spells into 

this tome: Enchant 

Weapon, Mists of Releh, or 

Alchemical Process (from 

the Dunwich Horror 

expansion). 


