THE LOVECRAFT COUNTRY HORROR – DESIGN NOTES AND FAQ
A FAN EXPANSION FOR CUSTOM ARKHAM HORROR MATERIAL
DESIGN PHILOSOPHY
The goal of this expansion is to provide a suitable place for some of the pseudo-expansion material created for Arkham Horror, both that supplied by Fantasy Flight Games, and that found in the fan creations forums on their website or similar websites, such as www.boardgamegeek.com. Most fan material is created using the excellent Strange Eons software created by C. G. Jennings
. Consequently, several “default” cards from the Strange Eons software have been included in this expansion in tribute.
A problem which many players face when using custom cards is that custom content is often easily distinguishable from professionally produced material. To this end, the following suggestions can be considered:

· For Investigators and Ancient Ones, shuffle the cards into a pile, then roll two dice and place that many to the bottom of the pile before drawing them. If you are using the Final Battle option from Kingsport, you may wish to use the Generic Plots if the Ancient One lacks Sinister Plots of its own. (Optionally you may want to mix one Generic Plot and two specific plots even if you are playing an official Ancient One. This way you cannot rely on specific plots occurring during a battle with an Ancient One)
· For Monsters, separate the home made monsters into a separate cup. When a monster surge occurs, draw the first monster (only) from this cup. An alternative method for including additional monsters also requires a separate cup to be used. Add all the spawn and Mask monsters to the cup (save those needed for the Ancient One or Herald) Whenever an investigator draws a Spawn or a Mask monster, return it to the cup and draw a monster from the custom cup instead.
· Common and unique items found in sufficient quantities can be added to their respective decks. However, if you wish to ensure that particular cards will come into play, use custom Common and Unique Items at Dean’s Corner.

· Similarly, you might rule that custom Spells can be gained using the special ability at Peck Valley.

· For Allies, add one custom ally to Ma’s and use the remainder from the regular set. An alternative method would be to rule that custom made allies are always available, but can only be gotten from encounters. To this end, all four of the allies used in this expansion can be acquired from encounters, either from Lovecraft Country itself or from Other Worlds encounters.
· The Injury and Madness cards have been deliberately designed as a game of double-or-quits. Although they are easily visible, the cards will often inflict no damage or greater-than-normal damage.

· For gate tokens create one gate stack for official material and a second stack for custom material. Whenever the Doom Track fills an entire row of the Ancient One’s doom track, draw the next Gate Trophy from the custom pile rather than the regular pile. Note that the presence of the Unknown gates may force the player to draw from the official material stack anyway. A secondary advantage of this method is that the custom gate trophies can be framed within a square border, making them a lot easier to cut out.
· Rules for Mythos cards are included within this expansion – triggering at the end of a complete row of an Ancient One in place of the regular Mythos card. To counter the effect that players will be expecting gates to open on the expansion board, add in some “A Regular Day in Arkham” cards which force the player to draw from the regular deck. 

· Optionally, if you a sufficient quantity of Mythos cards, you can mix them into the deck. There are 36 unique Mythos cards in this set, 22 in Curse of the Golden Scarab and 8 more in Dark Corners of this Earth. The Haunted House includes a Mythos card, although this is essentially the set-up for the scenario. Likewise FFG also created Dance of the Damned which could easily be mocked up in Strange Eons, although this card was really designed to be in play from the start of the game. Depending on the expansions you are using you may also want to consider mocking up two copies of the New Act Begins, two copies of Strange Sightings and one copy of The Story Continues as well.
· The fan expansion, the Vermont Horror, has a unique approach to this problem by using a Preview deck. However this approach only works when using the Vermont Horror. 

· Otherwise, you may need to play a “traveling exhibit” game where you draw from alternate between the custom and regular decks. 
· Much the same can be said of Other World cards. In large quantities it would not possible to track them. In smaller quantities you may wish to rule that they are only used when an Investigator explores a custom gate. Another option is to only use these cards when travelling through custom gates (including the Unknown gate). There are 41 Other Worlds encounters within this expansion and 24 available in Curse of the Golden Scarab. Both Sea of Horror and Vermont Horror include Other World encounters, but only for the worlds in that expansion.
· There is the issue that using multiple boards can decrease the chances that a duplicate gate is drawn to such a degree that a gate opens every turn. Whilst the official FFG rule – each board beyond the first reduces the Investigator count by one – adequately addresses the increased distance that the investigator must cover, it does nothing to absorb the tempo hit. There are some players who enjoy Speed Arkham for whom this is not an issue. Other players prefer the exploration aspect and dislike “Speed Arkham”. To this end a difficulty card, A Prophecy Foretold, has been created. Use multiple copies of this card if you wish to play with more than four expansion boards. Similarly, the difficulty card, Encroaching Doom, can also be used for those that dislike the anti-climax of the Ancient One awakening due to too many gates.
· For more tips, check the advice published on the Strange Eons website.

Monsters and Ancient Ones

Although most of the beings from the Lovecraft Mythos had been covered, two serious omissions were Shantaks and Sand Dwellers. Zoogs, Y’mbhi and the Beings from Xiclotl were also absent. 
To add a little flavour, cultists from the three major cults were added. This also provides an alternative means of obtaining cult membership, correcting a serious oversight in the Black Goat of the Woods expansion. The Tick-Tock Man was chosen as a Mask for this expansion, as Aylesbury is an industrial town and one of the themes in this expansion is industrialisation and class warfare. Aku-Shin Kage (from Chaosium’s Secrets of Japan) was chosen as a second Mask – one that the potential to frustrate the players throughout the game. The traditional realms of horror and legend have been plundered to round out the mix. 

Of the Ancient Ones, only Mordiggan felt like a serious omission. Other Ancient Ones were all drawn from Chaosium’s Malleus Monstrorum. Tre’Numbra was chosen to reflect music, a sub-theme in this expansion. Magnum Innominandum was designed to exploit the board design, where Gloon is offered as an alternative “training” Ancient One instead of Yig or Azathoth.
Investigators

The investigators were selected using the normal criteria for a big box expansion. There is a balanced mix of sexes, a character with an unusual focus mechanism and a diverse range of abilities. A few investigators of dubious ethics have been added, as many horror movies include at least one unsympathetic character amongst the protagonists.
In keeping with the main expansions, where Joe Diamond is an analogue for Sam Spade and Wendy Adams is a take on Wednesday Addams, more than a few verbal games have been played with the names of the characters. These range from the blindingly obvious (Union Leader Tommy Bongiovi) to the obscure (Isabella Hargreaves – Hargreaves was the surname of the ballroom dancers in the 1980’s BBC sitcom Hi-De-Hi) Have fun spotting the allusions.
Investigator Cards

With the Common Items, the Golden Bough was a key text which I felt to be missing. Common Items are mainly weapons, which often form the main reason to General Store, and vehicles, a necessity for many low speed characters. In addition to standard weapons, I’ve tried to add a few improvised weapons, such as the Cast Iron Skillet, Vial of Acid and Net.
The list of Unique Items was a lot tougher to put together, as most had already been used. The Moon Lens and Space Mead were the only glaring shortcomings, so lesser artefacts have been used, along with a few old favourites from mythology.
Most spells had either been tackled in the core games or fan-made expansions, but two exceptions were Keenness of Two Alike and Consume Likeness. This was unsurprising; these are spells would typically fall under the purview of the antagonists in most narratives, so creating them for the investigators presented an interesting challenge.
The Injury and Madness cards posed a challenge in that they stick out a mile in their respective decks. Rather than ignore this defect, I chose to abuse it, turning the cards into a game of double-or-quits.

The Locations

The Akeley Farmhouse features heavily in the H. P. Lovecraft story The Whisperer in the Darkness. The events in the game are presumed to take place after the story and the entities involved in the story are now using the farmhouse as a base for their activities.

Aylesbury is an industrial town. Originally founded on the village of Broton by Elihu Beckford, the town has a dark secret. It is said (although not too loudly) that although Elihu was an honourable employer, his son made deals with certain supernatural entities in order to enlarge the business.

The presence of the factories has provided employment not just for the local inhabitants, but a large number of immigrant communities. Tenement slums have sprouted to the North of the town, and this has led to considerable tension. Crime is a significant problem and the few police that regulate this district are notoriously corrupt.

There are some who say that ancient spirits wander these streets. One spectral figure is known as the Squire and can be found in the courtyard of Perry Street…. if you can find it. The courtyard does not appear on any map and has been known to appear and disappear almost at will.

The old French Quarter is a suburb found on the East of town founded by French refugees from 1843 Haiti Rebellion. Some streets still bear their French names, proudly erected by the citizens in an effort to differentiate themselves from the lower class tenements. Central amongst these is Rue D’Ausiell, a winding road that leads up a steep hill. In the evening, haunting music wafts across the whole quarter and the citizens experience bizarre dreams.

Election Fever has hit Aylesbury and Lawrence Dappledown, an up-and-coming politician, is making a big name for himself. In the lower class districts, the talk is of the mysterious disappearance of a young Egyptian girl. Although life is cheap in the tenement district, this latest disappearance seems to epitomise everything that is wrong in Aylesbury. The middle-class French District does not concern itself with the affairs of the proletariat, preferring instead to focus on the latest performance by Erich Zann, the talented but shy violinist who resides in the neighbourhood. 

The town of Aylesbury is very briefly mentioned in The Dunwich Horror. It was expanded a little in the Chaosium book, Return to Dunwich. Another Chaosium publication, Lovecraft Country, was unavailable at the time of writing so has been completely ignored and may therefore contradict some elements found within this document. With scant information available, a large amount of poetic license has been used. The Music of Erich Zann sets the tone for most of the French Quarter. This story is ostensibly set in Paris, but, as Lovecraft does not specify the city, it has been adopted for Aylesbury.

The courtyard off of Perry Street can be found in the short story He. Although this story is set in New York, it seems likely that the time-travelling necromancer known as the Squire is just as challenged geographically as he is temporally. The story Cool Air is also set in New York; in this fictionalised expansion, it is hinted that Dr Muñoz may have originally tried to settle in Aylesbury before moving to New York.

The Horror of Red Hook and The Street also provided much inspiration and source material. Unlike other Lovecraft locales, Red Hook is a real location, so it has not been used directly. However the story depicts a melting pot of poor immigrant communities living alongside hard-nosed gangsters. The location of the story The Street is not named, although some Lovecraft scholars believe it to be set in Boston. As the location is not explicitly stated, it has been appropriated for Aylesbury.

It should be noted that Lovecraft was very much a writer of his times and many of his stories have racist elements. In this expansion, these elements have been played down and a theme of class inequality has been adopted instead.

Aylesbury Pike is the main road leading from Aylesbury to Arkham. Both The Gable Window and The Picture in the House take place in or around Aylesbury Pike. 

The Billington Estate is the setting for The Lurker at the Threshold. The old mansion, ancient folly and surrounding woods have a dark reputation. Investigators who fail to keep the Terror Level under control may find that the dark powers at the Billington Estate begin to exploit the heightened supernatural activity.

Dean’s Corner is another portion of Lovecraft Country which is mentioned in passing in the Dunwich Horror. There is very little material available on the location, so a large amount of artistic license has been used. 

There are occasional rumours of paranormal activity at the dig site near the hamlet, though nothing has been proven. Additionally, survey work is being carried out to broaden an ox-bow lake for a new reservoir. Much of the funding for this project comes from a small holding company founded in the Severn Valley.

Dean’s Corner is doomed. Even if there were not vying Mythos entities, simple economics would ultimately destroy the town. It is dying and the residents know it. In years to come it will be flooded in order to build a reservoir, but for the time being, those that remain are simply trying to eke out a living.

Martin’s Beach is described in the H. P. Lovecraft / Sonia H. Greene short story, the Horror at Martin’s Beach. As hinted in the story, the Wavecrest Inn has a vested interest in tourism and therefore does its utmost to conceal the tragedy that befell the sailors in the story.

The Hinterlands is a loose term for the countryside in between Arkham and some of the farthest reaches of Lovecraft Country. If you explored it thoroughly enough you’d probably find Sleepy Hollow, Hill House and Stepford.

Peck Valley is the setting for the story In the Vault. The story itself is set outside of the timeframe, but its resonance lives on.

Witches Hollow comes from the August Derleth / H. P. Lovecraft collaboration of the same name. Derleth based the story on Lovecraft’s notes, and it is a pseudo-sequel to the Dunwich Horror. The prose is a lot easier to read than Lovecraft, but it fails to convey the sheer cold disaffection of a true Lovecraft story. 

Ulthar is a small realm within the Dreamlands. It can be found in The Dream Quest of Unknown Kadath, The Cats of Ulthar and The Other Gods.

K’n-yan is the underground kingdom found in The Mound. 
There is an off-hand reference to events in the Dunwich Horror in one of the investigator backgrounds. Walter Gilman can be found in Dreams in the Witch House whereas George Bennett is a minor character in The Lurking Fear. This work posits that the narrator of that story is an unreliable witness.

Although Lovecraft was the primary inspiration for this work, plenty of other literary sources have also been purloined. Keen readers are invited to spot allusions to many other fictional characters and locales.
FAQ

GENERAL

There are very few Mythos cards in this expansion (and consequently few cards which force gates to open in Lovecraft Country), so why should I worry about it?

There are many reasons for visiting Lovecraft Country. For starters, there are four clue tokens available at the unstable locations. Early on in the game, Dean’s Corner makes a good alternative to the General Store or the Curiositie Shoppe. 
Money can be earned at the Industrial District and spent at Dean’s Corner, the Wavecrest Inn or the Tenements for monster trophies. Trophies can be traded for Blessings and Spells at Peck Valley. Clues can be obtained – albeit slowly – from the French Quarter and can be put to good purpose at Martin’s Beach. Clues will also occasionally appear at unstable locations. In short, all the facilities exist for an Investigator to thrive on the Lovecraft Country board, lessening the danger of one player becoming the Kingsport Loner.
There are also the Music of Erich Zann cards, which have been designed to address a specific flaw. There are occasional games of Arkham where many of the major threats have been countered, there are four or five seals are on the board, but all the clues have evaporated and it is unclear how to proceed. Each music card promises one to two clues – but this comes at the expense of tempo – an investigator must travel to the French Quarter, then (usually) travel to a second location to receive the pay-off.

That’s just the good stuff. It wouldn’t be much of a game if the bad guys didn’t get a few toys too. The principal danger with Lovecraft Country is that it constitutes a feedback loop. Monsters in the Outskirts can feed into the Aylesbury Pike which will ultimately lead to the vortex adjacent to Peck Valley. (This is also a balancing factor; a game with few investigators will provide plenty of choices for Aylesbury Pike, allowing them to choose weak or piñata monsters, whereas a game with many investigators will have little or no choice about the monster that emerges on Aylesbury Pike) The arrows which lead to the vortex in Lovecraft Country are all black, which can prove nettlesome if Magnum Innominandum is the Ancient One or the Dark Druid enters play. Furthermore, Lilith, one of the heralds added with this expansion, adds Ghouls to the Tenements, who can act as an additional source of fodder for the vortex.

Once a monster enters the vortex adjacent to Peck Valley, the gate at Witches Hollow can prove incredibly difficult to shut. Every monster surge will place another monster close to the vortex, potentially moving in with a few “black arrow” results. This, along with the monster surges themselves, can cause the Martin’s Beach Horror to wake. Terror Level rises due to the Martin’s Beach Horror will cause the Billington Estate gate to open. The gates at Martin’s Beach and the Billington Estate provide new monsters for the Witches Hollow vortex… And if the investigators spend too long trying to keep Lovecraft Country under control, they might neglect Rumours, causing a gate to open at the Akeley Farmhouse.
If you are using the Vermont Horror, where the Akeley Farmhouse on the Lovecraft Country is the same location as the Akeley house on Vermont Horror Board, how does Wilberforce Gieves Unflappable ability work? What about Josh Labotnik’s Pitch ability?

Gieves ability extends across the boards. If Gieves is in the Hinterlands neighbourhood, his power extends to the Hinterlands, the Aylesbury Pike and Townshend neighbourhoods. If Gieves is in the Townshend neighbourhood, his power extends to the Townshend, Hinterlands, Dark Mountain and Bellow Falls neighbourhoods. If Gieves ia at the Akeley Farmhouse / Akeley’s House, his power extends to the Townshend, Hinterlands, Dark Mountain, Bellow Falls and Hinterlands neighbourhoods.
If Josh is at the Akeley Farmhouse / Akeley’s House, he may use Pitch to pass items to Investigators in the Townshend or Hinterlands streets.
Events which affect either neighbourhood affect the Akeley Farmhouse / Akeley’s House. 

Should there be Footpaths to Vermont (Vermont Horror) and / or New York (Masks of Nyarlathotep)?

No. You’ll need to catch a boat to New York or a train to Prospero House Publishing. To visit Vermont you can either hike to Aylesbury Pike, then step through the Hinterlands and the Akeley Farmhouse to Townshend. Alternatively you can catch a train to the Brattleboro Depot as per normal.
Note that, as long as the Footpaths haven’t closed due to the Terror Level, you could always hike to Aylesbury, work in the factories, and then catch a train.

What if there’s a Gate open at the Akeley Farmhouse?

If there is a gate open at the Akeley Farmhouse, you can’t pass through from Vermont to Lovecraft Country (or vice versa) You’ll have to close or seal the gate first.

Now that investigators have access to the Outskirts, do green monsters in the Outskirts trigger their special movement effects?

No, not unless you house-rule otherwise.
According to the rules, I may choose pay $3 whilst at the Tenements to gain a monster trophy. Do I have to fight the monster?

No, the monster is already defeated, and you may take it even if you could not normally claim it (e.g. Mi-go or a monster with the Endless trait). You do not gain any rewards that would normally gain for defeating the monster (e.g. if you acquire a Tcho-Tcho trophy, you do not gain a Common Item)
Does K’n-Yan count as underground for the purposes of the Electric Torch card from the Masks of Nyarlathotep custom expansion? What about the Electric Torch in the Door to Saturn expansion?
Yes. Please find an updated card below, which combines the effects of the Electric Torch from both the Masks of Nyarlathotep and the Cult of the Golden Scarab, as well as including a reference to K’n-Yan and the Yuggoth Mine from Vermont Horror.
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Note that the Combat bonus against the Undead does not depend on being underground. Here’s a Door to Saturn version of the card, which combines all the abilities (although the text is miniscule)
[image: image3.png]ELECTRIC
TORCH

Lantern.

Movement: Exhaust in an Arkham or
Expedition location to look at the top
encounter card for that location. (Then put the
card back).

Any Phase: You automatically pa

checks to find Elusive monster

Combat Checks against Undead
Luck checks while und





It’s up to you to define the term “Underground”. Depending on the expansion used, any of the following might be applicable: Abyss (Base Game), Black Cave (Base Game), Underworld (Kingsport), Y'ha-nthlei (Innsmouth), Yuggoth Mine (Vermont Horror), K'n-yan (Lovecraft Country), Tunnels under the Sphinx (Masks of Nyarlathotep), Throne Room of the Bent Pyramid (Masks of Nyarlathotep), City Beneath the Sands (Masks of Nyarlathotep), Abyssal Peaks (Arkham Nightmare), Vale of Pnath (Arkham Nightmare), Cyclopean City (Arkham Nightmare), Shoggoth Vaults (Door to Saturn), Drowned Temple (Door to Saturn), Lilith's Cave (Mountains of Madness), Vaults of Zin (Dreamlands), The Great Abyss (Dreamlands), Mausoleum (Koth of Hyboria), Hidden Cave (Mountain of Madness), City of Madness (Mountain of Madness), Labyrinth(Mountain of Madness), Sanctum(Mountain of Madness).
There are two railway terminals on the Lovecraft Country Horror board. Is this a mistake? 
No, it’s deliberate. The railway terminal at Dean’s Corner provides a slightly faster route to all the unstable locations in Lovecraft Country, but it can be closed if the players fail to keep things under control. 

The benefits of most locations take place after encounters… Shouldn’t this be instead of experiencing encounters?

No. Investigators are forced to have encounters. Even the Industrial District forces encounters (the player is delayed, so when they become active again, they have to choose between becoming delayed for more money or taking an encounter) Investigators can’t “take it easy”, except at the Wavecrest Inn.

Can the Innsmouth Jail Lead be followed up from within the Jail Cell?

No. If you are languishing in jail you have more pressing concerns than gossip.

The Terror Level rose whilst I was in the Sky / Outskirts and now the card which enabled me to go there is no longer in play? Where do I put my Investigator token?

If you are Sky during Upkeep, return to the Train Station. If you are in the Outskirts, during Upkeep, move to one of the locations listed on the Footpaths card (of your choice).
If I travel to the sky, using the Arkham Airfield card, do I automatically defeat the monsters found there?

No, you merely encounter them as though you had entered a street which contained monsters. You must fight or evade each of them in turn (although you do get to choose the order, so you can always kill that Mi-go hoping it drops something handy against that Flying Polyp) I appreciate that a certain amount of suspension of disbelief might be required when sitting in the back-seat of a bi-plane, but neither does it makes much sense that Zoey can use Martial Arts against a Colour out of Time and Space.

If a player uses the Guest Bedroom ability at Ma’s Boarding House (Terror 9 on the integrated Terror Track) to deposit an ally, and a second investigator picks up that investigator does the second investigator get the bonus-on-acquired ability?

No. Bonus-on-acquired abilities (like Asenath Waite) only trigger once. However, they will trigger again if an ally is brought back from the dead using Essential Salts.
How do Undead monsters chase a Haunted investigator between towns? How does a flying Undead monster chase a Haunted character? What if the Investigator is in an Other World?
Undead take the shortest path towards the Haunted Investigator. If the investigator is adjacent to a flying monster it will pounce on them, otherwise it'll either move via the street (if the Investigator is two spaces away) or else up to the sky (as the sky is connected to every street and every location is connected to at least one street, excepting Devil's Reef and Kingsport Head) For monster movement between towns, calculate the shortest distance via train depots.
Investigators in Other Worlds will not be pursued by the Undead. They’re dogged, but not that dogged!

Can I avoid the Final Battle card, the End of Everything by sacrificing the Messenger / casting Keenness of Two Alike?

No. If you draw this card you lose the game.

If I am using Deposit Slips from the Masks of Nyarlathotep and the Crime Wave effect comes into play due to the Integrated Terror Track do I lose the items stored under the Deposit Slip?

You lose all items except Mask Items. The thieves do not appreciate their value and hence leave them where they are.

If there is a gate at Martin’s Beach and a monster surge occurs, do you get two monster surges? 

Yes. Let's suppose that you have zero tokens on the Martin’s Beach Horror track, a gate at Martin's Beach and another one at Independence Square and you draw a Mythos card indicating Independence Square. First you'd generate a surge at Independence Square, then you'd remove a token from the Martin’s Beach Horror track.... but of course you can't do that, so you spawn the Martin’s Beach Horror and open a gate at Martin’s Beach... which, because there is a gate there already, you can't do, so you trigger a second monster surge.

Please note, regardless of other factors, each *gate* can only trigger one instance of a monster surge per Mythos Phase. For instance, if the Terror Level was 3 at the start of the Mythos Phase and there was a gate at Billington Estate, and then, through a series of game effects the Terror Level somehow jumped up to 8 in a single turn (triggering gates at Billington's estate on Terror 4 and Terror 8), you would only suffer one monster surge, not two.
If you burn down Witches Hollow (Nine of Hearts, Witches Hollow), what happens when a monster enters the vortex when there are no elder signs in Lovecraft Country? Does it just skip to removing a Martins Beach token, or does nothing happen at all?

If you have burnt down the Potter Farmhouse (Nine of Hearts, Witches Hollow) skip to the next instruction. A monster appears at Aylesbury Pike and a token is removed from Martin's Beach.
HERALDS AND GUARDIANS

Does the Education ability of the School of Paranormal Science count towards Skills which might be gained as a result of encounters at the Administration?

No.

When using the Faculty ability is the ally chosen or is it drawn at random from one of the available allies?

Random. If this were not the case, Professor Rice would be chosen 90% of the time.
Does the Miskatonic University replace the School of Paranormal Science when it comes into play?

No. Investigators may use both institutions. (This reflects the idea that initially only a few fringe academics believe the theories, but once there is significant impetus the whole university accepts the contentious theories)

INJURIES AND MADNESSES

Should you discard Chronic Condition or Pantophobia once they’ve collected three tokens?

No. You merely discarded the collected tokens, along with 1 Stamina or Sanity. These conditions are a constant thorn in your side.

ITEMS

Can I use the Ceremonial Robes at a location other than those indicated on the card?

Yes. If you pass the test, you will even get to discard the Robes, but you will gain no other benefit beyond that.
Does the Rat Poison work for all investigators on one monster, or one investigator on all monsters, until the end of turn?

It works on one investigator for all monsters that that Investigator encounters during that turn. The investigator has smeared his or her weapons with poison.

When using the Rat Poison against Rat Things, what's the difference between "defeating" one rat thing and "removing" all rat things? 
There is no difference between defeating and removing. If you encounter a Rat Thing, you may immediately discard the Rat Poison to defeat it without having to engage it in combat (or even having to make a Horror check). Alternatively, if there are one or more Rat Things on the board (including the Outskirts), you can discard the Rat Poison to remove all of them from the board. Any Rat Things killed in this manner are taken as trophies.
Does the Pitchfork work for the entire combat or just for one combat check?

Just the one combat check. If you miss (and don’t spend clues to pass), the Pitchfork will be exhausted, and the monster will regain the Physical Resistance trait (if it had it before).

Does Mustard Gas affect humans with Physical Resistance (e.g. Cultists who serve Ithaqua)?

Yes, cultists still count as monsters.

Can you use Mustard Gas in an Other World location?

No, it only affects neighbourhoods. Alien worlds react differently to chemicals created on Earth.

Can the bonus granted by Nerve Tonic or the Doctor’s Bag be split between Investigators who share a location?

No, the bonus only affects one Investigator. (There isn’t enough medicine to go around)

Does the Outskirts count as Hard Going for the purposes of Hiking Boots?

Yes, the Outskirts counts as Hard Going. Using Hiking Boots (or being employed in the Mountain Rescue Service, if you are using the extra cards for Vermont Horror) will negate the penalty.

Do the bonuses granted the Colt, Harpoon and Crossbow apply to one combat round or does the bonus apply to the entire combat?

The bonus only applies for one combat round. If you use them and miss, you’d better have a back-up weapon.

How many vehicles can an Investigator use?

Unless you house-rule otherwise, as many as they please. Yes, I appreciate this makes no sense, but one investigator can already use the patrol wagon, a motorbike, a military motorcycle and a sedanette at the same time.

Can the Bentley be used in Other Worlds to return to the Train Station?

No. As one of my play-testers noted, “Would you risk the paintwork on your Bentley by driving it through a gate into an infernal abyss?”
Can the Artist’s Materials be traded to another player? If so, does it start afresh or does it begin with a bank of clues?

Yes, it can be traded to another player. It does not start afresh. (Hint: You might want to give this card to a combat-orientated character to begin with and then pass it on to a gate-orientated character later)

If you are using Artist’s Materials do you still keep the gate / monster trophies that you acquired?

Yes. You will also gain clues when you defeat return-to-the-box monsters like Mi-go and Tcho-Tcho.

Is there a limit to the number of clues that can be stored using Artist’s Materials?

No, but remember that the clues will not be of any use until the Materials are traded in.

You’ve added Tyrfing. Isn’t that more suited to a fantasy milieu?

Perhaps, but Tyrfing is a cursed sword from Norse Mythology. In the myth it constantly seeks blood and violence and brings misfortune to its owner, so it felt in keeping with the general overall theme of the game.

Norse mythology is not the only mythology exploited in this expansion. The Sudarshana Chakra is from Hindu mythology, the Golem is from Jewish mythology, whereas the Spear of Destiny is the spear that pierced Christ. 

Can you use Warp Time on the Dreamlands Board?

Yes, but you must cast it at the start of your turn. If you use Warp Time on The Dreamlands board, it will trigger first, giving extra Movement Points, which you can then expend on the movement check.
MONSTERS

What happens if I draw a dual gate when resolving Aku-Shin Kage’s resurrection ability? If I draw a rumour, do I put a clue token on the Akeley Farmhouse?

If you draw a card where the gate is unclear, discard that card and draw again until you draw a card with an unambiguous result.

With the exception of The Story Continues ignore all text on the card. Neither Akeley Farmhouse nor the Billington Estate will generate any clues as a result of cards drawn to resolve Aku-Shin Kage’s ability. 

If the Banshee moves and I fail a Horror check, do I take Sanity damage?

No, you are merely delayed. Of course, if you happen to be in the same location as the Banshee you’ll have to fight or evade it next turn.

What happens if I draw Devoted One in a game where Rhan-Tegoth or Abhoth is the Ancient One?

Nothing. The Devoted One only counts as a Cultist when you take it as a monster trophy. It was specifically added to this set to give Rita Young, Finn Edwards and George Barnaby an opportunity to pass their Personal Stories regardless of the Ancient One. You can also trade it in for a Lead at the Police Station using Interrogation Techniques.

INVESTIGATORS

How does Frankie’s “Bob and Weave” ability work?

The idea is that Frankie is a boxer. He manoeuvres into position, strikes and moves out of danger instinctively. He must evade or defeat all monsters in his location before moving on, but if he does so, he does not have to end his movement. Players can exploit this in a number of ways, such as scuttling back to the Asylum or Hospital after taking on a dangerous monster.
Why does Raoul Hutch start in the Tenements and not Martin’s Beach (Wavecrest Inn) or Ma’s Boarding House? Why does Chastity Wells start there?
Raoul has only just stepped off the train. Chastity is investigating the free health clinics which are exploiting the poor as test subjects.
Does Raoul's "Casting Couch" ability trigger if I draw him as a replacement investigator?

No, if you draw Raoul as a replacement investigator you have missed the opportunity to use this ability.
Tara’s Hay-elp ability kicks in when she fails a skill check. Can she spend clues after she gained a temporary ally?

No. She has forgone the opportunity to use clues. However, she may get a bonus from a helper that allows her to pass the check and she may use rerolls, such as those granted by Mandy Thompson or Darke’s Blessing.

When Tara uses her Hay-elp ability does she get any of the benefits associated with the Ally apart from a temporary boost to her skill checks?

Yes, Tara gains all the benefits and penalties associated with her champion. For instance, she gains (and keeps) a skill if David Packard joins her side, 2 Clue tokens, if Anna Kaslow rushes to her rescue or a Retainer should Erica Carlyle save her. In the event that you draw Duke or Sir William Brinton you can even discard them for the healing bonus. Tara can be an interesting character to play, because she rewards you for imperilling yourself, fulfilling the role of damsel-in-distress typically found in many pulp narratives.

Does Josh Labotnik have to pay $1 when using the train?

When Josh catches the train from the Train Station he can use his Sports Fans ability to ignore payment. If he catches the train from another station he does not gain the benefit
If Josh fails his mission how much do services and goods cost him?

Josh has been disgraced. All Services and goods cost him one dollar more. For instance, when he was the darling of the fans, if he was in the General Store, the Cavalry Sabre (normal cost $3) would cost him $2. However once he fails his mission, the cost rises to $4.
Note that unlike his Sports Fans ability, Josh’s disgrace applies to all purchases that he makes anywhere.

How does Chastity Wells Personal Story Fail Condition (Exam Nerves) work?
If she has not failed her Personal Story, Chastity can use both her Beside Manner and her TLC, spending a total of four movement points to heal one Stamina and one Sanity (or she could just choose to use one ability and two movement points to heal one stat). If she fails her Personal Story, she may only use one power, either TLC or Bedside Manner, but not both. Note that failing does not bar her from swapping between her abilities – she could use TLC on one turn and Bedside Manner the next, it just means that she cannot use both abilities in the same turn.

Each Investigator has a home location based in Lovecraft Country. If I want to use the Investigators without using the Lovecraft Country expansion, where should they start?

A simple rule would be to say they have just got off the train so they should all start at the Train Station. If you want a slightly more flavourful list, the following locations might be considered.
	Investigator
	Published Home
	Alternate Home
	Why?

	
	
	
	

	Molly Babbe
	Witches Hollow
	St Mary’s Hospital*
	She’s a district nurse.

	Tara Campbell
	Dean’s Corner
	Velma’s Diner
	Trying to gather her thoughts.

	Josh Labotnik
	Dean’s Corner
	Newspaper OR

Dunwich Village (Dunwich)
	Trying to clear his name / Signed for small team in middle of nowhere.

	Julia O’Brien
	Industrial District
	River Docks OR

Marsh Refinery**
	Employment

	Freightcar Frankie
	Dean’s Corner
	Train Station
	Gets off the train there.

	Father Ryan
	Peck Valley
	South Church
	He’s a priest

	Henrietta Brooks
	Martin’s Beach
	Ma’s Boarding House* OR 

Gilman House Hotel (Insmouth)*
	Staying in a hotel, scamming visitors.

	Ramona Chakrov
	Aylesbury Pike
	Independence Square**
	The gypsies are found there.

	Tommy Bongiovi
	Industrial District
	River Docks
	Tommy used to work on the docks...

	Wilberforce Gieves
	Player’s Choice
	Player’s Choice
	n/a

	Raoul Hutch
	Tenements
	Train Station OR

Artist’s Colony (Kingsport)
	Just stepped off the train / meeting like-minded people.

	Juan Cierva
	Akeley Farmhouse
	Unnameable
	Juan doesn’t know.

	Isabella Hargreaves
	French Quarter
	French Hill Streets
	French District

	Alexander Thorne
	Billington Estate
	Woods
	Made a deal in the woods

	Chastity Wells
	Tenements
	Congregational Hospital OR

St Mary’s Hospital
	She’s a nurse


* As this character no longer starts in an unstable location, dock them one clue token.

** This is an unstable location, and this character originally started in a stable location, therefore they gain one clue token.

ANCIENT ONES

How does Mordiggan’s Battle effect work with split gates from Lurker at the Threshold?

Place the split gate over the first location, unless the first location is already covered, in which case place it over the second location (if you can). If at a later moment you draw a gate for the first location, move the split gate to the second location (if you can).

The Dreamlands has a +1 closure check. If Tru’Nembra is the Ancient One, how many music tokens should I added / removed when a gate is closed?

The modifier on the gate does not matter, just the number written on the token. Modifiers to this value, such as those caused when using the Lurker at the Threshold herald do not count.

One of Gloon’s sinister plots requires each investigator to either discard an item or lose Stamina equal to its cost. Do the Investigator’s get to choose the item?

Yes. Remember that with Gloon you probably won’t have many items to begin with anyway, and his attack will strip those that you do possess. Feel free to discard the Dragon’s Eye to keep your Enchanted Knife or suffer damage from your Research Materials in order to keep your Tommy Gun. Chances are, you’re still fish food.

ENCOUNTERS

Clarification 1: When you are instructed to gain items, unless a specific item is named, they are drawn at random from the relevant deck.
Clarification 2: When you are forced to discard a card, you may not use a discard-for-effect item instead.

Every encounter for the Ace of Spades is negative. 

Yes, this is deliberate. It’s good to have a bogey-man and the Ace of Spades is thematically perfect for this effect.

Does the Joker trigger Bast’s ability?

Yes. There are not enough triggers for Bast’s special ability as it is. This minor addition slightly improves Bast as a Guardian.

“Your enquiries have caught the attention of your enemies. Choose 2 clue tokens and remove them from the board.” 
Must these clues come from the same location? Must they come from the Lovecraft Country Horror board?
These clues may come from any board. They do not need to share a location. (Hint: You may want to choose clues in difficult to reach locations such as Devil Reef)
“Reports of my death are greatly exaggerated,” says George Bennett. “But it looks like I can’t escape my fate.” If you choose to remove two Clue tokens from the Martin’s Beach Horror track, you may take him as an ally. If George is unavailable, you may choose to close one Gate of your choice. 
If George is unavailable and taking clues from the Martin’s Beach Horror track would cause a gate to appear there, can I open it and then immediately shut it with the “unavailable” effect?
Yes, but this will not stop the Martin’s Beach Horror from emerging from the ocean depths.

“When you mention occult lore, Professor Martin Keane boasts that he knows the Necronomicon by heart and that he does not need it any more. If you wish to, you may search the Unique Item deck for the Necronomicon, but if you do so, you must also draw and resolve the gate portion of the next Mythos card.”

Does the entire card resolve? Does this supersede the Mythos card drawn in the Mythos Phase?
No, only the gate portion of the card resolves. If you draw The Story Continues, shuffle the deck and draw again. You must still draw and resolve a Mythos card during the Mythos Phase.
“They are telepathic and, if you are not careful, they will think your thoughts for you. Make a Will (-2) check. If you fail, discard all your clues then draw Mythos cards until you get one showing a gate, move to that location and have an encounter there. If you pass, you throw off the effects of their enchantment in time, but must flee to The Hinterlands.”
The Mythos card is only used to determine a random location and not used for any other purpose.
“John L. Sullivan is gathering material for a documentary and will pay you handsomely for your tales of hardship. For every two points of Sanity or Stamina you are below your maximum, gain $1.” 

Does this refer to combined losses or separate losses for separate attributes?
It refers to combined losses. If your maximum Sanity / Stamina is 5 / 5 and your current stats are 4 / 4 you would gain $1. 
Incidentally, John L Sullivan is the lead character from Sullivan’s Travels in which a movie director is trying to create a documentary about life amongst the poor and downtrodden, but who ultimately finds that his true talent lies in comedy. The excellent Coen Brothers film O, Brother Where Art Thou? plays with this theme.
“Whatever the dig team uncovered it was clearly more than they could handle. Draw monsters from the cup until you find one with 3 or more toughness. You must then make a combat check against it. If you fail to overcome it, suffer damage as normal and then place it on Aylesbury Pike. If you manage to defeat it, you have struck a significant blow against your enemies and the first player need not draw a Mythos Card during the Mythos Phase this turn.” 

Is a Horror check required? Can you make multiple combat checks?
No. The monster is too quick for its full horror to be witnessed. Only one combat check is allowed.

“The villagers speak in reverential tones about how the cats occasionally raid other dimensions to protect the poor folk of Ulthar from the savage beasts that live there. Maybe you could follow in their wake. If you want to, you may make a Sneak (-2) check to follow the cats of Ulthar. If you succeed, you may move to the first area of any Outer World and have an encounter there. If you fail, you become Lost in time and space.”

If you successfully jump with the cats, do you return to Ulthar after your encounter?

No. Note that you do not have to try and jump if you do not wish to.
“The bandy legged kneazle with a face like a squashed tomato offers to teach you some magic that he learnt from his mistress. Draw a spell and make a Spell check, based on the spell modifier. If you pass, you may take the spell.”

Does the spell take effect?

No, Crookshanks (Hermione’s cat from the Harry Potter series) merely tries to teach you the spell.

The gn’yan decide to test your martial prowess in the arena. Draw a monster, which you may not evade. 

Can you keep this monster as a trophy? What if the monster is a piñata monster like a Mi-go?

You may keep the trophy and any other rewards you are entitled to.

MYTHOS CARDS

Spectres of the Brocken: Hikers are insistent about spying shadowy figures dancing around the peaks and summits, even though most scientists dismiss their claims as nothing more than an optical illusion. Whilst this card is in play Investigators who end their movement in high ground (French Hill Streets, Sentinel Hill, Round Hill Grove, Broken Pillars or any of the locations on Kingsport Head) must make a Will (+0) check. Those that pass gain a clue token, but those that fail flee in panic to the nearest adjacent street.

What happens if you flee and there are multiple streets (as in the case with Sentinel Hill and the French Hill Streets)?

You may choose which street to flee to.

Forbidden Lore: The secrets of the Mythos are maddeningly cryptic and one small oversight can easily undo months of work. The first player must between discarding all their clue tokens or having every other investigator discard one clue token.

If I’m playing with a single Investigator can I choose the “all other Investigators” option?

Yes. Frankly, if you’re playing with one Investigator and you’ve added in an extra expansion, you going to need all the help you can get.
Hypocrisy: The air is charged with accusations of hypocrisy, with the various candidates accusing one another of failing the electorate and double backing on decisions. Whilst this card is in play the first player may choose to reverse the direction of any monster movement, so that monsters that would follow a black arrow follow a white one and vice versa.

Do I choose for each monster type or just to choose to reverse all monster types? How does this card work with the rifts in Kingsport Horror?

You choose once. For instance, if you drew a black cross / white crescent card, you stick with the regular monster movement or you could announce it to be black crescent / white cross instead. If you decided to reverse the effect you would cover the black crescent / white cross rift when using the Kingsport Horror expansion.

Train Wreck: Why can’t the casualties go to Congregational Hospital?
It proved too easy to pass the rumour that way. Thematically it can be justified that the casualties are too badly traumatised to travel by train.

Failing the Rumour The Riddle of the Sands will cause a gate to burst open at Martin’s Beach. Does this replace the gate that would open at Akeley Farmhouse because a Rumour has been failed?

No. Whenever a rumour is failed, a gate always opens at the Akeley Farmhouse, in addition to any other consequences for failing the rumour.
OTHER

Several of these cards are defaults (or variants thereof) from the defaults from Strange Eons
As this expansion addresses some of the issues related to custom material, it seemed germane to give the Strange Eon defaults a home expansion.

What was dropped from Lovecraft Country Horror?

This little nod-of-the-hat to Messers Hanna and Barbera was dropped as a potential Ulthar encounter.

Thomas bemoans his lot in life. Tormented by a mouse, threatened by the butch dog next door, consistently struck on the head with a broom by the negro maid, is it any wonder he prefers to spend as much of his time here as possible. Nonetheless, you cannot help but chuckle as he tells you of his latest misadventures. Restore up to 2 Sanity.
The following Mythos card effect, building up on a sub-plot about a missing postman, was also dropped:

Recorded Delivery: Neither snow, nor rain, nor heat, nor gloom of night stays these couriers from the swift completion of their appointed rounds. The post arrives. Add a Common Item to Dean’s Corner. Each Investigator may take a recorded delivery by paying $3 to draw a Common Item.

The following common items were considered but dropped: 

· Wrench: $3, a one-handed +1 physical weapon that could be discarded in place of a vehicle. The St Christopher – which can be discarded instead of another item took its place.
· Pulp Novel: A Tome which restored Sanity when read. This eventually morphed into Nerve Tonic.

· Blunderbuss: A $5, two handed gun which gave +7 to Combat checks but did not refresh during the Upkeep Phase unless you discarded another item.

· Flak Jacket: A $5 item of clothing which reduced all Stamina losses greater than 3 by 1.

Amongst the monsters, the Kappa was dropped as I couldn’t find any art I liked. It would have probably had the same profile as a Vampire, counted as a Vampire (thus improving the Silver Dagger), but also as an aquatic creature. I used the Tengu from Japanese mythology instead.
There was a widow, Selena Mayhew, who began play at Peck Valley. Her art would have been Jesper Myrfors excellent, Elves of Deep Shadow. Her backstory was to have been that she had lost a father and two husbands in the space of three years and there was a concern that her first husband might have been using supernatural powers to possess her current fiancé. Her ability, Black Widow, was:

Any Phase: If <name> has less than maximum Sanity she gains +1 Will. If she ever has less than maximum Stamina, she gains +1 Fight. If she ever has precisely 1 Stamina and 1 Sanity remaining, she gains +2 Will and +2 Fight instead.
She would have started at Peck Valley, with alternate starting locations of the Graveyard, Congregational Hospital or Oak Hill Cemetery.

What size should the cards be printed to?

I have found the following measurements to be useful. All sizes are given in cm.

Monsters



3.53 x 3.53

Herald




10.16 x 17.15

Large Cards (e.g. Gate, Location)

5.6 x 8.8
Small cards (e.g. Common Items) 

6.3 x 4.1
Investigators / Ancient Ones  

17.68 x 12.7
Gate Marker



4.5 x 4.5
By adjusting the guttering in Microsoft Word you should be able to fit 8 small investigator cards (fronts and backs) in a 4 x 4 grid onto a sheet of A4. (For US Readers, A4 is the most commonly used paper size in the UK, measuring 29.7 x 21 cm; for US letter-size or other sizes, you will need to find a system which works best for your paper size) I typically leave a gap of a few milimetres between each card, as this makes it easier to cut them out.

I found that large cards (such as Other World encounters) can fit onto a page in a 3 x 3 pattern. Typically you will probably want one page of cards and then one page of card backing. Two pages are A4 are necessary for 9 cards.

By using landscape orientation and adjusting the default guttering in Microsoft Word, it is possible to fit 2 Investigator or Ancient One images onto a single sheet of A4. Typically I do not bother with the reverse of the Ancient One card, but I do add the Story So Far for each Investigator. Your mileage may vary.

The board can be found by following the hyperlink. A horizontal edge of 20.78 cm was sufficient. The vertical edges are: 

Aylesbury Board



15.28 cm

Aylesbury Pike



15.47 cm

Hinterlands



10.89 cm

Other Worlds



8.35 cm (Rotate through 90 degrees)

Use the following picture for the Martin’s Beach Horror track. A diameter of 1.88 cm should be sufficient.
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Finding good artwork for custom expansions is surprisingly difficult. Can you recommend any sources?

http://www.boardgamegeek.com/thread/764438/from-the-files-of-miskatonic-university
http://www.edgeent.com/v2/edge_foros_discusion.asp?efid=60&efcid=25&efidt=53215
http://www.conceptart.org/
http://ww.deviantart.com
http://www.google.co.uk/imghp?hl=en&tab=ii
http://www.wikipaintings.org/
I’m not a lawyer and am in no position to postulate on copyright issues. If your work is pro-bono, as this document is, I would suggest that you extend the courtesy of acknowledging any artists work wherever possible.

How long did it take to put this expansion together?

About a year. The effort and research was probably equivalent to writing a short novel.

I’d pay good money for this expansion...

Whilst I appreciate the compliment, this is a labour of love and is entirely free of charge. You are welcome to make a donation to Cancer Research, if you wish, but you are under no obligation to do so. Feel to give this file a thumbs up on www.boardgamegeek.com though. By doing so, you will help other players find this file in the future.
This expansion was designed to enable easy use of custom material. Are there any other expansions you recommend?

If you have enjoyed my work, it behoves me to point out that there are many other fine fan expansions for Arkham Horror available. Many minor components (e.g. new Investigators or Common Items) can be found in the Fantasy Flight Games Fan Creation forum or amongst the Board Game Geek Arkham Horror Files and Variants. The following links are recommended: 

· 16 Custom Investigators

· 
Vermont Horror and add-ons
· The Antarctic Expedition
· Essential Saltes
· The Door to Saturn
· The Gilman Memorial Exhibit

· 
Dark Corners of this Earth
· Curse of the Gold Scarab

· 
Nyarlathotep Heralds
· The Masks of Nyarlathotep
· The Haunted House
· The Arkham Nightmare
· Arkham Horror Fan League
· The Spanish Leagues: 1, 2 and 3 (including Koth of Hyboria)
· FFG Official Material: Daoloth, Oliver Grayson and the English Leagues: 1 and 2
· Those with a greater appreciation of manga than I might appreciate the re-skinning of  Arkham Horror known as: Gensokyo Horror
Are there any instructions on constructing the board?
See this excellent article on how to make a professional looking board.

If I want to make my own expansion, what do the colours on the Gate cards mean?
As a very loose guide, green is generally beneficial, blue attacks your items, yellow attacks your Sanity and red attacks your Stamina.

…and the monsters?

Here is a loose guide:

· Circle:

Plutonian (Mi-go)

· Crescent: 
Benthic (from the ocean bed)

· Diamond: 
Found on the Plateau of Leng / Polar extremities
· Hexagon:
Pagan / Follower of Shub-Niggurath
· Moon: 

Humans and the Undead

· Square: 

Extra-dimensional in origin, a sort of catch-all category
· Slash: 

From the Dreamlands… and nightmares.
· Star: 

From Celaeno and Fomalhaut

· Triangle: 
Chthonians and Yithians
CREDITS
This is a labour of love, from which I derive no profit whatsoever. To that end all I can offer anybody involved in this work is free publicity. I’ve tried my best to attribute credit where it is due, but may have missed some people along the line. If you feel that I have missed your name or have misattributed a piece of work, or you do not wish you work to be associated with the project, please contact me so that I can make the necessary changes.

I especially extend my thanks to Mike, who has saved you from the worst excesses of my capability to mangle the English language, Julia, who has saved you from far too many unbalanced cards to mention, and Cedric, who has performed a sterling job with the cartography.
Software:
Strange Eons by C.G. Jennings, without which this expansion would not exist.
Playtesters:
Steve Alexander, Julia di Casa D’Arkham, Austin Earley, Yuluya Earley, Will Fairbairn, Phil Hiscutt, James Lander, Matthew Reed, Simon Ricardi, David Spencer, Catherine Stevenson, Dr A. M. Strickland, Dr Matt Swabey, Cedric Tollet 
Artwork:
Marina Mural (Damalia), Dark Satanic Mills (Pete Amachree), Ashridge Woods (Soulspine), Blue Midnight Dress Flapper (ChatroomCowboy), Fractal Painting -1 (Nick Chlebnikowski), Isla Inferno's Graveyard (Artist Unknown), Ice on the Loch (Francesca Whetnall), Phantom Monster, Elves of Deep Shadow, Sisters of the Flame (Jesper Myrfors), Right Ho Jeeves (Peter Gray), Sinister Street (Kay Smith), Historical Town of Richmond, North Yorkshire (Artist Unknown), Cecilia (zacslullabelle), Christ adored on the cross by two donors (El Greco), Graveyard (kona4tacos-1), Heart of Darkness (Lee Gibbons), Old Farmhouse (jerry8448), Pirates Alley (Napoleon King), TUO 20 cover (Todd Shearer), western ghost town (Artist Unknown), Grave Digger (Jason Baroody), Monkey Wrench (Studio d’Xavier), Rabbi Reading Yiddish Newspaper (Artist Unknown), Pickman’s Model (Joshua Hoffine), Sewage Outlet (Steve Duncan), The Warburg Library (Unknown), Keenness of Two Alike (Unknown), Advancing the idea of an unlikely truth (Jayme Odgers), Bicycle (Mary Crowley), The Statue of the Sorcerer (Unknown), Baseball Star (JC Leyendecker) Syphon Flesh (Ironbrush), Butchers Cleaver (Jason Felix), Manor Skeleton (Eric Deschamps), Dream Snake (Ricardo Reis), Baru, Fist of Krosa (Lucio Parrillo), Dempsey and Firpo (George Bellows), Doubling Cube (Mark Tedin), Elixir of Immortality (Zoltan Boros and Gabor Szikszai), Grimoire of the Dead (Steve Belledin), Moonshard Dagger (darla_illara-d2yntz6), Birds of Paradise (Marcelo Vignali), Dimensional Hound (James Wolfe Strehle), Ghostly Posession (Howard Lyon), Golem (Peter Silie), Ninja vs Samurai (Peter Gikandi), Painting in Rear of Zeppelin after attack on England (Unknown), Pickman’s Model (Joshua Hoffine), Rendezvous (Tom Lovell), Bump in the Night (Kev Walker), Scarecrow (Dizorb dot com), Sharpened Pitchfork (Winona Nelson), Sewage Outlet (Steve Duncan), Silver Ball (Rosemary Lewis), Voorish Sign (Christine M Griffin), All Detective 1 (F Tinsley), Old Books (Sonsoles), Arkham Unveiled (Lee Gibbons), The Islander (Paul Jackson), Semi quavers (k152), Holker (Graham Twyford), Crawford Notch (Thomas Cole), Orange Sea Leviathan (Farek Seg), Aquatic Ambush, Dirigible, Blackwood Detective, Condemned Theatre, Beat Cop, Hush Money, Bag Man, Lost Generation, Recruit, Extortion, Alchemist, Sleepless Nights, The Horror of the Past, Unspeakable Revelations, Quiet Contemplation (Carol Chretien), Man on the inside, Mannheim Used Vehicle Chart, Calvin Cleaver (Ken Meyer Jr), Seterpenre (Ken Meyer Jr), Ahomse Chamber (Leif Jones)
Reference:
Fantasy Flight Games, Chaosium, Pagan Publishing, August Derleth, Sonia Greene, Zealia Bishop and, of course, H. P. Lovecraft
� C.G. Jennings has also prepared some video tutorials which are freely available on � HYPERLINK "http://www.fantasyflightgames.com/edge_foros_discusion.asp?efid=113&efcid=1&efidt=656189" ��youtube�. 







