
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
I^ Edition: December 2020  
KICKSTARTER LIMITED EDITION 
All rights are reserved © Delta Dreams Games 
 
https://deltadreamsgames.com 
 
This volume has been printed using exclusively paper realized 
with 80% recyled cellulose. 
 

https://deltadreamsgames.com/
https://deltadreamsgames.com/


 
 
 
 
 
 
 
 
 

SAMUELE ZANOTTI 
 

ARKHAM ARCHIVES 
CHAPTER I OF IV 

 
THE LIMESTONE ABYSS 

 
  



INTRODUCTION 
 
 
This entire project was born from the ideas of for friends in 
love with board games, gamebooks, videogames and, of 
course, everything concerning H. P. Lovecraft’s universe. 
 
Our passion for the Cthulhu Mythos and for the tales of the 
oniric led us to develop these books. The Limestone Abyss is 
the first chapter of a great adventure, destined to cross 
multiple places and eras, and that will tell the horrors lying 
in the archives of Arkham Sanitarium. 
 
The four chapters can be played separately, even if we 
suggest starting your reading with Jack’s quest (J), in order 
to proceed to Queen (Q), King (K) and eventually end up 
with Ace (A). 
The project would have never been able to grow up to this 
version without the contribution of all you people who 
supported us through Kickstarter. 
 
Theirs is our most sincere “thank you”. 

  



GAME MATERIALS LIST 
 
"The Limestone Abyss" you will need: 
 
A poker deck 
The Ouija board 
12 Equipment Tokens 
 
If you did not purchase the game materials, you can 
download everything from our site: 
 
https://www.deltadreamsgames.com/Arkham_Archives/the_
limestone_abyss/game_materials.pdf 
 
  

https://www.deltadreamsgames.com/Arkham_Archives/the_limestone_abyss/game_materials.pdf
https://www.deltadreamsgames.com/Arkham_Archives/the_limestone_abyss/game_materials.pdf


GAME PREPARATION 
 
Divide the deck of cards in two, thus obtaining the deck of 
MENTAL SANITY and the deck of PHYSICAL HEALTH. 
 
The deck of sanity will consist of all the figures (J, Q, K), the 
aces (A) and the two jokers, for a total of 18 cards. It must 
be placed on the left part of the gameboard, inside the 

section with the brain logo (h) 
 
The remaining cards will make up the physical health deck, 
for a total of 36 cards. This deck is placed on the right 

section with the blood drop logo (). 
 
 

You are ready to start your adventure. 
Read the rules below carefully and good luck. 
  



RULESET 
 

PATHS 
 
The Limestone abyss is an interactive story that will allow 
the reader to follow different paths that will inevitably lead 
to different endings. 
Most of the time the player will be asked to draw a specific 
number of cards from a specific deck. Unless you see 
different instructions, the cards are always to be discarded 
in the side section. 
 

DECKS USAGE 
 
You will be asked to draw a specific number of cards from a 
certain deck. 
 

REMEMBER: 
MENTAL HEALTH LEFT 

PHYSICAL HEALTH RIGHT. 
 

For simplicity, the sanity deck will be indicated with the h 

icon while the health deck will be indicated with the   

 
Example: 
 

  Draw a physical health card; if its value is higher 

than 7, proceed to chapter J11, otherwise go to J25. 

h Draw two mental sanity cards; if their total value is 
higher than, or equal to, 15, go to chapter J36, otherwise 
go to J105. 



 
Once the action has been performed, the cards will be 
discarded and placed in the discard area of the respective 
deck. 
 
It is allowed to read the discard value again during the game 
as many times as is deemed appropriate. 
 

REST  
 
The Limestone abyss adventure will be full of tension and 
challenges to overcome. 
 
You can rest as many times as you deem appropriate. In the 
chapters marked with the  icon, this choice will result in 

the recovery of  physical health as indicated in the 

respective dream. 
 
It is necessary to remember the number of the rest 
chapter, it is suggested to mark it on a piece of paper or 
to use a bookmark to memorize the page. 
 

The player who decides to rest will have to draw a h 
sanity card and, once she/he has gone to the end of the 
book in the NIGHTMARES section (dark pages), read the 
effects of resting described in the chapter that corresponds 
to the card just drawn. 
 
 
 
 



Once you have read it you will have to go back to the 
previous chapter. 
 
For instance 
 

The player is reading chapter J56☾ where it is possible to 

rest and therefore decides to rest due to the huge loss of  

physical health. He draws and discards a card from the h 
sanity deck and the K♦ comes out. At this point the player 
will memorize chapter J56 and go to chapter K♦ in the 
NIGHTMARE section, reading all the effects. 
 
Once read, he will have to go back to chapter J56 he was 
reading and decide whether to rest again or continue 
reading. 
 
TO ACCESS THE NIGHTMARES YOU WILL HAVE TO CLICK ON 
THE CHAPTER OF REST: A NEW DOCUMENT WITH THE 
DREAMS WILL OPEN. 
 
 

DEATH / † CHECKPOINT 
 
There are two types of death: physical death and brain 
death. 
 
Physical death can occur: 
 
1.  Described by the story if the chosen path led to that 
result. 



2.  Running out of cards in the physical health  deck. In 

this case we must imagine that Jack falls to the ground 
without strength and slowly dies. 
 
Dying engulfed by the horrors of the abyss is simple. For 
this reason, only in case of physical death it is possible to 
restart the adventure from the chapters marked with the 
icon icon † 
 
Whenever you reach a chapter † CHECKPOINT, it is 
recommended that you mark it in Jack's journal (or on a piece 
of paper). 
You will be able to return to the aforementioned chapter 
without losing anything among the acquired objects, but you 
will have to shuffle the two decks with the relative discards 
and discard a number of cards as indicated on the title of the 
chapter. 
 
For example 

J118 

(†  8💧 2 h) 

 

This chapter is the first ☾ rest accessible to players and also 
the first † checkpoint. 
You will need to mark this chapter and if you die before 
reaching the next checkpoint, you can resume reading from 
this chapter. 
 

Remember, you must shuffle the two decks, 💧 physical 

sanity and h mental sanity, and pay the cost of the 



checkpoint. In this case you will have to discard 6 💧 

physical health cards and 3 h sanity cards. 
 

Brain death occurs, however, when the last card of the h 
mental sanity deck is discarded. 
You will have to go to the chapter of nightmares related to 

the last card of h mental sanity extracted and read the 
ending. 
The player will fall into a dream state between death and 
life. 
 
For example 
 

Jack is asked to draw 3 cards from the h sanity deck. 
Unfortunately, he only has two. He turns them by drawing 

first the J♣ and finally the Q♥. 
 
The player will have to read the relevant ending contained 
in the NIGHTMARE section, in the Queen of Hearts chapter 
(last card drawn). 
 
 
 
  



 
 
 
 
 
 
 
 
 
 
 
 

«You are crawling to get out of darkness.  
Did you tell the kid whoever walks with you 

dies by my hand?» 
 

S. King – The gunslinger 
  



 
 
 
 

 
 
 
 
 
 
 
 
«Nice to meet you, Lloyd, hope you guessed my name» 
«What? » 
«Oh. Nothing. Just a little classical reference. Actually, my 
name is Flagg, Randall Flagg» 
 
S. King – The Stand  
 
 
  



 
 
 
 

 
 
 
 
 
 
 
 
The oldest and strongest 
emotion of mankind 
is fear, 
and the oldest and strongest kind of fear 
is fear of the unknown. 
 
Howard Phillips Lovecraft 

  



  



J1 
 

«He kept calling your name, sir. »  
The forty-year-old woman glances at you, with a tired and 
disconsolate look in her eyes. 
 «Usually, he’s one of the quiet ones. But recently, he had some 
violent episodes» 
She states, with a not too loud voice tone. 
 
 «This visit is unconventional. I would be glad if you could 
make it as short as possible», she says as she resumes 
walking down the hall. 
You start following her and your thought inevitably falls on 
the grit floor you’re stepping on. 
That’s really depressing, you think. 
The sound of the nurse’s keys resonates in the long and cold 
corridor, poorly lit and interrupted by heavy metal doors. A 
single peephole can be found on each door, which allows 
you to spy inside every room. 
Wearily, the woman stops in front of one of them. 
 «Remember», she says after taking some steps. 
«Our main purpose is to bring your grandfather back to 
cooperating with us. We’re already busy enough to hold off… 
Are you listening to me?»  
 
Listen to the nurse. 
Go to  J115  



J2 
 

If you’re reading these lines, then the situation surely is 
tragic. You’ve found the Cultus and I certainly told you where 

to look for it. 
So, if we’re here at this point, it is fitting that I explain to you 

what to do next. 
You need to take the board and open it in front of you. 

Take the deck of cards. The true power lies inside of them and 
inside the medallion. 

Separate the Jacks, the Queens, the Kings, the Aces and the 
two Jokers from the deck, and keep them aside. 

Now take the remaining deck and shuffle it well. Your own 
life and the life of everyone else depend on it. 

Place the shuffled deck on the top. I marked with an “A” 
where to place it. 

Wear the medallion when you’re ready to start. 
I can’t add anything else. Except that I’m sorry. 

I’ll see you on the other side. 
Jack 

  



You unfold the board that vaguely reminds you of an old 
Ouija Board on which ancient and occult looking symbols 
are illustrated, along with rectangles about the size of a 
poker card. 
 
Follow the instructions and start the game.  J105 
 

J3 
 

Your assailant throws himself at you, and just his touch 
alone makes you shiver. Face to face, his gaze pierces 
through you as his hands squeeze around your neck. 
 
His eyes lack any empathy- almost feral.  
Your hands tighten around the pickaxe handle as you push 
your aggressor in the chest in an attempt to ward him off.  
 
His raspy breathing intensifies, as you hear his creaking 
joints reaching closer and closer.  
 
Even though you aren’t able to breathe, you manage to 
slowly move away. His mouth lets out a threatening roar 
that gets strangled by a strong pull to the right. 
 
Even though he’s off balance, just one of his hands lets you 
go. The other one that’s been cut off is still grabbing on to 
you.  
 
You strike his knee with a strong kick forcing him onto the 
ground. 
 



You take advantage of this and hold him down with your 
boot while you raise your improvised weapon over him. 
 
In an instant your steel inevitably strikes him. 
 
Your victim’s rotting hand is defenseless under your pick’s 
hit which pierces through it and digs deep into his skull. 
 
 
The corpse writhes under you for a few seconds. Then, his 
limbs stop moving and you pull out your weapon. 
 
Only after the dust settles again do you realize that the 
withered arm is still tight around your collarbone. 
Horrified, you grab it and throw it on the ground. 
You search the man. 
 
Go to  J89 
 

J4 
 

You let out a long sigh in resignation at just the thought of 
what you’re about to do. 
You reach out your hand to the stoup and grab the cold 
darkened metal. A multitude of tiny empty shells brush your 
skin while insect legs and antennas are touching your hand.  
You lift up the crucifix, and you shake it clean of its hanging 
remains. 
 

Draw the crucifix and discard 1 h mental sanity card. 



 
After putting the Christian symbol away in your backpack, 
you decide to abandon this place. 
 
You continue your journey, asking yourself whatever 
happened to the men that built this place. 
 
You feel discouraged and doubtful as you return to the city’s 
observation point, leaving behind proof that someone else 
was there before you. 
 
Retrace your steps up to the city, go to  J26 
You can’t revisit the church. 

  



J5 
 

You get closer until you light up the opening and spot a 
knob inside which is blocked by huge insects. 
 
If you have the necklace with you,  J35  
 
If you want to ward way the insects with the knife,  J144 
 
If you want to ward away the insects with the tentacle,  
J21 
 
If you want to ward away the insects with a candle,  J43 
 

J6 
 

Once you’ve entered, you find yourself walking around a 
town within the city. To your surprise you notice vertical 
and horizontal streets crossing each other! Your compass 
confirms that the route you just walked is pointing towards 
North West, while the street that crosses through the 
square runs perpendicularly.  The square doesn’t have a 
fountain but instead a strange obelisk in the center. It 
reminds you of those constructed in Egypt but also of 
something more finely made. The base is round like the 
columns of the perimeter which are 6 meters high and get 
thinner at the top. 
 
Around them are a myriad of small engraved characters 
which you are unable to decipher. Given the size of the 
monument, and the fact that these characters only cover 



half of it, you can theorize that they have some connection 
to those that are buried in this place.  
Enter the Mausoleum.  J125 
 

J7 
 

The skylight is bright enough to light up the engravings. 
You’re able to recognize some sort of order in the symbols 
before you. In fact, they seem like actual writing. Almost 
arranged into a sort of table, the characters hint at being 
instructions for whatever happened in this pond. You’re 
unable to deduce anything else.  
 
If you had a team to dig deeper, you could probably find 
utensils and other clues to discover the building’s function. 
You check the sand around you, shifting it from side to side. 
You continue for a bit longer and moving two large handfuls 
of material you’re able to touch the floor. You feel 
something solid and dusty, and you realize that they are 
some pieces of shiny material that converge at the same 
point.  
 
Take a closer look.  J197 
 

J8 
 

You extract your broken sword from your belt. In doing so, 
your fingers brush the knife’s handle. 
 
You have to use your weapons as well as you can if you 
want to get out alive. 
 



A frontal collision would mean being too exposed to attacks.  
Your enemy has six blades whereas you have only two- one 
of which is broken and has been reduced to a pointy knife.  
 
Your thoughts are fixated on the basis of fencing: you would 
be at an advantage if you fought on favorable terrain.  
 
Or at least, you would be on equal footing with your 
opponent from somewhere up above. You feel like a 
gladiator that is studying how to tackle a beast in the Circo 
Massimo arena. 
 
As you’re thinking about it, your legs instinctively move 
mimicking the movements of your adversary who blocked 
the road to the stairway from which you entered.  
 
Your only current option is to use the metal cage on your 
back. You need to cover your fall back.  
 
You grab hold of your Egyptian sword with both hands 
before moving your right hand to your pocket. 
In a flash, you whip out your pocketknife blade. You let it 
slide through your fingers until you grab it by the blade. 
 
Fight.  J64 
 

  



J9 
 
Before you can react, your assaulter jumps on you. The odor 
emanating from its jaws is, to say the least, noxious and its 
withered skin scratches your neck as it tightens around it.  
You try to repel the aggressor, but your boots slide on the 
smooth and dusty pavement. 
 
As you fall, you violently hit the altar where the jewelry was 
stored, and the enemy figure pins you to the ground.  
Its nails dig deep into your neck and the pain is piercing.  
Warm blood spills out of your veins. 
 
Your legs uselessly thrash about, your sight darkens and 
you slowly lose your senses as the creature sinks its teeth 
into your flesh. 
 
The walls of the study begin to take shape around you as 
you lose consciousness in a pool of blood on the carpet.  
Death takes over as you fall asleep without ever waking up. 
 

J10 
 

You open the document and the photo of a man you know 
very well gazes right at you. That’s impossible, but that man 
is a younger version of your grandfather. 
The name written on the document and the birth date 
actually leave no doubt. 
 
Name: Jack 
Surname: Palmer 
Birth Date: 8/10/1903 



 
 
Your hands are shaking. You put your passport back in your 
pocket and walk over to a metal bucket full of water. When 
you bow over it, you realize that your reflection is the same 
as your grandfather’s. 
«Oh my God», you whisper.  
 
Even your voice is different. It is deeper. And more rasping. 
You feel your heart pounding in your chest. Your breathing 
gets faster and faster. You’re about to collapse. Everything 
around you becomes dark. 
 
You kneel on the hot sand. Go to  J12 
 

J11 
 

Its features are becoming more defined, one plate after the 
other.  
Two crevices emerge from the dark, breaking many 
filaments of sticky material. You can make out the outlines 
of a face. 
 
A mouth opens wide, separating itself again from the rest of 
the sticky mass. 
You notice several rows of teeth and claws, arched into a 
satisfied and amused grin. The being begins to speak to you, 
in a deep and almost mocking tone.  
 
«Don't grieve for your friend. Your destiny looks much 
brighter than his, we can assure you. If you are as intelligent 



as he claimed, you will listen carefully to what we are about 
to say...» 
 
The monster continues after smiling again.  J76 
 

J12 
 

Your eyes take a few seconds to recover. 
You hear a distant, constant, relaxing dripping noise. You 
feel like you’re in a cave you’ve never seen before. There are 
lots of stalagmites and stalactites. 
 
«This is the place where we could always meet», says a voice 
behind you. 
You quickly turn around and see your grandfather. 
This time he’s old, sitting on the ground, still wearing his 
straitjacket. « What the hell is going on? », you ask straight 
away. 
«You are watching and living my life», he affirms wearily.  
«This makes no sense», you affirm, upset.  
«I know. And you should never live these experiences. But 
that’s one of the gifts of knowledge. I can’t tell you anything 
else for now. Except that we have this curse and we have to 
move on ». You’re simply speechless. You gaze upon the 
sitting old man in front of you with an astonished look. 
«Trust me», he says with a calm voice, «live my life. Make the 
right choices. And we’ll meet here again when everything 
makes sense. I love you, little one». 
 
Those words are the last thing you hear from your 
grandfather before everything goes black again. 
 



You reopen your eyes…  J127 
 

J13 
 

You take out the candle from your backpack, and with a 
flick of the wrist, turn your lighter on. 
The wick is being burned by the flame. 
You realize that the light emitted from the candle is more 
intense than usual- so bright it is lighting up the whole 
room. At the same time, you realize that it won’t last long.  
The murals accompany you as you walk along the balcony 
leading up to the stairs. 
 
Although there are no depictions of people or animals, you 
can distinguish a kind of "diary" that tells about the 
construction of the city. The first streets, the first houses, 
the foundations of the fort- even the monuments have been 
marked in their respective squares. 
You think to yourself that these engravings can only be a 
depiction of the real engineering history of this city. 
 
Deep in thought, you head downstairs.  J180 
 

J14 
 

You decide to follow one of the two stairways downwards. 
You're quite sure you have enough time to inspect this wing 
too. 
 
You leave the large illuminated hall behind you, continuing 
slowly walking down the stone steps, helping yourself by 



leaning your hand against the wall. Your path is soon 
blocked by an obstacle. 
 
In front of you, illuminated by the dim residual light from 
the previous room, is a wall. 
Unlike the ones in the gargantuan city that surrounds you, 
this one looks completely different. 
It is not just the color, but also the feeling you get by sliding 
the palm of your hand against it gives you this impression. 
An abundant number of debris blocks the passage. There 
are no signs of subsidence on the ceiling and so you infer 
that the debris was placed after construction. 
You may be able to work your way through in good time 
with a tool. 
 
If you have the pickaxe and you want to use it, J164  
Otherwise, back to  J167 
 

  



J15 
 

You check that you are not being followed as you take out a 
candle and your lighter from your backpack.  
 
You light the candle and the unusually bright light instantly 
illuminates the room.  
 
You’re almost paralyzed when you realize what is 
producing the creaking and whistling sounds in the 
background.  
 
You’re surrounded by a myriad of insects.  
 
They aren’t normal insects, there’s no doubt about that. 
 
Many are horribly disfigured by evident signs of disease.  
Many of these are beetles of varying sizes.  
Most of them are of normal proportions, whereas some are 
almost half a meter in length.  
But there is a characteristic that they all have in common 
which is the presence of holes on their shells that are so 
deep that their organs are exposed.  
You notice many dead insects, affected by the same 
condition. 
 
 
There is a round room. 
The dense blanket of moths, flies and other insects which 
cover the walls prevents you from understanding what 
material it is composed of. You make your way across the 



floor which is teeming with insects and remains, 
unsuccessfully trying to avoid them as much as possible. 
The only element in the room besides the bright keyhole in 
the door is a hole in the wall adjacent to it. You assume that 
it’s an opening mechanism. 
 
Get closer to the door, go to  J5 
 

J16 
 

Draw 4 more  physical sanity cards. 

If their sum is less than 20, J62 
Otherwise,  J130 
Discard these cards. 
 

J17 
 

Pushing the door doesn’t work. 
The absence of a handle hints at the fact that there must be 
some mechanism.  
You grimace as you concentrate on feeling around the walls. 
You feel a blanket of slimy, filthy critters that wriggle under 
your fingers.  
  
 
Every single brick is strewed with the same disgusting 
liquid that you felt before.  
Your heart skips a beat when your hand slides over the 
bricks, finding a crevice near the door.  
Your arm is immersed in the wall up to your elbow.  
Your fingers finally touch something. 



A handle. 
You try to turn it, but it doesn’t move. 
You try to pull it. You feel some resistance in doing so and 
deduce that it must be because of a mechanism inside the 
wall. 
As you retract your wrist, the right shutter of the door 
retracts into the wall, whereas the left is blocked.  
You let go and prepare to leave this revolting place. 
Suddenly your arm radiates jolts of pain throughout your 
body as if every single nerve were on fire.  
The pain is so strong it makes you fall to your knees.  
 

Draw and discard 2  physical health cards. 

 
As you drag yourself in pain towards the new room an 
enormous black scolopendra slithers down your arm, 
escaping into the shadows and leaving a deep and bloody 
bite mark. 
You hope with all your heart that it is not some kind of 
deadly poison. 
After a few minutes you get up again with extreme 
difficulty. 
In the midst of confusion, you hadn’t noticed that the door 
had closed behind you. 
 
You leave it behind you and look around. Go to  J167 
 

 
J19 

 
You check your thighs. A large wood splinter is sticking into 
your muscle. 



 

Draw and discard 5  physical health cards. 
 
You breathe heavily, worried and in shock.  
Your hands move awkwardly towards the splinter. 
You touch it, discovering that the wound is actually deeper 
that it seemed. 
With your pocketknife you cut your pants up to the wound, 
freeing it. 
 
You gather your courage as you bite the knife’s handle. 
You grunt savagely and bite harder as you manage to get 
the piece of wood out of your flesh. 
You immediately press the flap of cut tissue over the 
bleeding wound, waiting for a few minutes in this position.  
Afterwards, you tie a knot around the wound using the 
driest part of the makeshift bandage. Judging its severity, 
you would need a suture.  
You’re able to get back on your feet by leaning on the rocky 
wall. 
You feel relatively well, but are afraid your wound will get 
worse.  
 
Enter the cave. Go to  J93 
 

 
J20 

 
After a few minutes you reach the lake and even though the 
water is extremely clean you smell a strong, almost 
sulphurous odor. As you check out the peculiar lake you 
notice to your surprise a flourishing ecosystem. 



You strain your ear expecting to hear some kind of sound, 
but there’s nothing.  
 
Silence. Observe the lake, go to  J66 
 

 
J21 

 
It seems unorthodox but it might just work. The tentacle is 
still fresh and you even notice it’s starting to heal. 
You grab it and pull it out of your backpack. 
Feeling its slimy texture makes you shiver. You inhale 
attempting to keep the candle flame from dwindling. 
You start using the tentacle as a whip against the wall. 
You thought you could shoo away most of the insects 
around the hole but the result of your action seems to be 
even more effective. 
All the insects scatter around screeching loudly and with a 
second whip even the other creatures from inside the hole 
run away terrified by the monstrous limb. 
You notice bigger insects tumbling and falling onto the floor 
running as far away as they can from you. 
 
You drop the candle as you put your harm inside the hole. 
You finally found a handle but it won’t turn. 
Instead you hear a mechanical sound by pulling it as the 
right shutter of the door goes back into the wall. 
 
You hurry up to the next room as the door closes behind 
you, go to.  J167 
 



J22 
 

 « It’s a…. complicated question. At the beginning there wasn’t 
any sort of problem. Mostafa hired many capable people. 
They work hard and complain very little as long as you pay 
them. The problems started when we started to find ruins in 
the city. Rumors started circulating. Can you imagine they 
even sent me to Cairo to ask for ‘backup?’ Is this a joke?»  
 
Thomas points to the van in front of yours. 
 
« As head headed as mules » he affirms, irritated. 
« There’s nothing that’s trying to kill them. What are they 
afraid of? No one has step foot in this place for 1500 years.»  
« But the letters are addressed to the Count of Essex!». 
Go to  J101 
 

  



J23 
 

To your left, you immediately recognize a large fireplace in 
which there’s a heavy and rough metal cauldron, now 
tipped over, undoubtedly used for the hot pours. The stones 
that it is composed of are darker than the ones used for the 
structure; grey instead of the light brown that makes up 
most of the city. In the center of the room, there’s another 
table. This time, it’s made of a very solid material, probably 
a relatively light metal alloy, since it’s still intact, but 
oxidized. 
In front of you, on the opposite side of the room, there’s a 
wide exit that leads to a balcony. The moonlight from the 
skylight illuminates   the room so it is completely visible, 
almost as if it was daytime. 
Looking outside, it is obvious that this is not only a tactical 
position, but also a way to address the crowd in the 
courtyard in case a speech was needed. 
 
Examine the room. Go to  J52 
 

J24 
 

You decide to stay in the room and check out who or what 
else there is besides you in this place.  
You walk backwards to the staircase, kneel down and lay on 
your belly on the stairs.  You keep your eyes wide open to 
look out for any signs of someone following you on the main 
stairway, ready to run down the stairs. 
 



Or better yet, to shoot towards the altar to close the passage 
behind you by removing one of the spheres.  
 
Your heart stops for a second when the whole skylight is 
shattered. Along with a rain of fragmented glass a black, 
horrendous figure falls down on the altar with a thud. Its 
segmented tail swipes a great amount of the dust and debris 
around as it buries its claws in the ground and raises its 
chest showing you its back. 
Its voice, deep and dark, cuts through the silence with an 
amused and satisfied tone. 
 
« Mixtum sanguine erit humanitatem nobis. Et Fante, primum 
gutta de mari rubro. Reptando milite electo dissensionis » 
 
You start shaking and lose your rational mind. 
You let out a terrified scream and feel like a rat in a cage. 
You can't even bear the horrifying view standing in front of 
you. 
You sprint backwards as fast as you can. Your uncontrolled 
steps become more and more insecure until you trip over 
one of the stairs. 
Your fall is short but you land hard. It takes you a few 
seconds to realize what just happened. You are now in the 
darkness of a different room. You’ve lost your balance 
because the stairway brought you into a room where you 
are unable to see the floor. 
Your hands and face aren’t just hurting from the fall but are 
also severely scratched. 
As you get back up you notice that your jacket is wet with 
something slimy and smelly.  
 



You look at the small light that's coming from the room that 
you were in earlier is now blocked. 
 
The only element you can see in the room is a greenish hole 
on the wall in front of you, so unnatural looking that it 
makes you uncomfortable. 
 Silence surrounds you again, interrupted only by a very soft 
whistle. 
You realize that all the contents from your backpack are on 
the floor. You start picking things up. 
 
If you got the necklace go to  J161 
Otherwise,  J55 
 

J25 
 

A few days have passed since you last saw your 
grandfather. 
These memories are ingrained in your mind. 
Slowly, anxieties and concerns have replaced fear. 
The warnings, the omens. 
Everything seems to be unreal. If this is a dream you are 
unable to wake up. 
You decide to take action. 
You go back into your grandfather's studio. 
The safe is in the same place. 
Around you, the room looks slightly different from what 
you remember. 
A dusty glass shelf contains all the things you have...all the 
stuff your grandfather brought back from Egypt. 
Your pocketknife still works despite being rusty. 
You can't recognize any of the artifacts contained in this 
room. 



They must have been found at different times.  
You walk towards the library and take the box out of its 
hiding place. 
You put it on the desk and slowly open it. 
The cards are still intact as is the gameboard, go to  J204 
 

J26 
 
 
This seems like a good place to rest. 
If you intend to REST: 

• Retrieve 2  physical health cards from the discard 

pile, reshuffle the deck; 

• Discard 1 h mental sanity card, click the following 

link and read the relative dream. 

After which,  J178 
Otherwise continue to read. 
 
 
Observing the city from the highest floor of the dilapidated 
house, the view is perfect. You decide on your next goal: 
 
A) An enormous construction with embrasures, walls and 
windows.  
If you want to visit it  J78  
B) Close to the lake, a construction that appears to be an 
anachronism: a fallen bell and a nave make you think of a 
church. 
If you want to visit it,  J157  
C) Surrounded by a wall, you see what appears to be a 
cemetery. You make out headstones and mausoleums. 

https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing
https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing


If you want to visit it,  J184 
D) A large body of water that is shining in the night light. 
Around it is the only vegetation in the city.  
If you want to visit it,  J159  
E) The biggest building in the city, situated not far from the 
centre. Its entrance is situated on a long flight of stairs.  
If you want to visit it,  J163  
 

 
 

 

 

 



J27 

 
You walk ahead for a few minutes. It looks as if the city’s 
design is going to stay the same. You quicken your steps.  
You look behind you. You see an infinite series of arches in 
both directions. 
You start to run. 
You feel overcome with anxiety. 
Your rapid breathing slows you down.  
You’re scared. 
You start to expect the worst. 
Did you reverse direction by any chance? Did you walk for 
entire minutes, maybe an hour, what sort of place is this? 
Even with the support arcs, it would be impossible to create 
a tunnel so long. Not with the technology from that time. It 
should have collapsed over the years.  
You breathe frantically. With no way out, you seriously risk 
dying here. 
The wind. 
Why did it stop? 
The direction of the wind should guide you to the right 
place. 
You fall. 
Your face violently hits the ground.  Something was in the 
way. 
A body. 
Your mind is clouded with even more questions. 
You hold Thomas’ cold cadaver in your arms. You feel a 
pang in your heart. 

Draw and discard 1 h mental sanity card. 
 



You curl up with a sad, bitter, scared and confused 
expression. How is it possible that he got to this point 
before you? 
How much time did you really spend in this place? 
Even if he followed your footsteps, you must have heard 
him in the corridor, or at least found him. 
But his body seems to tell another story. 
It seems as if the body lied here for days, if not weeks. 
You are in a large closed room. 
The reddish light from the corridor isn’t enough to 
illuminate it. 
Hexagonal braziers are lined up along the walls. There is 
one for every vertex- also six in total.  
 
Try to light the braziers, go to  J154 

 
J28 

 
It isn’t like the others on the altar, as it's simpler and bare.  
A coarse and thick lace holds a symbol that is familiar to 
you by a ring.  
Although in a different style, the golden symbol is almost 
identical to the Egyptian Ankh. 
As you reach your hand out to the necklace a soft bright 
light is emitted. It makes the corpse tremble. 
You get ready to defend yourself, but despite moving 
slightly the old man doesn’t seem to be able to regain 
consciousness. 
 
Take the necklace and leave the cemetery. Go to  J131 



 
J30 

 
Whatever happened to your poor friend surely happened a 
few days ago. 
 
You feel nauseous and can’t quite rationalize this event. 
Did the corridor alter your perception of time somehow? 
How can Thomas be here? You think. 
Just one idea glares in your mind. 
 
If the necklace can keep a body alive for such a long time… 
It may give you enough to ask him some questions. You take 
it out of your backpack. 
 
Tie the necklace around Thomas’ neck, go to  J75  
Put it back in your backpack, go to  J86 
 
 
 
 



J31 
 

It isn’t like the others on the altar, as it's simpler and bare.  
Although the style is different, the golden symbol is almost 
identical to the Egyptian Ankh. 
As you reach your hand out to the necklace a soft bright 
light is emitted. It makes the cadaver tremble. 
You get ready to defend yourself, but despite moving for a 
moment, the old man doesn’t seem to be able to regain 
consciousness. 
 
Take the necklace token. 
 
Exit the cemetery. Go to  J83 
 
 

 

  



J32 
 

You walk towards the statue and observe the mural in its 
entirety. 
You understand that the holes in the lower part of the wall 
are really points from which other lines separate in low 
relief. 
 
Only interrupted by the grooves of the planet guides, each 
hole is connected to a single orbit, into which the 
corresponding lines plunge.  
You’re unable to find any logical sequence in relation to the 
point of intersection between the lines and orbits: they 
seem casually placed, like the planets. 
You have a tremendous premonition.   
This image instills a horrible sensation in you, you feel as if 
you are in danger in front of this grandiose and intimidating 
artwork. 
A drop of cold sweat accompanies your shivering, shaking 
your spine.  
You hear a muffled and distant ticking sound. There’s a 
system in motion. The metal sphere, the eighth planet, is 
getting closer to the Earth. 
A slightly arched line intersects the four most external 
orbits, nearly joining the Earth orbit. From the arrangement 
it is more than evident that a mechanism is hidden under 
this complex mural which is still working after all this time.  
 
The sole metallic disk is slowly sliding in the solar system. 
You observe the position of the planets.  
You are convinced that they are precisely in the positions 
depicted on the mechanical mural.  



You’re losing your breath and you feel your legs give way. 
You want to shout, call out for help, and learn more about 
this premonition but you feel alone and abandoned. 
 

Draw and discard 1 h mental sanity card. 
 
If what you see is true, the whole world could be in danger. 
You swallow and try to calm yourself, rationalizing what 
you’re seeing.  
It could simply be a religious fate. 
You find yourself having to look away with an enormous 
effort, concentrating again on your survival. 
 
Go back to the statue. Go to  J167 
 

 
J33 

 
Although your reflexes have almost caused you to stay still, 
you manage to stay calm and to think. 
Your muscles snap and you manage to throw yourself at the 
wooden planks that make up the elevator. 
 
You lie down on the bottom, trying to distribute your 
weight, and to keep the planks from tilting. You seem to fall 
for an eternity as you hang on as tightly as possible. 
And the impact arrives, violent and sudden. You feel once 
more the air being pushed away from you, while your limbs 
loosen the grip, and the slam keeps undaunted to hammer 
in your ears, in the silence into which you have fallen. 



Moments after, a pair of sunglasses falls near you, sticking 
into the sand, as the severed rope scatters around you. 
You slowly stand up on your knees and check on yourself. 
Some pain here and there, maybe a few bruises, but nothing 
broken. 
 
Your joints hurt a bit, but you manage to fully stand up 
without problem. 
After a quick check of your backpack, you make sure that 
nothing broke during the fall. 
 
Examine the wound. Go to  J19 
 

J34 
 

You decide to continue and venture into the temple. 
You cautiously start your descent down the dark stairs 
ensuring that with each step you won’t fall. 
Your hands brush against the wall which is also decorated 
with a series of reliefs.  
The air is slowly becoming colder and more humid. You’re 
barely able to distinguish the shapes of the stone.  
After a few moments, you step on something. 
You understand that you have entered another room. 
You’re surrounded with revolting sounds. 
The only thing you’re able to see in the room is a red crevice 
on the wall in front of you, so unnatural it makes you 
uncomfortable. Silence surrounds you again, broken only by 
a very soft whistling. 
 
If you have 1 Candle token and you want to light it, discard 
1 token candle and go to  J15  



Otherwise go to  J114 
 

J35 
 

You move towards the door, as you think about how to 
break through the wall of arthropods. Before you can make 
your decision, you’re surrounded by a ghostly noise. 
You turn around, but it turns with you: it’s coming from 
your backpack. You unbuckle the belt and look inside.  
 
The necklace that you picked up at the cemetery shines with 
the same color that you see coming from the door.   
You take it out and in response its sound seems to increase 
in volume and frequency. 
It reminds you a lot of a violin chord, even if it doesn’t 
vibrate in the same way. 
The buzzing in the background is amplified.  
The insects are moving and are crawling on the sides of the 
pavement, so as to reveal the bricks that it is composed of.  
The hole is completely freed of the animals that lived in it, 
mainly a centipede as black as night and almost thirty 
centimeters long.  
You observe the scene, shocked.  
 
You suppose that its previous owner must have had access 
to these rooms, but you’re unable to deduce how its sound 
could order insects around.  
You hold the necklace in your right hand along with the 
candle and insert your left hand into the crevice.  
When half of your forearm is inserted into it, you manage to 
grab onto a handle.  
You pull it towards you after trying to turn it. 



 
You drop the remains of the candle once you pass through 
the door which automatically closes behind you. Go to  
J167 
 

J36 
 

Your hand rubs against the rough, salty surface of the crate 
you’re sitting on, and moves towards your tin canteen. 
Your brand-new boots are already discolored by the sand, 
which constantly crunches under your passage, every 
movement is followed by a crackle. 
 
You’ve certainly read about it, but nothing prepared you to 
face this arid heat, and although you’re sure about your 
water being lukewarm at best, they still seem the most 
refreshing sips you’ve ever tasted. 
Your lips seem entirely different, and you distractedly let 
some drops flow down on your neck and under your candid 
linen shirt, shivering slightly. If a few hours of waiting could 
do this to a person, the simple thought of getting lost out 
there is worrisome. 
 
Go to  J202 
 

 

J37 
 

Your steel whistles in the air as you keep your distance. You 
feel nervous and unable to think. 



You keep on buying time by moving around in a circle in the 
room and clumsily parrying each attack. 
 
An opening gives you the chance to attempt an attack. The 
heavy and blunt metal hits one of the monster's appendices, 
cutting it off. 
Your opponent seems totally numb to any pain. You can't 
fall back from your position in time to avoid another attack. 
Your shoulder is hit, and you fall to the ground. The sickle 
cuts deeper into your skin making you scream from the 
pain.  
 
You are literally nailed to the floor. The monster says 
something you can't understand; its tone is clearly mocking 
you. 
You feel a thousand needles piercing your stomach while it 
is being torn apart by the giant insect's pointy fangs. 
Your vision gets blurry as you watch your sneering, bloody 
assaulter. 
 
Go to  J192 
 

 

J38 
 

Your grandfather slowly turns towards you. You remember 
him differently, with less scars on his face. You feel a huge 
sense of guilt and pity. You get closer and sit on the stuffed 
floor in front of him. You try to keep calm. 
 
«I would tell you how long I've been waiting for this moment, 
Ace... 



But I assume you know that by now. You also know about the 
danger we're in. I did all I could to solve the mural in the 
labyrinth, but I failed. All I can offer you is another clue». 
 
The old and tired man sighs deeply as if he wasn't really 
happy to share this information with you. 
 
« Your grandma, Mary, was really close to the group you saw 
us with. In particular, to Emily...Emily Emerson». 
 
You think about the singer you saw in your grandfather's 
memories. A stunningly beautiful African American woman. 
However, you couldn’t hear a thing. 
 
«The letters must still be in my studio. They used to exchange 
letters quite often. You can most likely find an address that 
can lead you to her. Bring the cards with you. She surely 
knows a lot about the Cultus Maleficarum. That was the 
name they gave themselves, those poor idiots Mary brought 
me to. They often asked me things about the city, but for some 
reason I never told them everything». 
 
His eyes move in his skinny eye sockets until they meet 
yours. 
You read a very oppressive expression of regret on his face. 
 
«I wasn't myself after all...you saw that. I would have happily 
ended my life if I was free to do it. He was here to stop me. 
When he left me, I still had one thing to keep me alive: 
warning you! I don't expect forgiveness or gratitude». 
 
His mental condition seems slightly more lucid since your 
first encounter. Showing you his life must have calmed him 



down a lot. You feel compassion for him. You hug him and 
hear him trying to hold back his cries next to your ear. 
 
«I would have liked to see you grow up, Ace. I'll just have to 
settle with meeting you in my deepest nightmare. You have to 
go now. I stole enough of your time. I want to be alone ... I 
want to be alone for what's left of my life. I'm sorry for the 
burden on your shoulders». 
 
You don't even notice your own actions while you walk 
back home. You find yourself automatically walking out the 
house door as you keep thinking about the large amount of 
information that has been given to you today. 
You feel alienated from this world, overwhelmed by the 
gravity of the situation. You walk into your grandfather's 
studio. 
 
Go to  J25 
 

J39 
 

«Jack… Jack P-Palmer? » A raspy, flat, sick, and certainly 
unsettling voice calls you. You're unable to form a response: 
you just nod. The lips and cheeks of your interlocutor 
contract, convulsing strangely in a similar way to a nervous 
tic as if it were on the brink of tears. 
 
 « No... No, dammit, no...!»  
The voice breaks, incapable of pronouncing other words in 
the height of emotion. Thomas' hands tighten around your 
temples. A savage lament fills the room. You're unable to 
respond or think. You hear other words. 
 



«We can't let the world know what there is down here, Jack. 
That monster also attracted you here. He's intelligent, too 
dangerous». 
You swallow. You ask for explanations, questions 
compulsively fall out of your mouth. 
You're taken by panic and paranoia. You only stop feeding 
your anxiety when Thomas' face lights up from the red light 
coming from the corridor.   
 
«We can't leave here, Jack. For the good of everyone outside 
and the whole world. Please, don't make things more difficult 
than what they are now...I beg you». 
 
You feel your stomach collapse as you watch him draw a 
bayonet rifle from his suit. 
 
Speak to him,  J187 
Or defend yourself. 
 
If the weapon is the Knife,  J195  
If the weapon is the Pickaxe,  J168 
If the weapon is the Khopesh,  J77  
If the weapon is the hatchet,  J174  
 

J40 
 

Once you've crossed the threshold, you find yourself 
traversing an actual miniature city.  
To your surprise, you're actually able to distinguish lines 
running north-west and east-south! 
With confirmation from your compass, you're able to gather 
that the cardinal point that you just crossed in fact points 



north-west, whereas the street that intersects this one in 
the square covers the perpendicular direction.  
The square, in particular, doesn't have a fountain, rather, a 
strange obelisk in the center. 
It undoubtedly reminds you those constructed in Egypt, and 
yet something even more finely constructed.  
The base is newly rounded, like the columns of the 
perimeter which extend 6 meters, becoming thinner at the 
top.  
Around it a myriad of small, engraved characters that 
you're in no way able to decipher.  
Given the dimensions of the monument, and the fact that 
these characters over cover half of it, you can theorize that 
they are connected to the buried people in this place. 
 
You examine the Mausoleum. Go to  J109 
 

J41 
 

The figure before you expresses itself with a satisfied smile 
that displays a sinister and preponderant happiness. 
Showing off fluid and graceful movements your interlocutor 
invites you over to himself with its arms, razor sharp. 
You hear a thunderous chirp coming from his back, which 
resonates throughout the entire room, shifting the sand. In 
response, a sarcophagus moves. A strong, cold wind blows 
over you. It's so cold that it stings. 
 
«Do you understand now? We were calling you. Come 
closer…» 
 



The creature, half shadow half insect, makes its way 
through the net of the cage, surmounted by a large round 
dome. You have no difficulty in doing the same due to the 
fact that the space between the beams it is composed of are 
so large. You stop in front of the sarcophagus. You're silent. 
The carvings on it portray decorations similar to those you 
have seen until now, they are just more concentrated. The 
horrible figures engraved on it are so detailed that they 
appear to be alive. You could swear you see them moving in 
the half-light. All the details join together at the same point. 
There is a symbol at the height of the sarcophagus' chest. 
 
« Extend your hand. Take the seal. Everything will become 
clearer». 
 
Your gaze falls on your palm.  
Then, on the scarab beetle.  
Your trembling hand slowly gets closer, unleashing more 
gusts of wind.  
Your heart starts pounding in your chest as if it wants to get 
out. 
Your skin meets the black metal, and you grab onto the oval 
seal.  
Suddenly you are blinded by a vision.  
The covering of the sarcophagus has disappeared.  
The only thing you're able to make out in the glare is the 
outline of a person in total darkness.  
 
This person's eyes lower and find yours. Darkness. Go to  
J151 
 
 
 



J42 
 

In one of the corners of the room is a sort of display case, 
square shaped and about a meter and a half tall.  
It seems to be part of an exhibition, and yet the glass had 
already been broken in the past. 
There aren't any stones or bricks that have fallen from the 
ceiling and the fragments are scattered around the display 
case rather than inside it.

 



You're amazed by the complexity of the object exhibited 
inside.  
 
It's a complex and decorated sextant which has been 
perfectly preserved and rests upon a linen cushion. 
Quite the opposite to the other tools this one doesn't show 
any sign of damage from the elements. The dark, heavy 
metal that it is composed of is still smooth. The lenses are 
just cloudy, without a trace of scratches or chips. You have 
no idea on how to use it especially without being able to see 
the sky from here. 
It's obvious now that everything you read until now must 
be an enormous amount of astronomical calculations listed 
in charts. 
The mural, the calculation and observation tools, 
everything adds up. 
 
There are still two doubts that perplex you. 
First of all, how could they observe the movements of the 
stars from down here? 
And furthermore, if this building was used as a hub of the 
city and a place of worship, why were all the tools for an 
astronomical study here? 
The only plausible answer is that the culture of these 
people must have been strictly linked to the study of stars 
and planets. 
You take another look at the sextant. It would be a shame to 
leave it here, you think.  
If you want to pick it up draw the sextant token and add it 
to your inventory. 
You take a few steps back and move away from the pile of 
books and pieces of wood. 



You'd have loved to be locked inside a room with all these 
kinds of artifacts. 
You're unable to focus enough to give a meaning to all it. 
 
You feel too nervous to look for clues in this pile of papers 
and time isn't working in your favor anymore.  J167 
 

 
  



J43 
 
You bring the candle closer to the crevice in the wall in 
attempts to shoo away some of the insects from inside. You 
keep the flame just in the middle of it to burn the horrid 
creatures. 
 
You hear them screech in pain and many of them fall on 
your hand. The smell is revolting, so you try to keep your 
face away to avoid it. 
Suddenly, you feel a stinging pain on your hand. You quickly 
pull it out and can't help but groan loudly. The candle falls 
out of your hand and you can now see what wounded you: 
It's a black scolopendra about 30 centimeters long. You 
press down on your hand with your shirt and notice you're 
bleeding. In addition, you feel an unbearable burning 
sensation. 
 
You grind your teeth angrily and step on it with your boot, 
pushing hard. You check the crevice, now as hot as an oven, 
is free of insects. You can see the bottom now, and there's a 
metal handle. You grab it and try to twist it, but no luck. You 
pull it and the door mechanism starts. The right shutter 
slides into the wall with a metallic click while the left one 
stays still. You move into the next room, swearing from the 
pain. 
 

Discard 2  physical health cards. Go to  J167 

 

  



J44 
  
You decide to spend some time to examine the papers 
contained in this room. The shelves are still in good 
condition, even though the wood got consumed by 
humidity. The presence of small holes indicates to you that 
some insects had damaged the entirety of the supports. The 
tables around the room are in good condition and are 
covered in what seems to be wax. All of them have a 
rectangular shape with wavy edges and are decorated with 
engravings. You uncover the wood by removing a papyrus 
roll which extends the whole surface of the table. You lower 
your gaze on the documents you just picked up and try to 
decipher something. 
 
The characters, completely unrecognizable to you, are 
mostly written clearly and are meticulously arranged. Other 
pages, on the other hand, show characters that were 
written in a rush and randomly, and were often erased. 
Around the table you notice many tools that are intricately 
made even though the details have been corroded by 
oxidation. You move around more papyruses and recognize 
a few tools you know well. You find telescopes, set squares 
and a geometric compass broken in half with a piece 
charcoal on its end. One object in particular catches your 
complete attention.  
 
You check out the display cabinet. Go to  J42 
 

 
J46 



 
"There must be something to open this damn door, I just have 
to find it". You try to think fast but your eyes can't spot a 
thing in the shadows. 
  
You randomly feel around the wall with your hands, then, 
your fear mixes with a strong disgust. Under your fingertips 
there's a legion of small winged insects. You can distinguish 
the puffy bodies of big flies from the thin limbs of 
mosquitos and the bristly fur of moths. Suddenly you 
realize one slab of the wall is protruding. The buzzing 
intensifies. 
 
You wrap your jacket around your hand and all the 
repulsive insects from the wall with sudden and violent 
moves. Touching it again you can feel a hole in the middle of 
it, and you put your hand inside. Only when your arm is 
inside up to your elbow can you feel a handle. You grab it 
tight.  You try to twist it in both directions, but you can't. 
You start pulling it towards you and you notice the door is 
opening at the same time. Just one of the shutters is 
functioning. You let go of the handle only after seeing the 
door disappearing completely into the wall. As you move 
towards the door the buzzing intensifies in your ears as if 
you just got caught in the middle of a storm. 
 
Try to run away. Go to  J54 
 

  



J47 
  
The bite is deep and savage. You strike the creature with all 
your might but your blade barely wounds it.  
Its tentacle seems to be protected by a subcutaneous 
carapace. You attempt again with greater force and this 
time the blade pierces its flesh. You feel a glimmer of hope 
but it is unfortunately in vain. In response to your attack the 
monster moves its limb extremely quickly and the stabbing 
pain you feel makes you lose strength in your grip.  
 
The blade inexorably drops onto the sand on the ground, far 
from your reach. The monstrous force of this unworldly 
being is indescribable. You feel your leg almost being ripped 
off when the monster drags you towards the center. 
You're overcome by terror, suffocating your screams. The 
sand on the bottom of the lake is shifted by a creature 
similar to a sea star.  An enormous mouth filled to the brim 
with pointed fangs appears from its center. You thrash 
about in order to avoid being devoured. 
The creature quickly bites your arm about half way up your 
humerus and with an indescribable violence breaks the 
bone and severs the limb.  
 
You're sustained upside down by the monster and before 
your vision becomes completely blurred you see the 
creature's mouth reopen after having voraciously chewed 
your arm. From this position you can catch a glimpse of the 
inside of its mouth. The teeth that bit and severed your arm 
are only the external part of a chewing system that is very 
complex and unnatural. 
 



It seems to have another six mouths inside. They are all 
small and spaced apart from each other.  
You think for a second about your life before meeting your 
grandfather. 
Before getting to know this past of yours.  
 
The creature forcefully brings you closer to its mouth, 
biting your sides. The bite is powerful and severe. Your 
bones inexorably break- the sound of which is the last thing 
you hear before everything around you goes black. Your 
dream ends, and you never wake up. 
 

J48 
 

The last thing you notice is one of the biceps of the figure 
emerging from the pavement. The stone seems to have 
deteriorated, revealing what's inside. A metallic weft, 
presumably a scaffold for the construction, lies within it.  
You take a few steps back, looking at the complex structure 
for one last time. 
 
Looking up at the ceiling, you notice that the metallic weft 
that you just observed extends towards it.  
The bust of the upper figure has in part fallen, revealing the 
same type of scaffolding. 
The collapse is more considerable- enough to reveal other 
material that is inside it.  
Although the color of the lighting does not allow you to 
distinguish the materials from which it is composed, a kind 
of solenoid is accompanied by steel supports. 



 
 
You ask yourself if these metallic wefts might have very 
extensive branches, hidden by the bricks above you.  
When it comes to what's below you, however, you're sure 
that the details facing the mural have something to do with 
this. 
 
Explore something else.  J167 

 
 



J49 
 

You get closer to the statue in the center of the room. 
It's a peculiar reproduction to say the least. You haven't 
seen them like that like that until now. Two symmetrical 
and opposite facing figures, which first appear to be the 
same, emerge from the ceiling and from the floor. You're 
unable to discern precisely what they are but you certainly 
recognize a bust and human arms emerging from the stone 
above and below you. They are three or four times the 
dimension of an average human being. There isn't a head 
resting on their shoulders but instead a mass of rough 
stone. These stones protrude where these men would have 
a neck and join each other inside the central element of the 
composition: a giant red jewel shines in between the arms 
and the point where their heads should be. 
 
Observing the shadows on the wall, it's obvious that this 
jewelry is the only source of light in the room. The red light 
doesn't emit any kind of heat even close up. The blinding 
red light allows you to distinguish the presence of five sides. 
The carving is finely made and in immaculate condition.   
 
Observe more carefully. Go to  J48 
 

 
  



J50 
 
You open the document and the photo of a man you know 
very well gazes right at you. That’s impossible, but that man 
is a younger version of your grandfather. 
The name written on the document and the birth date 
actually leave no doubt. 
 
Name: Jack  
Surname: Palmer  
Birth date: 8/10/1903  
 
Your hands start shaking, as everything else around you. 
You close your eyes instinctively. When you open them 
again you’re standing in the studio where it all began. In 
front of you, sitting at the table, there is you, wearing the 
medallion. You look above and from your mouth a hoarse 
voice that doesn’t belong to you, states: 
 
«Ohodos, siez zamoni.»  
 
You see yourself drawing a card from the top of the deck 
and you lower your head. Your eyes, completely white, look 
toward yourself. 
 
«Ohodos, siez zamoni.», you repeat with the same hoarse 
voice as you place the card in the discard pile. 
You're surrounded by darkness. 
 

Discard 1h mental sanity card. Go to  J12 
 

  



J51 
 

You feel you are facing extreme trouble. You're in danger. 
You continue looking all over the monstrosity before you, 
studying it.  
 
You don't think you're able to survive a face-off with it. Your 
only chance is a single and well-placed strike in the hopes 
to hit a vital organ. 
 
Fight. Go to  J79 

J52 
 

You quit stalling and decide to address the ‘elephant in the 
room’. 
The corpse that you were trying to avoid until now is sitting 
against the wall of the only side of the room you didn’t 
examine yet. The smell of decomposition only confirms 
your theory: it’s one of Mostafa’s workers who happened to 
be here at the wrong time and place. He still wears the same 
linen robes he had during his shift, but they are ripped 
along the chest, and soaked in dried blood. 
 
You have no idea how this could have happened, but his 
pickaxe is dry, and there’s no sign of struggle. 
The floor is free from any trace, and so is the wall, where 
you find a large framed ruined herald, hanging. 
“What a way to go”, you think to yourself, getting away from 
the young man’s corpse. He couldn’t have been more than 
thirty years old. 
 
Examine the murder scene. Go to  J181 



J53 
 

Your adversary immediately goes for the attack with his 
right arm high above his head. The knife is pointing 
downwards, ready to strike you. You hold your dagger in a 
similar way but keeping your guard lower: you must 
absolutely prevent the long, thin, blade from stabbing you.  
 
As quickly as you can, your hand quickly grabs the wrist 
holding the weapon. With a strong grasp you're able to 
avoid a direct hit. Your knife sticks into your aggressor's 
hand but you can now feel his cold fingers over your hand. 
His nails pierce the back of your hand, his weight is 
overwhelming. You fall on the ground. You feel his horrible 
breath on your neck. A slow and long cut along your side 
puts you in great pain.  
 

Draw and discard 2  physical health cards. 
 
You let go of your knife, which is deeply stuck into its bone 
and too hard to remove now. Your left leg is stuck under 
Thomas but you're able to push him away with your other 
leg. You grab his wrist with both your hands and pull it with 
all your strength. You hear no cries as its ligaments 
tear...The grasp on the bayonet is released, and now his 
hand is completely useless and twisted. You pick up his 
weapon and charge your opponent. You strike its back. The 
cut is so deep that it has surely pierced through to its lungs. 
 
You push the blade with all your strength until it breaks 
from the tension. The handle slips from your hands, and the 
metal piece is now in between the bones of the corpse. It's 



not moving anymore. Slowly, you catch your breath. You 
undo the knot on the necklace and it immediately stops 
shining. You stay down, laying on the ground and push your 
jacket on your wounded side. You're losing a lot of blood. 
 
A sound disturbs you. Go to  J110 
 

J54 
 

Air is pushed out of your lungs. You're in total panic. 
Before you realize what is happening, you feel your bare 
skin catch fire. 
The intense and sudden pain invades you while your eyes 
search incredulously for the light of the door. 
A storm of assaulting hornets surrounds you, covering you 
entirely. 
 

Draw and discard 2  physical health cards. 
 
You energetically slap your arms and face trying to drive 
them away.  
  
You inevitably fall to the ground, and a putrid layer of 
animal remains stains your clothes. Your sense of smell is 
inundated.  
You try to defend yourself as best as you can, shielding your 
body from the wasps with your jacket and your hat. 
 
Dragging yourself towards the door, you're forced to crawl 
through a raging swarm and sea of dying and rotting 
animals. You bend your knees and they give you one last 
push towards the next room. You're completely disoriented 



and once you've walked through the door you feel the 
ground breaking under your feet. You violently fall on the 
ground.   
 
You move as far away as possible from the door, still 
trembling from the pain. You slowly look over your 
shoulder and you see that the door has closed behind you.  
You get back up after a long rest lying on the floor. You're 
saved, you think, but only for now.  
 
You look around you and try to get your thoughts in order. 
Go to  J167 
 
 

J55 
 
You're terrorized by the idea that this creature could attack 

you at any moment. You take your backpack, filling it with 

everything that spilled out on the ground in front of you. 

Some of the moist and gelatinous sand inevitably gets inside 

as you're moving so quickly. You're able to get everything 

back within a few seconds. 

If you have 1 Candle token and you want to light it,  J103  
Otherwise,  J59 

 
J56 

 
Your weapon is not enough for you to win this face-off. You 
have to try and use what you have around you. You breathe 
in deeply and you concentrate. Your weapon could puncture 
his armor in many places, but you need time to exert enough 



force in one strike. Your attack is predictable, and you think 
it will be very difficult to slide your weapon beyond its six 
limbs. Considering how to use a weapon of its kind, you start 
to retreat towards the stairs. An angered and annoyed 
expression precedes an attack on you.  
 
Your steps are cut off by one of the scythes that are defending 
his body. You trip, violently hitting the staircase. You've hit 
your head and you feel dazed. You turn around, squeezing 
the pickaxe in your hands. You instinctively lift it up to 
defend yourself. Your arms surrender as soon as you're 
impacted by its enormous claws. 
 
Another assault. This time, it's the wood that breaks in your 
hands. The pickaxe handle is split in two. Before you can 
react, the monster's razors swoop down on you. Your chest 
is punctured in many places. You're only able to utter a groan 
of pain.  J192 
 

  



J57 
 

You're disarmed and scared. 
You feel like a cornered rat, and you thrash around 
screaming in a similar way.  
 
The deformed being in front of you screams, breaking the 
silence of a grave. Its scream makes you want to scream out 
as well. But unlike its angry cry, yours is full of fear. Unable 
to do anything else, you throw your bare hands on your 
face, digging your nails deeply into hid half-empty eye 
sockets. In a deadly confrontation of physical strength, 
rational thought leaves you and you start to hurl crazy 
punches with all the strength that's left. 
You hear your bones crack under your knuckles which start 
to bleed from the friction. 
The grip loosens from around your neck and you grab the 
damned corpse. With a clamped hand around its temples 
and one on its chin you start to bang its skull against the 
altar. 
An impact. Two. Three. 
 
The bowl with jewelry tips over into the dust. You can't stop 
screaming, your saliva mixes with the blood that is dripping 
from your lips. Your tears stain your cheeks.  
You scream from the top of your lungs- your voice is 
cracked. You watch as the head you are holding breaks into 
pieces against the rock.  
The deteriorated brain remains, withered and covered in 
mold, splatter covering the ground. You let out another 
scream, drowning out the terrible emotions that are taking 
over your head.   



You breathe frantically for a long time, before composing 
yourself continuing with your inspection. Respiri 
affannosamente per diverso tempo, prima di ricomporti e 
continuare con la tua ispezione.  

Draw and discard 3 h mental sanity cards. After which, 
search the man. Go to  J102 

 

J58 
 

Your reflexes are ready. 
You push yourself up with your hands on the floor, avoiding 
being attacked. 
You spring to your feet without turning your back to the 
bottomless pit from which small and tiny creatures are now 
staring at you. 
They seem like something in between gigantic ants and 
trilobite fossils.  
You can distinguish two long antennae that continue to 
move spasmodically, as well as lower jaws and six legs 
hidden by multiple armor plates. They seem to shine with 
light. They must be about twenty or twenty-five centimeters 
long. You watch them organize themselves in a horizontal 
line in front of you. You move backwards cautiously, now 
completely sure that their composed eyes are following you. 
 
You continue in that direction avoiding any abrupt or 
sudden movements. Your steps are uncertain and you 
stumble over one of the bricks that you knocked over to 
enter into the room. 



A non-reverberant sound fills the room agitating the 
insects. You slip your hand into your pocket grasping onto 
the knife. 
You continue to retreat, undaunted, now grasping the knife 
tightly. You look at the tomb on the way out one last time, 
scared at the idea of being surprised by other insect nests 
hidden in the nooks of this room. 
You see glowing insects crawl and scatter into the darkness, 
suppressing the light. You're always more convinced that it 
would have been better not to trespass this place. 
You return to the room lit up by the statues ensuring that 
you aren't being followed. You're still too tense to let go of 
the dagger's handle. Go to  J167. 
You can't revisit the sepulcher.

 



J59 
 
You're surrounded by darkness and you feel a strange 
humidity envelope you like a wet sheet. There's a horrible 
rotting smell. The creature will be here anytime soon. One 
of the backpack straps slipped off your shoulder. 
 
You slide it back on and in pain you push yourself forwards 
to get as far away from the monster as possible.  
The pain in your leg is excruciating.  
 

Draw and discard 2  physical health cards. 

 
After walking on a little you realize that the pungent odor 
will not go away, it's coming with you. After looking around 
terrorized you realize that the putrid odor can only be 
coming from the ground.  
It surrounds you with every step. 
You dash towards the opposite wall from which a ruby red 
light is being emitted.  
You try to spy on the next room from the space between the 
stone shutters.  
You can just make out a large hall from which you can hide 
and with many exits for you to escape through. 
You start to look for a means to make your way. 
Pushing the door doesn't seem to work and neither does 
trying to separate the two slabs of stone. 
You hear a soft buzzing sound fill the room and you have a 
horrible premonition. 
 
Look for an exit  J46 
 



J60 
 

Before you can react, your attacker throws itself on you. 
The smell coming from its jaws is noxious, and the withered 
skin on its hands scratches your neck as they squeeze you. 
You try to push away your aggressor but your boots slide 
on the smooth and dusty floor. 
 
As you fall you violently hit the altar where the jewelry is 
and the enemy figure pins you down on the ground.  Its 
fingernails dig deep into your neck- the pain is excruciating. 
Warm blood oozes out of your veins.  
You feel like fainting, and a violent rage takes over you as 
the creature brings its face closer to yours.  
Your fingers shift through dust and sand and once you find 
the cold knife blade, you grab it. In a sudden movement, out 
of pure survival instinct, you horizontally plunge the dagger 
into the monster's temples.  Unconcerned by the cuts on 
your hand you strike his cranium repeatedly by moving on 
top of it, making the room echo with the sound of cracking 
bones.  
 
Search the man  J89 
 

J61 
 

You instinctively jump backwards. The wide steps save you 
from falling down. In front of you, there are a multitude of 
vines covered in spikes that are whipping the floors and the 
walls, scratching the stone they are made of. 
 



The creature, be it plant or sentient being, instantly reacts 
to your attack. You decide not to stay here. You could be 
attacked again. It's not impossible that those roots could 
even break through the rock.  
You are disgusted, so you start walking back quickening 
your steps as you think that this horrible being could decide 
to grab you. 
 
Proceed.  J133 
 

J62 

 
You're disarmed and scared. 
You feel like a cornered rat, and you thrash around 
screaming in a similar way.  
The deformed being in front of you screams, breaking the 
silence of a grave. Its scream makes you want to scream out 
as well. But unlike its angry cry, yours is full of fear. Unable 
to do anything else, you throw your bare hands on your 
face, digging your nails deeply into his half-empty eye 
sockets. In a deadly confrontation of physical strength, 
rational thought leaves you and you start to hurl crazy 
punches with all the strength that's left. 
 
You hear your bones crack at your knuckles which start to 
bleed from the friction. 
The grip loosens from around your neck and you grab the 
damned corpse. With a clamped hand around its temples 
and one on its chin you start to bang its skull against the 
altar. 
An impact. Two. Three. 
 



The bowl with jewelry tips over into the dust. You can't stop 
screaming, your saliva mixes with the blood that is dripping 
from your lips. Your tears stain your cheeks.  
You scream from the top of your lungs- your voice is 
cracked. You watch as the head you are holding breaks into 
pieces against the rock.  
The deteriorated brain remains, withered and covered in 
mold, splatter covering the ground. You let out another 
scream, drowning out the terrible emotions that are taking 
over your head.   
You breathe frantically for a long time, before composing 
yourself continuing with your inspection.  
 

Draw and discard 3 h mental sanity cards. After which, 
search the man  J89 
 

J63 
 

Before you can react, your attacker throws itself at you. The 
smell coming from its jaws is noxious, and the withered 
skin on its hands scratches your neck as they squeeze you. 
You try to push away your aggressor, but your boots slide 
on the smooth and dusty floor.  
 
As you fall you violently hit the altar where the jewelry is 
and the enemy figure pins you down on the ground.  Its 
fingernails dig deep into your neck- the pain is excruciating. 
Warm blood oozes out of your veins.  
You feel like fainting, and a violent rage takes over you as 
the creature brings its face closer to yours.  
 



Your fingers brush through dust and sand and once you find 
the cold knife blade, you grab it. In a sudden movement of 
pure survival instinct, you horizontally plunge the dagger 
into the monster's temples. Despite the cuts on your hand 
you strike his cranium repeatedly moving on top of it. The 
sound of bones cracking echoes through the room. After 
multiple attacks the creature stops moving, dying under 
your assault. 
 
You search the man. Go to   J102 

 
J64 

 
You raise your arm and throw the knife at the monstrosity 
just as soon as it starts getting closer. You're not sure about 
the damage you caused since you start climbing the cage 
right after the knife was tossed. You keep the khopesh in 
your left hand as you climb the horizontal bars as if they 
were a big ladder. You can hear footsteps getting closer 
behind you. You won't have the time to react unless you 
make an attack first. This monster is going to be on you in 
an instant thanks to its legs. With no other alternative, you 
throw yourself at it. 
 
You land on its back and grab its disgusting appendices as 
tightly as possible. The fall was softened by the monster but 
you didn't expect his back to be covered in spikes. You 
clothes were not enough to block most of the thorns. Your 
chest and legs are full of stings. You're almost able to stand 
on the back of this beast holding it by its shoulders. You are 
almost unsaddled a few times, but you only have one 



chance to counterattack. Just as soon you can predict its 
movements you decide to attack. 
You put both your hands back on your weapon's handle and 
jam it into the creature's carapace with all your strength.  
The pointy metal is able to crack the shiny black shell 
causing a copious amount of dark blue fluid to spill out 
down the creature's neck. 
 
You are almost unsaddled by its transparent wings moving 
under you, whirring along with the beast's screams. Its shell 
appears to fall off. The carapace is replaced by eyelids 
revealing more blue eyes with a multitude of eye spots 
pointed at you and your blade. You pull out your weapon 
and strike one eye. You do it again and again, going deeper 
each time to make the wound deadly. You can barely stand 
on your feet over its convulsions. Its screams are muffled 
and its movements get slower and more tired. Its legs give 
up and the whole monster falls down over its own blood. 
 
Go to  J148 
 

  



J65 
 

Your time is precious, and you decide to not inspect what is 
contained in this room: you have to get out as soon as 
possible.  
Your hand brushes the rough stone balustrade, dirtying it 
with sand and dust and your steps quicken to traverse the 
balcony. You only slow down when you see the stairs that 
descend along the walls and you go down the wide steps 
one at a time. 
You're surrounded by a deathly silence. You pull on the 
straps of your backpack as you get straight to the point.  
 
Examine the altar. Go to  J90 
 

J66 

 
Your attention is drawn to a small island in the middle of 
the lake.  
Above this you can make out the ruins of a shack. 
At first look you realize that it isn't just a simple house. In 
fact, some of the bricks are richly decorated with 
engravings that you are unable to decipher from afar.  
 
Swim up the island.  J113  
Return to the observation point.  J123  
 

  



J67 
 

Your friend offers to take the wheel down the road with his 
pickup, now loaded with supplies for the excavation site. 
The leather of the seat is almost scorching due to the sun 
that until recently was just irradiating it. Judging by the 
faded brown color, this happens quite often. 
Once the key is turned, both the vehicles emit a loud 
rumble, and the little truck leads the way in front of you. 
The workers are sitting on the sides in the back, covered by 
the shade of the awning, and rest in your sight. 
With a very controlled speed, Thomas lights a cigarette, 
throwing the exhausted match out of the window. Leaning 
his elbow, he turns to you, asking what would you like to 
know about the work done here in Egypt by him and his 
team. 
You think about it for a while and reply: 
 
«What did you find until now? »  J141 
«Why those letters on the table? What’s wrong?»  J22 
 

J69 
 
Your gaze falls on the worker, mercilessly ravaged. 

You bring your hand to your jacket and press the collar 

against your face to reduce the impact of the smell, which is 

disgusting to say the least, even more so up close. The large 

and deep wound runs through his entire torso, revealing to 

you not only his entrails but also his bones. 



You’re not a doctor, but you presume by the smell and the 

dust blown over the now clotted blood, that he has been 

here for at least a few days. 

You hear again the noise from the grate, of sand flowing 

downstairs. But this time you feel your blood freezing in 

your veins. You don’t feel the wind on your skin. 

Draw and discard 1 h mental sanity card.  

If you got a red suit (♥/♦) or a joker, go to  J135 

If you got a black suit (♠/♣), go to  J108 
 
 

J70 

 
You kneel down and observe the base of the altar. 
There's a thin veil of sedimented dust on the stone. It seems 
to be encrusted.  
 
Methodically, you brush your hand over the entire surface 
in search for some sort of hidden detail.   
The base of the altar is inserted in the pavement in a large 
cavity leaving just a thin gap. You can deduce that the hole 
was made just for the altar. Removing it from the cavity 
would require too much effort even using the best possible 
tools.  
The leg is smooth and has been worked in a way to create a 
wide, solid base on which the decorated slab is placed. You 
check whether there is some button or slab that can be 
pushed. Unfortunately, there is nothing like that.  
 



After having examined the altar entirely, an idea pops into 
your mind. You take out your tin flask, still full of water, and 
you hit it on the altar and against the floor. The deep and 
dull sound makes you realize that the stone of this complex 
isn't solid. There is something hidden inside- perhaps a 
mechanism. 
 
You get up again, and continue to examine your 
surroundings.  J85 
 

J71 

 
You rest your backpack on the side of the precious 
ceremonial table and you start to examine its components. 
The globes, which seem to be made up of different 
materials, easily flow inside their circular cavities. 
 
They compose an intriguing scheme you cannot understand 
at all. As an archaeologist, the fascination you feel for these 
geomatrical patterns is endless, in spite of the traumatic 
experience you lived so far. You keep staring at the altar 
and its carvings with awe and attention. 
 
A detail grabs your attention: a globe very far away from 
the others, just like it was a foreign body. Differently from 
the others, it’s not made of stone, but of metal. And even 
more surprisingly, its surface is not smooth, but made 
rough by a series of small convexities. 
 
Worms and leeches crawl inside the object, making it heavy 
as if it were made of lead.  



You wonder how these elements interact with each other 
and you start to carefully examine the marble surface.  
 
Examine the skylight.  J85  
Examine the base.  J70 
 

J72 
 

You refuse to approach the stone basin. 
You remain silent as you abandon the sacred symbol at the 
mercy of such offense. 
You begin to walk again asking yourself whatever happened 
to the men that had built this place. 
You feel discouraged and doubtful as you return to the 
observation point of the city, leaving behind proof that 
someone was here before you. 
 
Return to the city.  J26 
You can't revisit the church. 

  



J73 
 

You look left and right at the creature in front of you, 
studying it. You don't think you could survive a head-on 
collision. Your only chance is to deliver a single and well 
planned lunge hoping to strike a vital organ. 
 
 
Your opponent seems to have read your thoughts. It throws 
itself at you, you dare to say you've already won. You're 
forced to jump to the side, rolling on the hard sandy floor to 
avoid being captured by its razors. You get up on your knees 
by you're caught off guard by a downward blow.  
 
You feel a deep cut on your side which makes you bend 
over. You're overcome by fear, realizing that there is no 
hope for you. You let out a despaired scream, throwing 
yourself on the monster. Before the blade reaches its 
carapace, your arm is blocked by two of its six arms. You 
look up, terrorized. A mocking triumphant smile proceeds a 
tremendous, unstoppable shock of pain which you feel in 
your ribs. Four stabs. 
 
You fall to the ground without a lament.  J192 
 

  



J74 
 
The medallion that you are wearing is also different. The 
shiny golden metal glimmers in the light filtrating from the 
window. 
 
You're able to clearly distinguish every little detail on its 
surface. The horns, the wings, even the decorations on the 
wings of the beetle are well defined and clear. You put the 
beetle back in its place, rolling the chain around it. You look 
up outside at the sky. There’s not much time left. 
 
Pesca il medaglione. 
 
Congratulations! You successfully completed this first 

adventure. Write down the number of cards left in your h 
mental sanity deck, on Jack’s diary or on another piece of 
paper. 
 
Put aside or take note of the tokens you obtained: you’ll need 
them in the next adventures. 
 
Next chapter, “Kindred Unborn” is waiting for you. But before, 
try and get some rest, if you can. 
But don’t forget to leave the lights on. 
 
See you soon. 



 
 
 

J75 
 

Your fingers tremble as you put the necklace chord around 
poor Thomas' neck. There aren't any wounds on his body. 
His clothes aren't even stained with blood. Frantically, as 
your heart is beating like crazy, you form a small knot on 
the chord. An intense red very similar to the lights in the 
corridor stains Thomas' white and dirty clothes. 
Instinctively, you let go of Thomas' grip around your 
shoulders and you retreat. 
 
You hear sinister noises. You would define them as 
disgusting. The body before you is having spasms. You 
observe it in an anxious and worried silence. What's 
happening in front of you is comparable to an electric chair 



execution. You feel your ligaments tense up. The bones, the 
muscles, every single tendon work in a disconnected way. 
In the glare of the braziers, your limbs and your fingers 
bend like a suffering creature. You start to lament as soon 
as you're able to breathe again. Your voice sounds rough 
and torn. A last-gasp effort makes your deceased friend 
emerge from the rigor mortis 
 
Your eyes meet. Two whitish dull eyes. You're unable to 
distinguish any emotion from his empty expression. You 
hear him inhale deeply from his two nostrils and his lungs 
fill with cold and humid air. 
 
Listen to Thomas.  J39 
 

J76 
 

A long smile follows. A mocking laughter can be heard from 

its jaws. Its body, viscous and dense, continues to change as 

it is speaking to you. The built up area of jet- black tar 

occasionally stiffens, giving shape to a horrifying being. Just 

as it begin to speak, legs similar to those of a gigantic 

religious mantis emerges from its chest with a revolting 

sound. You have to lift your chin up to follow its gaze. It 

must be about 3 meters tall. You listen to it, paralyzed. 

 
«Finally here amongst us, our little soldier» it says with a 
mature, deep voice in a smarmy and sinister tone. 
 
« You must be happy and rejoice. We are having this 
conversation with you because you are the creator of this 



expedition. Only you. You were able to put in motion a chain 
of unstoppable events. Events which we've been waiting for 
impatiently for "eras" as your people would say. This place 
has been desecrated by innumerable visitors but you're the 
first amongst them who is worth our favor.... Tell me are you 
wise enough to kneel down in front of us? Will you be the one 
to take the place of the other high priests in our presence?». 
 
Its six sharp scythes open, while its body frenetically ripples 
on its countless legs and hook. 
 
«Will you be serving the Pharaoh? Will you rise above 
humanity when the Door chimes at midnight?  Your voice will 
sound like thunder over the crowd! The hearts and minds of 
your servants will darken from the nimbus of your glory!» 
 
Accept the pact.  J41 
Attack the monster.  J87 
 
 

J77 
 
Still shocked by what you heard your once friend said, you 
draw your weapon from your belt. 
The metal is light, but the blade is still pointy despite being 
broken. 
Even though he is talking to you, the man in front of you is 
everything but human.  
You regret having brought him back to life. That was all 
wrong and you have to try to find a solution for your 
actions. 
The sound of his words disappears.  



You're concentrating on his movements, ignoring any plea 
he may have come up with to lower your guard. You aren't 
motivated to let yourself be hit by a creature that should be 
dead.  
You no longer have your friend Thomas in front of you.  
A savage scream forewarns his attack.  
 

Draw and discard 1 h mental sanity card. 
 
His bayonet is raised high, grasped in his right hand.  
Fortunately, his movements are predictable. 
 
Fight. Go to  J98 
 

J78 
 

Your steps lead you towards a very impressive building. 
You lift your head and look in the distance. You notice that 
the architectural work is nothing short of impressive, 
considering the age of this city. There isn’t a real ring of 
walls around the city, but this stronghold had to be the 
safest point, and surely it could have housed most of the 
civilians that lived here. You wonder, though, what a 
military fort is down here for. 
In fact, you’re not really sure how these people expected 
visitors. The skylight and the vegetation of the lake make 
you realize that maybe they had an autonomous method of 
sustenance, and if that the only entrance you found so far is 
digging in stone… All of this doesn’t make much sense. 
 
Once you get to the building, you easily find the entrance. 
The wooden door, strewn with heavy studs and iron nails, 



rests on the ground, almost submerged by the rough sand. A 
thick wall interrupted by the arch of the door overlooks a 
large courtyard, empty and abandoned. Attached to the 
building’s walls, there are some flights of stairs, which lead 
above it, giving access to the embrasures. 
The wind sweeps the roof of the building and you feel the 
sand being pushed against you from over the walls. Having 
nothing else to examine, you head towards the stronghold’s 
entrance, which still has an intact door leaf.  
 
Enter the stronghold.  J145 
 

  



J79 
 

Your opponent seems to have understood your intentions. 
It throws itself on you. You're forced to jump to the side, 
rolling on the hard sandy pavement so as to avoid getting 
hit buy its razors. You jump to your knees but you're forced 
to repeat your actions. You're assaulted again. This time 
you're ready to seize the opportunity.   
 
Your throw yourself on the monster, sliding under its belly. 
You take it by surprise. His claws slam the ground behind 
you. You attack by using both hands to stab the blade into 
its stomach where the armor is less thick. 
 
You can't allow yourself to pull back. You try to buy time, as 
you think of a way to finish things. Above you, the creature 
seems to swear in a language you don't understand, words 
full of hate and anger. Its sharp legs continue to move, ready 
to strike.  Some manage to rip your pants, causing cuts and 
lacerations along your legs. 
 
The creature retreats until it bumps into the wall. You 
expose yourself in order to attack its wound again.  You pull 
your right leg up to your chest and with your leg you push 
the blade, still stuck in its chest, hard. A scream so loud it 
hurts your eardrums and makes you close your eyes 
follows. The whole knife has sunk into its stomach. A sticky 
dark blue liquid gushes out.   J148 
 
 
 
 



J80 
 

You feel a shiver run down your spine. You can feel your 
blood slow down and freeze in your veins. A sinister and 
unearthly sound hisses in your ears. Like drops of ink in a 
glass of water, the shadows above you seem to blend and 
condense before your eyes. A black shapeless insect-like 
mass solidifies at the base of the staircase. 
You start to tremble. 
 
Its features are becoming more defined, one plate after the 
other.  
Two crevices emerge from the dark, breaking many 
filaments of sticky material. You can make out the outlines 
of a face. 
 
A mouth opens wide, separating itself again from the rest of 
the sticky mass. 
You notice several rows of teeth and claws, arched into a 
satisfied and amused grin. The being begins to speak to you, 
in a deep and almost mocking tone.  
 
«Don't grieve for your friend. Your destiny looks much 
brighter than his, we can assure you. If you are as intelligent 
as he claimed, you will listen carefully to what we are about 
to say...» 
 
The monster continues after smiling again. Go to  J76 

  



J81 
 
Choose a weapon to attack with. 
 

If your weapon is the Knife draw 9  physical health cards. 
If at least 4 cards are red, go to  J51  
Otherwise,  J73 
Discard the cards you just drew. 
 

If your weapon is the Pickaxe draw 7  physical health 

cards. 
If at least 3 cards are red, go to  J166 
Otherwise,  J56 
Discard the cards you just drew. 

If your weapon is the Khopesh draw 8  physical health 

cards. 
If at least 2 cards are red, go to  J8 
Otherwise,  J189 
Discard the cards you just drew. 
 

If your weapon is the Hatchet, draw 9  physical health 

cards. 
If at least 2 cards are red, go to  J140 
Otherwise,  J37 
Discard the cards you just drew.  



 

  



  J82 
 
Your grandfather slowly turns towards you. You remember 
him differently, with less scars on his face. You feel a huge 
sense of guilt and pity. You get closer and sit on the stuffed 
floor in front of him. You try to keep calm. 
 
«I would tell you how long I've been waiting for this moment, 
Ace... 
But I assume you know that by now. You also know about the 
danger we're in. I did all I could to solve the mural in the 
labyrinth, but I failed. All I can offer you is another clue» 
 
The old and tired man sighs deeply as if he wasn't really 
happy to share this information with you. 
 
«Your grandma, Mary, was really close to the group you saw 
us with. In particular to Emily...Emily Emerson» 
 
You think about the singer you saw in your grandfather's 
memories. A stunningly beautiful African American woman. 
However, you couldn’t hear a thing. 
 
«The letters must still be in my studio. They used to exchange 
letters quite often. You can most likely fin an address that can 
lead you to her. Bring the cards with you. She surely knows a 
lot about the Cultus Maleficarum. That was the name they 
gave themselves, those poor idiots Mary brought me to. They 
often asked me things about the city, but for some reason I 
never told them everything…» 
 
His eyes move in his skinny eye sockets until they meet 
yours. 



You read a very oppressive expression of regret on his face. 
 
«… that medallion took so much from me. If I just knew about 
the curse that forced the hand of Francis… Your uncle, I 
would…» 
 
Silence. You can perceive mixed, heavy emotions in the 
mind of your grandfather. 
 
«I’m not searching for forgiveness, not understanding. I 
stayed alive just to warn someone of the threat the world is 
about to face. And unfortunately, this knowledge fell on you» 
 
His mental condition seems slightly more lucid since your 
first encounter. Showing you his life must have calmed him 
down a lot. You feel compassion for him. You hug him and 
hear him trying to hold back his cries next to your ear. 
 
«I would have liked to see you grow up, Ace. I'll just have to 
settle with meeting you in my deepest nightmare. You have to 
go now. I stole enough of your time. I want to be alone ... I 
want to be alone for what's left of my life. I'm sorry for the 
burden on your shoulders» 
 
You don't even notice your own actions while you walk 
back home. You find yourself automatically walking out the 
house door as you keep thinking about the large amount of 
information that has been given to you today. 
You feel alienated from this world, overwhelmed by the 
gravity of the situation. You walk into your grandfather's 
studio. 
 
 



 
You observe the Medallion.  J143 

 

J83 
 

You find yourself muttering to yourself your dismay and 
disbelief, unable to fully grasp what you've discovered. 
 
A gust of wind captures your attention, and you think it 
would be a good idea to leave this cursed place. The whole 
way back you repeat to yourself that this must be a trick, 
that none of this is possible, that none of this is real. That 
maybe you really are losing your mind.  
 
Return to the observation point.  J26 
 

J84 
 

You grip your pocketknife and open it as you pull it out 
from your pocket. In the same moment you feel the 
creature's smelly breath on your neck and just the touch of 
its fingers on you makes you shiver. You're breathing 
heavily.  
 
Even though you're pushing your opponent back with one 
hand and stabbing its leg with the other, the creature 
doesn't respond.... It's as if it's insensitive to pain - you have 
to break free, or you'll be doomed. 
 



There’s nothing useful in the room. You manage to crawl 
towards one of the walls of the mausoleum. You put one 
boot against one of the tombs and push with all your might 
launching yourself against the opposite wall and smashing 
your rotten assaulter against the hard and spiky rock. 
 
You can now feel its grasp weakening so you decide to 
strike its face with the back of your head. You quickly 
escape from its claws. You position yourself to face it, and 
you can barely distinguish its skeletal features. A raspy 
scream pierces your eardrums as you get assaulted again 
but this time you are ready! Your blade hisses as you 
hammer it down. The steel pierces its jaw and you can see 
its dry eyes have stopped vibrating in its skull. You let the 
lifeless body fall on the ground. You pull out your knife. You 
notice that the blade is surprisingly dry and without a trace 
of blood. 
 
Search the man. Go to  J102 
 

  



J85 
 

You observe the ceiling of the room attentively. 
At first the chandelier forces you to close your eyes but 
slowly you get used to the direct light. The first detail you 
spot is the shape of it. Different from the one outside, this 
one is intricately sculpted in the shape of a prism. It has an 
octagonal section and is thin and pointy at the bottom. 
Around it you see another structure that looks mostly 
decorative, a circular high relief. 
 
Observing it carefully, you notice it's made of different 
segments presenting a miniature circular jewel. With more 
careful observation to detail you understand that all the 
segments form a crown with eight points surrounding the 
chandelier asymmetrically.  
 
You observe the display carefully, then you look at the altar 
 J138 
 

  



J86 
 

You shake your head sadly. You can't see any sign of a fight. 
Your friend's body looks unharmed. You're almost sure his 
death was natural. No bruises, no cuts, not one drop of 
blood. You can't even find signs of strangulation-there's 
nothing to make you think there was any aggression. You 
look up at the upper part of the room. 
 
You feel observed.  J11 
 

J87 
 

The expression on its monstrous face embitters, morphing 
from a joker's smile to an evil grimace. You can discern 
some rage mixed with the delusion.  
 
You hear a hiss similar to the one haunting you in the dark 
room you just passed again, then you hear the voice: 
"Maybe we've been wrong to trust you. Even when you 
were offered the chance to rise above human beings you 
chose to be thick. Vapid and ignorant just like everybody 
else before you...Just as useless." 
 
«Maybe we've been wrong to trust you. Even when you were 

offered the chance to rise above human beings you chose to be 

thick. Vapid and ignorant just like everybody else before you... 

Just as useless». 

The monster displays all of its weapons against you. 
 
Attacca il mostro.  J81 



J88 
 
On the table you notice an open book with a heavy leather 
cover. 
The writings are almost impossible to read because of all 
the insects crawling on the pages. Avoiding having to touch 
it, you realize it's written in Latin, probably a handwritten 
bible. 
You notice another candle-still preserved despite the time 
passed. 
 
If you want to put this other candle in your backpack, draw 
1 Candle token. 
 
You check the holy water font. Go to  J146 
 

J89 
 

You get close to the rotting being in front of you. Even if its 
features are human you notice that some details in its 
appearance are different from the anatomy you're familiar 
with. 
 
"What kind of men have been living here..?" You ask yourself 
as your voice trembles from the shock. 
It seems to have a longer spine and chest whereas the 
stomach is shorter.  
The face, legs and arms seem to be normally proportioned, 
but there's something about the skin that catches your eye. 
It is not just dry, it's shiny. 



"The skin is black and shiny. Looks like a thin scarab shell" 
you whisper to yourself. This thought passes your mind and 
you focus on what just happened. 
 
"It's impossible, he can't still be alive...God, what they say 
about the living dead is just a legend. A simple Bayou voodoo 
shaman's tale!". 
 
Among the clothes you recognize an object which stands 
out against the long black dress. A necklace. 
 
Pick up the necklace  J28 
Leave the cemetery  J131 
 
 



  



J90 
 

You get closer to the altar.  It's a large stone slab, covered 
with a thick blanket of dust. 
It is stationed in the ground thanks to another solid block of 
the same material. The long and wavy veining makes you 
think of alabaster- more refined that the bricks that make 
up the wall.  
You observe the surface illuminated by moon beams so 
bright you're able to observe the altar in its entirety. 
 
Concentric circles from the center of the altar propagate 
outwards. You count seven of them. Inspecting the incisions 
you realize you have something more complex than you 
were expecting in front of you. 
 
Each circular groove also contains a stone sphere, the same 
diameter as its recess, which can be easily moved into them. 
Each track has a sphere, but one of them is stored in a 
separate area. In the left corner, you notice a recess with 
wax residue. 
 
In the center, you see a small metallic emblem on which a 
rune that is unbeknown to you is engraved. It is depicted by 
three small triangles against the background of an Egyptian 



Ankh.

 
 
Examine the altar.  J71 
 

  



J91 
 

You head towards the fortress which is surrounded by a 
small wall. Walking around its confines, you notice that this 
wall is almost bare if it were not for round, small column-
like architectural elements. 
 
The capital of these columns of are circular and depict 
shapes similar to lanceolate leaves.  
Once you reach the entrance, you realize that once there 
must have been a gate under the wide arch of bricks: you 
find a door that's still intact, although rusty, covered by a 
thin layer of dust. 
 
Enter the necropolis  J40 
 

J92 
 

You raise the necklace up as if it were a sort of talisman, but 
you have a terrible feeling. How could a simple symbol 
control the minds of insects? Is it due to the sound that's 
emitted, or is it truly witchcraft? 
 
You slide your arm up to your elbow into the crevice until 
your fingers grasp something similar to a handle. Turning it 
doesn't work so you try to pull it. 
 
A metallic ticking sound accompanies the movement of the 
handle. Without a shadow of a doubt it's a gear system. One 
of the two sides of the stone door start to move until it 
disappears into the wall. The other, which is slightly 
inclined, remains still. You deduce that it must have been 



damaged over time. You put the necklace back into the 
backpack and you hurry to leave the room, having one last 
horrified look at the myriad of moths that cover the wall. 
 
Go to  J167 
 

J93 
 

The voices you heard from above have disappeared. You’re 
in a wide and deep ravine, with solid but porous walls, 
while the ground is strewn with sand that rests on a layer of 
more solid rock. 
There’s no way back. 
 
Just as your hope wavers, your clothes move in the silence 
of the night, and your skin is lashed by a strong gust of 
warm air, which you hear ringing hoarsely from a wide 
crack in the wall. 
If there’s air moving, there’s also an exit, you think aloud. 
Without any other option, you make your way through the 
big crack. 
There’s enough space to walk in, if you keep your chest 
turned sideways, and you proceed with this pace for just 
about a minute before popping out on the other side, with a 
breath of fresher air than before. 
 
Before you, there’s breathtaking scenery.  J155 
 

J94 
 



You look around you and notice that on the opposite side of 
the apse entrance, a horizontal crevice cuts through the 
wall. 
 
You get closer and press on the stone realizing that it is an 
actual hidden door. 
Pushing with some degree of effort, you're able to move the 
block of stone and a semicircular room opens in front of 
you, illuminated by a great skylight. 
It's an unusual room and after having adjusted your eyes to 
the light you understand that it's the private room of a 
priest. 
Two stone reliefs-a holy water font and a table- form the 
only furniture in the room. 
But your attention is inevitably drawn to the copious 
amount of blood on the walls and on the liturgical clothes 
placed on the ground. 
 
Examine the table  J88 
 

J95 
 

It seems to personally ask for a… security personnel and 
rifles from the army, directly from the Essex County? 
 
Your eyes begin to rapidly read all the contents. Mysterious 
cases of missing miners… but how? Thomas clearly stated 
that they refused to work and sometimes they even quit in 
the invitation he sent you. 
 



«If it isn’t Mister Palmer! Or shall I call you, Doctor Palmer 
now? I’m truly sorry for the delay, but the cars had a tantrum, 
with this damned heat…»  
Your muscles turn to stone like a trapped rat. Your eyes 
spring up, meeting the ones of your observer.  J116 

 
J96 

 
«How did you find it, and what does it look like? », you ask, 
even more curious. 
 
«To be fair, we didn’t explore it yet» he affirms, smiling. He 
turns up to you. 
 
«As I said, I wanted to wait for you before entering the city. At 
the moment we have a rudimentary elevator that will allow 
us to descend into the tunnel dug up by the miners. About the 
‘how’... Heh!» The doctor grins amused.  
 
 «It wasn’t simple. It took us a lot of time but thanks to your 
translations, we went up the Nile until we reached the right 
bend and continued to the west. Knowing the exact latitude, it 
was just a matter of time before finding the longitude. Once 
we passed Alexandria in terms of longitudinal distance, we 
tried to dig for some time. After almost 5 months of trying, 
one of the shovels hit something solid and… We immediately 
recorded on the map the site’s location. »  
 
«And what does it look like?»  J172 
 

J97 



 
You fumble in the dark. The only thing you're able to see is 
the door leading on to the next room. There's a reddish 
vertical line. Every step on the pavement emanates a vile 
screeching sound. You have the feeling that something is 
walking up your legs and despite trying to shake it off the 
feeling doesn't go away. 
 
You feel extreme disgust when you realize that a sticky, 
greasy substance envelopes your hand. The pressure on 
your clothes is becoming more intense. You start to hear a 
buzzing sound around you. You feel something touching a 
part of your neck and you immediately respond by slapping 
it. You're sure you're surrounded by flying insects. A shrill 
chirping is added to the buzzing, and it is so strong it makes 
your eardrums hurt. 
 
The tension rises incessantly. You have no intention in 
spending any more time in this room. Even your face is 
being attacked by the wings and legs of insects. You cough a 
few times out of disgust and you start to wave your hat in 
front of you to drive away the horrible little beasts. You 
arrive at the front of a door, and even though you've only 
walked a few steps, it seems to you as if you've been putting 
up with all of this for hours. 
 
Try and find an exit.  J17 
 

J98 
 

Your left arm quickly shoots up. Its dull and glassy eyes are 
a few centimeters away from yours.  



You feel incredibly nauseous as soon as you're able to feel 
its heavy, putrid breath. With your blade pointing upwards, 
you make an uppercut by using all your strength. 
 
The Egyptian sword makes its way through linen and flesh. 
The blood gushes out copiously as you run the blade along 
the stomach of your deceased friend. You hold its arm tight 
which slowly lets go of its grip on the knife. You hear the 
metal blade reverberate on the ground. Your leg is covered 
in cold clotted blood. With a sudden movement you plunge 
the blade under its ribs, ripping the necklace off its neck. 
Like a puppet whose strings have been cut, the body before 
you falls to the ground, lifeless.  
 
You're worried about how you'll react. You've never found 
yourself before a situation of this kind... Did you do the right 
thing? One thing you're sure of is that your friend shouldn't 
be left in these conditions.  You move the necklace between 
your fingers and put it back in your pocket. This jewelry 
seems much more powerful and dangerous than what you 
had thought.  
 
A sound disturbs you.  J111 
 

  



J100 
 

You cautiously get closer to the well on your right. A 
sulfurous odor, which is almost imperceptible from afar, 
surprises you. You react by coughing and closing your eyes. 
Reopening them, the only thing you're able to make out in 
the deep cavity are some sinister reflections that you are 
unable to identify immediately. Your heart accelerates as 
you're unable to discern what lies underneath you.  
A tangle of organic material which is shiny and black. 
You're able to perceive from its movement a series of long 
and thin appendages that are thrashing in every direction. 
Almost impossible to discern, a series of disgusting hisses 
and creaking, laments of tiny and living creatures. Suddenly, 
you feel observed.  
Defenseless, the creatures seem to have noticed you.  
A multitude of lights shine on you. They're an unnatural 
blue color, brighter than paint.  
Without forewarning, one of the spots throws itself on you.  
 

Draw 3  physical health cards. 

If the result is higher/equal to 15, go to  J196 
Otherwise,  J58 
Discard the cards you just drew. 
 

J101 
 

«Ah, after realizing what the alternatives were, I decided not 
to choose any at all. Anyone around here who knows how to 
fire a gun is rather a criminal or a mercenary. Or a pirate. I’m 
sorry, but I don’t trust taking them this far. In case there’s 



gold down there, you can kiss it goodbye while you’re being 
mutinied by the cutthroats to whom you also own your 
salary. »  
Thomas shakes his head in dissent. 
 
 «No sir, if we need to hire a guard duty, I want them to be 
from our ranks. Whatever is causing panic in our field, wild 
animal, or folkloric freak, they need to get into their heads 
that I don’t want to hear any excuses again once the area is 
guarded by OUR boys using OUR rifles. Miskatonic’s funds 
aren’t unlimited». 
 
End the speech.  J128 
 

J102 
 

You get close to the rotting being in front of you. Even if its 
features are human you notice that some details in its 
appearance are different from the anatomy you're familiar 
with. 
 
"What kind of men have been living here?" You ask yourself 
as your voice trembles from the shock. 
It seems to have a longer spine and chest whereas the 
stomach is shorter.  
The face, legs and arms seem to be normally proportioned, 
but there's something about the skin that catches your eye. 
It is not just dry, it's shiny. 
"The skin is black and shiny. Looks like a thin scarab shell" 
you whisper to yourself. This thought passes your mind and 
you focus on what just happened. 



"It's impossible, he can't still be alive...God, what they say 
about the living dead is just a legend. A simple Bayou voodoo 
shaman's tale!". 
 
Among the clothes you recognize an object which stands 
out against the long black dress. A necklace. 
 
Take the necklace  J31 
Leave the cemetery  J83 

 

 



J103 
 
Your cold and trembling fingers struggle to grasp on to your 
lighter's flicker. Some sparks blind you and you let the 
candle absorb the heat immediately. The candle's wick 
bends under your worried gaze. 
 
The unusually flammable and volatile wax starts burning 
vigorously despite the humidity surrounding it.  
You grimace in disgust. 
You're barely able to prevent yourself from vomiting when 
you discover what got you dirty.  
You seem to be in a sort of animal cemetery mowed down 
by a terrible disease. 
Nothing seems to move on the ground. 
Several scarabs and beetles lie on the floor as if they were 
eviscerated, but all the pustules, bumps and body fluids tell 
you a different story. The walls are hidden by a large 
number of flies and other small insects grabbing onto it. 
You want to get out of here, right now.  
 
The door doesn't seem to have any kind of handle which 
makes you assume it has an external mechanism. Your 
immediately notice a small ledge which is also infested by 
the bugs. 
You rush towards it but the flame doesn't seem to make the 
insects react. A circular hole is on the top of the ledge, filled 
by a substance similar to papier-mâché. The candle's flame 
is probably enough to burn it, but you think it may take you 
too long to melt it completely. If there's a way to open the 
door it must be in here. 
 
Try to open the door  J142 



 

J104 
 

Draw 3  physical health cards. 

If the total is more than 15  J3 
Otherwise,  J16 
Discard the cards you just drew. 

 
J105 

 
Your gaze rests on a little bug near the wooden planks. The 
small tufts of grass are of a yellowish- brown color and are 
not very inviting even for the locusts that surround them. 
You look around and notice that this is the oddest dream 
you’ve ever had. Everything looks so real. Your hands seem 
different. They seem more adult. And the shirt you’re 
wearing too. Dear God, what kind of color is this? Linen? 
Beige? 
You put your hands in your pockets and take what seems to 
be a very old model passport. 
You draw a card from the deck. 
 

Draw 1 h mental sanity card.  
 

If the suit is black (♠/♣)  J10 

Othwerwise, if it is a red suit (♥/♦) or a joker  J50 
 
Discard the card you just drew. 
 
 



J106 
 

You quit stalling and decide to address the ‘elephant in the 
room’. 
 
The corpse that you were trying to avoid until now is sitting 
against the wall of the only side of the room you didn’t 
examine yet. The smell of decomposition only confirms 
your theory: it’s one of Mostafa’s workers who happened to 
be here at the wrong time and place. He still wears the same 
linen robes he had during his shift, but they are ripped 
along the chest, and soaked in dried blood. 
You have no idea how this could have happened, but his 
pickaxe is dry, and there’s no sign of struggle. 
The floor is free from any trace, and so is the wall, where 
you find a large framed ruined herald, hanging. 
 
“What a way to go”, you think to yourself, getting away from 
the young man’s corpse. He couldn’t have been more than 
30 years old 
 
Examine the murder scene.  J52 
 

  



J107 
  
You aren't fast enough to avoid the creature's attacks. 
Two long vines covered in thorns are thrown at you! You 
are violently whipped from both sides. 
 

Draw and discard 6  physical health cards.  
 
Your neck and shoulders start pulsing from the pain right 
after the impact. The thorns have marked your skin with 
deep and long scratches. A third blow hits you in the knees.  
You fall over and roll down some of the big staircase steps. 
In a few seconds you manage to get back on your feet, but in 
great pain. You look at the entrance through the fog and you 
see two lianas even bigger than those that just hit you.  
 
You are disgusted. You walk back speeding up your pace at 
the thought of that horrible being could grab you again. 
 
Continue.  J133 

J108 
 
You grab the victim’s pickaxe firmly and you turn quickly. 
You rapidly inspect the room and perceive the only 
movement coming from above. 
Your attention is drawn by a movement in the ceiling’s 
shadows, your eyes narrow in the attempt to see something. 
 
In a moment, two green and bright slits answer you from 
the dark, like the ones of a cat dazzled by the car lights, but 
more menacing and penetrating. 



Your hands grab the rough weapon you picked up from the 
ground, firmly and nervously. Your tendons are tense and 
ready to thrust. The two fluorescent slits start moving, and 
seem to turn into spots. 
 
No eyelid beats on them, but their shape changes becoming 
vertical, and they slowly come closer until they conjoin into 
a single, shiny and disturbing gem. You observe the 
darkness moving towards the corridor you came from. 
 
Draw the Pickaxe token and defend yourself. Go to  J200 
 

 
  



J109 
 

After examining the obelisk in the middle of the crossroad, 
you decide to take a look at the tombs. The mausoleums 
aren't larger than a room and they all open with the corpses 
inside the walls. 
 
One of these mausoleums gets your attention. The skylight 
makes the jewelry that's inside of it glow. It is placed upon a 
small altar coming out of the wall. There are two rings made 
of different materials. You assume one of them to be silver, 
since the other is gold for sure. Your hands then touch a 
necklace which is made from a very heavy material and has 
a huge and pure white pearl attached. The chain might look 
thin but the material it's made of is really dense. 
You put all the objects back in their place, then you shiver.  
 
You hear a sound that gives you goosebumps. Something is 
crawling on the stone pavement at the door of the small 
mausoleum. Slowly your hand reaches your weapon as a 
raspy, almost human breath fills the room with a rotting 
smell making you want to vomit. 
 
If your weapon is the Knife,  J124 
If you want to use the Pickaxe,  J104 
 

  



J110 
 

You feel a shiver run down your spine. You can feel your 
blood flow slow down and freeze in your veins. A sinister 
and unearthly sound hisses in your ears. Like drops of ink in 
a glass of water the shadows above you seem to blend and 
condense before your eyes. A black, shapeless, pithc-like 
mass solidifies at the base of the staircase. 
You start to tremble. 
 
Its features are becoming more defined, one after the other.  
Two crevices emerge from the dark, breaking many 
filaments of sticky material. You can make out the outlines 
of a face. 
 
A mouth opens wide, separating itself again from the rest of 
the sticky mass. 
 
You notice several rows of teeth and claws, arched into a 
satisfied and amused grin. The being begins to speak to you, 
in a deep and almost mocking tone.  
 
«For a moment, we feared the worst. It wouldn’t have been 
the first time we saw a novice lose control of its puppets. You 
have got resolve, young man…» 
 
The monster continues after smiling again. Go to  J76 
 

  



J111 
 

You feel a shiver run down your spine. You can feel your 
blood flow slow down and freeze in your veins. A sinister 
and unearthly sound hisses in your ears. Like drops of ink in 
a glass of water the shadows above you seem to blend and 
condense before your eyes. A black, shapeless, pithc-like 
mass solidifies at the base of the staircase. 
You start to tremble. 
 
Its features are becoming more defined, one after the other.  
Two crevices emerge from the dark, breaking many 
filaments of sticky material. You can make out the outlines 
of a face. 
 
A mouth opens wide, separating itself again from the rest of 
the sticky mass. 
 
You notice several rows of teeth and claws, arched into a 
satisfied and amused grin. The being begins to speak to you, 
in a deep and almost mocking tone. 
 
«Centuries have passed since the last time that blade tasted 
blood. Usually, sacrifices are held after a long ceremony, 
under candlelight, while the air, impregnated with the smell 
of incense, resonates with music». 
 
Il mostro continua dopo un altro sorriso.  J76 
 

  



J112 
 

You decide to continue along the balcony and observe the 
room. You open your backpack and take out your lighter. 
You flick it, and the flame starts dancing in your hand. You 
remember you also have a pack of cigarettes and so decide 
to light one to avoid finishing the fuel.  
You let the tip of it burn, take a drag, and walk silently. You 
reach out to the wall and notice the details in the relief. 
Along the entire balcony you recognize a sort of diary.  
 
Houses, walls, engravings and streets but without anyone to 
build them. You even find the same place you are visiting 
represented in the various phases of its realization. A small 
staircase brings you to the ground floor from the opposite 
side to that of the entrance of the room. Before you, the 
illuminated altar surrounded by bastions like a Greek 
amphitheater. 
From the wall opposite the stairs comes a soft wind which 
lights up your cigarette in the dark. Examine the altar  J90 

 

J113 
 

You leave your backpack and your jacket on the river's 
shore together with the linen sweater and your boots. You 
take a deep breath and you immerse yourself. You're 
surrounded by water.  
 
You're amazed by the fact that its temperature is much 
lower than that of the scorching heat of the desert. 



You walk as far as possible feeling the rough sand shifting 
under your feet. It feels like fine gravel. 
You inhale and start to swim. After a few seconds you go re-
emerge and start to inspect the ruins. 
 
Go to  J7 
 

J114 

 
You're enveloped by darkness. 
 
The air is humid and heavy while the pavement creaks 
incessantly under your steps. You're surely trampling on 
something but you can't figure out what. You make slow, 
wide steps trying to make as less noise as possible. 
The room isn't bigger than a few meters and you 
immediately arrive at the wall in front of you, where the 
door is. 
 
If you got the necklace, go to  J117  
Otherwise,  J97 
 

J115 

 
You raise your head towards the nurse, only to meet a cold 
and strict expression, which leaves no room for any kind of 
emotion. 
 
 «Your grandfather shows a very remarkable strength and 
perseverance. Especially for his venerable age». 



Your attention is drawn to the little tag on the door, just 
above the peephole. 
“Palmer J.”, written in capital letters. 
Even the font is depressing, you think, while two key turns, 
grave and creaky, bring you back to reality. 
 
The door opens. The nurse steps aside and invites you to 
enter. 
As you might have predicted, the room is depressing too. 
Empty. With only a cot thrown on the side and nothing else. 
The dim light from the window enlightens a man, standing, 
in a straitjacket. 
So much for being in 2019, these treatments should be 
prohibited by now. 
Only in Arkham time seems to have stopped in the 1960s. 
 
 «Make it quick. I will be back in a few minutes. Talk to him, 
hit him, anything that will make him stop attacking our 
employees», she adds, locking the door behind you. 
 
Go to  J183 
 

J116 

 
«Perceptive, attentive and nosey as usual» he says, 
sympathetically. 
«I knew I had chosen the right person for this job, and finally 
here’s someone I can trust in these cursed sands!»  
 
He’s absolutely more tanned than you recall, this Doctor 
Fisher. With those baggy, white Egyptian clothes, he would 
be unrecognizable in the local crowd, except for his stocky 



nose, emerging from his sunglasses. Strong and slightly 
thinner than you remember, he’s a joyful man that you’ve 
known for years. A colleague of yours at Miskatonic. One 
you can call not only a fellow student, but also a trusted 
friend. 
 «Thomas, it truly has been too long since last time!» you 
affirm, smiling. «And about the delay, don’t worry, it’s just...»  
You take out your pocket watch and check the time, then 
you give a playful look to your friend. 
 
 «2 hours and a half longer than it should have been!» you 
continue smiling. «If this is the same treatment you give your 
troops, the ‘discovery of the century’ will have to wait until 
the new millennium». Your colleague smiles back. 
 «Sorry for giving a quick look to these documents, but you 
know how it is, a leopard cannot change its spots...” 
 
The doctor interrupts you.   J149 

 

J117 
 

Just as you were starting to find a way to open a gap in the 
door, a sound catches your attention. You've never heard 
anything similar in your life. No musical instrument, wind 
or chord, has this type of frequency. 
 
You strain your ear and realize that something in your 
backpack is emitting it. You move your equipment and 
notice a red light coming from inside- the same light 
filtrating from the crack in the door. The necklace that you 



picked up in the enormous cemetery is shining. You seize it 
with caution.  
 
Once extracted from the backpack, its light illuminates the 
entire room. You feel like vomiting as soon as you realize 
that you're surrounded by a myriad of insects. Some are 
abnormally big whereas others are of a normal size. Many of 
them ae disfigured. You can see torn wings, detached and 
contorted legs. Some are even covered in rotting pustules. 
Many of them are dead seemingly due to an illness that 
dismembered them. 
 
Like a legion, you observe the creatures get further away 
from the center of the room. Before you a small path which 
brings you to a fissure opens on the side of the door. From 
this, other creatures come out. The biggest of these is a back 
scolopendra which arranges itself in a circle on the floor. 
 
Make your way amongst the insects  J92 
 

  



J118 

(†  8💧 2 h) 

 
 
This seems like a good place to rest. 
If you intend to REST: 

• Retrieve 2  physical health cards from the discard 

pile, reshuffle the deck; 

• Discard 1 h mental sanity card, click the following 
link and read the relative dream. 

___________________________________________________ 
 
The city underneath you seems to have undergone a severe 
assault. Some of the buildings have collapsed. Entire tons of 
sand dumped onto the streets. The skylight, now reduced to 
a sea of shards on the ground is no longer able to light up 
the city. You see as if there is no moon tonight. You decide 
on your next goal. 
 
A) The fort built in this bizarre city is now inaccessible. A 
breach has been cut through the wall.  
A pile of ruins now lie on the entrance, blocking it. 
 
B) The church on the lake's shore has been completely 
demolished. The bell is flipped over on the street, while the 
nave has completely sunk, caved in from a weight too big to 
sustain. 
 
C) Surrounded by a wall you see something that appears to 
be a cemetery. You see gravestones and mausoleums. If you 
want to visit it,  J91  

https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing
https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing


D) The lake seems to be almost entirely dried out. The small 
island floating in the center of it has disappeared. 
 
E) The building is the biggest in the city and is situated not 
far from the center. The entrance is positioned on a long 
flight of stairs. The air flow originates from there. 
If you want to visit it,  J163 
 

J119 
 

You can now see how the armor is damaged. 
It's a classical medieval armor suit.   
A long knitted surplice, complete with chain hood covers 
the surface. It is completely destroyed at stomach level.  
You're unable to understand why, but the rings have been 
separated by something very strong.  
 
Some of these seem to have been deformed by the heat 
which seems unthinkable even for a firearm. The corps 
doublet that the skeleton is wearing is blackened and 
almost completely incinerated at the same point. 
The bones of the ribcage are blackened and fragile as a 
result.  
 
You quickly examine the other victims, coming to the 
conclusion that they encountered the same destiny even 
though the wounds are found at different points. 
As you pick up the last cadaver, you notice a weight that is 
considerably heavier that pushes you down.  
You drag it towards you and notice that it seems to be 
covered in armor. Its skinny fingers are still firmly gripped 
around a large battle axe.  



A two hand axe with heavy and blunted blade. The handle is 
still intact despite the fact that the leather covering has 
almost entirely deteriorated. 
You place the corpses on the ground and you get up again to 
observe them.  
A horrible thought crosses your mind- you think that you 
could end up just like them. 
 
If you want to take the axe with you, draw an Axe token and 
discard the pickaxe. 
 
If you want to observe the other well,  J100 
Otherwise, go back  J167 
 

 

  



J120 
 
The rose window is shattered. The glass crunches between 
the leather of your boots and the ground.  
 
The cobbled floor is mostly covered by a thick layer of 
topsoil which has allowed some plants to grow over it.  
Seeing ferns and vines grow in this place and climb up the 
broken glass windows is undoubtedly evocative. A deathly 
silence surrounds you as you make your way through the 
vegetation getting closer to the apse. 
 
Above you, the whole nave has collapsed and many fallen 
stones are all around. Some are buried, others are simply 
resting on the ground covered in moss, roots and vines. You 
can assume in their fall they squashed and broke the pews, 
the black wood of which is ruined by humidity and mildew.  
The smell and the air is becoming heavier little by little as 
you venture into the church. 
 
Continue the exploration.  J188 

 



J121 
 
As soon as you place the last globe in the scheme you built, 

the altar emits a strong electrical discharge. 

You cannot react quickly enough. The shock is heavy. 

Draw and discard 2  physical health cards. 

Back to → J138 

J122 
 

Your assailant throws himself at you, and just his touch 
alone makes you shiver. Face to face, his gaze pierces 
through you as his hands squeeze around your neck. 
His eyes lack any empathy- almost feral.  
 
Your hands tighten around the pickaxe handle as you push 
your aggressor in the chest in attempt to ward him off.  
His raspy breathing intensifies, as you hear his creaking 
joints reaching closer and closer.  
Even though you aren’t able to breathe, you manage to 
slowly move away. His mouth lets out a threatening roar 
that gets strangled by a strong pull to the right. 
Even though he’s off balance, just one of his hands lets you 
go. The other one that’s been cut off is still grabbing on to 
you.  
You strike his knee with a strong kick forcing him onto the 
ground. 
You take advantage of this and hold him down with your 
boot while you raise your improvised weapon over him. 
In an instant your steel inevitably strikes him. 



Your victim’s rotting hand is defenseless under your pick’s 
hit which pierces through it and digs deep into his skull. 
The corpse writhes under you for a few seconds. Then, his 
limbs stop moving and you pull out your weapon. 
 
Only after the dust settles again do you realize that the 
withered arm is still tight around your collarbone. 
Horrified, you grab it and throw it on the ground. 
 
Search the man  J102 
 

J123 
 

You decide not to swim in the lake, and to keep your clothes 
dry. 
After a last look at the ruins, you retrace your steps to the 
dilapidated house. 
You can revisit the lake again, if you wish. 
 
You go back to the house.  J26 
 

J124 
 

Draw 3  physical health cards.  

If their sum is greater than 15,  J194 
Otherwise,  J60 
 
Discard the cards you just drew. 
 
 
 



J125 
 

After examining the obelisk in the middle of the crossroad, 
you decide to take a look at the tombs. The mausoleums 
aren't larger than a room and they all open with the corpses 
inside the walls. 
 
One of these mausoleums gets your attention. The skylight 
makes the jewelry that's inside of it glow. It is placed upon a 
small altar coming out of the wall. There are two rings made 
of different materials. You assume one of them to be silver, 
since the other is gold for sure. Your hands then touch a 
necklace which is made from a very heavy material and has 
a huge and pure white pearl attached. The chain might look 
thin but the material it's made of is really dense. 
You put all the objects back in their place, then you shiver. 
You hear a sound that gives you goosebumps. Something is 
crawling on the stone pavement at the door of the small 
mausoleum. Slowly your hand reaches your weapon as a 
raspy, almost human breath fills the room with a rotting 
smell making you want to vomit.  
 
If your weapon is the Knife,  J134  
Otherwise, if you want to use the Pickaxe,  J191 
 

J126 
  
Your boots slide on the elevator wood. 
You can’t find any grip, any way to stop it: you feel in free 
fall and in grave danger. 



You do your best to prepare for the impact. You lose your 
grasp on the wooden planks, and you throw yourself off 
balance backwards. 
Upon impact, your knees and your elbows collapse and your 
face hits bottom. 
A very violent hit strikes your body, losing your breath 
again and in an instant, the pain invades you. The last thing 
you see before fainting is a pair of sunglasses, falling a few 
centimeters away from your face, crushing onto the 
elevator wood, followed by the falling rope that rolls up 
next to them. 
 
Slowly, you gather your sight back. It’s late at night, and the 
full moon illuminates the little entrance of the cave. You 
slowly manage to get yourself back up. Your chest, legs and 
joints constantly ache for several minutes before you are 
able to resume normal walking. You have suffered a strong 
fall, you feel various throbbing points of pain to the touch, 
but you’re quite sure your bones are still intact. 
 

Draw and discard 8  physical health cards. 

 
Examine the wound.  J19 

 

J127 
 

The air is dry. The blazing sun, as you’ve never felt it before, 
is high in the sky. You’re here again. In this place. And as 
you look around, memories come to your mind. 
Memories you shouldn’t have. Memories about your 
grandfather. 



You see your grandmother, beautiful and joyful, walking 
hand in hand with you. 
You’re sitting alone in your office, studying ancient 
writings. You perfectly understand those illustrations that 
appear to be Mesopotamian hieroglyphs. 
Eridu. Nuppur. Lagash. Sippar. Uruk. These are all city-
states from ancient Mesopotamia. And you know their 
names and history. Your head is full of information and 
memories that aren’t yours. 
You remember the journey to that place. You remember the 
sea. The ocean and the sleepless nights spent to pray to 
God. 
You remember the pleasure of reaching your destination. 
You remember your arrival in Egypt. 
You remember the reason for your journey. And you 
remember the handwritten letters from your colleague 
Thomas. 
You remember your trip from Alexandria in Egypt, made by 
car the night before along the coast. 
 
And you remember your arrival in this little heathland that 
seems completely desolated.   J207 

 

J128 
 

After a few moments of silence, you both let the 
conversation die out. 
Around the convoy, there’s only the dust raised by the 
movement of the vehicles and the hot desert. 
In all directions, all you can see is a labyrinth of 
indistinguishable dunes. If it wasn’t for the compass in the 



dashboard, it would be impossible to find a way around in 
this maze made of sand. 
You lightly pull the brim of your hat, making it slide over 
your eyes and, despite the heat, you feel them resting 
almost immediately. After discussing this and that, about 
mutual friendships and what to deal with the next day, you 
let yourself sink in the vehicle’s seat. You feel tired after the 
trip on the ship, and even more after a loud speech, due to 
the engine’s noises. 
 
A yawn makes Thomas realize that maybe it is appropriate 
to postpone the speech until later. 
 
You fall asleep.  J208 
 

J129 
 
Looking quickly over the courtyard, you manage to see the 
tail of something similar to a scutigera, about the size of a 
mastiff that drags itself away from your sight, beyond the 
city walls. 
“Whatever that thing was, it’s still out there”, you think, 
terrified. 
You carefully retrace your steps until you exit the fort. Your 
traces have been erased by the wind. Your thoughts linger 
over the tapestry, and over the disgusting vision you just 
had right in front of you. 
 
You cannot go back to the fort. 
 

Draw and discard 3  physical health cards and 1 h 
mental sanity card. Go back to the city  J26 



 

J130 
  
Before you can react, your assaulter throws himself on you. 
The smell coming out his mouth is pestilential, his wrinkly 
hands squeeze around your neck, scratching it. 
You try to push him back but the dusty floor makes your 
boots slide. 
You fall, violently hitting the altar where the jewels are 
stored. Your enemy is now holding you down on the 
ground. 
His nails are digging deeply into your neck. The pain is 
excruciating. Warm blood flows through your veins. 
You uselessly kick as your sight slowly darkens. You start to 
lose your senses as the creature bites you with its spiky 
teeth. 
Death comes and you fall asleep without ever waking up 
again. 
The walls around you are slowly taking form and you lose 
consciousness on the blood soaked carpet. 
 
 

J131 
 

Shocked and dismayed you end up talking to yourself 
incapable of fully understanding what you just found out.  
 
A gust of wind catches your attention as you choose to leave 
this cursed place. 
 



On your way back you keep telling yourself there must be a 
trick, that all that was unreal and impossible. Maybe you are 
really losing your mind. 
 
Go back to town  J118.  
You can’t visit the graveyard again. 
 

 
J132 

 
 
You feel dazed. Everything seems like a bad dream, but you 
know it’s not. Suddenly you become aware of what you are 
seeing. This makes you worry to the point that you lose 
control over your body and mind. 
 
You see your grandfather stand up in the desert in front of a 
huge sand crater. A scarab shaped medallion is hanging 
from his neck. Fine and elaborate details of brambles and 
critters are forged on it, you feel it might have been forged 
recently. 
 
His life starts running like a film in front of your very eyes. 
You see his return to civilized society, to the U.S. and when 
the media were shocked by the return of a survivor from 
that expedition. Archeologists, journalists and scientists 
were fascinated by the story of the man who returned from 
the Egyptian sands after 20 years. Many have been doubting 
the truth of this event, after all, he didn’t seem to age at all. 
The new technology really fascinated your grandfather but 
made him feel almost alienated from society. 
 



There was only one person who managed to make him feel 
at home, a girl his age, a student. Mary was her name. They 
worked as teachers at the Miskatonic University sharing 
their lives together just like any other couple in love...Until 
the past came back to haunt your grandfather again. 
 
Nightmares, hallucinations, voices, invading thoughts. After 
10 years from his reappearance the memories you are 
visualizing are showing a multitude of supernatural 
elements. You begin to understand.   
 
The images continue to play before your eyes. A few years 
have passed, and your grandfather is at the university 
consulting tomes and old books. Seems like he’s now part of 
some sort of social club. Your grandmother Mary seems to 
be part of it and she’s often part of the meetings. You see 
some important figures you recognize to be professors, 
scientists, actors and even politicians. The fact that your 
grandparents joined a masonic lodge is hard to believe, but 
you can’t ignore the evidence. After all your grandfather 
isn’t just an expert in history but also a survivor and a 
witness of the hidden world. 
 
One night in particular is ingrained in your memory.  Just 
one visit from a woman is capable of bringing an 
irreparable rupture in the evil influence of the monster of 
the abyss exerted on your grandfather. Later memories 
become feverish, almost unrecognizable. An intolerable 
migraine makes memories cloudy and difficult to discern. 
The descent into madness is swift and unstoppable. Your 
grandfather’s mind is overcome by anxiety and paranoia, 
causing him to lose his grip on reality. 
 



You’ve always asked yourself what was hidden in your 
family’s past. Now that all the answers are being revealed in 
front of you wish you could stay ignorant. 
 
One night in 1981 Jack Palmer completely lost his mind. The 
door of your family’s house is wide open, and the light is on. 
Horror consumes your grandfather's mind as he sees the 
bodies. His wife and daughter are on the floor cut into 
pieces. Your uncle is standing a few steps ahead with a void 
gaze and the kitchen knife still in his hand.  
 
Your grandfather attacks your uncle who was still a child. 
How he could have had the strength to cut two persons into 
pieces still remains a mystery. 
 
The police, who had probably been called already, finds Jack 
Palmer crying over the corpses, still holding the knife. His 
last memory from that night is the vision of a woman 
standing on the sidewalk. Your grandfather starts hitting 
the police car window to the point of almost smashing it 
while calling out the name “Emily.” 
 
The trials are quick and incontestable. Your grandfather is 
declared guilty with no right to appeal. 
 
He’s been given a sentence. Then he’s taken to an asylum. 
From there on your grandfather’s life becomes an infinite 
torture. Needles, medicines, electric shocks. His wounds are 
several and the scars and spots on his arms are becoming 
darker and permanent. Only in his old age you can see some 
clarity in his mind. The visits to the asylum are few but 
enough for him to know of your existence. Enough for him 
to entrust his hope of redemption in you. 



You have a surreal feeling almost like an out of body 
experience. 
 
«Are you listening to me?». 
Your heart skips a beat. You look around you, scared, 
feeling as if you’re in the middle of a heart attack. 
 
« Are you sure you want to go ahead with the visit? You look 
as pale as a ghost. I should warn you that it is not a good 
idea». 
 
You swallow. You're yourself again. Instinctively you touch 
your sweatshirt, making sure you're still whole. You nod. 
While you focus you realize you're in Arkham sanitarium. 
 
You stutter an excuse, trying to calm yourself. The door is 
unlocked and opens wide. The same advice to hurry is given 
to you again. You see the same vision before you again, but 
your reaction is drastically different this time.  J82 

 

J133 
 

You're worried about the thought that the path behind you 
is obstructed but you however try to suppress your fear to 
try and flee this place. The wide flight of stairs aren't very 
long. You believe it must be about the same height as the 
external one that you used to climb up the building.  
The stairs bring you to a balcony built a few meters from 
the ground and all around it are the walls of a huge 
ceremonial room. 



The light is very dim. The only source seems to be a ceiling 
light. It's similar to the one lighting up the city from the 
outside, but smaller and more elaborate. 
The only detail visible in the shade is a large altar in the 
middle of the room. The gusts of air seem to be coming out 
from the wall behind the altar, but it's closed. 
 
Examine the room with the lighter.  J112  
Examine the room with a more powerful light. Discard one 
Candle token.  J13 
Go straight to the altar.  J65 
 
 

J134 
 

Draw 3  physical health cards. 

 
If the total is more then 15,  J84  
Otherwise,  J63 
 

Discard the cards you just drew. 

 

J135 
 
You suddenly turn, and your hand lifts the heavy pickaxe 
from the ground. Before you could aim your swing, you 
realize you’re completely alone. There’s absolutely nothing 
out of place, not even the corridor where you came from. 



You breathe a sigh of relief, at the idea that maybe you only 
imagined it. You look around for the last time, judging that 
the inspection of this disturbing place is finally over. 
 
You look at the tool you just picked up, the wood is well 
treated and fills the head hole firmly. Although slightly 
oxidized and dull, you find the tool to be in good conditions. 
 
If you want to collect the pickaxe, draw the Pickaxe token. 
 
Go back to the town.  J26 
You cannot revisit the fort. 
 

 
 
 

 



J136 
 
You hold the handle with both hands, pull yourself up with 
all your might, extend your legs and turn your back on the 
monster. You climb over most of the steps and you're high 
enough to reach the top. You throw your elbow and leg on 
the stairway and try to get back on your feet. You feel a jolt 
of pain along your leg. 
You're unable to contain a guttural grunt and your breathe 
gets faster and faster. You roll towards the corridor 
entrance noticing a trail of blood that came from your leg on 
the ground. You stay close to the ground, tense like a spring 
for your counterattack. 
 
As soon as you see it you throw yourself against the head of 
the monster. You catch it by surprise. An opportunity 
awaits. Its limbs struggle to get up in time. You're ready to 
drop the weapon on him. 
 
With a brutality in which you wouldn't believe you were 
capable of you plunge the tip of the metal blade into the 
creature. You see its carapace ripple and break into pieces 
from the strength of your hit. A thunderous cry fills the 
room and its lower jaws gets covered by a strange blue 
liquid gushing from the hole left by your blow. The creature, 
swearing from the pain, backs up quickly. Its arms, once 
paralyzed converge towards its head. Its movements are 
completely erratic and lacking in coordination. Its glassy 
eyes dart everywhere. Its legs curl up slowly and stop 
moving. Its laments stop in an instant. The creature falls to 
the ground, banging into floor heavily. You can still catch a 
glimpse of its many spasms in the dim light a few seconds 
apart. 



 
Go to  J148 

 

J137 
 

You’re falling. 
Your reflexes snap to cushion your fall as best as you can. 
 

Draw 3  physical health cards. 
If the sum in more or equal to 15,  J33  
Otherwise,  J126 
 
Discard the cards you just drew. 
 
 

J138 
  

Some globes have already been set up on the altar, and they 

do not move from their sockets at all. 

The globe closest to the golden hemisphere in the center of 

the altar, the one with the Ankh symbol, is very small and 

black in color. A rough and rough surface follows. You feel 

like you are handling a sandpaper ball. Four more sockets 

follow, each of different sizes, but large enough to hold a 

globe each. You deduce you will have to arrange there the 

four globes that were previously placed at the corners of the 

surface. 



The last three globes in the concentric scheme are equally 

already inserted. The farthest from the center is very small, 

about the size of the first, and of the same solid stone. The 

rest, on the other hand, are made of a decidedly more 

porous and lighter rock. They are both made of a much 

lighter and more porous rock. 

There must be a precise order in which to insert the 

remaining four globes. Their weight is the element that the 

mechanism will measure for sure. You have four different 

globes. 

 

The first sphere is somewhat heavy. By placing it under the 

beam of light that comes from outside, you recognize that 

the material must be a rock from central Africa. It has a 

reddish color. 

The second sphere is heavier than the first and a little 

larger. You recognize some lines drawn on it, outlining 

irregular shapes. It has the bluish color of oxidized copper, 

similar to aquamarine. 

The third sphere is made of porous rock, but it has a 

peculiarity. A metal ring surrounds it, tightening it entirely. 

Finally, you find the fourth sphere to be very strange: it is 

the largest of them all, but also remarkably light. 

From the center to the outside, the exact order is ... 

(the solution is a mathematical puzzle. Consider the order in 

which you found the spheres and imagine them arranged 

from left to right. The first three spheres will give you a 



number from 0 to 499; subtract the number of the last sphere 

and search for that chapter. If that chapter does not start 

with “You feel a little fearful…”, go to J121. Otherwise, keep on 

reading). 

 

J139 
 

You feel dazed and paralyzed, you aren't able to move or 
feel. 
All you can do is watch the flow of memories scrolling in 
front of your very eyes. 
You see your grandfather stand up in the desert in front of a 
huge sand crater. A scarab shaped medallion is hanging 
from his neck. Fine and elaborate details of brambles and 
critters are forged on it. 
 
His life starts running like a film in front of your very eyes. 
You see his return to civilized society, to the U.S. and when 
the media were shocked by the return of a survivor from 
that expedition. Archeologists, journalists and scientists 
were fascinated by the story of the man who returned from 
the Egyptian sands after 20 years. Many have been doubting 
the truth of this event, after all, he didn’t seem to age at all. 
The new technology really fascinated your grandfather but 
made him feel almost alienated from society. 
 
There was only one person who managed to make him feel 
at home, a girl his age, a student. Mary was her name. They 
worked as teachers at the Miskatonic University sharing 
their lives together just like any other couple in love...Until 
the past came back to haunt your grandfather again. 



 
Nightmares, hallucinations, voices, invading thoughts. After 
10 years from his reappearance the memories you are 
visualizing are showing a multitude of supernatural 
elements. You begin to understand.   
 
The images continue to play before your eyes. A few years 
have passed and your grandfather is at the university 
consulting tomes and old books. Seems like he’s now part of 
some sort of social club. Your grandmother Mary seems to 
be part of it and she’s often part of the meetings. You see 
some important figures you recognize to be professors, 
scientists, actors and even politicians. The fact that your 
grandparents joined a masonic lodge is hard to believe, but 
you can’t ignore the evidence. Of course they are discussing 
over obscure matters too. After all your grandfather isn’t 
just an expert in history but also a survivor and a witness of 
the hidden world. 
 
One night in particular is ingrained in your memory.  Just 
one visit from a woman is capable of bringing an 
irreparable rupture in the evil influence of the monster of 
the abyss exerted on your grandfather. Later memories 
become feverish, almost unrecognizable. An intolerable 
migraine makes memories cloudy and difficult to discern. 
The descent into madness is swift and unstoppable. Your 
grandfather’s mind is overcome by anxiety and paranoia, 
causing him to lose his grip on reality. 
 
You’ve always asked yourself what was hidden in your 
family’s past. Now that all the answers are being revealed in 
front of you wish you could stay ignorant. 
 



It's like Jack Palmer had an inner fight between two 
different entities for the control over his body. The climax 
of this foolishness happened just inside these walls. Two 
bullets has been shot by your grandfather's gun hitting 
those haunt and uncle you never met. The third one missed 
the heart of your grandma. -just when the gun was pointing 
at her, a woman irrupts into the house. You can barely see 
her ebony face before you get hit on the head. You hear 
your grandmother calling "Emily". 
 
After that a series of memories all similar, your grandfather 
got arrested. 
 
Then he’s taken to an asylum. From there on your 
grandfather’s life becomes an infinite torture. Needles, 
medicines, electric shocks. His wounds are several and the 
scars and spots on his arms are becoming darker and 
permanent. Only in his old age you can see some clarity in 
his mind. The visits to the asylum are few but enough for 
him to know of your existence. Enough for him to entrust 
his hope of redemption in you. 
You have a surreal feeling almost like an out of body 
experience. 
 
«Are you listening to me?». 
Your heart skips a beat. You look around you, scared, 
feeling as if you’re in the middle of a heart attack.  
 
«Are you sure you want to go ahead with the visit? You look 
as pale as a ghost. I should warn you that it is not a good 
idea». 



You swallow. You're yourself again. Instinctively you touch 
your sweatshirt, making sure you're still whole. You nod. 
While you focus you realize you're in Arkham sanitarium. 
 
«Y-yes. I thought I had forgotten my house keys, everything is 
here. And it’s been a long time since I’ve seen Jack- my 
grandfather». 
 
You stutter an excuse, trying to calm yourself. The door is 
unlocked and opens wide. The same advice to hurry is given 
to you again. You see the same vision before you again, but 
your reaction is drastically different this time.  J38 
 
 

J140 
 
If you want to get out alive from this battle you have to fight 
using your mind. You're well-armed, but your enemy is 
immensely more dangerous than you. For a decisive attack 
you must first lower its defenses. You will never be able to 
get past its scythes with a frontal blow so you've got to 
strike them first. You have to take advantage of the room 
around you. You feel like a gladiator from the Roman Cirque 
without the violent crowd. You need to make use of the two 
staircases around you and take advantage of you relatively 
small body size. You start moving towards the cage.  
 
You're forced to raise your weapon to block some slashes 
from its pointy scythes which are so hard that they make 
your armor's steel resound.  
Its movements are not very coordinated but its strong 
enough to slice you.  



You repel a series of attacks and you retreat towards the 
metal bars. 
As planned, the mesh of the cage is thick enough to block 
the creature from getting out.  
Its claws thrash against the metal bars. 
This could be your only chance. Counterattack.  
 
Go to  J209 
 

J141 
 

«What did you find until now?» you ask curiously.  
 «I’m not even sure», he reveals, keeping his eyes on the 
road. 
«We found a lot of ruins, but they seem to be all ‘suburban’ 
structures, so to speak. They’re just small houses, with 
agricultural tools. Keep in mind, there’s no proof that this 
area has ever been crossed by a single river. Or that there was 
a lake nearby».  
«Ok» you say, hesitant.  
«The sand and the conformation of the land are the same as 
those found throughout the Sahara. We rediscovered at least 
the foundations of what we believe could be watchtowers. 
Very far from each other, with a fairly small base and many 
unused bricks, found piled up in a corner of the foundations. 
But no walls at all. Finding the city itself was a true 
challenge». 
 
«How did you find it, and what does it look like?»  J96 
 
 
 



J142 
 

You wrap your sleeve around your hand, and with your fist, 
you open a narrow hole. Ignoring whatever is in there you 
put your arm inside the hole until you find something to 
grab. It's a handle. You rush to try and turn it but you can't. 
You feel a surge of pain forcing you to let go. You hear a 
mechanic sound as the door disappears behind the walls, 
but your attention is on something else now. A cloud of 
insects similar to beetles are hanging on your harm. Their 
stingers tear through your jacket and your arm gets pierced 
by dozens of stingers. Each sting causes you unbearable 
pain, the injections make your arm pulsate. 
 

Draw and discard 1  physical health card. 

 
You try to shake them off by hitting the wall and smashing 
the lethargic moths that cover it. You reopen your eyes and 
find yourself surrounded by a cloud of insects. Their 
buzzing is deafening. You rush into the next room rolling on 
the floor from the pain and the confusion, in the hope of 
evading the swarm. Silence... 
The doors close behind you automatically. The room you 
just left is empty and the creature you escaped hasn't 
followed you.  
 
Puzzled, you look around. Go to  J167 
 

J143 
 
A few days have passed since you saw your grandfather for 
the last time. His memories are connected with yours. 



Slowly, anxiety and worries are replacing fear. The 
warnings, the omens. Everything seems too surreal. If this is 
a dream, you are unable to wake up. 
 
You decide to take action. 
 
You enter your grandfather's studio again. The safe is still in 
the same spot. Around you the room looks a little different 
from what you remember. A dusty display case contains all 
the stuff that you...that your grandpa found in Egypt. His 
pocketknife is still working, despite the rust. You can't 
recognize any of the artifacts in this room. They must have 
all been found at different times.  
 
You walk towards the bookshelf and take out the box from 
its hiding place. You get comfortable at the desk and open it 
slowly. The cards are still intact, as well as the game board. 
 
Pick up the Medallion.  J74 
 

  



J144 
  
You slip your hand in your pocket and let the blade shine in 
the candlelight as you get closer to the door. Trying to 
ignore the enormous quantity of flies and gloomy butterflies 
that are fluttering around your face, you start lunging and 
lashing inside the crevice. You manage to scrape away a 
good portion of the disgusting critters nested inside.  
You shake the blade to clean it of the remains that got stuck 
to it and you put it back in your pocket.  
 
You let out a long sigh and insert your hand in search of an 
opening mechanism. Only when half of your forearm is 
hidden in the crevice are you able to grab onto a metal 
handle. 
A wave of pain makes you pull the handle even stronger 
than you would have done. 
Still in pain, you retract your hand close to your chest and 
examine it: it's red and pulsating.  
A rivulet of blood pours out of two holes. 
You take a few steps back as the right shutter of the door 
slides into the wall. A black centipede almost thirty 
centimeters long slithers out of the hole, falling onto the 
pavement along with the rest of the creatures.  
Trying hard to avoid it, you move into the next room 
pressing your sweater onto the wound and letting go of the 
candle.  
Your grunts of pain echo in the humid air that surrounds 
you.  
 

Draw and discard 3  physical health cards. Go to  J167 

 



J145 
 

Smaller, but just as thick, the entrance leads you to a large 
atrium on the ground floor. You recognize the remains of a 
big wooden table, at the center of the room, devoured by 
termites. You can see small wooden scaffoldings. Although 
bare, it’s evident that their shape is suitable for holding 
weapons. At the other three cardinal points, opposite and 
perpendicular to the entrance, there are three arches that 
lead to corridors, but two of them are blocked by a huge 
quantity of sand and debris, so you go to the only free one. 
Your steps resonate into the corridor, which leads upwards. 
The floor is on an incline and leads you up several meters in 
its length. 
 
Suddenly, a noise. The one of sand that rubs. Your head 
snaps up, and your eyes are blinded. You cough and swing 
your arms forward, trying to push away whatever was in 
front of you. You rub your eyes precipitously as you lose 
your balance and sit on the ground against the wall, kicking 
in front of you. 
 
Reopen your eyes.  J201 
 

  



J146 
 
You're horrified when you decide to examine the holy water 
font. 
You grimace as you observe the stone basinet filled with 
insect exuviae. 
Legs, pieces of insect shells, wings and fangs. 
Despite being non-religious, you're offended and mortified 
by seeing an oxidized iron crucifix laying deconsecrated in 
the middle of the disgusting mass of waste. 
 
If you want to pick up the crucifix, J4 
Otherwise,  J72 
 
 

J147 
 

You widen your eyes in amazement as the lead ball jerks 
and begins to move on its own. 
You gasp hard enough to trip over a protruding slab behind 
you and fall to the ground. 
 
You get up again immediately and observe, calmly and 
attentively. 
You observe its rolling movement across the solar system. It 
surpasses Earth's orbit, as well as Venus' and Mercury's, 
until it ascends the Sun's metal frame. 
 
You hear the metal ticking coming from the solar system. Its 
frequency increases incessantly like an unsettling, 
overworked watch. Suddenly a metallic sound dominates 



the ticking like a spring causing a sudden and quick 
movement of the sphere towards Earth. 
 
After the impact, the two spheres get stuck. Slowly, 
however, the unknown planet rotates on itself positioning 
itself in such a way to capture a ray of light. The glass inside 
lights up. 
A thunderous rumble fills the amphitheater. Under the 
balcony the majestic wall divides in two opening up to a 
dark staircase that leads downwards. Go to  JH1 
 
 

J148  
 
You're breathing heavily. You're breathless and your legs 
seem to be giving in from one moment to the next. You walk 
a few steps again, keeping your gaze fixed on the cadaver. 
You have no idea what it could be. Surely something that 
doesn't belong to the world you know. 
 
You look around you and realize that there's no way out. 
You turn your gaze to the only thing you haven't examined 
yet: the sarcophagus. You go through the door of the cage, 
and you linger to observe it. It wasn't built in ancient times. 
The metal bars seem to be made entirely of steel. Passing 
your hand over one of these you notice a small relief. A part 
of the writing has been erased and made completely 
smooth but you're able to distinguish the words ''Colorado 
Springs.'' You don't remember having ever heard about this 
place until now.  
 
As you reflect on this discovery, a pain reflex makes your 
hand snap. A rustling sound of a storm fills the room. A 



multitude of small lightning bolts travel along the metal 
weft of the cage. You shoot towards to sarcophagus. 
 
Its metal figure, with intricate and horrifying details seems 
to be detached from the wall. Energy accumulates to the top 
of the metal dome and a resounding thunder spreads from 
above, hitting the sarcophagus fully. You distinguish blue 
veining which summons a swarm of bloodsuckers and 
scolopendras that writhe on its surface. The only thing you 
see before you lose your senses is a shriveled black hand 
coming out from the grave. 
 
Go to  J132 
 
 

J149 
 

«I’m sorry I wasn’t completely sincere from the start. I 
thought you would refuse if I admitted that things weren’t 
going as planned». 
You glare at him with a serious look. 
«Yes, the others are getting nervous from digging around the 
ruins, but I assure you that there’s something sensational 
buried in those sands. And by the way, none of this could’ve 
been possible without your contribution. And I want you to be 
here when we’ll make the great discovery!». 
 
You can’t help but smile at Thomas. Although he is almost 
twice your age, in his late forties, his enthusiasm is far more 
childish than usual. 



Some months ago, he had you deliver a huge quantity of 
texts to translate. It wasn't easy and it cost you many 
sleepless nights. 
 
«You see, Jake, you were of crucial importance to find the site. 
Of the documents you’ve been able to decipher, only the 
Babylonians have references to this specific area». 
The professor grooms his shiny mustache, well ordered 
under the nose. 
«My hypothesis is that this city we’re looking for managed to 
stay hidden, and therefore to flourish, without ever being 
disturbed, or even avoided by other populations. What I 
cannot understand is how a city was able to survive in the 
middle of the desert without any trade routes. They weren’t 
nomads, nor merchants… Bizarre, to say the least…». 
 
Again, an interruption. This time it was a noisy, blaring horn 
of the van. 
«Alright, let’s not keep them waiting. I can explain more on 
the road. Come, it will be a long trip». 
 
You exit the warehouse and enter the vehicle.  J67 
 

J150 
 

Draw 3 more  physical health cards.  
If their sum is less than 15,  J57  
Otherwise,  J9 
 

J151 
 



You feel dazed and paralyzed. You can't move or hear. 
All you can do is watch the stream of memories playing in 
front of your eyes. 
You see your grandfather stand up in the desert in front of a 
huge sand crater. A scarab shaped medallion is hanging 
from his neck. Fine and elaborate details of brambles and 
critters are forged on it, you feel it might have been forged 
recently. 
 
His life starts running like a film in front of your very eyes. 
You see his return to civilized society, to the U.S. and when 
the media were shocked by the return of a survivor from 
that expedition. Archaeologists, journalists and scientists 
were fascinated by the story of the man who returned from 
the Egyptian sands after 20 years. Many have been doubting 
the truth of this event, after all, he didn’t seem to age at all. 
The new technology really fascinated your grandfather but 
made him feel almost alienated from society. 
 
Only one person was ever able to make him feel at home, a 
student of the same age as him. Mary, she was called. The 
pair of them worked together as teachers at the Miskatonic 
University, sharing their lives together just like any couple 
in love.....That is until the past came back to haunt your 
grandfather.  
 
Nightmares, hallucinations, voices, invading thoughts. After 
10 years since his reappearance the memories you are 
visualizing are showing a multitude of supernatural 
elements. You begin to understand.   
 
The images continue to play before your eyes. A few years 
have passed and your grandfather is at the university 



consulting tomes and old books. Seems like he’s now part of 
some sort of social club. Your grandmother Mary seems to 
be part of it and she’s often part of the meetings. You see 
some important figures you recognize to be professors, 
scientists, actors and even politicians. The fact that your 
grandparents joined a masonic lodge is hard to believe, but 
you can’t ignore the evidence. After all your grandfather 
isn’t just an expert in history but also a survivor and a 
witness of the hidden world. 
 
One night in particular is ingrained in your memory.  Just 
one visit from a woman is capable of bringing an 
irreparable rupture in the evil influence of the monster of 
the abyss exerted on your grandfather. The memories from 
then on become feverish, almost unrecognizable. An 
intolerable migraine makes memories cloudy and difficult 
to discern. The descent into madness is swift and 
unstoppable. Your grandfather’s mind is overcome by 
anxiety and paranoia, causing him to lose his grip on reality. 
 
You’ve always asked yourself what was hidden in your 
family’s past. Now that all the answers are being revealed in 
front of you wish you could stay ignorant. 
 
As if the control over Jack Palmer's body was contended 
between two different entities. The height of his foolishness 
happened between these walls. Two bullets explode from 
your grandfather's revolver hitting your two uncles that you 
never met. The third just misses your grandmother's heart. 
Just as the revolver is pointed at your grandmother a 
woman breaks into the house.  You're able to see her ebony 
face before being hit on the head. You hear your 
grandmother shout ''Emily'' in a terrorized scream.  



 
A fast and interminable stream of memories follow. He’s 
been given a sentence. Then he’s taken to an asylum. From 
there on your grandfather’s life becomes an infinite torture. 
Needles, medicines, electric shocks. His wounds are several 
and the scars and spots on his arms are becoming darker 
and permanent. Only in his old age you can see some clarity 
in his mind. The visits to the asylum are few but enough for 
him to know of your existence. Enough for him to entrust 
his hope of redemption in you. 
You have a surreal feeling almost like an out of body 
experience. 
 
«Are you listening to me?». 
Your heart skips a beat. You look around you, scared, feeling 
as if you’re in the middle of a heart attack.  
 
«Are you sure you want to go ahead with the visit? You look 
as pale as a ghost. I should warn you that it is not a good 
idea». 
You swallow. You're yourself again. Instinctively you touch 
your sweatshirt, making sure you're still whole. You nod. 
While you focus you realize you're in Arkham sanitarium. 
 
«Y-yes. I thought I had forgotten my house keys, everything is 
here. And it’s been a long time since I’ve seen Jack- my 
grandfather». 
 
You stutter an excuse, trying to calm yourself. This time, 
your steps preced the nurse’s ones. The door is unlocked 
and opens wide. The same advice to hurry is given to you 
again. You see the same vision before you again, but your 
reaction is drastically different this time.  J160 



 

J153 
 

The sand, grainy and wet, is being moved by the air 
currents. You're close to the exit. This corridor, which bring 
you down again, is different from all the others that you've 
walked until now. You walk down a long ramp which is not 
very steep. The thing that surprises you is the lighting. 
 
Just like in the previous room, a red light lights up your 
path. Since you've entered here, your street has been made 
visible by two bright lines on the sides of the corridor.  
Transparent cylinders, presumably made of glass are fixed 
on the ground. They emit an intense and constant light, 
nothing similar to the light of the fire. You wonder whether 
the same type of vitreous tube was used by the natives to 
decorate the floor around the statue. 
Another difference is the ceiling. Above you, an ovave arch 
repeats itself as far as the eye can see. Every five or six of 
your strides, the arch repeats itself, emerging from the 
stone. The top is decorated with a downward facing tip of a 
brown metal, probably brass or copper. 
 
Go on.  J27 
 

  



J154 
 

You head towards the braziers. You had expected to find 
ashes inside them or flammable oil residue but that isn't the 
case. You are unexpectedly dazzled by an intense light, 
emitted by the braziers before you. You look away, 
shielding your eyes with your hands. You hear a strong and 
clear sound twice in the room. Slowly you reopen your eyes 
and look around. Rays of light are coming out of six 
containers. They look like car lights but are immensely 
more intense and of a blue hue, in complete contrast to the 
one coming from the entrance corridor. You then start to 
explore the room around you.  
 
The walls completely contrast with everything you've seen 
until now. No network of bricks, no yellow or brown shades. 
Around you, the walls seem to be made of a uniform black 
material. The same for the floor, on which you spot a big 
mark not far away from your friend's body. Some reliefs 
protrude out of the wall like long, macabre ribs. They join 
the opposite side of the entrance side. 
You have a horrible feeling. Some steps move on the top 
floor leading the observer through to a big metal cage. 
Inside of it something makes you shiver. You've never seen 
anything similar. You see something that is a cross between 
a sarcophagus and a coffin on which indecipherable and 
distorted features are engraved.  
Your breathing is frenetic. The air flow seems to be coming 
from this metal casing. You look down towards your friend. 
 
If you've picked up the necklace,  J30  
Otherwise,  J86 



 

J155 
 

Almost pristine and forgotten by time and man, the city 
rises from the underground. 
Houses, palaces, towers. Streets and squares, in the 
immaculate silence of the night, where only the warm wind 
speaks in the night light. 
Yes, night light. The ceiling, which you believe to be on the 
same level as the surface, has what looks like an enormous 
skylight. 
More like a gigantic raw and transparent mineral, this stone 
is able to radiate the night light inside the city, providing 
the same brightness you could see outside to the whole 
underground complex. 
You’re breathless as you marvel at the discovery of the 
century, and your hope of escaping from your wicked 
tormentors appears. 
Your name and Thomas’s will be remembered in books, 
once you get out of here! 
 
Start your journey.  J171 
 

  



J156 
 

You feel a shiver run down your spine. You can feel your 
blood flow slow down and freeze in your veins. A sinister 
and unearthly sound hisses in your ears. Like drops of ink in 
a glass of water the shadows above you seem to blend and 
condense before your eyes. A black shapeless fish-like mass 
solidifies at the base of the staircase. 
You start to tremble. 
Its features are becoming more defined, one plate after the 
other.  
Two crevices emerge from the dark, breaking many 
filaments of sticky material. You can make out the outlines 
of a face. 
A mouth opens wide, separating itself again from the rest of 
the sticky mass. 
You notice several rows of teeth and claws, arched into a 
satisfied and amused grin. The being begins to speak to you, 
in a deep and almost mocking tone.  
 
«We expect you to be more well-mannered than your weapon 
is. We appreciate your resourcefulness with Arcane Arts, 
however: many, in your place, would never conceive using 
such a jewel…». 
 
The monster continues after smiling again. Go to  J76 
 

  



J157 
 
You feel discomfort as you get closer to this construction. 
You're convinced that like the fort, it hadn't really been 
erected in Medieval times. 
You're completely floored when you get close enough to 
observe the composition of the structure.  
You realize that you're before an actual Romanesque 
church built from the same brownish material as the rest of 
the buildings.  
A large part of the church has collapsed, particularly the 
bell tower:  
It has not withstood the test of time, and now it lies in the 
dust that surrounds it.  
A heavy rusty bell lays submerged in the sand.  
The only accessible entrance is the main one, and you are 
about to cross the threshold. 
 
Enter the church  J120 
 

J158 
 

You would like to be marveled by getting closer to the large 
mural that covers the entire wall, but your feelings are of 
fear and anxiety. Seeing the planets arranged in this way 
makes you feel observed. The mechanics that have been put 
in place are nothing short of amazing, in a way that doesn't 
reassure you at all. Every single planet is inserted into an 
orbit that is not simply a relief this time, but carved into the 
wall. You deduce that these pieces can move. 
 



Your footsteps, distracted and weak, are interrupted by a 
strange sensation. You feel as if the ground is uneven, and 
one of your heels sinks into a groove a few centimeters 
deep. You look away from the frightful wall and look at the 
ground. A multitude of grooves on the ground branch off 
from the statue which draw geometric shapes in stone. 
From a single line, a quadrilateral with elements on the 
vertices. From two angles, other lines, and from these, even 
more. The dust is almost encrusted in the artificial grooves 
which makes the entire work visible.  
 
The design expands and extends regularly, following a 
precise geometrical order until it disappears into the wall. 
Every groove corresponds to a hole. A bout of anxiety 
washes over you while your eyes are fixed on the elements 
that you had not noticed before. It is precisely on these 
holes and in their surroundings, on the wall and on the 
floor, that there are numbers. Current figures. They all seem 
to have been drawn by white chalk, and you assume that it's 
an incomplete project as not all the elements adorning the 
grooves have a number. Particularly, the sequence stops at 
number 10 in an incomplete way. This makes you deduce 
that whoever was writing it was interrupted by something.  
Not far away, a small plaster cylinder rolled on the bottom 
of the engraving confirms your theories. Someone has 
already been here before you.  
 
Continue to observe  J32 
 



 
 

  



J159 
 

With your backpack on your back, you head towards the 
lake. It isn't difficult to cross the city in a straight line, and 
once you get out of the labyrinth of small streets and huts 
you have to walk for a few hundred meters to get to it.  
The street is partly covered with sand, but thanks to a gust 
of wind you're able to see a paved road below. On the sides 
of the avenue you are crossing are the arid and dead 
remains of actual plants and only a few small bare trees 
anchored in the sand. 
 
Look around you  J20 
 
 

J160 
 

Your grandfather turns slowly. You remember it differently, 
with fewer scars on his face. You feel an enormous sense of 
guilt and pity. You approach on your own and sit on the 
padded floor in front of him. You try to stay calm. 
 
«I would have told you how much time I've been waiting for 
this moment Ace....But I suppose you already know. You also 
know about the danger that we're facing. I did all I could to 
find a response at the mural of the labyrinth, but 
unfortunately, I failed. The only thing I have left to offer you is 
another clue». 
 
The old tired man breathes heavily, as if he were ill 
prepared to share this information with you. 



 
«Mary....Your grandmother.....She was very close to the group 
that you saw us meeting up with. Especially to a certain 
Emily...Emily Emerson». 
 
Your thoughts fixate on the singer who performed in your 
grandfather's memories. An African American singer, with 
an enchanting look. You're unable to hear anything though. 
 
«In my study there must still be letters, they used to write 
each other often. There's certainly an address that can lead 
you to her. Bring the cards with you. She certainly knows 
many things about the Cultus Maleficarum. That was the 
name they gave themselves, those poor idiots Mary brought 
me to. They often asked me questions about the city, but for 
some reason I never revealed everything». 
 
His mental condition seems slightly more lucid than during 
your first encounter. He must be so much calmer after 
showing you his life.  You hug him and you hear him trying 
to hold back his sobs near your ear. 
 
«I would have liked to see you grow, Ace. It should have been 
enough for me to meet you in my darkest nightmare. You 
have to go now. I've stolen enough of your time. I want to be 
alone.... I want to be alone for the rest of my life. I'm sorry for 
the weight on your shoulders.». 
 
You're not even aware of your actions as you return home. 
You find yourself going through the front door 
automatically, constantly thinking about the enormous 
quantity of information you've been entrusted with today. 



You feel alienated from this world, oppressed by the gravity 
of the situation. You enter your grandfather's studio  J25 
 

J161 
 

Frantically, you start putting everything back into your 
backpack. In doing so, some fistfuls of sand get in. You find 
yourself scanning large pieces of organic matter. At first 
look, they seems like eggshells to you, still full of egg whites. 
As you make your way through the layer of matter, you 
realize that you are surrounded by a sort of cemetery. The 
majority of the things you are touching are lifeless whereas 
others move and wriggle under your hands. You ignore 
your senses and reach out your hand towards the last 
object on the floor: the necklace.  
 
Just as your fingers touch it, a light of the same color as the 
light coming from the door fills the room, teeming with 
winged insects. Disgusted, you notice that many of the 
insects of the floor are deformed and contorted with 
mutilated limbs and organs. As if that wasn't enough, you're 
perplexed by the way they are moving. In front of you the 
critters arrange themselves as if to let you pass through 
them.  
 
Hurry to the exit.  J206 
 

J162 
 

You maintain the deathly silence which fills this room and 
you get closer to one of the small statues. You kneel in front 



of it and start to observe it. About a meter and a half tall, it 
would almost be indistinguishable from any other statue 
found in these circumstances if it wasn't for its facade. 
The stone, with its myriad of horizontal lines, has been 
finely shaped. It doesn't have the same level of detail as 
Greek sculptures but it is surely more defined than an 
Egyptian statue from such an early period of this culture. 
The body, portrayed from the waist up, is covered with a 
robe. Presumably linen. The hands are stretched out along 
its sides and only the thumb and middle finger emerge from 
the wall. They are unusually dried up and you're even able 
to see the knuckles. The nails are very pronounced. What 
deeply upsets you is his face.   
 
The cranium of this individual (given that it is an individual) 
is evidently deformed. Instead of a round skull cap, it looks 
like it has a curved diamond shape. There's no hair near 
ears on its head. Its eyes, cold like the same stone from 
which it’s made, are observing you. All six. 
Arranged almost in a circle on the sides of the sour face 
where there should be a nose. Its mouth is replaced by a 
horrid smile more similar to that of a spider than that of a 
human being. A disgusting hybrid.  
Considering everything you've seen until now in this place 
it is evident that these people are heavily inspired by 
insects and animals similar to them for its art.  
You shiver at the thought of what could be at the bottom of 
the well but it could give you other clues about the customs 
of this population. 
 
If you want to examine the well on the right,  J100  
If you want to examine the well on the left,  J203  
 



J163 
 

You walk along a wide paved road, swept by the gusts of air 
that come from the inside of the impressive building. 
You arrive in front of the high stone staircase. It is made up 
of the usual monotonous stone that makes up the 
overwhelming majority of the city's buildings. You're about 
to climb it. 
 
Tiring to say the least, you judge it to be at least 8 meters 
high from the ground below. Once you walk down the 
stairway, you look around again and see the whole city from 
above. An intricate urban maze, here since time 
immemorial, of which only a few people are aware of. 
You let out a long sigh in the cold dry air of the temple. The 
only movement is the warm breeze which blows against 
your back. The similarity between the building and the 
Mesopotamian ziqqurat is evident.  
 
Continue on the roof.  J199 
 

J164 
 

You take off your jacket and get to work immediately. You 
find it more useful to use the flat tip of the pickaxe, most of 
the debris can simply be shoveled away. After moving 
enough sand and pebbles, you start to open the gap with the 
other end of the pickaxe. After a series of blows you manage 
to make your way through the bricks.  
 



The dust takes several seconds to lay on the ground. You 
cough a little and wave your hand in front of your face. 
You're then taken by pure surprise. The places you have 
visited so far are very well preserved but this one seems to 
be in staggering condition to say the least. The ceiling is 
slightly higher than you which forces you to proceed slowly 
with your head slightly bent. You're convinced, without a 
shadow of a doubt that it is a burial chamber. You recognize 
every detail of the mastaba, the ancient Egyptian tombs. On 
the opposite side of the entrance in the dim light is the jamb 
of a walled door: the passage for the souls of the dead. 
 
Look around you  J186 
 

J165 
  
You try to make your way through the intricate channel of 
organic matter. You pull out your blade and hold it firmly. 
After that, you begin to open a gap through the obstruction. 
You hear a sort of lament when the first tendril is severed. 
Then you hear a subdued sound and a spasm that makes the 
matter retract. You resume swishing your blade and you 
stab the bizarre plant. You wish you had an explorer's 
machete with you.  
Suddenly, a hiss.  
Hidden by the darkness, two long lianas appear from the 
arch of the door. 
 

Draw 2  physical health cards. 
If their sum is higher than 10,  J61 
Otherwise,  J107 
 



Discard the cards you just drew. 
 
 

J166 
 
In order to win this battle, it won't be enough to wave your 
weapon. You must try and make the most of what you have 
around you. Breathe deeply and focus. Your weapon can 
pierce through its armor in several places, but you need 
time to able to exert enough force in one strike. Your 
weapon is also predictable, and you believe that it will be 
very hard to slide the tip of your weapon beyond its six 
limbs. Considering how you could use a weapon of its kind, 
you head back towards the stairs. You see an angry and 
annoyed expression before it precedes to attack you.  
 
You barely have time to go up a few steps before you find 
yourself pressed against the stairway, intent on dodging its 
sharp scythes.  
You need to gain more ground as quickly as possible.  
As if it were a climbing tool, you lift your axe planting it on 
the highest step you can reach. You're taking a big risk, but 
you have no alternative. 
 
Go to  J136 
 

J167 

(† 16💧 6 h) 

 
In any other situation, you'd be caught up in inescapable 
amazement. Around you there is one of the most 



sensational historical finds ever but your amazement is 
interrupted by a horrible premonition. The ruby red light 
that comes from the statue in the center of this room tints 
the walls a sick and sinister orange. The door you just heard 
closing behind you follows on to a small flight of stairs that 
lead up to the sculpture. 
 
You notice two more ramps to your right and on the other 
side of the statue, both leading downward. In the two angles 
on the sides of the stairs you're able to see huge shelves 
filled with hundreds and hundreds of papyruses. A library 
of untold size. Around you are tables on which there are 
unfolded sheets and various tools.  
On you left the entire wall is adorned with a complex 
representation of the solar system. 
 
It is clearly a large-scale reproduction of what you saw on 
the altar not long ago. 
 
 
This seems like a good place to rest. 
If you intend on RESTING: 

• Retrieve 2  physical health cards from the discard 

pile, reshuffle the deck; 

• Discard 1h mental sanity card, click the following 
link and read the relative dream. 

___________________________________________________ 
 
If you don't want to rest you have different options. 
 
If you want to observe the statue,  J49  
If you want to examine the tables and the books,  J44 

https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing
https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing


If you want to examine the planetarium,  J158 
If you want to go right,  J14 
If you want to go forward,  J153 

 

J168 

  

Draw and discard 1 h mental sanity card. 
 
Instinctively you shake your head. You decide to ignore 
everything that your friend told you. In your opinion he's 
been revived- he should not be standing in front of you. You 
would never have expected this. 
You repress any sort of empathy. Before you is not a person, 
but an empty shell. Completely dissimilar to your assailant 
in the necropolis, the late Thomas advances towards you, 
running with the knife in his hand. You try to shake off the 
idea that behind this consumed, temporary death face your 
friend could be hiding.  
The mere fact that he's standing, torn away from the 
condition in which you met him, makes your skin crawl. 
 

Draw and discard 1 h mental sanity card. 
 
Colpisci.  J175 
 

J169 
 

You pound it with an unexpected strength. The blade of 
your knife deeply pierces through the creature's bone 



plates.  A copious amount of blood gushes out of the wound 
after you retract your blade. 
An unnatural sound is coming from the bottom of the body 
of water. Roaring, the creature retreats. You take advantage 
of this and, breathing in deeply, you rush out of the water 
with all your strength making way through the rough sand 
of this damned place.  
Out of breath and overtaken by fear, you're only able to 
gather your things and escape. As you escape you turn 
around and look. Five long tentacles thrash about in the 
water. Your head feels like it's about to explode and you're 
unable to take your mind off the creature's deformity and 
you're unable to understand what it could be and how it's 
still alive.  
 
Return to the city  J26.  
You cannot revisit the lake. 
 

J170 
 

Everything is over in no time. 
 
One clumsy and predictable slash leaves an opening for 
your attack. Your axe inexorably strikes the skull of the one 
you reanimated. The body becomes listless again under 
your blade, and stops shaking in just a few seconds. The 
necklace around his neck vibrates a few times. After that it 
stops. You feel relieved having driven away Thomas's curse, 
a curse that you inflicted on him. In different circumstances 
you'd have felt disgusted by what you just did but your pity 
for him is the same as when you had found him. That wasn't 
your old friend.  



You reach you hand to his chest and grab the necklace from 
his neck before you remove the axe from his skull. You put 
it back in your pocket, thinking how you will be able to 
explain all this tomorrow. 
 
A sound disturbs you.  J80 
 

J171 
 

Your legs move all by themselves. Reflecting, now you 
realize why the sand seemed unusual under your boots. 
It seems like it's composed of something else, and only now 
you realize that it is in fact fragments of limestone rock. 
The gargantuan walls, the ceiling and each building, are 
composed of limestone, inexplicably present in this 
geological area! 
Whatever people had inhabited these dwellings, they 
conceal an enormous amount of secrets. 
 
Your boots walk along with the cobblestones, which have 
all the appearance of being unused for ages. Eroded by the 
air, the buildings themselves have rounded corners due to 
its movement. 
 
Rows of small houses converge in a large square, where you 
can perfectly distinguish what once was a fountain. 
Somehow, the missing people had also developed a water 
transport system! 
You spend some time looking for a house that can offer you 
a city view and in a few minutes, you manage to find a 
house built on three floors. 



Although without any furniture, you understand that the 
ground floor was used as a kitchen. In fact you distinguish a 
place for the fire with a cowl and a flat surface to prepare 
food. 
The upper floors must have been bedrooms, with large 
openings in the wall. 
The third floor in particular, now partially collapsed, offers 
you a view of the city. 
You can’t help but be in awe of what you see. 
The brick sky, 15 meters tall, overlooks a real city. 
Using your binoculars, you look around and mentally make 
a small list of places that may be worth visiting. 
 
Make a decision  J26 
 

J172 
 

«It is actually very small. Not more than a few kilometers in 
width, it looks more like an acropolis than a real city. The 
sand swallowed it entirely, but we dug enough to lower an 
elevator at the level of the buildings and explore them. That’s 
where we’ll go tomorrow». 
 
End speech.  J128 
 

J173 
 
Your return home is quieter than usual. On the bus you have 
a hard time reorganizing all the thoughts in your mind. 
Your grandfather’s last words, especially, spoken as his 
room was closing. 
«I love you, Ace. I love you». 



You finally reach your destination and get off the bus and 
without thinking, you walk the road home. The weak light 
illuminates the driveway leading to your house. 
You live not far from Miskatonic University, where your 
grandfather used to work, or at least so you have been told. 
You go back into your house and find your parents sitting in 
the living room with the tv on unnecessarily, while being 
busy on their smartphones, looking for stupid news about 
what’s happening in the world. 
 
You would like to tell your mother or your father about the 
meeting with your grandfather. But apparently, Youtube 
and stupid memes seem to be more important than you. 
Not a word to your parents, just a quick greeting. 
You enter your bedroom. You’re tired. You lean on your bed. 
Thousands of thoughts run through your mind. 
It takes some minutes before you hear your parents going to 
their own bedroom. You still wait some more and when you 
see that the light inside their room has gone off, you decide 
to go to the study. 
The bedrooms are located on the first floor whereas the 
study can be found on the ground floor, as well as the 
kitchen and the dining room. You walk down the stairs as 
slow and silent as you can. In no time, you reach the room. 
 
Although the bookshelves have remained untouched 
through the years, the room is clean and tidy. You haven’t 
entered this place in years, maybe the last time you set foot 
in there was when you still were a child, the memories are 
very vague and confused. Judging by the size of it, there 
should be hundreds of volumes collected inside the 
bookshelves. 
 



You take the chair and slowly drag it towards the library, to 
reach the upper section of it. You start rummaging. 
Almost immediately your attention is drawn to a tome that 
looks like Latin. The spine of the book looks really antique 
and bears the title “Cultus Maleficarum”. It seems 
particularly heavy and when you place it on the table you 
realize that, in reality, besides the first written pages, it is a 
sort of ancient chest. 
Inside of it you find a sheet of paper, placed over an old deck 
of cards, poker cards to be more precise. Under them there 
is a medallion and a wooden board, folded on itself. 
 
You start reading the sheet of paper.  J2 
 

J174 
 

Continue to the stairs. 
Whatever you have in front of you is just a mere memory of 
your friend. 
 

Discard 1 h mental sanity card. 
 
The undead keeps on trying to make you to give in to his 
attacks, but you are determined to put an end to his 
suffering. You step back. In front of you, there is an 
embittered expression, but determined to attack you. You 
ignore his words, waiting for the right moment. He hesitates 
to strike, as if he still holds a self-preservation instinct, 
aware of the threat of your weapon. 
 
Fight.  J170 



J175 
 

Your adversary is clearly a clumsy, slow and awkard 
person. Stepping to the side, you avoid an attack. You rotate 
your chest hurling a hard strike at the height of its arm. You 
hit it perfectly, setting it off balance. An inhumane scream 
cuts through the silence. At this point a normal human 
being would be dying right now but under the effect of the 
pendant, your victim continues to move. 
 
You feel a stabbing pain in your left calf. A stab wound, right 
above your ankle. You also shout as you are taken by an 
adrenaline rush. 
You wind up your leg, rotating your chest again. You kick 
the chest of the cadaver with all your might flinging it on 
the floor. 
 
In the throes of spasms, he cannot react to your moves: you 
move the pickaxe, hooking it to his necklace, before yenking 
it sharply. The string is torn and the pendant is thrown a 
few meters away. You feel the metal rattle against the 
ground. 
 
Everything's quiet now. At your feet, Thomas's wounded 
corpse. After catching your breath, you walk away and pick 
up the necklace. 
 
A noise disturbs you  J156 
 

  



J176 
 

The skylight above you dims, and you hear the sound of 
footsteps. Several footsteps. 
 
Escape to the staircase.  J34  
Remain in the room.  J24 
 
 

J178 
 

The deafening sound fills the colossal cavern. The shadows 
seem to move in the distance. The fog that lingers over the 
body of water has dissipated. You're forced to look away. A 
tsunami of dust and sand engulfs you. You cough as the 
buildings are swept and covered in debris. Something 
monstrously strong has woken up from the lake. You dare 
to re-emerge from the covering of the hut only when the 
sounds stop. The same view has been violently modified by 
something… Something that escaped breaking the crystal 
skylight. 
 
Go to  J118 
 
 

J179 
 
Around you, everything lies silent, like it certainly must 
have been for a little less than a thousand years. Whoever 
built this building has also abandoned it. This is undeniable 
evidence that even during the middle ages, the city was 



discovered and visited almost certainly during the period of 
the Crusade. There's no trace of its builders and there aren't 
any documents that suggest the state of native civilization 
during the visit of European travelers.  
 
You have even more questions than before, and your return 
versus the point of observation makes you doubtful and 
worried. 
What happened to the church builders? Were they able to 
escape? 
You're find yourself in a pensive state, and worry that your 
destiny could be the same as your predecessors.  
 
Return to the city.  J26 
You can't revisit the church. 
 
 

J180 
 
You think about the engravings as the candle makes the 
shadows dance on the pavement. This place contains the 
engineering history of the city and at the same time had 
religious functions. Like the Egyptians, even these people 
must have had some authority covering roles in politics and 
religion.  
 
The scene in front of you reminds you of pictures of 
theatres of ancient Greece: stands disposed in a semi-
circular shape in front of the altar, concentrically. Judging 
by the echo of your steps in the room you think the acoustic 
of the room is nothing less than excellent. You walk up the 
stairs and take a look below. In that moment the light of the 
candle glows upon something you couldn't see from below. 



You get closer keeping your eyes on the object and you 
recognize it when you bend to pick it up. 
 
It perfectly resembles a Kopesh, the iconic Egyptian curved 
and mono-edged sword. The golden metal it is made of is 
opaque due to time and dust, whereas the blade on the 
other hand is broken in half. It still is sharp and pointy to 
the touch, and you believe that bringing it with you could be 
a good idea. 
 

                 
 



If you want to take it, draw the Kopesh token and discard 

the Pickaxe. 

 
 
This seems like a good place to rest. 
If you intend on RESTING: 
 
Se hai intenzione di RIPOSARE:  

• Retrieve 2  physical health cards from the discard pile, 
reshuffle the deck; 

• Discard 1 h mental sanity card, click the following link 
and read the relative dream. 
___________________________________________________ 

 
Examine the altar.  J90 
 
 
  

J181 
 

Overlooking the unlucky man, the herald is for the most 
part missing. 
Considering the nature of the cuts, it is obvious that it was 
looted with a dull blade. 
The hasty and coarse cuts left some strips attached to the 
frame. 

https://drive.google.com/file/d/1hI7qQ-gzzvy21qffROX1oQ5v6WJPi4GY/view?usp=sharing


           
There is nothing to observe in the left half of the large 
bronze frame, but there are two pieces left in the center, at 
the top and in the lower right corner. In the center you 
notice some sort of horns, twisted and growing upwards. 
They have a quite menacing look, to say the least. Although 
some are spiral shaped while others are smooth, all are 
sharp and facing upwards. In the corner you can catch a 
glimpse of a long and thin figure, with some details that 
make you think about something esoteric, a tougher skin 
than a simple animal. 
 
Search the miner  J69 
 

  



J183 
 

You feel paralyzed. 
In front of you, your grandfather. His eyes, hollowed and 
tired, and his hair, white and shaved, doesn’t reveal to 
anyone understand his real age. His mouth moves, 
quivering, under his short, bristly beard. 
 
 «Ace… my boy, you really came?!» 
You’re afraid. You feel trapped, and you know that even 
screaming for help won’t get you anywhere. 
 
The old man throws himself at you, triggering your anxiety, 
which appeases however, once you notice his true 
intentions. 
Leaning his face on your shoulder, he starts crying. 
Even if he’s only a stranger to you, he’s still your 
grandfather and no matter how repulsive he may feel, you 
can’t reject him. 
You move your hand to give him some pats on the back, 
feeling still a bit too intimidated to talk. 
After all, the nurse’s words seemed like a huge 
exaggeration. He’s just an old man. And he only seems tired 
and desperate. 
 
Your mind is full of thoughts, and yet again you’re called to 
attention. 
«Ace, listen to me carefully, son. We don’t have much time. It 
took me entire weeks to get these damn captors to call you». 
«But, what do you want from me? », finally you speak your 
voice. You would like to ask him so many questions, like: 
“Was it really you?”, “Did you really kill all those people?”. 



And while your mind goes on thinking about other 
questions, your grandfather keeps talking. 
 
«We’re in danger. You and I, particularly». 
This message grabs your complete attention. 
 
«I can’t explain everything here on the spot! Go back home 
and go to my study. And for heaven’s sake, close the door shut 
while following the instructions I’m about to give you». 
«What the hell are you talking about?». 
«The bookshelf. Find a hidden box. It keeps safe an old 
heirloom I brought back from my itinerary in Egypt. Arrange 
the contents on my desk and place the medallion in its recess. 
I beg you, do be careful…» 
 
All this information flashes inside your mind. 
You struggle to register them, while you keep staring at the 
man with the tired and worried eyes. 
«You believe me, right?» 
«I don't understand what you want!», you assert, almost 
sighing. 
«Please! You’ll understand more once you’ve read the 
contents of the box! All the information you need is right in 
there». 
 
This time, your answer is complete silence. 
His voice seemed cracked with emotion, and his eyes seem 
to want to express nothing but honesty. 
But much could be worth the word of a mad, murdering, old 
man? 
 
«You’ve grown up. You’re a man now. And I’m too old to even 
be alive. I wish I had been there when you were young. I 



would have told you lots and lots of stories and I would have 
seen you grow up», he’s not looking at you anymore. He 
looks honestly sorry. You would dare to say he’s ashamed of 
his own life. In a low voice, he says: «I beg you, please. Give 
me a chance. Trust me». 
 
You let a long sigh blow from your lips, and try with your 
strength to formulate an answer. You manage to nod to the 
old man, who turns his head down and gives you his back. 
 
With almost a murmur, he concludes saying: «Just knock on 
the door, I no longer have any reason to attack anyone. You 
won’t ever hear of me again, if you wish so… Be careful». 
You get out from that damn sanitarium, upset and shaking. 
 
You return home.  J173 
 

J184 
 

You head towards the large citadel surrounded by a small 
defense wall. 
Walking on the edge of it you notice that this wall is almost 
plain if it wasn't for the round architectural elements 
similar to small columns. Their capitals display shapes just 
like long pointy leaves. 
Once you've reached the entrance you realize that there 
was once a gate here under the large arch of bricks: you find 
one side of it still intact, even though it's rusty and covered 
in a thin layer of dust. 
 
Go to  J6 
 



J185 
 
You unleash an almost beastly strength. Your arm violently 
hits the limb twisted around your leg and a huge spill of 
blood colors the water of the lake. 
You realize you completely cut off one of the creature's 
tentacles severing through some bone plates. Another 
worldly roar comes out the monster's mouth, a sound 
which cuts through the air. It retracts its tentacles. Still 
bleeding, it's contorting and screaming out in pain. You 
shiver. Carefully and slowly you leave the red water of the 
pond to reach your backpack. 
 
Despite your efforts you can't understand how can a similar 
creature could survive down here and you shiver thinking 
about its deformity: a huge toothy serpentine star. 
Only when you are at a safe distance you find out that a 
piece of the tentacle is still hanging onto your leg, stuck to 
your pants by its small teeth. You decide whether or not to 
bring it with you. 



 
 
If you do, draw a Tentacle token. 
  
You leave the monster of the lake behind you still squirming 
from the pain and you follow your own traces back to the 
city. 
 
Go back to the city.  J26 
You can't visit the lake again. 
 
 

J186 
 

The walls are decorated with engravings and paintings. The 
light, now free from dust, falls on them making the colors 
glow. The reddish shade alters your perception of the 



artwork, but you're sure that they are magnificently 
preserved.  Nothing else is in the same state of 
conservation. Judging by the state of the wall, the 
decoration wasn't finished when the city was abandoned. 
Two details catch your eye. The pavement is crossed by a 
crossroad of bricks. The four corners, without floor tiles, 
must be the burial wells. Without the right tool it is 
impossible to enter it. You notice that the two wells in the 
two corners opposite you have been opened already. The 
strip of horizontal pavement in the middle of the room is 
connecting the two statues coming out the walls and 
looking at each other. They have a humanoid shape. 
 
Choose what to do. 
  
Observe the statues.  J162 
Well on the left.  J203 
Well on the right.  J100 
Back to the central room.  J167 
 

J187 
  
«Calm down Thomas, everything’s gonna be fine». 
You look around. The room you are in is clearly made by 
some abnormal civilization. Yesterday you though Thomas' 
words sounded like the speech of a fool, but in your heart 
you know he's right. The secrets in here must remain 
hidden. You are nervous. You look at Thomas again. His 
hand is shaking, his lips are bent in a grimace. He doesn't 
have a simple killer instinct. It's not a curse making him 
violent towards offenders. He's really worried and he's 
having an extremely hard time finishing what he promised 
himself to do. You also don't feel ready. You think about 



everything you could have done once you got out of here. 
But there's no way out. The alternative is to die from the 
thirst. You grind your teeth and suppress you primal 
instinct. You shut your eyes and beg Thomas to be as quick 
as possible.  
 
«I'm sorry Jack. It's all my fault. I beg for you and God to 
forgive me». 
You hear a few steps. 
Thomas' raspy and artificial breath. His hand grabbing the 
bayonet. A sting of pain makes you open your eyes! You're 
in your grandfather's studio. You stand up suddenly from 
the armchair but you fall over the desk, scattering the cards 
that were placed there. You see your shirt turning red. Your 
blood gushes from your chest. You extend your hand 
towards the door, you can't even scream for help. You fall 
on the ground letting yourself go into the unknown. Your 
heart stops. 

 
J188 

 
When you reach the end you realize the spaces of the apse 
and the transept don't have any elements. No altar, no 
stand. 
Your walk is interrupted by the the feeling of stepping on 
something solid. You push aside the grainy dust on the floor 
and realize that you've exhumed a big ceremonial candle. 
The wax is in immaculate condition and the wick is in one 
piece only at the bottom of it. 



 
 
 
If you want to pick it up, draw 1 Candle token. 
 
You look around examining the building: whoever built it 
hasn't had the time to decorate the vaults or compose the 
mosaics or frescos. 
The only decoration seems to be the windows that have 
now been shattered. 
 

Draw 1 h mental sanity card. 

If it’s a red suit, (♥/♦) or a joker,  J94  

Otherwise (♠/♣),  J179 
 
Discard the cards you just drew. 
 



J189 
 

You pull the broken sword out of your belt. You feel 
insecure and cornered. Your hands are shaking but you still 
try to fight. You extract the dagger from your pocket and 
snap out the blade, arming yourself with everything you got. 
You are attacked without any warning. The colossus 
pounces on you without mercy, with the clear intent to kill. 
The blades you are holding puts you at a disadvantage. You 
can barely deflect his strikes, and you are forced to back 
away and dodge. 
 
In no time at all you get crushed against the metal cage that 
surrounds the sarcophagus. You don't have enough time to 
defend and reposition yourself at the same time. A cut on 
the leg, a sting to the shoulder. Your arms become heavy 
and numb from the incessant action. You can't raise it again 
to defend on time. 
 
The insect gets close and surrounds you with his sharp 
arms. One slash opens a wound on your thigh. A second 
blow runs along your side. You are stabbed deeply in the 
arms and are weightlifted. You can feel the scythes pushing 
on your bones. Two more blows pierce your stomach. 
Eventually, you are thrown to the ground. 
 
Go to  J192 
 

J190 
 

As you take advantage of this apparent calm to rest and 
rearrange your ideas, a deafening roar fills the 



amphitheater. Under the balcony, the majestic wall splits in 
two, opening a dark staircase downwards. 
 
What was it?!  J176 
 

J191 
 

Draw 5  physical health cards. 

If the total is more than 25,  J122 
Otherwise,  J150 
 
Discard the cards you just drew. 
 

J192 
 
You are on the ground, bleeding and too wrecked to stand 
back up. You are still holding your weapon but you're too 
weak to strike. The voice of the insect echoes loudly in a 
long mocking laughter. It's coming closer undulating on his 
hundreds of legs. 
 
«If you think you can oppose our desire, you're very wrong 
"Jack". We won't let go of our millennial plan. Whether you 
want it or not you'll be our pawn». 
 
You uselessly try to react when you see him bend over you. 
Your weapon is thrown far away by his spiky arm. He then 
shakes his head. He grabs you by gripping on to your 
clothes and skin, ignoring any pain that may cause you. 
Again, you uselessly try to shake off his grasp which is as 
strong as steel. 
 



You are dragged to the metal cage in front of the 
sarcophagus.  
You hear it rumble as is it contained a hurricane inside. 
Your eyes can't bear the view of the repugnant writings on 
its surface. Your head is blocked, and you're forced to look 
at the huge insect that imprisoned you. You see it open its 
mouth until it reveals a huge needle emerging from its 
throat. Your body is suffering spasms from the fear. You feel 
your lips and throat being torn apart by the pain before 
everything gets dark. 
 
Go to  J139 
 

 
J194 

 
You grip your pocketknife and open it as you pull it out 
from your pocket. In the same moment you feel the 
creature's smelly breath on your neck and just the touch of 
its fingers on you makes you shiver. You're breathing heavy.  
Even though you're pushing your opponent back with one 
hand and stabbing its leg with another the creature doesn't 
respond....It's as if it's insensitive to pain. -you have to break 
free or you'll be doomed. 
In the room there's nothing useful. You manage to crawl 
towards one of the walls of the mausoleum. You put one 
boot against one of the tombs and push with all your might 
launching yourself against the opposite wall and smashing 
your rotten assaulter against the hard and spiky rock. You 
can now feel its grasp weakening so you decide to strike its 
face with the back of your head. You quickly escape from its 
claws. You position yourself to face it, and you can barely 



distinguish its skeletal features. A raspy scream pierces 
your eardrums as you get assaulted again but this time you 
are ready! Your blade hisses in a deep uppercut. The steel 
pierces its jaw and you can see its dry eyes stop vibrating in 
its skull. You let the lifeless body fall on the ground. You pull 
out your knife. You notice that the blade is surprisingly dry 
and without a trace of blood. 
 
Search the body  J89 
 

J195 
 

Discard 1 h mental sanity card. 
You take out your pocketknife blade as you prepare for 
battle. 
You ask yourself how many times this situation has 
occurred in a war. 
But in that case the soldiers were facing other human 
beings. 
In this case you feel the duty of putting back to sleep what 
you've reanimated yourself. 
The blade of your knife is smaller than the one from the 
bayonet on your opponent's rifle. You are at a disadvantage 
and fear that the "magic" of the artifact on his neck might 
give him some paranormal strength. 
In the vitreous and opaque eyes of Thomas you see the 
same killer instinct the mummy in the mausoleum had. 
 
Fight.  J53 
 
 
 



J196 
  
You are pushed backwards in a second. 
The air is pushed out your lungs forcing you to cough. You 
try to free your face from the horrid critters that assaulted 
you. You feel your clothes being pulled while your face is 
being scratched and bitten incessantly by a hybrid between 
an ant and a trilobite. In a second, you grab your knife from 
your pocket and stick in it between the creature and your 
face to pull it off. You hear a creaking sound and a painful 
snort. You feel its limbs deeply scratch your cheeks before it 
lets you go. You crawl back, still sitting on the floor and 
check out all the points where you feel pain. Two more 
insects are hanging on you, one on your leg one on your 
side. 
You act quickly following your instincts, first by holding 
each one and then stabbing them with your knife, pushing 
the blade just as much as possible to avoid cutting yourself. 
Their bodies, still moving, are thrashing around. You 
examine your wounds through your clothes. Other than the 
scratches from their claws, you see two deep bleeding holes. 
One of them is next to the wound on your leg which is still 
open. You are extremely disgusted and then you realize 
they were blood drinking insects and which just trying to 
feed on your blood. 
You slowly get back up, trying to cover your wounds as best 
you can with the pieces of your ripped clothes. 
You can't stay here and risk another attack. 
 

Draw and discard 3  physical health cards and 1 h 
mental sanity card. 
 



Go back.  J167 
You can't visit the tomb again. 
 
 

J197 
 
You notice a bizarre dome and realize it's made of eight 
pearly pointy parts. As you are observing it carefully you 
notice the sand under your feet is flowing. Instinctively you 
look around and shocked you notice that the brick columns 
are sinking into the water. 
 
You come to a sinister conclusion; whatever you have 
discovered here -it's alive. The silence is broken by your 
terrified scream as the ground moves under your feet. 
You start running towards the shore and as the water 
ripples it reveals an organic matter all around the island. 
You are almost ashore when you feel something slimy and 
stinging envelop your leg. You react by following your 
survival instincts. Without hesitation, you grab your knife 
and quickly pull it out. Your arm raises while your eyes are 
on the tentacle that's stopping your escape. 



 
 
 
 

Draw 1 h mental sanity card.  
If the figure is ♠/♣,  J47  
If the figure is ♥  J169  
If the figure is ♦ or a Joker,  J185 
 
Discard the card you just drew. 
 



J198 
 

You get up from the crate. And while you observe the world 
around you from the little jetty, you can’t help but think of 
the horror of being abandoned in such a desolate land. 
With this thought you gaze at the horizon. On one hand, the 
immense Mediterranean Sea. Behind you, a sea of sand. 
The only details that distinguish the sea from the sky, are 
the sapphire blue of the deep waters and the absence of 
seagulls intent on squawking and diving in search of prey. 
The shore seems to go on for miles and miles, the only 
elements that break its monotony are some lonely rocks, 
smoothed by time, and some lifeless seashells, scattered on 
the sand. 
Your eyes explore, turning towards the hinterland, and you 
realize that none of the books you have read so far have 
prepared you to face the desert. Not a single cloud in the 
azure sky, not a single sign of life. The only word that comes 
into your mind to describe the view is ‘boundless’. 
 
Go to  J202 
 
 

J199 
 

Now on the roof, the entrance opens in front of you. A dark 
threshold that goes down inside. If there's an exit, it will be 
on this path. After a long sigh you decide to enter the 
temple. 
You walk pass the door and start going downstairs as each 
of your steps echoes. You notice that the light around you 



starts to dim. You turn your head, looking outside. The 
ceiling light is dimmed by an organic mass that slithers and 
moves.  
 
Use the knife to cut the matter.  J165  
Ignore the mass. J133 
 

J200 
 

Carefully you drag yourself to the center of the room, 
keeping yourself on the other side of the sturdy metal table, 
seeking comfort and safety in the moonlight. 
In front of you, the darkness itself seems to have taken 
shape, moving inside its realm. Its two eyes are now 
merged into one, vertical and mean. 
You realize that it is an oval described by the reticulum of 
other smaller eyes. 
A shapeless mass of black matter that descends from the 
ceiling to the floor, getting away from you. 
A hissing sound, almost like a gruff yet mocking laugh 
creeps into your ears. 
Paralyzed, you are unable to act as the creature makes its 
way through the meshes of the grate, literally dripping to 
the lower floor. 
The last thing you see in the corridor is the light of its gaze 
that extinguishes as it descends. 
 
Unable to move, you breathe heavily and break into a cold 
sweat. A grinding sound of sand approaches behind you. 
 
You turn around.  J129 
 



J201 
 

Once you open your eyes, still sore, you notice that there’s 
nothing in front of you. You look above, cautiously, and you 
realize that you got scared for nothing. A large mesh grate 
allows the dust to fall in due to the wind blowing, which in 
this case enters through the thin and bright windows. 
Thinking about it, in fact, this strikes a very marked 
resemblance to European castles; grates made especially for 
pouring boiling oil on the besieging troops… The people 
who lived here must have had a reason to build something 
so fortified. 
 
The corridor follows a hairpin curve, and begins to rise 
again, towards a room with the same dimensions as the one 
below with the same circular shape, but this time it doesn’t 
branch off. You assume that soldiers could move within the 
walls themselves, with the now blocked corridors. Taken by 
impatience, you forget about the grate, and your walk 
becomes uncertain after you step on it, feeling the 
emptiness under your feet for a moment. You can see the 
corridor below, and you judge that the meshes are wide 
enough not only to allow boiling oil to drip in, but it also for 
arrows and bolts to pass through. After further examination 
of the grate, you keep going towards what you think may be 
an actual war room. 
 
Examine the room.  J23 
 
 
 
 



J202 
 

You wonder why Dr. Fisher had this small harbor built so 
far from every city built on the coast. 
After all it’s nothing more than some large rocks inserted 
inside the ground, with two piers secured to them. 
It appears to be deep enough to allow both small and 
medium-sized ships to moor here, but you strongly doubt 
that the ship you arrived with yesterday could stop in this 
harbor. 
The only building, which is nothing more than a shack, still 
has no windows, and the only furniture inside it are some 
lockers for the workers’ tools and a simple table with some 
disorganized documents placed on it. 
 
However, something seems to interrupt the limitless 
expanses of the sand dunes and hills, at the edge of the 
horizon. 
You open your backpack and take out your binoculars. You 
remove the caps from the lenses. Looking at the horizon, 
you notice a little convoy. 
Slowly, the noise becomes clearer and clearer too. 
After all, a small military truck followed by a van is enough 
to break the dreary silence. 
Shortly after, even the workers start talking to each other 
and pointing in the same direction. 
At this point, you decide to go to your locker, which was 
assigned to you at your arrival.  
 
You enter the building.  J205 
 
 



J203 
 
You get close to the corner on your left. The silence is so 
oppressing that your mind is filled by a buzz from your 
ears. The ceiling seems to have come down just a bit, 
enough to force you to bend your head down as you move 
on. Your breath is stopped by a wave of fear. Your tense 
knees melt down to the floor to rest. The small light reveals 
the upper part of a pile of bones. You can distinguish three 
grotesque skulls, ruined by aging. They don't seem to 
belong to the same era as the buildings. No sign of 
mummification: it's impossible to get a result like that 
otherwise. You bite you lower lip from indecision, but make 
up your mind and lift up a skeleton to examine it better.  
 
The weight, quite heavy for a skeleton, is justified by the 
clothing. Devoured by rust a long sweater vest is covering 
the whole figure. Under it you see some padding. Judging by 
the metal texture, it must be some medieval armor, worn by 
the soldier who lost his life here. The church you saw 
earlier must have been built by his company. The reason for 
his death seems to be another enigma. The skull seemed to 
be in perfect condition but examining it in a better light you 
can spot some signs of damage. 
 
Examine the remains.  J119 
 
 

J204 
 

The medallion you wore is different. The shiny golden metal 
glows in the light coming from the window. You can clearly 



distinguish every small detail on its surface. The scarab is 
surrounded by a scolopendra composed of a black and 
opaque metal. You are sure you never saw that when you 
wore it the first time. You slowly put away the scarab, 
rolling up the small chain around it.  You look outside 
raising your eyes to the sky. There's not much time left. 
 
Draw the Corrupted Medallion. 



 
 
 
  



Congratulations! You successfully completed this first 

adventure. Write down the number of cards left in your h 
mental sanity deck, on Jack’s diary or on another piece of 
paper. 
 
Put aside or take note of the tokens you obtained: you’ll need 
them in the next adventures. 
 
Next chapter, “Kindred Unborn” is waiting for you. But before, 
try and get some rest, if you can. 
But don’t forget to leave the lights on. 
 
See you soon. 

  



J205 
 

The metal locker seems to be an old war remain from the 
First World War. 
You've already put all the things you need for your trip 
inside of it.  
You methodically check you've brought everything: 
The binoculars and your pocketknife.

 
The books you chose to bring with you and of course, your 
hat. 



As you take your things you hear commands and grunts 
which must be the cargo that is being loaded onto the van.  
Your attention gets caught by the cards on the desk.  
They are requests for dynamite signed by the supervisor of 
the workers, Mr. Mostafa. 
Despite the presence of an old typewriter, you find a 
handwritten letter signed by Dr. Fisher.  
 
Analyze the cards.  J95 

 
J206 

 
Like a coordinated flock of birds, you notice a spiral 
movement around a slit in the wall next to the door. Guided 
by the strange symbol you get close to the dirty spiral. 
Threatening beetles and wasps swirl around your arm 
while you, doubtful and insecure, insert it inside the wall. 
Your hand moves through a wet and frail nest filling the 
hole. A few moments later you reach a handle. After that a 
series of mechanisms with metal sounds moves the doors 
next to you. The two smooth surfaces of the doors, worn by 
time, disappear inside the walls. Your steps are uncertain as 
you move into the next room. As you look behind you all 
you can see is the movement of the enchanted insects. For 
some unknown reason the creature doesn't seem to follow 
you.   
 
Go to  J167 
 
 
 
 



J207 
 

The quiet murmur of the waves on the beach has cradled 
you to a sleepy day, it’s hard to keep your eyes open 
without being blinded by the pale color of the sand. 
The workers are silently unloading the contents of the ship, 
surrounded by a myriad of grains that the dry, hot wind is 
carrying in its passage. 
Sandy dust, the burning ash of a few cigarettes, and a few 
small dried salt crystals swept away from the crusts formed 
on the heavy wooden crates. Your hand seems sprinkled 
with what makes the desert an unwelcoming place for any 
form of life. 
A dull sound draws your attention, breaking your stream of 
thoughts. It is a heavy steel ring at the base of a huge barrel 
placed right next to you, on the harbor stone. 
You feel thirsty but you’re also curious and still want to 
look around. 
 
Drink some water,  J36  
Look around,  J198 
 
   

J208 
 

You wake up all of a sudden, to the sound of a closing door, 
and to Thomas’s voice shouting in Egyptian. 
You look around, the landscape has changed during your 
sleep. The sky, now of an intense sapphire blue, is 
illuminated by a full moon, white and radiant. 



The temperature has dropped significantly, and the ground 
is so well illuminated that you can manage to distinguish a 
few veils of dust, carried by the wind. You slowly pull 
yourself back together and bend you back forward. 
Accompanied by some cracks, you let out a long yawn as 
you stretch your arms. 
You pick up your backpack from the ground of the van, and 
after opening the door, you jump out of the vehicle. 
Your attention is drawn to the noise you make once you get 
off. 
 
The sand. There’s something different in its composition. 
You bend down and pick up a handful of it. 
I doesn't feel the same as the sand from the port. 
Your turn towards the camp where the workers are now 
carrying the crates. There are many tents. You can count at 
least a dozen. A small light is being emitted from them, most 
likely from a candle or a lamp, while some bonfires shine in 
the night. 
You hear your boots make a different sound as you shift the 
sand with your steps, and entirely ignore the various voices 
that rise around you. 
Once you’re close to the nearest bonfire, you open your 
hand, letting the fire’s dancing red light illuminate a handful 
of sand you have in the palm of your hand. 
The grains seem oddly large and irregular in shape to you. 
Some of them reflect the light itself. You arrived here just a 
few minutes ago and you already can’t keep the thrill of 
exploration at bay. 
 
You wear your backpack.  J210 

 



J209 
 
You manage to walk up a few stairs passing in front of 
Thomas' corpse. You are now one meter higher, the same 
height as the monster's face. Its limbs have almost stopped 
bleeding, taking some time to change shape as you saw it 
did before.  
Its right side is extremely exposed and weakened, but you 
can sense the monster's uncontrollable rage. Its eyes are 
fixed on you, lit up like two torches of blue fire. You wait for 
its move. 
 
The steel's whistle echoes in the room. A feint makes the 
creature believe that you will hit it on its weak side, but you 
surprise it with a swift and different placement. Your axe 
strikes the middle of its arms where the neck of a normal 
human being should be. The arms close in a defensive pose. 
You're almost casually attacking it now with great brutality. 
You cut off another arm and inflict massive damage to the 
face. It's now bent over from the pain and fatigue and you 
finish it with one last heavy blow to the forehead. 
 
Go to  J148 
  

J210 
 

Once you put your backpack on, you get up and turn 
towards the direction you’ve seen Thomas go, to ask him 
more questions. 
You notice a pair of men aiming their rifles at you. 
You feel your bloodstream slowing down and cooling in 
your veins, while you back away from the two militias. 



One of them says something you can’t understand, but their 
body language is clear enough: a move with their head 
directs you to walk outside the camp. 
As you move away from the tents, you hear Thomas’s voice 
involved in a heated discussion in Egyptian. 
«Thomas!», you try to call him, shouting with all the air you 
have in your lungs. 
You get hit in the stomach with the butt of one of the rifles. 
Still bent over from the hit, you’re pushed on a small 
wooden platform, which rocks slightly. 
You hear Thomas’s voice getting closer, the hovering of a 
blade in the night air and a dull sound of metal on wood. 
You fall. 
 
Your gaze rises as the night sky recedes into the square 
window in the ground. The rope that held the lift, cut clean, 
slides off from the pulley and flutters in the air. 
A familiar face protrudes from the hole, looking down, just 
to be yanked away from your sight afterwards. 
 
You fall...  J137 
 
 

J211 
 
You feel a little fearful while you place the last sphere of the 
intricate puzzle, but your intelligence pays off: you 
immediately understood that it was a representation of the 
solar system. Your deduction is confirmed by a loud click as 
you place the fourth sphere in its socket. 
 
The only thing that doesn't come back to you is the role of 
the lead globe, so distant and disturbing. It must obviously 



be interacting with something outside its isolated orbit. 
Like the others, it shows a hole occupied by what appears to 
be glass. However, it is extremely denser than the others, of 
an intense ruby red. 
 
You place the sphere in its recess on the altar last. 
Look at the mechanism  J147 
  



  



JH1 
 
The wall on your right, opposite the stairs that led you to 
the altar, seems to have changed. As if the mechanism had 
activated something. Multiple small circular slits are now 
bright. A faint red light spreads over a large part of the 
reliefs. 
 
You look closely at the design in the stone, coming to the 
conclusion that the motif followed by the lights is also 
described by a semicircular relief that runs like a vein along 
the stone. This line breaks, forming right angles in several 
points, and often the stone is missing, revealing the metal 
texture that hides inside. 
Indeed, you notice that nearly half of the wall has the same 
small circular holes, and the same metal structure that runs 
through the rock ... But it's not in operation. 
You notice that part of this system is damaged. A small 
stretch of stone and metal is missing, and you can't find its 
components on the ground. But perhaps you would be able 
to replace it with something equally large and made of 
metal ... 
 
Insert the Pickaxe  JH12 
 
Insert the Khopesh  JH17 
 
Insert the Crucifix  JH22 
 

JH2 
 



You look away from the mirror and place it back on the 
stone surface. You really do not want to have anything to do 
with it. The fact it is sparkling clean makes you assume 
there is someone, or something, alive inside here. You start 
moving around the enormous corpse, trying to make as 
little noise as possible. You notice a detail on the wall 
opposite to the entrance door, impossible to look from a 
long distance. 
The walls inside this huge room are covered with 
engravings. The motives repeat, countless times, in multiple 
languages. Most of them are impossible to decipher for you: 
you would at least need books, and even if you had the time 
to do so, some of them would need a restoration to be 
readable. Latin and Greek, by the way… maybe you could 
give it a try and translate some words. 
You ignite your lighter and place the flame next to the wall. 
You recognize that the motives are just single words 
scattered on the entire stone surface, with no apparent logic 
or common thread. Word, word, word, word… word, again 
word. And eventually, a proper noun bearing a bizarre 
pronunciation, which goes against the very phonetics of the 
languages speaking it. 
“Nya… rla… Nyarlathotep”. The word makes you shiver, just 
like you uttered the worst blasphemy the world has ever 
heard. In that moment, you recognize you are not alone 
anymore. 
 
Look around you.  JH7 
 

JH3 
 
One of the sarcophagi you noticed just after entering the 
room is now open. It is so gruesome to think that it was 



occupied by one of your chasers just a few minutes ago. You 
slow your pace and get inside it. You pull the lid toward 
you, just enough to hide your figure from an external 
observer. There is no pillow or tissue to prevent you from 
the contact of the cold stone. On the inside, however, the 
sarcophagus is not entirely empty. Metal junctures protrude 
from both sides, but you are lucky it is so large; it means 
that you can stay inside it without getting scratched. 
 
You hold your breath the best you can as you listen to their 
steps getting close, and then away again. You close your 
eyes, and breath a sigh of relief. As you open them, you 
understand that they are facing the reddish, lifeless eyes of 
a mummy. 
 
You cannot help but giving out a scream of panic as the 
stone lid is open. Fighting is useless: the sharp limbs of the 
monster are already clung to your clothes. 
The last thing you see is the mouth of the ancient insect-
man that opens in front of you, just an instant before your 
eyes are ripped off by its razor-sharp claws. 
 
 

JH4 
 
The corridor is so long it will not allow you to see its end so 
far. You walk through a small path that has been dug in 
stone, among two rows of… sarcophagi. 
 
On both sides, you can see some stone prisons, barely large 
enough to contain a full-grown man, and machinery made 
of stone and metal. Metallic pipes descend into the 
sarcophagi; they are clearly connected to them, even if 



partially hidden by stone slabs. Light becomes scarcer and 
scarcer as you make your way through the corridor. Each 
coffin is decorated with embossed scripts, but you are not 
able to decipher them. Each sarcophagus has its own, 
different from the other ones, and carved more or less at 
your eye level. At the center of the room, a rhomboidal 
structure. Looks like something is hidden under the thick 
layer of dust. 
 
Dust off a sarcophagus,  JH27 
 
Proceed,  JH15 
 

JH5 
 
You think you never run so fast in your life. Ignoring the 
abundant blood flow now staining your trousers and the 
agonizing pain coming from your tight. The altar finally 
appears before you. A sudden dizziness makes you lose 
your balance. You have been tackled by one of your chasers.  
 
You try to wriggle out of its hold crawling on the floor, but it 
is no use: the monster is above you. 
Fighting is impossible. You must get out soon, or you will be 
subdued. The alter is so close… you must close this area at 
all costs. 
You look back at the horrifying, hybrid mummy that keeps 
you to the ground. 

Draw 1 h mental sanity card. 
 

If the suit is black, (♠/♣), or a joker,  JH26 

Otherwise (♥/♦),  JH13 



 

JH6 
 
You step in the area of the room where the moonlight is 
more intense, so that you can have a good reflection on the 
mirror. Rubbing it with your clothes is not necessary: the 
metal is bright and not even the smallest impurity can be 
seen on it. You hold it up and let the silver mirror your face. 
 
Reality around you gets distorted. Go to  JH28 
 
 

JH7 
 
Your gaze moves to the room entrance, up, over the 
staircase. A group of beings, each of them around two 
meters tall, is advancing towards the steps. You even 
manage to hear some hints of communication, raw and 
guttural, more like groans and laments than actual words. 
 
The small group divides and each group gets close to one of 
the sides of the balcony. You must act quickly. 
 
Hide and wait for an occasion,  JH21 
 
Run,  JH18 
 

JH8 
 
«This is just a fraction of the grip I hold on to men. With the 
right moves, the whole world will bow before me. It could be 
you the one to take the lead. What do you say… Ace?». 



 
A devastating shock of migraine seems to tear your brain 
apart and separate the two hemispheres. You never felt 
such an intense sensation, to the point of making you doubt 
of living again in the reality you are used to know. And 
immediately after, the pain is gone. It is still you, in this 
damned stone maze. 
 
You feel alienated. Who was the voice talking to? Surely not 
to you. It must have been a memory, a memory belonging to 
someone else. Does it really trace back to the foundation of 
the city? Questions become hundreds, while you try to 
rationalize even a single answer. Your thoughts are 
interrupted by a new strange sensation. Someone is 
watching you. 
 
Go back and explore the room,  JH2 
 
 

JH9 
 
“There must be hundreds of them”, you mutter. You walk 
through the corridor for minutes, and some secondary 
branch appears. You try to stay focused and not to stray 
from the main path, which you think can be recognized by 
the fact it is a bit larger than the others. 
 
You wonder what kind of place this can be. Maybe a 
storehouse for the dead, a sort of crypt? Why so many 
measures to just preserve dead bodies? There were 
graveyards outside of the temple already. Maybe the place 
was reserved for religious functionaries? It would not be 
strange to think that conservation of remains was a 



tradition for these people too… Developing machinery to 
preserve dead bodies is a real wonder, especially 
considering how old this place probably is. The air around 
you becomes colder as you approach the end of the tunnel. 
You perceive the light of the moon. Could there be a way 
out? 
 
The only option left is to go ahead.  JH20 
 

JH10 
 
Your leg still hurts really bad. But you must endure the run. 
You drown into the maze of sarcophagi, with the dwelling 
mummies at your back. You ask yourself whether you will 
be able to keep your distance, considering their 
decomposition state. You really cannot figure out if it is a 
work of science or magic. The light coming from the altar 
room is right in front of you. You must decide quickly. 
 
Keep on running,  JH24 
 
Hide in a sarcophagus,  JH3 
 
 

JH11 
 
You think you never happened to see such a huge creature 
in your whole life. Your eyes and mind struggle to process 
what you are witnessing. You walk slowly, using the long 
stone railing, and move through the balcony. At a first 
glance, the shape of the creature reminds you a human 
being, but vaguely. And in fact, as soon as its limbs are 



impressed in your thoughts, this connection is completely 
lost. You can distinguish three lower appendixes, 
presumably legs, thin and equipped with four articulations. 
The creature also shows the same number of arms. You are 
not able to count its number of fingers and knuckles, 
especially from such a distance. Its size is colossal, to say 
the least, even if its proportions would suggest a gaunt body 
type. 
You also cannot identify a face. If the head is that sort of 
outgrowth lying on the floor next to the arms, it really does 
not resemble anything of this world. You notice a toothed 
chasm, the one you now associate to a mouth, vertical and 
deep. No cranium is supposed to be there, since the form of 
the limb is stretched, and it ends in a long, thick tentacle 
with no suction cups. 
 
You carefully get closer to the huge spoils after descending 
the last step of the stairway. The creature’s skin is black as 
ebony and in a perfect conservation state, comparable to 
the one you saw on Egyptian mummies. You assume the 
other corpses belong to its keepers and “maintainers”. Even 
though the major part of the creature’s body is wrapped in 
bandages, some areas are uncovered. A disgusting thought 
flashes through your mind: considering the texture of the 
gauzes, it is even possible that they were directly produced 
by the insect-like creatures on the ground. 
 
Examine the tables,  JH19 
 

JH12 
 
You place the head of the pickaxe as a bridge between the 
two metal ends that have been separated. The head is too 



big to get stuck in it without your support. Furthermore, the 
red light in the second part of the diagram is barely a 
glimmer. If there is electricity flowing in this metal ... The 
pickaxe head is too oxidized to work. 
 
Back to  JH1 
 

JH13 
 
The creature, blind and unable to communicate, pounces on 
you, leaving you no chance to escape. Its decomposed, yet 
sharp, limbs pierce your flanks up to the ribs. 
 
The last thing you see are these unearthly creatures as they 
devour your body with their wrapped-up maws. 
 

JH14 
 
Everything, if it serves to being left alone. Even if welcome, 
curtseys are of no interest right now. You get up from the 
marble throne and turn your back to the group of human 
functionaries. You look to the horizon. The sunset is bright 
on the city now. The construction goes on smoothly and 
uninterrupted. You will soon be able to pour your army into 
it. Once the fort is completed, you will give the order to seal 
the entire perimeter. Covering it all with sand will be easy. 
You did not expect such an unconditioned fervor from this 
miserable folk. They are simple men, but their slaves work 
with a zeal that cannot be compared at all with the one you 
saw among the races inhabiting the deep Northern Sea. 
 



You descend the staircase and stroll through the endless 
rows of worshipping men, all of them with their faces in the 
sand. Your steps resonate in the night of this newborn city, 
your shadow always present despite the intensity of the 
blazing torches. 
As your gaze goes back to the colossal building, you hear 
words. Words that belong to no language, bringing no 
sound with them, but able to make their mark in your mind. 
 
Go on,  JH8 
 

JH15 
 
You decide to keep your hands firmly tightened to your 
backpack’s buckles. This place scares the hell out of you 
even without the need of snooping around. You keep on 
waling through the end of the tunnel. 
 
Go on,  JH9 
 

JH16 
 
(Discard any item, except for the Knife, to make some noise) 
 
You decide to create a diversion. You will need to make 
some noise, wait for these undead beings to be distracted, 
and make your move. You breathe. You must make it. 
A dull thud, followed by a metallic noise. You must have hit 
something placed on the table you aimed to. Predictably, 
the wrapped figures turn instinctively to the direction the 
sound came from. 
 



You hear them screech, huffing like beasts. Their bipedal 
stance transforms into something far more beastly. You see 
them pounce toward the source of the noise on their 
numerous legs, aware not to touch the creature lying at the 
center of the room. The other corpses are simply trampled. 
 
You make your move. You get out of your hiding place and 
start walking toward the staircase, now free from any 
obstacle. Your run stops as one of the figures turns to you. 
You manage to get a head start on them. You leave the ark 
behind you, as you make your way through the corridor 
with the sarcophagi. You must close the door before they 
reach you. You are too massively outnumbered to even 
think you could stand a chance. 
 
Continue,  JH10 
 

JH17 
 
You take the broken sword, spinning it in your hand. Before 
even inserting it into the hollow, you realize that it is too 
small to act as a bridge between the two pieces of metal. 
You shake your head, putting it back in your belt. 
 
Torna a  JH1 
 

JH18 
 
You close your backpack and grit your teeth. You really 
cannot afford to leave one of your precious items behind: 
everything could prove functional to your survival. You 
must take them by surprise, but your time is running short.  



You rush into a desperate run, and almost lose your balance 
while you sprint towards the staircase. You aim to the steps, 
careless of the orders one of the figures is spitting to the 
others. 
 
You walk past one of them. You try to avoid its limbs at the 
best of your possibilities, but you receive a bite on your 
arm, nevertheless. Getting stuck to this unworldly hunk of 
spoils would mean certain end. Your knife is suddenly free 
from its handle and flies directly to the center of your 
enemy’s crown of eyes. As you imagined, no liquid pours 
from the wound. You get the knife back, finally free from the 
insect’s grip, and continue your escape. 
You jump over the stairs, eyes fixed to the corridor, your 
hearing concentrated to map the presence of your chasers. 
 

Draw and discard 2  physical health cards. 

 
Go on  JH10 
 

JH19 
 
You nervously look around, in search of other clues to find 
the truth behind the horrid mystery of this room. The stone 
blocks lying at the corners of the room in the lower floor, 
still showcase the utensils used by the priests. Embalming 
tools, pots for the organs, bottles of different dimensions 
and capacity. Even some lamps made of faded brass. A 
heavy layer of dust has long since perched on the whole 
machinery. 
 



In the ancient disorder, a singular item meets your eyes 
immediately. A small artifact that, curiously enough, has no 
dust on it. A mirror. Its handle is made of gold, solid and 
heavy, while its surface is clearly pure silver, like most of 
the mirrors built in ancient times. Has it been used 
recently? 
 
As soon as your fingertips get in contact with the handle, 
you realize there is something supernatural in it. You feel it 
resonate at the contact with your skin. 
 
Look into the mirror,  JH6 
 
Put the mirror down and search the room,  JH2 
 
 

JH20 
 
You keep the pace up but just to stop after a while. The light 
comes from the ceiling of an enormous room. You feel like it 
is almost as big as the whole temple above it. The structure 
is very similar to the room before, where you found the 
altar with the spheres… but its content is totally different. 
 
Proceed,  JH25 
 

JH21 
 
You think it would be impossible to surpass these huge 
figures while they occupy the only way out. You look 
quickly around you in search for a hideout. The only crevice 
that is completely obscured by the moonlight is under one 



of the heavy worktables. You try to keep quiet with all your 
might, moving on your knees, erasing your steps. You curl 
up, holding your bag, and try not to make a sound. 
 
Your breath breaks as you watch them stumble through the 
room. You cannot help but dropping your jaw for the 
dismay. Whatever they are, these insect-men are no more a 
part of the realm of the living. Most of their chitinous bodies 
are wrapped by bandages, the same silk ones that were 
used to embalm the gigantic figure. You are struck by the 
idea that they could possibly be the inhabitants of the 
sarcophagi you saw not long ago. 
 
You stay hidden in your hole for an uncertain amount of 
time. It could have been a century. You observe their every 
movement, with a sturdy attention. You start noticing 
unusual movements: they really are groping in the dark. 
Their red eyes are open, but also dull, no light in them. 
Their heads do not move at all to explore the room, and you 
notice their arms are being used to inspect the space 
around them. Again, you must act quickly. They cannot see, 
but… 
 
Throw one of your items,  JH16 
 
Your items are too precious. Start running,  JH18 
 
 

JH22 
 
The metal crucifix might work. You carefully slide it into the 
stone hollow, letting it go completely before contact with 
the metal. You take a step back as a threatening sound 



precedes the switching on of the other lights. You walk 
backwards, intrigued by the mechanism in operation. The 
bizarre geometric composition slowly disappears in the 
dark, leaving you astonished as you admire the bright red 
dots on the wall ... You almost seem to admire a 
constellation in the darkness of the temple. 
 
You nearly fall to the ground as vibrations shake the floor. 
The stone wall is slowly raised, with a powerful metallic 
click, probably of the huge gears that are hidden in the 
masonry. A long corridor opens in front of you within no 
more than thirty seconds. 
 
Go to  JH9 
 

JH23 
 
You have had enough of all this. As your thumb starts to 
point to the floor pavement, the crowd in adoration bursts 
into a gloomy incitement. You never though you would have 
found people so sympathetic toward this kind of custom. 
You let your soldiers take care of this insipid formality. The 
high priest is lifted off the ground by two insects, and 
immediately thrown to the angry mob. You signal the 
pharaoh to shut up, and he immediately obeys. 
 
You turn your back to the crowd. You are surrounded by a 
growing wall belt, destined to cover the entire city like a 
dome. There are buildings enough to host a small 
civilization. The place is isolated enough to remain hidden 
through the millennia. As soon as the project is finished, 
your men will support your army with their own bodies. 
The temple you now overlook is perfect for the wait. 



As your gaze goes back to the colossal building, you hear 
words. Words that belong to no language, bringing no 
sound with them, but able to make their mark in your mind. 
 
Go on,  JH8 
 

JH24 
 
You hear their moans just a few steps behind you. You must 
run as fast as you can if you want to lose them. You deeply 
inhale and give your best, ignoring the impulse of pain 
coming from your wound. 
 

Draw 1 h mental sanity card. 
 

If it is a black suit, (♠/♣), or a joker,  JH29 

Otherwise (♥/♦),  JH5 
 

JH25 
 
You are still trapped. There is no way to climb the entire 
wall up to the ceiling. The worst thing is what you are 
trapped with. The lunar light casts a pale tone of color on a 
frightening scenery. Even with all the nightmares you saw 
in your journey through the ground, you cannot believe 
your own eyes. 
 
The floor is scattered with loathsome bodies. Hybrid 
creatures, a mix of human beings and insects with a black 
carapace. At least twenty of them must be lying there on the 
floor, and they are all horribly mutilated. Their state of 
decomposition is advanced. All that remains of them is their 



exoskeleton. But the hybrids are not the only creatures in 
the room. You shift your viewing angle more than once, in 
an attempt to distinguish their true form. In the end, you 
conclude that what you are seeing is not an illusion caused 
by the scarce moonlight. 
 
Skeletons with an unlikely anatomy lie on the ground, 
scattered. You recognize hooves, in different numbers and 
positions. There is no single skeleton with less than three 
heads with coiled horns. They look like they once belonged 
to monstruous goats, yet their anatomy is completely 
wrong. There is no logical sense in their bodies. Bones 
writhe and divide in many points. You cannot figure out 
how their heads and legs can be put together by those 
hunks of deformed bones. 
 
Examine the corpse,  JH11 
 

JH26 
 
You think you never run so fast in your life. Ignoring the 
abundant blood flow now staining your trousers and the 
agonizing pain coming from your tight. The altar finally 
appears before you. A sudden dizziness makes you lose 
your balance. You have been tackled by one of your chasers. 
You try to wriggle out of its hold crawling on the floor, but it 
is no use: the monster is above you. 
Fighting is impossible. You must get out soon, or you will be 
subdued. The alter is so close… you must close this area at 
all costs. 
You look back at the horrifying, hybrid mummy that keeps 
you to the ground. 
 



Draw and discard 4  physical health cards. 

 
(Congratulations! You successfully explored the Crypt of 
pharaoh Nyarlathotep! Keep track of it: completing this and 
the other hidden stories will grant you a reward at the end of 
the saga.) 
 
  J190 
 

JH27 
 
You grab the sleeve of your jacket with your hand and use it 
to cover your palm. Then, you start to rub horizontally one 
of the rhomboidal figures on the sarcophagi, revealing a 
viscous, bright-red material that appears to be glowing 
under the surface. You carefully observe the jewel. 
 
You feel faint. Your knees are weak suddenly. You fall to the 
ground and breathing becomes difficult. 
 
It lies there, motionless, with no apparent life inside it. But 
it is perfectly preserved, with its eyes wide open. An 
individual with six eyes stares at your through the crimson 
mirror. You shake your head and start walking again, 
without looking back. Now, you nervously glance at all the 
other sarcophagi around you. 
 
Go to  JH15 
 

JH28 
 



You ask yourself why the servants are so stubborn in 
offering you this kind of gifts. You do not like having to 
assume a shape just to let their miserable minds tolerate 
you. As a matter of fact… you could even consider a mirror 
to be an offense, a mockery. You lower the mirror, 
disappointed by your own look. The pharaoh is prostrated 
before you. The high priest gazes at you in an expression of 
servile submission. You stretch your arm, and snort. 
 
Point your thumb up,  JH14 
 
Point your thumb down,  JH23 
 
 

JH29 
 
You think you never run so fast in your life. You keep your 
backpack close at your side as you move your arms like a 
madman. You are quite sure you left a trail of blood behind 
your, but this dows not slow you. You get out of the corridor 
raising a cloud of dust, and throw yourself on the altar at 
the center of the room. You slide on it, and topple the 
spheres you placed yourself not long ago. The mechanism 
moves, a texture of metal in the stone. Eventually you find 
the courage to look behind you. The taped-up figures 
disappear behind a wall that divides you from your chasers 
once and for all, falling on the floor with a dull sound. 
Only after a few instants you remember to breath. You lie 
down on the altar, blinded by the skylight above you. 
Wiping away the sweat and tears on your face, you slowly 
get on your feet again. 
 



You get back to work to find the solution to the altar 
enigma… in what kind of hell did you find yourself into? 
 
(Congratulations! You successfully explored the Crypt of 
pharaoh Nyarlathotep! Keep track of it: completing this and 
the other hidden stories will grant you a reward at the end of 
the saga.) 
 
  J190 


