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tremendous distances into the heavens, as also into the hells, | received the
formulae for the amulets and talismans which follow, which provide the Priest
with safe passage among the spheres wherein he may travel in search of the
Wisdom.

But now, after One Thousand-and-One moons of the journey, the Maskim nip
at my heels, the Rabishu pull at my hair, Lammashta opens her dread jaws,
AZAG-THOTH gloats blindly at his throne, KUTULU raises his head and
stares up through the Veils of sunken Varloorni, up through the Abyss, and
fixes his stare upon me; wherefore | must with haste write this Book lest my
end come sooner than | had prepared.

For indeed, it appears as though | have failed in some regard as to the order
of the rites, or to the formulae, or to the sacrifices, for now it appears as if the
entire host of ERESSKIGAL lies waiting, dreaming, drooling for my departure.
| pray the gods that | am saved (which he is not, for "gods" cannot save ones
soul, only GOD) and not perish as did the Priest, ABDUL BEN-MARTU, in
Jerusalem (the gods remember and have mercy upon him!).

My fate is no longer writ in the stars, for | have broken the Chaldean
Covenant by seeking power over the Zonei. | have set foot on the moon, and
the moon no longer has power over me. The lines of my life have been
obliterated by my wanderings in the Waste, over the letters writ in the
heavens by the gods. And even now | can hear the wolves howling in the
mountains as they did that fateful night, and they are calling my name, and
the names of the Others. | fear for my flesh, but | fear for my spirit more.

Remember, always, in every empty moment, to call upon the gods not to
forget thee, for they are forgetful and very far away. Light thy fires high in the
hills, and on the tops of temples and pyramids, that they may see and
remember.

Remember, always, to copy each of the formulae as | have put it down and
not to change it by one line or dot, not so much as hair's breadth, lest it be
rendered valueless, or worse: a broken line provides means of entrance for
those Outside, for a broken star is the Gate of GANZIR, the Gate of Death,
the Gate of the Shadows and the Shells.



Diary of a Madman
















Few of the foolish creatures, Bolder, if less sane than the rest, Choose to
learn, to understand. To find the secrets of the Night, to learn that which none
should know.

IA! IA!

There will come a day when they will walk amongst you. They will not be able
to be seen for what they are by normal folk. Only those amongst you with true
faith will be able to detect their evil and be able to stop them.

Do not fail as the fate of the world rests in your hands and as such, if you fail,
the human race is doomed.

The night things are called forth
The time draws nigh

To find out what a man's soul is worth

In these trying times
Death calls and a new journey am | become An
empty shell is left under the lonely sun
All that is, was and ever shall be

Are in one spirit, a single journey

If I should while | am awake
My soul is gone, my body is fake
Down into those endless depths | fly
Where imagery of dark being are cast

on a star lit sky




The Old Ones
















But of ye Great Old Ones begotten by
Azathoth in ye prime, not all came down
to this Earth, for Him Who Is Not To Be

Lurks ever on that dark world near
Aldebaran in ye Hyades, and it was His
sons who descended hither in His place.

Likewise, Cthugha chose for His abode ye star
Fomalhaut, whereupon He begat ye dread Aphoom
Zhah;

and Cthugha abideth yet on Fomalhaut, and ye Fire-
Vampires that serve Him;

but as for Aphoom Zhah, he descended to this Earth and
dwelleth yet in his frozen realm.

And terrible Vulthoom, that awful thing that be brother to
black Tsathoggua, He descended upon dying Mars in His
might, which world He chose for His dominion.

Now it is also written of those of ye Begotten of Azathoth
who abide not within ye secret places of ye Earth,

that when ye Great Old Ones came down from ye stars in ye
misty prime They brought ye image and likeness of Their
Brethern with Them.

In this wise it was, ye Outer Ones that serve Hastur ye
Unspeakable, brought down ye Shining Trapezohedron from
dark Yuggoth on ye Rim, whereupon had it been fashioned
with curious art in ye days ere Earth had yet brought forth its
first life.

And it was through ye Shining Trapezohedron, that is ye very talisman of
dread Nyarlathotep, that ye Great Old Ones summoned to Their aid ye might
of ye Crawling Chaos in ye hour of Their great need, what time ye Elder Gods






Who found their own destruction; but against such images from beyond ye
stars ye Elder Sign hath very great power.....

Although ye must beware lest in ye conflict betwixt That which you evoke to
destroy ye likeness of That which slumbers afar.....

You be not consumed and swallowed up, or be yourself destroyed thereby,
and that utterly, even unto your immortal soul.

Concerning the Old Ones and the Gates

Concerning the Old Ones, it is written, they wait ever at
the Gate.....

and the Gate is all places at all times.....

L _Thava ava thhana nmiancant Thane warhink anm anciimaa |

But wherever men sayeth the forbidden Words, they shall cause there a Gate
to be established and shall wait upon Them Who Come through the Gate.....

Even as the Dhols, and the Abominable Mi-Go, and the Tcho-Tcho people,
and the Deep Ones, and the Gugs, and the Gaunts of the Night and the
Shoggoths and the Voormis.....

And the Shantaks which guard Kadath in the Cold Waste and the Plateau of
Leng.




NOW WE ARE HERE
i
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Concerning Ubbo - Sathla




The Old Ones and The Elements









Of Y’golonac



feed and take on the shape and soul of those he feeds

For those who read of evil and search for its form within
their minds call forth evil, and so may Y'golonac return
to walk among men and await that time when the earth
is cleared off and Cthulhu rises from his tomb among
the weeds.

Glaaki thrusts open the crystal trapdoor, the brood of
Eihort are born into daylight, Shub-Niggurath strides
forth to smash the moon-lens.

Byatis bursts forth from his prison, Daoloth tears away
illusion to expose the reality concealed behind.....

Aphoom Zhah rises from the bowels of Yarak at the
ultimate and boreal pole, Ghatanothoa emerges from
his crypt beneath the mountaintop fortress of Yaddith-
Gho in eldritch Mu.....

And Zoth-Ommog ascends from the ocean deeps. la!
Nyarlathotep!

By their very images shall ye conjure them.

This is not a vain prophecy, for ye Legacy of Ye Old
Ones is so very real, as it will be shown to the Reader...

Hastur



Hear ye the Voice of dread Hastur, hear the mournful sigh of the vortex ,the
mad rushing of the Ultimate Wind that Swirls darkly amongst the silent stars.

Hear ye Him that howls serpent-fanged amid the bowels of nether earth; He
whose ceaseless roaring ever fills the timeless skies of hidden Leng.

His might teareth the forest and crusheth the city, but none shall know the
hand that smiteth and the soul that destroys, for faceless and foul walketh the
Accursed One, His form to men unknown.

Hear then His Voice in the dark hours, answer His call with thine own, bow ye
and pray at His passing, but speak not His name aloud.

Concerning Nyarlathotep

| hear the Crawling Chaos that calls beyond the stars.....

And They created Nyarlathotep for Their messenger,
and They clothed Him with Chaos that His form might
be ever hidden amidst the stars.

Who shall know the mystery of Nyarlathotep? for He is
the mask and will of Those that were... when time was
not.

He is the priest of the Ether, the Dweller in Air and hath
many faces that none shall recall.

The waves freeze before Him; Gods dread His call. In
men's dreams He whispers, yet who knoweth His form?

And at the last from inner Egypt came
The strange dark One to whom the fellah bowed ;
Silent and lean and cryptically proud,
And wrapped in fabrics red as sunset flame.



Serpent Bearded Byatis

Ye Legacy of Ye Old Ones




Ye Old Ones dream and wait. They feed on human dreams, and Their dreams
feed human nightmares, taking the weave of dream from most people and
giving only to a few, doomed chosen Ones who are taught about Ancient
Times, places or legends long forgotten.....

like the one of Cyaegha who did not know it existed, or the or the Dream Witch
- Yidra. Hence They shall never be forgotten, only by a few.

Ye Old Ones dream and wait. Yet Earth is still stained by Their presence.
Deep within the nethermost caverns, ye Worm that gnaws.... grows and feeds.

The Reader who wants to become Traveller shall prepare himself long ago for
a journey into such places......

Concerning Cyaegha

Where the dark is blacker than black and a color of
its own, where nothing is something, and the dark is
yet clearer than light, it was.

It had always been there; It thought at those times
when it was able to think at all.....

Those short periods of consciousness, between
eternally seeming periods, of what could only be
sleep or nonexistence.....

And maybe It died each time and was reborn, if It
could die at all, which It didn't know either......

Then It tried to think of Itself, and It knew It had a
name, which was Cyaegha, which told It nothing
about Itself except that It did exist.

It just was, It couldn't be touched in Its somewhere
place which was nowhere, but neither could It touch
other things......

It could be called evil, if evil would have had a rational
meaning to It's existence, which it hadn't......

Rather Cyaegha was something beyond the man-made
laws of good and evil, a natural force, or a natural
happening like a wood-fire or a tornado, or a storm, or
just plain death, something to which no artificial laws

apply.




apply.

Sometimes during those scarce moments when It was
allowed to think, or maybe allowed ltself to think,
because It didn't know if the sleep-death periods were
or weren't created by ltself, It tried to remember more
than Its name.

Then there came sights of millenia of blue ice and then
of fire-spitting volcanoes, warts on the face of Earth,
and it all seemed so utterly stupid and unimportant to

Cyaegha that it revolted It, so It went back to death and

slumber.

Time had no real meaning either, it was just something
which went by unnoticed, utterly unimportant to
something such as Cyaegha, trapped in lts maybe self-
made prison and only by Its mind in contact with the
outer reality.

And at those times when It was awake, fully awake, It
hated, as only something can hate which is beyond
good and evil. Its whole consciousness became that
hate, because that was the only thing It could do.

It saw with eyes that were no eyes, and It heard with

ears that were not ears, and It thought with Its whole

being because It didn't possess such primitive organs
as brains either. Silently It hated.







MIlandoth




And does not even great Yidhra, who was born of and with the life of Earth and
who through the aeons intertwines endlessly with all Earthly life-forms, teach
reverence for Mlandoth?

Before death was born, She was born; and for untold ages there was life
without death, life without birth, life unchanging......

But at last death came; birth came; life became mortal and mutable, and
thereafter fathers died, sons were born, and never was the son exactly as the
father; and the slime became the worm and the worm the serpent, the serpent
became the yeti of the mountain forests and the yeti became man.

Of all living things only She escaped death, escaped birth. But She could not
escape change, for all living things must change as the trees of the north must
shed their leaves to live in winter and put them on to live in spring.

And therefore She learned to devour the mortal and mutable creatures, and
from their seed to change Herself , and to be as all mortal things as She willed,
and to live forever without birth, without death.

Yidhra devoured the octopus and learned to put forth a tentacle; she devoured
the bear and learned to cloth herself in fur against the creeping ice of the
north; indeed can Yidhra take any shape known to living things.

Yet no shape can she take which is truly fair, for she partakes of all foul
creatures as well as fair. To her followers she appears in many fair and comely
forms, but this is because they see not her true form, but only such visions as
she wills them to see.

For as the adepts can send their thoughts and visions to one another over
great distances..... so can Yidhra send her thoughts to men and cause them to
see only what she wills.

Indeed it is by sending her thoughts that Yidhra remains in one soul, for in
body she is many, hidden in the jungles of the south, the icy wastes of the
north, and the deserts beyoun the western sea.

Thus it is that though her temples are many, she waits by all, combining bodily
with her diverse followers, yet her consciousness is a vast unity.



Yidhra the Witch




Ye Worm that Gnaws



tomb where no wizard hath lain, and happy ye town at night whose wizards are
all ashes......

For it is of old rumour that the soul of ye devil-bought hastes not from his
charnal clay, but fats and instructs ye very worm that gnaws; till out of
curruption horrid life springs, and ye dull scavengers of earth wax crafty to vex
it and swell monstrous to plague it.

Great holes secretly are digged where earth's pores ought to suffice, and
things have learnt to walk that ought to crawl.
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Book of Places




Earthly Places







Leng in Ye Cold Waste



Irem of a Thousand Pillars

R’lyeh



Outer Places




Translator's note :

Abdul Al-Hazred died in Damascus,
circa 738 A.D.



It is probable one of these "Watchers"
finally found him.

Visions of Yaddith










fallen, fallen... No more the larvae in the breeding-pits shall mewl and slither,
the Nug-Soth no more may stroll the broad metallic esplanade, nor mages
ponder tomes of elder lore. For City Three is fallen, fallen...

No more are the departure-stages thronged. Now in their thousands are the
Nug-Soth fled, armoured in closed light against the bitter cold and utter
blackness that yawns between the stars. The metal pavement quavers
underfoot, the broken towers totter toward collapse. | am among the very last
to leave. For few remain to hold the Dhole-swarm back.

Inscrutable. The Mighty Mother smiles over her fleeing, her star-scattered
brood, as night falls over Yaddith at the end.

We hurtle through the frigid gloom of space to Zaoth or Shaggai or Kythamil
leaving behind the ruin of a world, and little hope have we to long survive. The
awful doom of Yaddith we evade will soon be snuffling at our heels again --
The snouted worms can track us through our dreams.

( From Lin Carter's notes posthumously published as "Visions from Yaddith" and often quoted
as a work of Ariel Prescott in the Mythos )

Concerning Yuggoth

It is a strange dark orb at ye very rim of our solar system -- unknown to
earthly astronomers as yet.

At ye proper time.. ye beings there will direct thought-currents toward us
and cause it to be discovered.

There are mighty cities on Yuggoth -- great tiers of terraced towers built of
black stone. Ye sun shines there no brighter than a star, but the beings need

They have other subtler senses, and put no windows in their great houses and
temples. Light even hurts and hampers and confuses them, for it does not exist
at all in ye black cosmos outside time and space where they came from
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Dreamlands: Mnar and Sarnath




And it is written in ye papyrus of llarnek, that they one day discovered fire, and
thereafter kindled flames on many ceremonial occasions. But not much is written of
these beings, because they lived in very ancient times, and man is young, and
knows little of ye very ancient living things.

After many eons men came to ye land of Mnar, dark shepherd folk with their fleecy
flocks, who built Thraa, llarnek, and Kadatheron on ye winding river Ai. And certain
tribes, more hardy than ye rest, pushed on to ye border of ye lake and built Sarnath
at a spot where precious metals were found in ye earth.

Not far from ye gray stone city of Ib did ye wandering tribes lay ye first stones of
Sarnath, and at ye beings of Ib they marveled greatly.

But with their marveling was mixed hate, for they thought it not right that beings of
such aspect should walk about ye world of men at dusk.

Nor did they like ye strange sculptures upon ye gray monoliths of Ib, for those
sculptures lingered so late in ye world, even until ye coming men, none can tell;
unless it was because ye land of Mnar is very still, and remote from most lands,
both of waking and of dream.

As ye men of Sarnath beheld more of ye beings of Ib their hate grew, and it was not
less because they found ye beings weak, and soft as jelly to ye touch of stones and
arrows. So one day ye young warriors, ye slingers and ye spearmen and ye
bowmen, marched against Ib and slew all ye inhabitants thereof, pushing ye queer
bodies into ye lake with long spears, because they did not wish to touch them.

And because they did not like ye gray sculptured monoliths of Ib they cast these
also into ye lake; wondering from ye greatness of ye labor how ever ye stones were
brought from afar, as they must have been, since there is naught like them in ye
land of Mnar or in ye lands adjacent.

Thus of ye very ancient city of Ib was nothing spared, save ye seagreen idol
chiseled in the likeness of Bokrug, ye water-lizard.

This ye young warriors took back with them as a symbol of conquest over ye old
gods and beings of |Ib, and as a sign of leadership in Mnar.

But on ye night after it was set up in ye temple, a terrible thing must have happened,
for weird lights were seen over ye lake, and in ye morning ye people found ye idol
gone and ye high-priest Taran-Ish lying dead, as from some fear unspeakable. But
before he had died, Taran-Ish had scrawled upon ye altar of chrysolite with coarse









Kadath

Time and Seasons to be Observed



To Raise Up Ye Stones



= -




Adulation of Cthulhu




And He shall come unto you in sleep and show His sign with which ye shall unlock
the secrets of the deep.

Ye Incantation

O Thou that lieth dead but ever dreameth,
Hear, Thy servant calleth Thee.
Hear me O mighty Cthulhu!

' Hear me Lord of Dreams !

In Thy tower at R'lyeh They have sealed ye,
but Dagon shall break Thy accursed bonds,
and Thy Kingdom shall rise once more.
The Deep Ones knoweth Thy secret Name,
The Hydra knoweth Thy lair;

Give forth Thy sign that | may know
Thy will upon the Earth.

When death dies, Thy time shall be,
and Thou shalt sleep no more;

Grant me the power to still the waves,
that | may hear Thy Call.

(At ye third repeating of ye incantation cast forth the Tablet into ye waves saying):

In His House at R'lyeh Dead Cthulhu waits dreaming, yet He shall rise and His
kingdom shall cover the Earth.

Where the stones have been set up thou shalt call out to Shub- Niggurath, and unto
he that knoweth the signs and uttereth the words all earthly pleasures shall be
granted.

When the sun entereth the Sign of the Ram and the time of night is upon ye turn thy
face to the North wind and read the verse aloud:

lah ! SHUB-NIGGURATH !

Great Black Goat of the.Woods,
| Call Thee forth !
(Kneel)

Answer the cry of thy servant
who knoweth the words of power!
(make the Voorish sign)

Rise up | say from thy slumbers
and come forth with a thousand more!
(make the sign of Kish)
| make the signs, | speak the words
that openeth the door!

Come forth | say, | turn the Key,
Now ! walk the Earth once more !



Calling Forth Yog — Sothoth

Be Seal of Pog-Sothoth




Ye Conjuration

O Thou that dwelleth in the darkness of the Outer Void, come forth unto the Earth
once more | entreat thee.

O Thou who abideth beyond the Spheres of Time, hear my supplication.
(Make the sign of Caput Draconis)

O Thou who art the Gate and the Way come forth come forth Thy servant calleth
Thee.

(Make the Sign of Kish)

BENATIR! CARARKAU! DEDOS! YOG-SOTHOTH! come forth! come forth! | speak
the words, | Break Thy bonds, the seal is cast aside, pass through the Gate and
enter the World | maketh Thy mighty Sign!

(Make the Sign of the Voor)

Trace the pentagram of Fire and say the incantation that causeth the Great One to
manifest before the Gate:

Ye Incantation
Zyweso, wecato, keoso, Xunewe-rurom Xeverator. Menhatoy, Zywethorosto zuy,
Zururogos Yog-Sothoth! Orary Ysgewot, homor athanatos nywe zumquros,
Ysechyroroseth Xoneozebethoos Azathoth! Xono, Zuwezet, Quyhet kesos ysgeboth
Nyarlathotep!; zuy rumoy quano duzy Xeuerator, YSHETO, THYYM, quaowe
xeuerator phoe nagoo, Hastur! Hagathowos yachyros Gaba Sub-Niggurath!
meweth, xosoy Vzewoth!
(Make the sign of Cauda Draconis)
TALUBSI! ADULA! ULU! BAACHUR!

Come forth Yog-Sothoth! come forth!

To Conjure the Globes



Br Cirele of Evocation
Frorth

Calling forth the Globes



O Thou who art the Gate and the Way come forth come
forth Thy servant calleth Thee.

(Make the Sign of Kish)

BENATIR! CARARKAU! DEDOS! YOG-SOTHOTH!
come forth! come forth! | speak the words, | Break Thy
bonds, the seal is cast aside, pass through the Gate
and enter the World | maketh Thy mighty Sign!

(Make the Sign of the Voor)

Trace the pentagram of Fire and say the incantation that
causeth the Great One to manifest before the Gate:

Ye Incantation

Zyweso, wecato, keoso, Xunewe-rurom Xeverator.
Menhatoy, Zywethorosto zuy, Zururogos Yog-Sothoth!
Orary Ysgewot, homor athanatos nywe zumquros,
Ysechyroroseth Xoneozebethoos Azathoth! Xono,
Zuwezet, Quyhet kesos ysgeboth Nyarlathotep!; zuy
rumoy quano duzy Xeuerator, YSHETO, THYYM,
quaowe xeuerator phoe nagoo, Hastur! Hagathowos
yachyros Gaba Sub-Niggurath! meweth, xosoy
Vzewoth!

(Make the sign of Cauda Draconis)
TALUBSI! ADULA! ULU! BAACHUR!
Come forth Yog-Sothoth! come forth!
To Conjure of Ye Globes

Know ye that the Globes of Yog-Sothoth be thirteen in
number, and they be the powers of the Parasite-hoard
which are His servitors and doeth His bidding in ye
world.

Call them forth whenever thou shall have need of
anything and they shall grant their powers unto ye when
ye shall call them with the incantations and make their
sign.

His Globes have diverse names and appeareth in many
forms.

The first is GOMORY, who appeareth like a camel with
a crown of gold upon his head. He commandeth twenty-



six legions of infernal spirits and giveth the knowledge
of all magical jewels and talismans.

The second spirit is ZAGAN, who appeareth like a
great bull, or a King terrible in aspect. Thirty-three
legions bow before him and he teacheth the mysteries
of the sea.

The Third is called SYTRY, who taketh the form of a
great Prince. He hath sixty legions and telleth the
secrets of time yet to come.

ELIGOR is the fourth spirit; he appeareth like a red
man with a crown of iron upon his head. He
commandeth likewise sixty legions and giveth the
knowledge of victory in war, and telleth of strife to come.

The fifth spirit is called DURSON and hath with him
twenty-two familiar demons and appeareth like a raven.
He can reveal all occult secrets and tell of past times.

The sixth is VUAL his form is of a dark cloud and he
teacheth all manner of ancient tongues.

The seventh is SCOR, who appeareth like a white
snake, he bringeth money at your command.

ALGOR is the eighth spirit, he appeareth in the
likeness of a fly. He can tell of all secret things and
granteth the favours of great Princes and Kings.

The ninth is SEFON. He appeareth like a man with a
green face and hath the power to show where treasure
is hidden.

Tenth is PARTAS, He hath the form of a great vulture,
and can tell ye the vertues of herbs, stones, make ye
invisible and restore sight which is lost.

The eleventh spirit is GAMOR, and when he
appeareth like a man can marvellously enform ye of
how to win favours of great persons and can drive away
any spirit that guardeth over treasure.

Twelfth is UMBRA, He appeareth like a giant; he can
convey money from place to place if thou bid him and
bestow the love of any woman that thou desirest.

The thirteenth spirit is ANABOTH who taketh the form
of a yellow toad. He hath the power to make thee



marvellous cunning in nigromancy, he can drive away
any devil that would hinder ye and tell of strange and
hidden things.

When thou wouldst call up ye Globes thou must first
make upon the earth this sign:

And evoke of them thus:

EZPHARES, OLYARAM, IRION-ESYTION,
ERYONA, OREA, ORASYM, MOZIM!

By these words and in the name of YOG-SOTHOTH
who is thy master, | do most powerfully summon and
call ye up

O . . . .N....
That thou mayest aid me in my hour of need.
Come forth | command ye by the sign of Power!
(Make the sign of Voor)

And then the spirit shall appear unto thee and grant thy
requests.

But if he remaineth invisible to thine eye, blow the dust
of Ibn Ghazi and he will immediately take his proper
form.

When thou wouldst banish what ye have called up
eraze thou their sign with the scimitar of Barzai and
utter the words:

CALDULECH ! DALMALEY ! CADAT !

(and seal with the sign of Koth).

Note: If on their appearance the spirits obstinately
refuse to speak cleave the air thrice with the scimitar
and say: ADRICANOROM DUMASO! And their tongue
shall be loosened and they will be compelled to give
true answer.

Banishing:



(Could be replaced with other banishings. Uses Salt, water and incense.)

Zazii, Zamaii, Puidmon the Powerful,
Sedon the Strong, El, Yod, He, Vau, He,
lah, Agla, protect me and help me when | summon the Gate!
(light incense and candles)

No evil may approach from the North!
No evil may approach from the East!
No evil may approach from the South!
No evil may approach from the West!
No evil may approach from Zenith!
No evil may approach from Nadir!
(bow towards the directions)

The Flaming Circle locks everything in!
Draba, draba, kalta, kalta, entemoss!
The Flaming Circle locks everything out!
Draba, draba, kalta, kalta, entemoss!
Accar, Zour and Maroud! Lock the circle and let no evil pass through!
Draba, draba, kalta, kalta, entemoss!
(participants walk round the circle. Salt, water and incense is sprinkled)

The Summoning:

Per Adonai Elohim, Adonai Jehova
Adonai Sabaoth, Metraton Ou Agla Methon,
Verbum Pythonicum, Mysterium Salamandrae
Cenventus Sylvorum, Antra Gnomorum
Demonia Coeli God, Aimonsin Gibor
Jehoshua Evam Zariathnatmik, Veni, Veni, Veni!

(Put your hands above your head, with the thumbs and index fingers
together so they create a equilateral triangle. Turn the right hand
so its halve of the triangle points down, creating a paralellogram.

Turn the left hand, creating a downwards pointing triangle. Move it
down to your forehead, turning it upwards, so the final result is a
triangle on your forehead.)

Hear me!
King of Infinite Space!
Planetmover!

The Foundation of Fastness!
Ruler of Earthquakes!
The Vanquisher of Terror!
The Creator of Panic!
Destroyer!



The Shining Victor!

Son of Chaos and the Void!
The Guardian of the Abyss!
God of the Outermost Darkness!
Lord of Dimensions!
Riddle-knower!
Guardian of The Secrets!
Lord of the Labyrinth!
Master of the Angles!

God of the Whiporwills!
Omegapoint!

Lord of the Gate!
Opener of the Way!

The Oldest!
All-in-One!

The One by Life Prolonged!
Umr At-Tawil!
lak-Sathath!
YOG-SOTHOTH NAFL'FTHAGN!!
Your servant call upon you!

(Take the staff and turn it first so it points Right-Left, then Up-Down,
then Forward-Back. Then twist it, and visualize how it is turned to
point into the fourth dimension, perpendicular to the other directions.
It will show the eightrayed star of Chaos.)

Opening of the Gate:
(The staff is held horizontally.)

Yog-Sothoth knows the Gate.
Yog-Sothoth is the Gate.
Yog-Sothoth is the key and guardian of the Gate.
Past, Present and Future, all is one in Yog-Sothoth.

By that which is not to be named,
By Azathoth,
By Nyarlathotep,
By Shub-Niggurath,
By the two snakes,

By that which created the Voids,
By Kadath in the Cold Waste,
By the Plateu of Leng,

By Yuggoth,

By the moon-lens,



By the inprisoned,
By the free,
By Samas, Gibil and Nusuku,
By the High Name of Ea,
By the Seven Demons,
Guardian, let the Gate be opened!

By Chaos,

By the Void,

By the Light,

By the Darkness,

By the Air,

By the Fire,

By the Water,

By the Earth,

Key, open the Gate!

By my sacred oath,

Let those who want to leave come out!
Let those who want to enter come in!
Let us see intp the Hiding Light!
Let us see into the Blinding Darkness!
Rend the Veil!

Crush the Mirror!

Reveal the lllusion!

See, the Gate opens!

(slowly turn the staff from horizontal to vertical, and make the sign
of the Rending of the Veil.)

See, the Nodes are filled with Power!
See, the Lines are filled with Power!
See, the Angles twist and open!

Notes:

| have performed this ritual in front of a lovecraftesque monument and on a empty
hilltop. | prefer to have it done on a starlit night, preferably a Sabbath. It is also nice
if it is cold, suggesting the emptyness of the Void (I have noticed a fall of
temperature both times | have performed the ritual properly).

As incense | used jars filled with a mix of sugar, salpeter and incense, which |
ignited, creating red-violet fire and lots of irritating smoke.

| also used the following seals drawn in the snow or around the circle.

Yog-Sothoth Nyarlathotep Shub-Niggurath Azathoth




Necronomicon 5

Call to Render up the Veils




candles made from the fat of the proper kind, one part of mandragora, three of ivy
leaf, and one of salt. Place the image close by, though not within three cubits of the
Pentacle itself.

Light the candles and take up an iron rod bearing on its end a drawn
representation of the Render's shape as it appears to oneself. Having purified the
area, strike this rod upon the ground and speak the following:

" Uthgos plam'f Daoloth asgu'i! O come forth Thou who sweepest aside the veils of
perception, and showest the realities beyond. For it shall be here as it is in
Yuggoth, in Tond as it is in Shaggai, in Poseidonis as it is in Yaddith-Gho, in Yian-
Ho as it is in Tsan-Chan. The time of Thy coming is nigh, and the Abyss of the
Night of Time is bridged. Make Thyself manifest in our spheres, that we may gain
Thy knowledge and be edified thereby. la Th'ailog! K'thakluth m'khur'g ath'lys! la
Daoloth!"

When the beacons have been snuffed and the Render has manifested himself
within the Pentacle, he will reach forth and take what is necessary from those
nearby. After this the wizard may question the Render how- soever it is desired. No
banishment is necessary, for following the impartation of the knowledge and the
departure of his time the Render shall withdraw back to the Veil Beyond the Abyss.

The following is most important. If any portion of the ritual, no matter how small,
is not performed properly, it is best to conclude the ceremony forthwith before the
Render manifests. If the candle flames burn yellow, it shows the favor of That
Which Is Beyond. Make certain to perform the ceremony at the exact moment of
the Veil's rending, for this time is brief. Be fluid with the motions and speak the
words of invocation smoothly.

Be certain that those who assist you are trustworthy and steadfast. It is of especial
import that those who call out to the Veil should do so out of a genuine desire for
knowledge and not mere curiosity, for That Which Is Beyond will give those whose
search is for the latter exactly that which they desire.

Some have said that the Render may bestown the ability to perceive the true
nature of the world, but such an experiment is extremely perilous to the mind and
soul of he who would do so. The Atlantean high priest Klarkash-ton tells of an
acolyte who attempted to do so, and met his death the the hands of his horrified
fellows as they struck out at what had grown within. Considering this, such an act
would be foolish for all but the mightiest sorcerers.

The Materials Needed
Protective Devices

My protection seems to be holding, but for how long |
can only guess ... the Elder Sign has taken much abuse



... Before | leave this "sanctuary" let me describe what |
perceive to be some effective defenses against the
agents of humanity ...

The Elder Sign -- imprinted with a sign of power and
blessed by the priests of the Elder Gods. They CAN
NOT not be duplicated (Lord knows we tried -- with
disasterous results). Size has no bearing on the power
of the sign .. | have seen signs both large and small ...

Rock Salt -- used to replace buckshot, this is effective

against Shuggoths, the Ancient Race, and the Yuggoth
Fungi. You must get close for the shot to puncture their
"flesh" ... too close ...

The Chaos Shield -- this device is a small buckler with
the eight arrows of Chaos imprinted on the front.
Michael Moorcock wrote of the device after a dream and
incorporated it into his "Elric" stories. The device exists
... it was last seen near Greenland ... it offers immunity
from physical attacks from outer world beings.

Explosives -- the Deep Ones can be damaged by
normal physical means. Explosives seem to do the most
damage. Fire unfortunately does not seem to hurt them
as much as we would have thought ... must be the skin

Fire -- Man's first defense since elder times. There's NO
guarentee that ancient / elder outer world creatures are
succeptable to fire attacks. It never hurts to carry some
oil and a dependable light ...

Silver -- When used as a head dress (woven into a
hood, cap, etc...) prevents most baneful creatures from
harming your mind (or reading your thoughts). This
information came from other sources that haven't been



Compound Ye Incense of Zkauba




Unction of Khephnes Ye Egyptian




Ye MYSTIC POWDER OF MATERIALIZATION:
of Ibn Ghazi :

YE USING OF YE POWDER:



darkness enter thy soul.

To Fashion the Scimitar of Barzai
2N

-

In the day and hour of Mars and when the Moon increaseth, make thou the
scimitar of bronze with a hilt of fine ebony.

0

- — -]

/

Upon one side of the the blade thou shalt enscribe these characters:

{Editor's Note: These graphics are not shown in the Manuscript}

And upon the other side these:
{Editor's Note: These graphics are not shown in the Manuscript}

On the day and hour of Saturn the moon decreasing, light thou a fire of Laurel and
yew boughs and offering the blade to the flames pronounce the five-fold
conjuration thus:

HCORIAXOJU, ZODCARNES, | powerfully call upon ye and stir ye up O ye mighty
spirits that dwelleth in the Great Abyss.

In the dread and potent name of AZATHOTH come ye forth and give power unto
this blade fashioned in accordance to ancient Lore.

By XENTHONO-ROHMATRU, | command you O AZIABELIS, by
YSEHYROROSETH, | call the O ANTIQUELIS, and in the Vast and Terrible Name
of DAMAMIACH that Crom-yha uttered and the mountains shook | mightily compel
ye forth O BARBUELIS, attend me! aid me! give power unto my spell that this
weapon that bears the runes of fire recieveth such virtue that it shall strike fear into
the hearts of all spirits that would disobey my commands, and that it shall assist
me to form all manner of Circles, figures and mystic sigils necessary in the
operations of Magickal Art.

In the Name of Great and Mighty YOG-SOTHOTH and in the invincible sign of
Voor (give sign)

Give power!
Give power!

Give power!
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Necronomicon 6

OF THE ZONEI AND THEIR ATTRIBUTES

From the Simon Necronomicon




The ZONEI and their attributes, then, are as follows:

The God of the Moon is the God NANNA. He is Father of the Zonei, and the
Eldest of the Wanderers. He is long of beard, and bears a wand of lapis lazuli in
his palm, and possesses the secret of the tides of blood. His colour is Silver. His
Essence is to be found in Silver, and in camphor, and in those things bearing the
sign of the Moon. He is sometimes called SIN. His Gate is the first you will pass
in the rituals that follow. His Step on the Ladder of Lights is also Silver.

This is his Seal, which you must engrave on his metal, on the thirteenth day of
the Moon in which you are working, having no other person about you who may
watch you in its manufacture. Being finished, it should be wrapped in a square of
the finest silk and lain aside until such time as you desire its use, and then, it
should be removed only after the Sun has gone to its rest. No ray of sunlight
should strike the Seal, lest its power be rendered nil and a new Seal must needs
be cast.

The Number of NANNA is Thirty and this is his Seal:

CISHEEN

The God of Mercury is NEBO. He is a very old spirit, having a long beard, and
is the guardian of the Gods, as well as the keeper of the knowledge of Science.
He wears a crown of one hundred horns, and the long robe of the Priest. His
colour is blue. His Essence is in that metal known as Quicksilver, and is
sometimes also found in sand, and in those things bearing the sign of Mercury.
His Gate is the Second you will pass in the rituals that follow. His Step on the
Ladder of Lights is blue.

This is his Seal, which you must write on perfect parchment, or no the broad leaf
of a palm tree, having no other person about you who may watch you in its
construction. Being finished, it should be wrapped in a square of the finest silk
and lain aside until such time as you desire its use, and then, it should be
removed only when its light is in the sky. Such is also the best time for its
manufacture.

The Number of NEBO is Twelve and this is his Seal:



2




which is that field's fairest flower. Her Gate is the Third you will pass in the rites
that follow, and in which place you will be of a heart to stay; but turn you face to
the road that leads beyond, for that is your genuine goal, unless the Goddess
chooses you. Her Step on the Ladder of Lights, built of old in Babylon and at UR,
is White.

This is her Seal, which you must engrave on Copper, Venus being exalted in the
Heavens, with no one about watching its construction. Being finished, it is to be
wrapped in the purest silk and lain safely away, only to be removed when need
arises, at any time.

The Number of INANNA is Fifteen, by which Number she is frequently known in
the incantations of the Dispensation, her Seal is the following.

This God of the Sun is the Lord SHAMMASH, son of NANNA. He is seated
upon a throne of gold, wearing a crown of two horns, holding a scepter aloft in his
right hand and a flame disk in his life, sending rays in every direction. He is the
God of Light and of life. His color is Gold. His Essence is to be found in gold, and
in all golden objects and plants. He is sometimes called UDUU. His Gate is the
Fourth you will pass in the rituals that follow. His Step on the great Ladder of
Lights is Gold.

This is his Seal, which you must engrave in gold, when the Sun is exalted in the
heavens, alone on a mountain top or some such place close to the Rays, but
alone. Being finished, it should be wrapped in a square of the finest silk and lain
aside until such time as it is needed.

The Number of SHAMMASH is Twenty and this is his Seal:
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THE BOOK OF ENTRANCE, AND OF THE
WALKING




The Seven Gates here follow:
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And the Ritual of the Walking must follow the formulae herein described:












written, in the Ancient Covenant.

THE INCANTATIONS OF THE GATES
THE INVOCATION OF THE NANNA GATE

Spirit of the Moon, Remember!

NANNA, Father of the Astral Gods, Remember!

In the Name of the Covenant sworn between Thee and the Race of Men,
| call to Thee! Hearken, and Remember!

From the Gates of the Earth, | call Thee! From the Four Gates of the Land KI, |
pray to Thee!

O Lord, Hero of the Gods, who in heaven and upon the earth is exalted!
Lord NANNA, of the Race of ANU, hear me!

Lord NANNA, called SIN, hear me!

Lord NANNA, Father of the Gods of UR, hear me!

Lord NANNA, God of the Shining Crown of Night, hear me!

Maker of Kings, Progenitor of the Land, Giver of the Gilded Sceptre,
Hear me and Remember!

Mighty Father, Whose thought is beyond the comprehension of gods and men,
Hear me and Remember!

Gate of the Great Gates of the Spheres, open unto me!

Master of the IGIGI, swing open Thy Gate!

Master of the ANNUNAKI, open the Gate to the Stars!

IA NAMRASIT! IA SIN! IA NANNA!

BASTAMAAGANASTA IA KIA KANPA!

MAGABATHI-YA NANNA KANPA!

MASHRITA NANNA ZIA KANPA!

IA MAG! IA GAMAG! IA ZAGASTHENA KIA!

ASHTAG KARELLIOSH!

THE INVOCATION OF THE NEBO GATE

Spirit of the Swift Planet, Remember!

NEBO, Custodian of the Gods, Remember!

NEBO, Father of the Sacred Writing, Remember!

In the Name of the Covenant sworn between Thee and the Race of Men,

| call to Thee! Hearken, and Remember!

From the Gate of the Great God NANNA, | call to Thee!

By the Name which | was given on the Lunar Sphere, | call to Thee!

Lord NEBO, who does not know of Thy Wisdom?

Lord NEBO, who does not know of Thy Magick?

Lord NEBO, what spirit, on earth or in heavens, is not conjured by Thy mystic
Writing?

Lord NEBO, what spirit, on earth or in the heavens, is not compelled by the



Magick of Thy spells?

NEBO KURIOS! Lord of the Subtle Arts, Open the Gate to the Sphere of Thy
Spirit!

NEBO KURIOS! Master of the Chemical Science, Open the Gate to the Sphere
of Thy Workings!

Gate of the Swift Planet, MERKURIOS, Open unto me!

IA ATHZOTHTU! IA ANGAKU! IA ZI NEBO!

MARZAS ZI FORNIAS KANPA!

LAZHAKAS SHIN TALAS KANPA!

NEBOS ATHANATOS KANPA!

IA GAASH! IA SAASH! IA KAKOLOMANI-YASH!

IA MAAKALLI!

THE INVOCATION OF THE ISHTAR GATE

Spirit of Venus, Remember!

ISHTAR, Mistress of the Gods, Remember!

ISHTAR, Queen of the Land of the Rising of the Sun, Remember!
Lady of Ladies, Goddess of Goddesses, ISHTAR, Queen of all People,
Remember!

O Bright Rising, Torch of the Heaven and of the Earth, Remember!

O Destroyer of the Hostile Hordes, Remember!

Lioness, Queen of the Battle, Hearken and Remember!

From the Gate of the Great God NEBO, I call Thee!

By the Name which | was given on the Sphere of NEBO, | call to Thee!
Lady, Queen of Harlots and of Soldiers, | call to Thee!

Lady, Mistress of Battle and of Love, | pray Thee, Remember!

In the Name of the Covenant, sworn between Thee and the Race of Men,
| call to Thee! Hearken and Remember!

Suppresser of the Mountains!

Supporter of arms!

Deity of Men! Goddess of Women! Where Thou gazest, the Dead live!
ISHTAR, Queen of Night, Open Thy Gate to me!
ISHTAR, Lady of the Battle, Open wide Thy Gate!
ISHTAR, Sword of the People, Open Thy Gate to me!
ISHTAR, Lady of the Gift of Love, Open wide Thy Gate!
Gate of the Gentle Planet, LIBAT, Open unto me!

IA GUSHE-YA! IA INANNA! IA ERNINNI-YA!

ASHTA PA MABACHA CHA KUR ENNI-YA!

RABBMI LO-YAK ZI ISHTARI KANPA!

INANNA ZI AMMA KANPA! Bl ZAMMA KANPA!

IA IA IA BE-YI RAZULUKI!



THE INVOCATION OF THE SHAMMASH GATE

Spirit of the Sun, Remember!

SHAMMASH, Lord of the Fiery Disk, Remember!

In the Name of the Covenant sworn between Thee and Race of Men,

| call to Thee! Hearken and Remember!

From the Gate of the Beloved ISHTAR, the Sphere of LIBAT, | call to Thee!
llluminator of Darkness, Destroyer of Evil, Lamp of Wisdom, | call to Thee!
SHAMMASH, Bringer of Light, | call to Thee! KUTULU is burned by Thy Might!
AZAG-THOTH is fallen off His Throne before Thee! ISHNIGARRAB is scorched
black by Thy rays!

Spirit of the Burning Disk, Remember!

Spirit of the Never-Ending Light, Remember!

Spirit of the Rending of the Veils of the Night, Dispeller of Darkness, Remember!
Spirit of the Opening of the Day, Open wide Thy Gate!

Spirit Who rises between the Mountains with splendour, Open Thy Gate to me!
By the Name which | was given on the Sphere of ISHTAR, | ask Thy Gate to
open!

Gate of the Sun, Open to me!

Gate of the Golden Sceptre, Open to me!

Gate of the Life-Giving Power, Open! Open!

IA UDDU-YA! IA RUSSULUXI!

SAGGTAMARANIA! IA!' IA! ATZARACHI-YA!

ATZARELECHI-YU! BARTALAKATAMANI-YA KANPA!

ZI DINGIR UDDU-YA KANPA! ZI DINGIR USHTU-YA KANPA!

ZI SHTA! ZI DARAKU! ZI BELURDUK!

KANPA! IA SHTA KANPA! IA!

THE INVOCATION OF THE NERGAL GATE

Spirit of the Red Planet, Remember!

NERGAL, God of War, Remember!

NERGAL, Vanquisher of Enemies, Commander of Hosts, Remember!
NERGAL, Slayer of Lions and of Men, Remember!

In the Name of the Covenant sworn between Thee and the Race of Men,
| call to Thee! Hearken and Remember!

From the Great Gate of the Lord SHAMMASH, the Sphere of the Sun,

| call to Thee!

NERGAL, God of the Sacrifice of Blood, Remember!

NERGAL, Lord of the Offerings of Battle, Ravager of the Enemy's Towns,
Devourer of the flesh of Man, Remember!

NERGAL, Wielder of the Mighty Sword, Remember!

NERGAL, Lord of Arms and Armies, Remember!

Spirit of the Glow of the Battlefield, Open wide Thy Gate!



Spirit of the Entrance Unto Death, Open Thy Gate to me!

Spirit of the Sailing Lance, the Thrusting Sword, the Flying Rock,
Open the Gate to Thy Sphere to One who has no fear!

Gate of the Red Planet, Open!

Gate of the God of War, Swing Wide!

Gate of the God of Victory got in Battle, Open to me!

Gate of the Lord of Protection, Open!

Gate of the Lord of the ARRA and the AGGA, Open!

By the Name which | was given on the Sphere of SHAMMASH, | ask Thee,
Open!

IA NERGAL-YA! IA ZI ANNGA KANPA!

IA NNGA! IA NNGR-YA! IA NNGYA! |IA ZI DINGIR NEENYA KANPA!
IA KANTALAMAKKYA TARRA! KANPA!

Spirit of the Glow of the Battlefield, Open wide Thy Gate!

Spirit of the Entrance Unto Death, Open Thy Gate to me!

Spirit of the Sailing Lance, the Thrusting Sword, the Flying Rock,
Open the Gate to Thy Sphere to One who has no fear!

Gate of the Red Planet, Open!

Gate of the God of War, Swing Wide!

Gate of the God of Victory got in Battle, Open to me!

Gate of the Lord of Protection, Open!

Gate of the Lord of the ARRA and the AGGA, Open!

By the Name which | was given on the Sphere of SHAMMASH, | ask Thee,
Open!

IA NERGAL-YA! IA ZI ANNGA KANPA!

IA NNGA! IA NNGR-YA! IA NNGYA! |IA ZI DINGIR NEENYA KANPA!
IA KANTALAMAKKYA TARRA! KANPA!

THE INVOCATION OF THE NINIB GATE

Spirit of the Wanderer of the Wastes, Remember!

Spirit of the Planet of Time, Remember!

Spirit of the Plane of he Hunter, Remember!

NINIB, Lord of the Dark Ways, Remember!

NINIB, Lord of the Secret Passages, Remember!
NINIB, Knower of the Secrets of All Things, Remember!



NINIB, Knower of the Ways of the Ancient Ones, Remember!

NINIB, Horned One of Silence, Remember!

NINIB, Watcher of the Ways of the IGIGI, Remember!

NINIB, Knower of the Pathways of the Dead, Remember!

In the Name of the Covenant sworn between Thee and the Race of Men,

| call to Thee! Hearken and Remember!

From the Mighty Gate of the Lord of Gods, MARDUK, Sphere of the Great
Planet,

| call to Thee! Hearken and Remember!

NINIB, Dark Wandered of the Forgotten Lands, Hearken and Remember!
NINIB, Gatekeeper of the Astral Gods, Open Thy Gate to me!

NINIB, Master of the Chase and the Long Journey, Open Thy Gate to me!
Gate of the Double-Horned Elder God, Open!

Gate of the Last City of the Skies, Open!

Gate of the Secret of All Time, Open!

Gate of the Master of Magickal Power, Open!

Gate of the Lord of All Sorcery, Open!

Gate of the Vanquisher of all Evil Spells, Hearken and Open!

By the Name which | was given on the Sphere of MARDUK, Master of Magicians,
| call Thee to Open!

IA DUK! IA ANDARRA! IA ZI BATTU BA ALLU!

BALLAGU BEL DIRRIGU BAAGGA KA KANPA!

BEL ZI EXA EXA!

AZZAGBAT! BAZZAGBARRONIOSH!

ZELIG!

There is much to learn....the Time Gates have been opened...

Knowledge is Power....The Mind is Power...Be Careful How you Use It!






