
ELDRITCH TOMES 
To determine the contents of a tome: 
✦ Choose or determine the level of the tome: A 

(1d4), B (1d6), C (1d8), D (1d10), or legendary 
(1d12). Use this die wherever a dX is called for. 

✦ Consider which of the following locations most 
closely approximates where the tome was found, 
then roll d10 x d10 to determine the title and 
origin of the text. 

✦ Roll 1dX to determine how many worthwhile 
sections the tome contains. 

✦ Include any mandatory section given by the 
tome’s name. 

✦ Roll d% for each remaining section. If the book is 
a personal work and not an alleged edition, 
consult the appropriate origin table on a 1-90 
and the actual magical texts table on a 91-00. If 
the book is an alleged edition of some legendary 
text, instead consult the corresponding table on 
an even roll 1-90, and the appropriate origin 
table on an odd roll 1-90. 

Red text indicates highly setting-specific material 
you may have to replace if using this work outside its 
original context. 

TOMES BY LOCATION 
Roll d10 to determine the alleged title, then roll d10 
to determine the origin/authorship of the text. 

IN A LEGITIMATE BOOKSHOP 
(1-4) personal notes— 40% warlock, 40% wizard, 
10% sword-manual, 10% mad genius  
(5-6) Necronomicon—70% warlock, 20% wizard, 10% 
scriptures 
(7-8) Affinitates Patronorum—90% warlock, 10% 
scriptures 
(9-10) Wishmaker’s Codex—60% warlock, 20% 
wizard, 10% sword-manual, 10% epic 

IN A BLACK-MARKET 
BOOKSHOP 
(1-2) personal notes—20% warlock, 10% wizard, 10% 
sword-manual, 20% mad genius, 10% epic, 30% 
scriptures 
(3) Affinitates Patronorum—90% warlock, 10% 
scriptures 
(4) Necronomicon—60% warlock, 10% wizard, 30% 
scriptures 
(5) Wishmaker’s Codex—60% warlock, 20% wizard, 
10% sword-manual, 10% epic 

(6-7) Codex of Infinities—50% warlock, 30% wizard, 
20% sword-manual 
(8) Book of Vile Darkness—40% warlock, 10% sword-
manual, 20% epic, 30% scriptures 
(9) Mysteries of the Worm—40% warlock, 40% 
wizard, 20% scriptures 
(10) On the Laws of Ruin—20% warlock, 40% wizard, 
20% mad genius, 20% scriptures 

IN A HERETICAL BOOKSHOP 
(1-3) personal notes—10% warlock, 10% mad genius, 
30% epic, 50% scriptures 
(4) Affinitates Patronorum—80% warlock, 20% 
scriptures 
(5) Necronomicon—60% warlock, 10% wizard, 30% 
scriptures 
(6) Codex of Infinities—50% warlock, 20% wizard, 
10% sword-manual, 20% scriptures 
(7-8) Book of Vile Darkness—30% warlock, 10% 
sword-manual, 10% epic, 50% scriptures 
(9) Mysteries of the Worm—30% warlock, 30% 
wizard, 40% scriptures 
(10) Unpronounceable Names—30% warlock, 20% 
mad genius, 50% scriptures 

IN AN ELDRITCH BOOKSHOP 
(1-2) personal notes—40% warlock, 10% wizard, 20% 
sword-manual, 10% epic, 20% scriptures 
(3) Affinitates Patronorum—90% warlock, 10% 
scriptures 
(4) Necronomicon—80% warlock, 10% wizard, 10% 
scriptures 
(5) Wishmaker’s Codex—70% warlock, 10% wizard, 
10% sword-manual, 10% epic 
(6) Codex of Infinities—70% warlock, 20% wizard, 
10% sword-manual 
(7) Book of Vile Darkness—50% warlock, 10% sword-
manual, 20% epic, 20% scriptures 
(8) Book of Eibon—20% warlock, 50% wizard, 30% 
epic 
(9) Mysteries of the Worm—50% warlock, 40% 
wizard, 10% scriptures 
(10) On the Laws of Ruin—40% warlock, 30% wizard, 
10% mad genius, 20% scriptures 

IN THE RESTRICTED SECTION 
OF AN ARCANE LIBRARY 
(1-6) personal notes—20% warlock, 50% wizard, 20% 
sword-manual, 10% mad genius 
(7) Codex of Infinities—30% warlock, 40% wizard, 
20% sword-manual, 10% scriptures 



(8-9) Book of Eibon—10% warlock, 70% wizard, 10% 
sword-manual, 10% epic 
(10) On the Laws of Ruin—10% warlock, 60% wizard, 
20% mad genius, 10% scriptures 

TOMES BY NAME 
AFFINITATES PATRONORUM 
(Replace entirely if warlock affinities don’t exist in 
your setting.) 
A copy of the Affinitates will almost always include a 
table of common warlock spells by affinity, (d100)% 
complete up to the tome’s level (80% as described, 
10% with half as much detail a tier higher, 10% omit 
the table entirely) as their first section. Other 
sections can include: 
✦ (01-18) More detailed analysis of a single affinity. 
✦ (19-34) Brief notes on and classification of 2dX 

patrons. 
✦ (35-48) Description of and potential leads to a 

rare spell. 
✦ (49-60) Optimization-handbook-style notes on 

1dX spells. 
✦ (61-70) A detailed quasi-biographical description 

of a specific patron. 
✦ (71-78) An improved eldritch blast variant. 
✦ (79-84) A useful bibliography mentioning 1dX 

other editions/books of interest. 
✦ (85-88) Can be used as a wizard-style spellbook 

for one spell, allowing a warlock to temporarily 
swap one of their spells for it. 

✦ (89-90) A list of 1dX true names with minimal 
context. 

NECRONOMICON 
The contents of the Necronomicon vary wildly, but 
often include: 
✦ (01-18) A fanciful history of patrons of the Astral 

affinity. 
✦ (19-34) Depictions of an esoteric place (d6—

sunken Atlantis, the Day-Kingdoms, the moon, 
the Void, the Dreamdark, Acmori). 

✦ (35-48) A flowery description of a rare spell, 
including its history of use and dire warnings 
against recovering it. 

✦ (49-60) A listing of spells as in the Affinitates, but 
in prose rather than tabular form. 

✦ (61-70) A bestiary of aberrant and Astral 
creatures, with useful tactical notes on 1dX of 
them. 

✦ (71-78) Detailed notes on how to summon a 
particular Astral entity. 

✦ (79-84) Notes on the interpretation of dreams, 
describing 1dX particularly relevant motifs. 

✦ (85-88) A genuine info-hazard. 
✦ (89-90) A phrasebook for a secret language (d6—

Supernal, sword-tongue, Avian, Proto-Seranic, 
Titanic, unintelligible dream speech). 

WISHMAKER’S CODEX 
(Replace entirely if your setting lacks wish-granting 
jinn.) 
Every Wishmaker’s Codex includes as one of its 
sections the titular advice on the proper and safe 
phrasing of wishes; of varying quality, but generally 
each unique edition of the Codex read grants the 
reader a single “double-check” of one proposed wish 
by the DM. Other sections often include: 
✦ (01-18) A more detailed analysis of the failure of 

a specific wishing exploit. 
✦ (19-34) A biography of a particular jinn. 
✦ (35-48) A political history of modern Serana, 

focusing on the Impossible Revolution, written in 
a totally different style than the rest of the book. 
(Replace with a different anomalous historical 
event in another setting.) 

✦ (49-60) A bestiary of elemental creatures, with 
useful tactical notes on 1dX of them. 

✦ (61-70) Schematics for an impossible-to-build 
device for (consult MIR or roll d10—aerial 
transport, alchemical distillation, infusing magic 
into scrolls, dividing truth from falsehood, 
generating limitless energy, replicating a spell 
over an area, making rope from nothing, 
transmuting lead to gold, providing air and light 
in Void, literally a gun). 

✦ (71-78) An elemental seal that can compel 
service from jinn, grant mortals an echo of their 
power, or act as an improvised explosive. 

✦ (79-84) Guidance on designing elemental-
substituted versions of spells. 

✦ (85-88) Detailed plans for crafting a suitable 
containment device for a particular type of jinn. 

✦ (89-90) Instructions for summoning and 
bargaining with a particular jinn who can teach a 
signature arcane art. 

THE CODEX OF INFINITIES 
A copy of the Codex will always include cursory 
descriptions of 1dX quasiplanar or extraplanar 
locations (1d10—a shadowland, an alternate 
timeline, the Dreamdark, a spirit-realm, an Abyssal 
domain, a Titanrealm, a star, a divine sanctum, a 
celestial fortress, another setting entirely) as one of 



its sections, with a 20% chance of also including a 
teleportation sigil sequence to one of them. Other 
sections can include: 
✦ (01-18) A more detailed description of specific 

locations within one of the places summarized. 
✦ (19-34) 1dX teleportation sigil sequences on the 

material plane. 
✦ (35-48) A bestiary of one of the places 

summarized, with useful tactical notes on 1dX 
creatures. 

✦ (49-60) A level-appropriate teleportation ritual. 
✦ (61-70) Detailed information on a Great Power 

based in one of the places summarized. 
✦ (71-78) 1dX planar sigil sequences. 
✦ (79-84) A summoning ritual for a creature 

associated with one of the places summarized. 
✦ (85-88) Modifications to the summon warlock’s ally 

spell to allow it to summon creatures of 
nonmatching affinity. 

✦ (89-90) A list of 1dX true names with minimal 
context. 

THE BOOK OF VILE DARKNESS 
Almost every copy (95%) of the Book of Vile 
Darkness includes a detailed analysis of the 
weaknesses of 1dX powerful forces of good as one of 
its sections. Other sections can include: 
✦ (01-18) A primer on rare magical diseases. 
✦ (19-34) 1dX unusual heresies, at least one of 

which includes concerningly strong supporting 
evidence. 

✦ (35-48) A deeply cynical political treatise. 
✦ (49-60) The legend of a powerful antihero of the 

Age of Heroes. 
✦ (61-70) The names, ranks, portfolios, and seals of 

1dX fallen angels. 
✦ (71-78) Rites for the appeasement of outcast 

nature-spirits. 
✦ (79-84) A detailed grammar of the Titanic 

language. 
✦ (85-88) Rituals for the summoning and binding 

of Titanspawn. 
✦ (89-90) A divine ritual that will grant the caster a 

corrupted form of one of the gods’ blessings. 

MYSTERIES OF THE WORM 
The contents of Mysteries of the Worm vary wildly, 
but often include: 
✦ (01-18) Extensive notes on necromancy and 

shadow-magic without obvious direct application. 
✦ (19-34) A highly specialized information-

gathering ritual. 

✦ (35-48) A bestiary of undead, with useful tactical 
notes on 1dX creatures. 

✦ (49-60) Description of and leads towards a 
powerful divinatory item. 

✦ (61-70) Strategic and tactical information 
regarding an eldritch Great Power. 

✦ (71-78) 1dX alchemical recipes. 
✦ (79-84) A paradigm for extracting and recycling 

environmental waste-magic. 
✦ (85-88) Methods of bonding with otherwise 

unusual familiars. 
✦ (89-90) A really messed up way of achieving 

eternal life. 

THE BOOK OF EIBON 
Books of Eibon are generally framed as a travelogue, 
discussing a journey to an esoteric and dangerous 
location by a wizard (10% chance not actually a 
wizard) named Eibon. Digressions and footnotes 
will add: 
✦ (01-18) A detailed discussion of a seemingly 

unrelated topic (1d6—gender, dessert recipes, 
ring theory, mundane spider anatomy, 
architecture, a biography of whoever’s currently 
reading). 

✦ (19-34) A highly specialized information-
gathering ritual. 

✦ (35-48) Sigil sequences of 1dX teleportation 
circles in the material world. 

✦ (49-60) An explanation of a wildly unethical 
magical experiment and its results. 

✦ (61-70) The history, and speculation on the 
location of, an artifact. 

✦ (71-78) A bestiary of Titanspawn, with useful 
tactical notes on 1dX creatures. 

✦ (79-84) 1dX alchemical recipes. 
✦ (85-88) Guidance on the construction of a 

specific rare magic weapon (reducing costs by 
10% and/or making it possible to enchant at all). 

✦ (89-90) Information useful in summoning a 
dangerous cosmic entity. 

OF UNPRONOUNCEABLE 
NAMES 
Most versions (70%) include a catalogue of 2dX 
heresies and their practitioners; the rest focus on 
one specific heresy in much greater detail, 
describing also 1dX related supernatural creatures. 
Other sections can include: 
✦ (01-18) Biographical information on a powerful 

heretic. 
✦ (19-34) Detailed descriptions of an Abyssal lord. 



✦ (35-48) A listing of eldritch objects. 
✦ (49-60) A useful bibliography mentioning 1dX 

other editions/books of interest. 
✦ (61-70) Histories of an esoteric place (1d6—

sunken Atlantis, the Day-Kingdoms, the Kaisan 
Isles, a shadowland, the Dreamdark, Acmori). 

✦ (71-78) A level-appropriate divination ritual. 
✦ (79-84) Appropriate worship practices for an 

Abyssal lord. 
✦ (85-88) A list of 1dX true names with minimal 

context. 
✦ (89-90) A summoning ritual for an Abyssal lord. 

ON THE LAWS OF RUIN 
Editions of On the Laws of Ruin are characterized 
(90% of the time) by heretical and apocalyptic 
prophecies. They often also contain: 
✦ (01-18) Descriptions of 1dX magical diseases 

and/or parasites. 
✦ (19-34) A novella of courtly romance and 

intrigue. 
✦ (35-48) A heretical theory on the causes of the 

Cataclysm. 
✦ (49-60) A useful bibliography mentioning 1dX 

other editions/books of interest. 
✦ (61-70) Graphic and genuinely unpleasant to 

read descriptions of anatomically and 
topologically impossible sex acts. 

✦ (71-78) Detailed information on an eldritch 
Great Power. 

✦ (79-84) Functions as a spellbook with 1dX spells 
of appropriate power within, and on a roll of 4+ 
one of them is rare. 

✦ (85-88) Detailed instructions for disabling a 
complex magical infrastructure, without any 
indication of where it is to be found or its 
function. 

✦ (89-90) A city-scale destructive ritual. 

TOMES BY ORIGIN 
ANY WARLOCK TEXT 
Texts written by warlocks also often include: 
✦ (01-18) Noncanonical legends purportedly of the 

Age of Heroes. 
✦ (19-34) 1dX unusual heresies, at least one of 

which includes concerningly strong supporting 
evidence. 

✦ (35-48) An arcane ritual of appropriate power 
level. 

✦ (49-60) Alleged deeds of an iconic warlock. 

✦ (61-70) A nonmagical signature technique of 
appropriate power (based on d6—Bluff, History, 
Insight, Intimidate, Streetwise, Thievery). 

✦ (71-78) An improved version of a common 
warlock spell. 

✦ (79-84) A horrifyingly flawed but easier-to-use 
variant of an arcane ritual of wildly inappropriate 
power level. 

✦ (85-88) A taboo that can be accepted in exchange 
for gaining personal power. 

✦ (89-90) A normally divine ritual of appropriate 
power adapted for use by warlocks. 

FORBIDDEN WIZARDLY TEXTS 
Texts written by outlaw wizards often include: 
✦ (01-18) 1dX common arcane rituals. 
✦ (19-34) Functions as a spellbook with 1dX spells 

of appropriate power within, and on a roll of 4+ 
one of them is rare. 

✦ (35-48) A theoretical primer on an illegal or 
forbidden magical style; not enough to begin 
using it immediately, but enough to understand 
any other writings describing specific uses of it 
(d12—a beyond-standard-model element (d20—
ash, blood, bone, ghostfire, Void, sunlight, smoke, 
oil, dreamsilk, force, vitriol, hope, handwavium, 
time, ambrosia, the-state-of-being-confined, 
information, [NULL], surprise, plutonium), 
esoteric shapeshifting arts, large-scale destructive 
spells banned in warfare by international treaty, 
applied solipsism, soul manipulation, 
anathematic summonings, celestial invocation, 
unsanitized divination, spell-eating, pre-
Cataclysmic chronomancy, Atlantean memetic 
dueling, chainsaw wizardry). 

✦ (49-60) 1dX alchemical recipes. 
✦ (61-70) An improved version of a common 

wizard spell. 
✦ (71-78) A phrasebook for an esoteric language 

(d6—Draconic, sword-tongue, Deep Speech, 
Proto-Kunio-Valitaian, Sphinx, false Angelic). 

✦ (79-84) Alleged deeds of an iconic wizard. 
✦ (85-88) A nonmagical signature technique of 

appropriate power (based on d4—Diplomacy, 
Dungeoneering, History, Insight). 

✦ (89-90) Guidance on the construction of a 
specific rare magic item (reducing costs by 10% 
and/or making it possible to enchant at all). 

ELDRITCH SWORD MANUALS 
Texts written by more martially inclined scholars 
often include: 



✦ (01-18) Philosophical musings on the nature of 
violence. 

✦ (19-34) A history of a legendary weapon (70% 
THREE WORD SWORD, 20% arcane focus-
weapon, 10% other weapon). 

✦ (35-48) Detailed tactical breakdown of a battle 
that appears in no history books. 

✦ (49-60) Description of a forbidden martial art in 
enough detail to recognize its use but not enough 
to practice it personally. 

✦ (61-70) An improved version of a common 
bladespell. 

✦ (71-78) A nonmagical signature technique of 
appropriate power (based on d6—Athletics, 
Diplomacy, Endurance, History, Insight, 
Intimidate). 

✦ (79-84) Detailed manual of a secret martial arts 
technique. 

✦ (85-88) Guidance on the construction of a 
specific rare magic weapon or armor (reducing 
costs by 10% and/or making it possible to 
enchant at all). 

✦ (89-90) Instructions for summoning a specific 
blade-tutor spirit. 

SCHEMATICS OF MAD GENIUS 
Magitechnological texts often include: 
✦ (01-18) 1dX alchemical recipes. 
✦ (19-34) Guidance on the construction of a 

specific rare magic item (reducing costs by 10% 
and/or making it possible to enchant at all). 

✦ (35-48) Report on an unsuccessful and deeply 
unethical experiment. 

✦ (49-60) An improved version of a common 
artificer spell. 

✦ (61-70) Schematics for a magical device that 
replicates the effects of an arcane or divine ritual 
of appropriate power. 

✦ (71-78) A nonmagical signature technique of 
appropriate power (based on d6—Diplomacy, 
Dungeoneering, Heal, History, Perception, 
Thievery). 

✦ (79-84) Primer on the uses of a particular 
magical material, allowing 25% more efficient use 
thereof. 

✦ (85-88) Schematics for an impossible-to-build 
device for (consult MIR or roll d10—aerial 
transport, alchemical distillation, infusing magic 
into scrolls, dividing truth from falsehood, 
generating limitless energy, replicating a spell 
over an area, making rope from nothing, 
transmuting lead to gold, providing air and light 
in Void, literally a gun). 

✦ (89-90) Instructions for the creation of artificial 
life. 

ANTICANONICAL EPICS 
Texts in written in verse often include:  
✦ (01-18) Noncanonical legends purportedly of the 

Age of Heroes. 
✦ (19-34) Noncanonical legends purportedly of the 

Titanomachy. 
✦ (35-48) 1dX unusual heresies, at least one of 

which includes concerningly strong supporting 
evidence. 

✦ (49-60) An arcane ritual of appropriate power 
level. 

✦ (61-70) Relevant tactical information on 1dX 
ancient creatures. 

✦ (71-78) Description of and leads to a rare bardic 
spell. 

✦ (79-84) The lyrics and music for a banned bardic 
spellsong. 

✦ (85-88) Detailed description and leads to the 
location of an un/holy relic. 

✦ (89-90) A taboo that can be accepted in exchange 
for gaining personal power. 

HERETICAL SCRIPTURES 
Texts written by apostates often include: 
✦ (01-18) 1dX unusual heresies, at least one of 

which includes concerningly strong supporting 
evidence. 

✦ (19-34) Rites for the festival day of an 
anticanonical saint. 

✦ (35-48) Noncanonical legends purportedly of the 
Titanomachy. 

✦ (49-60) A divine ritual of mildly inappropriate 
power level that calls on an anticanonical saint, 
fallen angel, or similarly shady power. 

✦ (61-70) The names, ranks, portfolios, and seals of 
1dX fallen angels. 

✦ (71-78) A taboo that can be accepted in exchange 
for gaining personal power. 

✦ (79-84) Notes on dream-interpretation including 
1dX relevant motifs. 

✦ (85-88) Detailed description and leads to the 
location of an un/holy relic. 

✦ (89-90) Rites for obtaining the blessing of a 
specific Titan. 

ACTUAL MAGICAL TEXTS 
Any roll of 91-99 indicates that the text found has 
genuine magical properties, allowing it to be used as 
a (level-appropriate) arcane focus, and if it is 



associated with a non-wizardly class counting as any 
implement they would normally be able to use. In 
addition, it will have one of the following powers or 
properties: 
✦ (91) Stores two thematically related spells and 

allows direct book-casting of them as well as (if 
applicable) spell preparation. 

✦ (92) When used as an arcane focus, upgrades 
spells of a specific subschool/etc. 

✦ (93) Grants a bonus to knowledge checks within 
a specific sphere. 

✦ (94) Stores an upgraded version of a specific 
spell, allowing book-casting and spell 
preparation. 

✦ (95) Includes 1dX rituals, functions as a ritual 
casting focus, and enhances any ritual cast 
through it. 

✦ (96) Once per day, applies a metamagic-style 
effect to any spell cast through it. 

✦ (97) Grants a significant boon to a spellcaster 
with three thematically-aligned spells known/
prepared. 

✦ (98) An extremely unusual effect on a critical 
success when spellcasting. 

✦ (99) Also functions as a melee weapon, and has 
appropriate abilities. 

On a roll of 00, roll again on 1d10+90, but it is 
instead a wildly level-inappropriate arcane focus. A 
roll of 100 again indicates that the grimoire is in fact 
exactly what it claims to be, and the reader and/or 
everyone else is about to have a very bad time. 


