
Mother Will Make It All Better!
A Rules Variant (V 1.0) for

„Arkham Horror: The Black Goat of the Woods“

To use this variant, you first have to print out the following four pages. On these you will find:
- 1 Rules Variant Sheet (giant size, as it was the only way to fit all rules on it)
- 8 „Heeding the Call“ Markers (8 front and 8 back), one for each Investigator
- 9 Cult Tokens (18 for front and back, plus 1 spare)
Afterwards, cut out the components and glue the Markers and Tokens on some sturdier cardboard, front and 
back.  Each  „Heeding  the  Call“  Marker  has  an  „Undercover“  side  and  an  „Ensnared“  side.

This rules variant can  only be used with the  „Black Goat of the Woods“ expansion, as it aims to give the 
„Cult of the Thousand“ more impact in the game. However, it is recommended that the additional Corruption 
Cards from the „Miskatonic Horror“ expansion are also used, as the Corruption Deck could be depleted very 
soon otherwise.
Additionally, the use of an additional Big Expansion is also suggested, as it decreases the immediacity of game 
impact a bit. The „Dunwich Horror“ epansion would be most fitting, considering locations and theme.

Also, the variant should not be used with less than 3 Investigators, as it can easily distract from the main goal of 
the  game,  if  the  investigator  group  is  not  big  enough  to  delegate  tasks  to  different  characters.

Most of the Variant Rules are printed on the Sheet, and also on the „Heeding the Call“ Markers. But it cannot 
hurt to explain some aspects in a little bit more detail...

1. The Dunwich Horror:
When the "Dunwich Horror" expansion is used, members of the "Cult of the Thousand" also have Cult  
Encounters at the  Cold Springs Glen location. This is also a possible location for an Investigator to 
willingly join the Cult (see below). 

2. The Cult Tokens:
These Tokens are placed on the Variant Sheet any time one of the conditions („Black Goat of the  
Woods“ Expansion  Symbol  or  related  Monster)  is  triggered  (see  Variant  Sheet).  However,  the 
maximum number of Tokens that can be placed on the Sheet each round is limited to the number of 
Investigators in play. So, if 4 Investigators are in play (regardless of the number of players), only 4 Cult  
Tokens can be placed on the Variant Sheet each round.
Also, only 9 Cult Tokens can be placed on the Sheet in total. Whenever another Token would have to 
be placed, which would exceed this number, the players instead must choose to either place a Doom 
Token on the  Doom Track of the current  Great Old One, or to  increase the  Terror Track by 1 step, 
inculding all possible consequences. 
The number of Cult Tokens on the Variant Sheet can be decreased if a player chooses to join the Cult 
(see below). In this case, half of the Cult Tokens (rounded up) on the Sheet are removed from it.
 

3. Joining the „Cult of the Thousand“:
An Investigator can (or even has to) join the Cult in two ways – either if such a proposition is part of an  
Encounter Card, or if he is either in the Woods, the Black Cave, the Unvisited Isle, or (if the „Dunwich 
Horror“  expansion is used) the  Cold Springs Glen location, and decides to join the Cult  instead of 
having a regular Encounter there.
If an Encounter Card mentions that the appropriate Investigator can choose to join the Cult, the rules for 
this have been slightly changed. Due to the increasing influence of the „Dark Mother“, it is harder to 



escape the lure of the Cult. Therefore, Investigators who are faced with such a decision now have to 
make a Will -X Test (X is equal to the number of Cult Tokens on the Variant Sheet, divided by 3 and 
rounded up). So if there are 4 Cult Tokens on the Sheet, an Investigator would have to make a Will -2  
Test.
If the Test is passed, the choice of whether to join the Cult or not is up to the player, as usual. If the Test 
is failed, the player has no choice – his Investigator has to join the „Cult of the Thousand“. However, 
the cost for joining the Cult still  has to be paid. This means that the player either has to discard 2 
Toughness worth of Monster Trophies, spend 3 Stamina, or sacrifice an Ally. If he cannot pay either of 
these costs, he has to spend his remaining Stamina (which will lead to him becoming unconscious) 
and still becomes a member of the Cult.
An Investigator in one of the mentioned locations can choose to become a Cult member  instead of 
having a regular  Encounter there.  This is  done exactly the same way as if  the Investigator could 
choose to join because of an Encounter Card (including the cost of 2  Toughness  worth of  Monster 
Trophies, 3 Stamina or an Ally). However, due to the conscious choice to join the Cult, the Investigator 
aditionally has to spend 1 Sanity.
These costs cannot be decreased by any kind of Special Ability,  Item or Skill, and have to be paid in 
full. Additionally, sacrificing an Ally in order to become a member of the Cult of the Thousand cannot 
serve as sacrifice for fulfilling a Mission step. A second Ally would have to be sacrificed in order to do 
so.

4. Shub-Niggurath:
If  Shub-Niggurath is set up as the  Great Old One for this game, or if the current  Great Old One is 
exchanged for Shub-Niggurath during the game (by any other means than the Variant itself), all Cultists, 
Witches and the High Priest that are drawn from this point on are also considered as Monsters related 
to Shub-Niggurath, and will therefore trigger the placement of Cult Tokens.
If  at  any point  during the game  all  Investigators have become members  of the Cult,  immediately 
exchange the current Great Old One with Shub-Niggurath, and put all Doom Tokens already on this 
Great Old One's Doom Track onto Shub-Niggurath's. Then raise the Terror Track by 1 step. However, 
if Shub-Niggurath already is the current Great Old One, raise the Terror Track by 1 step and then add 
an additional Doom Token to the Doom Track. In both cases discard the Variant Sheet afterwards. The 
Investigators  remain members  of the Cult,  and retain their  „Heeding the Call“  markers.  Also,  both 
situations can lead to Shub-Niggurath immediately waking up!

5. The Black Goat of the Woods Herald:
If  “Black Goat of the Woods“ is set up as the  Herald in the game, this would increase Cult Token 
placement significantly, due to the nature of the separate Hexagon Monster Cup. Therefore, whenever 
one or more Monsters related to Shub-Niggurath are drawn from the Hexagon Monster Cup (e.g. during 
a Monster Surge),   only 1 Cult Token  is placed on the Variant Sheet.

6. Being a Member of the „Cult of the Thousand“
Whenever (and however) an Investigator joins the „Cult of the Thousand“, he gains a  „One of the  
Thousand“ membership card,  as  usual.  Additionally,  he gains  a  double-sided „Heeding the Call“ 
marker. This marker is then placed in front of the player, with the „Undercover“ side up, so that he can 
read the text in the „Cover Maintained“ space, (positioned towards the player, or „at the bottom“).
During each following round, if the Investigator  does not have a  Cult Encounter in one of the four 
locations  (Woods,  Black  Cave,  Unvisited  Isle,  or  possibly  Cold  Springs  Glen)  during  the  Arkham 
Encounter Phase, the „Heeding the Call“ marker is turned 90° degrees counter-clockwise, at the End 
of the Mythos Phase. However, once the marker has been turned to show the „Duty Calls!“ space, it 
remains in this position, as long as the Investigator does not have a Cult Encounter during the Arkham 
Encounter Phase.
Whenever the Investigator has a Cult Encounter during an Arkham Encounter Phase, the „Heeding the 
Call marker is  immediately „reset“, meaning it is turned so that once again the „Cover Maintained“ 



space is at the bottom. The actual position it has been in before having this Encounter is irrelevant.
Any time an Investigator who is „Undercover“ in the „Cult of the Thousand“ gains a Corruption Card, 
he has to make a Will -1 Test. If he passes the test, nothing happens, but if he fails the test, the „Heeding 
the Call“ marker is flipped to its back side – the Investigator has become „Ensnared“ by the promises 
of the cult. The marker is positioned so that the „Deep Satisfaction“ space is at the bottom, towards the 
player. Again, the position it had been in before the marker was flipped over, is irrelevant. 
For the rest of the game, the marker will stay this side up (the Investigator will remain „Ensnared“). 
However, it is still turned 90° counter-clockwise in any round where the Investigator does not have a 
Cult Encounter. But whenever the Investigator gains another  Corruption Card, he now has to make a 
Lore -1 Test. If he fails the test, nothing happens, but if he passes the test, he  gains 1 Clue Token. 
Additionally, once an Investigator has been „Ensnared“, he can never lose his Cult Membership (card 
texts that say otherwise are ignored).
Several spaces on the „Heeding the Call“ marker show a bonus or malus to certain attributes (e.g. Will  
+1, Focus -1 etc.). Such modifications take effect immediately after the marker has been turned to 
the appropriate space, and stay in effect as long as the marker remains in this position. In case of the 
„Duty Calls“ or „Overwhelming Urges“ space, as long as the marker is not reset (i.e. the Investigator 
has a Cult Encounter).

Finally, a few words on dilution due to added expansions, and changes due to different numbers of Investigators 
in play. Whenever you add another expansion, more dilution will occur. This is true for both Small as well as  
Big  expansions,  due  to  the  addition  of  more  Encounter  or  Mythos  Cards  (do  not  forget  to  include  the 
„Miskatonic Horror“ add-ons). Of course, regarding the Monster Cup, only the Big Expansions dilute this any 
further...
In general,  each expansion adds more or less the same percentage to  dilution (check out my BGG thread 
regarding  the  maths:  http://www.boardgamegeek.com/thread/779135/cult-of-a-thousand-sheldon-gang-silver-
twilight). However, I deem this as something that is not detrimental, but instead rather fitting. Every additional 
expansion adds another focus to the game, if you do not only include the Encounter and Mythos Cards, but 
rather the new board, or the Act Cards. Okay, maybe with the exception of „The Lurker at the Threshold“ or  
„Curse of the Dark Pharaoh“ (the moving marker not taken into account, as it is rather a bonus than another 
complication). But still, dilution in this instance is something that I deem not a particular problem...
But  then,  different  numbers  of  Investigators  can  be  a  problem.  Especially  if  you  play  with  one  or  two 
Investigators, the additional problem of neccessary Cult Encounters could throw the whole game. As long as 
you can delegate jobs, however, this becomes less of a game changer, and more of a nuissance – which it is 
designed to be. Therefore, I recommend to use this variant only if you play with 3 or more Investigators.
On the other hand, the more Investigators are in play, the more probable placement of Cult Tokens will become, 
and therefore, the variant will take effect faster. I tried to counterbalance this by limiting the number of Tokens 
placed on the sheet each round. Although I am not sure how good this is, I reckon that it should work out at 
least okay. Especially since the material viable for putting tokens on the sheet is limited...

So far this variant is only a feverish brain birth, and has never been tested. Which means that every one of you  
who uses it is my Test Subject. Please, tell me what you think about it. Criticise away, change, add, omit, 
however you please. As long as it works for you.
But please tell me how you use it, if you use it...

All the Best!

Simon „The Dumon“ Reitenbach
Arkham Horror ™ and all CoC as well as LotR artwork is owned by FFG. All rights reserved. Use of artwork is by permission of FFG.
This is an inofficial, fan-made Rules Variant. It may be freely distributed, copied and used.
In no way may any material of this variant be distributed or sold for any profit whatsoever!
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