
Arkham 
Investigations
An alternate method of  play for Arkham Horror.

Introduction
While Arkham Horror is a great game, for 

connoisseurs of  H.P. Lovecraft's work, it 

presents a rather confused series of  events 

that have little correlation to the Ancient One 

who is currently stirring in its slumber.  For 

instance, when Great Cthulhu is stirring, you 

still end up fighting Fire Vampires and other 

unaligned creatures, and R'Lyeh has only a 

passing significance to the story, if  it shows up 

at all.  To evoke the feel of  a Lovecraftian 

investigation, one would expect to deal with 

insane cultists, sea creatures, and servitors of  

the Great Old Ones, and to travel to R'Lyeh 

as the climax of  the adventure, rather than as a 

passing stopover with little relevance to the 

plot.

There is also the matter of  the game's lack of  

a finale.  If  players perform well, they will end 

the game by sealing gates rather than facing 

the Ancient One.  While it is satisfying to win 

the game, it often feels like the game just 

ended anticlimactically in the middle of  the 

action (especially if  there are still gates open).

And finally, while Arkham Horror is in essence a 

cooperative game, the vast majority of  the 

time, the players are working alone.

These rules/expansions attempt to address 

these concerns while still taking advantage of  

the strengths of  the original game.  Arkham 

Investigations adds some new game mechanics, 

swaps out others, and adds a new level of  plot 

to the game.

You will need the original game to play 

Arkham Investigations.

Overview of  Changes
A game of  Arkham Investigations differs from a 

typical Arkham Horror game in that:

• It focuses on a single investigation/plot,

• It allows players to help each other fight and 

cooperate towards game goals, but also 

allows monsters to cooperate against the 

investigators,

• Endgame finales are not only played when 

the investigators do poorly, but also when 

they are doing well, and

• Monsters do not (usually) wander the streets  

of  Arkham, nor do Gates appear, unless it is 

part of  the investigation.

The investigators try to unravel a plot-driven 

investigation before the menace timeline runs 

out.  The investigation is completed in a series 

of  “Vignettes,” which are basically a series of  

pre-scripted encounters.  Multiple 

investigators may enter Vignettes and 

cooperate to complete them.

To simulate progress through a plot, Vignettes 

are unlocked as progress in the investigation is  

made, opening up new leads and threads of  

inquiry.  Typically, success in a Vignette will 

lead to new Vignettes being opened, or great 

rewards.  Failure will lead to avenues of  

investigation being cut off  (or worse).

When the investigation draws to a close or the 

timeline runs out, there will be a 

confrontation between the Ancient One (or 

other villain) and the players.  How well the 

players have fared in their investigation will 

have a direct effect on how tough this final 

confrontation is.
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New Components
Arkham Investigations introduces these new 

components to play:

• The Investigation CaseBook

• The Investigation Progress Cards

• Vignette State and Event Tokens

• Toughness Tokens

The following items are removed from play:

• The Standard Mythos Deck

• The Standard Ancient One Cards

• The Standard Gate Cards

Investigation CaseBook
Each investigation has a CaseBook which 

contains the plot of  the investigation, and the 

encounters contained within the Vignettes.  

Most of  the pages of  the casebook describe 

the vignette encounters, but some other pages 

provide other aspects of  the game.

Each casebook contains  a timeline which 

drives the appearance of  clues, events, terror 

track, and even investigation leads.  During 

the Mythos Phase, a die is rolled to see if  the 

timeline advances, triggering events as 

described in the Casebook.  When the 

timeline runs out, the Ancient One awakens, 

and the game moves into the Endgame 

Sequence.

Investigation Progress Cards
The Investigation Progress Cards keep track 

of  the team of  investigators’ progress through 

the plot.  The investigator tokens move along 

the cards as they progress through the 

Vignettes, and Vignette State Tokens are 

placed on the Vignette titles to track the 

team’s investigation.

Vignette State Tokens
As Vignettes are unlocked, failed, and 

succeeded, state tokens are placed on the 

Progress card to indicate these states.

Event Tokens
Event Tokens are placed on Vignette Card 

locations to indicate that an important event 

has occurred there.

Toughness Tokens
These are placed on monsters during combat 

to track their toughness, and claimed as 

trophies by players instead of  monster chits.

Game Setup
Game Setup is similar to that of  the standard 

game except that:

• No clue tokens are placed at unstable 

locations at the beginning of  the game.

• The Monster Cup is limited to foes 

indicated in the Monsters section of  the 

CaseBook.  If  a symbol is listed, all 

monsters with that movement symbol are 

included in the Monster Cup.

• Set the Timeline from the casebook 

alongside the board with an event token to 

track progress, or simply keep track of  the 

current stage with paper and pencil.

Dealing with removed 
elements
Since some game elements are completely 

removed in Arkham Investigations there are 

some special rules for dealing with references 

to these removed elements:

• Any time a player draws a card, including 

character cards, that mentions a gate 

opening, a gate closing, or foe movement, 

the card may be discarded in favor of  a new 

one.

• Any effect that would advance the doom 

track instead advances the Timeline.  Any 

effect that removes doom tokens has no effect.

• Any investigator who gets into an other 

world (say, by a monster), is Lost in Time and 

Space.
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Monsters and Movement
In order to allow investigators to team up 

against monsters (see “New Combat Rules” 

below), players who end their movement in a 

location with a monster may elect to spend a 

clue token to defer encountering the monster 

until the end of  the movement phase, 

allowing other investigators to come help.  

Each investigator that arrives must in turn 

spend a clue token to allow any further 

investigators to arrive.

New Combat Rules
These new combat rules allow combat 

involving multiple investigators and monsters.

When combat is joined in any location, all 

investigators in that location become part of  

the combat (whether they want to or not), and 

may use clue tokens to help each other during 

the fight.  Combat follows this sequence:

1)  Any investigator wishing to flee the battle 

must successfully evade all the monsters.  

Otherwise, he remains in the fray, and cannot 

attack this round.  If  any monsters have the 

Ambush ability, investigators cannot flee. 

2)  For the first combat round only, each 

investigator who did not successfully flee must 

make a Horror check, losing sanity as 

described in the core rules, for each monster.

3)  In turn, each investigator may divide his 

combat check dice among a number of  

monsters no greater than his current 

unadjusted Fight skill.  If  any of  the monsters 

being fought have immunities or resistances, 

the investigator may choose which dice are 

applied to which foe.  (For instance, an 

investigator may apply all of  his Fight Skill 

dice against a monster with magical 

immunity, and all the dice from a magical 

weapon against a normal monster.)

4)  The investigator then rolls his dice against 

each monster as a Combat check, modified by 

the target monster’s Combat check modifier.  

Both the investigator and other investigators in the 

same combat may contribute clue tokens to the 

success of  any of  these rolls.  Overwhelming 

monsters do damage as usual when attacked.

5)  If  the rolled successes against a monster 

exceeds the monster’s remaining toughness, 

the investigator slays the monster, and takes 

toughness tokens equal to the monster’s 

toughness (unless the creature is endless, in 

which case no toughness tokens are earned).  

Otherwise, any successes rolled are deducted 

from that monster’s toughness, weakening it.  

Place toughness tokens on the monster to 

keep track of  the toughness lost.

6)  After the investigator is done rolling, he or 

she takes Stamina damage from any 

Overwhelming monsters not attacked that 

round.

7)  Once all investigators have had a chance 

to attack or flee, the attack damage is totaled 

for all remaining monsters and divided evenly 

among the investigators (rounding up).  All 

remaining monsters’ toughness is returned to 

its original value - remove all toughness tokens 

from the monsters - and the sequence is 

begun again, repeating until all monsters (or 

investigators) have been defeated. 

Toughness Tokens
Toughness tokens are collected when 

monsters are killed instead of  taking the 

monster chip.  Toughness tokens may be 

spent just like monster toughness normally is - 

each monster token counts as a monster with 

one toughness.

When defeated, all monster cup monsters 

return to the monster cup, unless the rules on 

the monster or in the casebook say otherwise 

(such as being returned to the box).
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Scenario Monsters
Sometimes, a scenario will throw new 

monsters at you.  Treat them just like normal 

monsters from the monster cup; they have the 

same stats types as normal monsters, and 

yield toughness tokens like normal monsters, 

too, unless they have the endless ability.

Investigations
Investigations in Arkham Investigations are split 

up into several Vignettes.  Vignettes are 

essentially story-based scenes where the plot 

of  the investigation is advanced.  They behave 

very much like Gates: the investigator moves 

to a location, gets taken to another "sub-

board", has encounters there during a 

separate phase as he or she moves through the 

sub-board, gets returned to the original 

location, and (often) earns a gate token in the 

process.  Unlike Gates, most Vignettes are 

considered to take place in Arkham, and may 

vary in the number of  spaces that must be 

moved through to exit the Vignette.

In order to enter Vignettes, investigators must 

follow up on leads around Arkham - 

eventually, one will drop them into a Vignette, 

and will hopefully open up another lead.

Vignette States
The available Vignettes for the investigation 

are managed with the Investigation Progress 

Cards.  Each Vignette has its own track card 

which can be left in the box until it comes into 

play from a Casebook.  Each Progress card is 

labeled with a letter, followed by several 

numerical track locations. .

Each Vignette may be in one of  four states: 

locked, unlocked, completed, or failed.  This 

is kept track of  on the Progress Card.  State 

tokens are placed on the letters of  the 

Vignette tracks to indicate the current state of 

that Vignette.  (No state token means the 

Vignette is locked.)

When a Vignette changes state, simply add or 

remove state tokens on the box to indicate the 

new state.  Only one state token may be on a 

track at a time.

Encounters in Arkham
During an investigator’s Arkham Encounters 

phase, before a character has an encounter, 

the character may state that they are 

“Investigating” a case, and open the casebook 

for that case to the “Index” page and look up 

the location the investigator is in.

If  the location is not listed, or if  it indicates 

that “nothing happens,” they encounter the 

location as normal using the core rules (or 

they may use the location’s special feature as 

normal).

Otherwise, follow the instructions, which will 

usually be to read a paragraph.  Flip to the 

paragraph of  the given number, and follow 

the directions there just as if  it were a normal 

location card.

Some paragraphs will allow you to enter a 

Vignette.  When you enter a Vignette, move 

your investigator to the first square (marked 

with the number one) for that track.

Encounters in Vignettes
Investigators in Vignettes do not have 

encounters during the Arkham Encounters 

phase; instead, they have encounters during 

the Other World Encounters phase.

When it is the investigator’s turn during the 

Other World Encounters Phase, turn to the 

CaseBook index, and look up the Vignette 

track location and follow the directions, which 

will usually mean reading a paragraph.

Events and Event Tokens
Sometimes, a Vignette Index will have a 

number of  “Events” listed.  The first time you 

have a Vignette encounter at that location, 

read the first event.  The second time, read 
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the second event, and so on until all the 

events have been encountered.  Place event 

tokens on the Vignette locations to indicate 

how many events have been encountered for 

that location.

Multiple Investigators in a Vignette
Unless otherwise noted, more than one 

investigator may enter a Vignette, and they 

may cooperate to achieve the successful 

completion of  it.  When an investigator has 

an encounter in a Vignette, all investigators in 

the same location are considered to be a 

“team” (whether they want to be or not).  

Team members may spend clue tokens to 

assist each other.

The current player begins the encounter as 

the team leader.  Unless otherwise noted, the 

team leader rolls all skill checks, takes all 

damage, and decides which team member 

gets items, gate trophies, etc.

Everyone on a team is considered to take their 

turn at the same time.  If  you have 

participated in part of  a team encounter 

earlier this turn, you skip your Vignette 

encounter this turn. 

Assisted Skill Checks and the Team 
Leader
Some encounters call for “assisted” skill 

checks.  These are normal skill checks except 

that before rolling an assisted skill check, the 

team leader may offer for another team 

member to take over as team leader, so that 

another investigator is making the roll (and 

becomes team leader).

Striking a Blow
When you “strike a blow,” you interfere with 

the villain’s plot.  If  there is no Elder Sign 

token in your location, place one there and 

take a Gate Trophy.  A blow may only be 

struck once in any given location; the Elder 

Sign tracks this.

Movement in Vignettes
While inside a Vignette, you get no movement 

points.  Movement within Vignettes is 

controlled by Vignette encounters.

Returning to Arkham
An investigator told to “return to Arkham” 

moves back to the entrance location for the 

Vignette.  If  no particular  investigator is 

specified, the entire team returns to Arkham.

Vignette Classification
Vignettes are assumed to be “in Arkham” 

unless otherwise specified on the Progress 

card or the CaseBook.

Mythos Phase
During the Mythos Phase, the investigation 

timeline is resolved.  On the first Mythos 

Phase at the start of  the game, the first 

Timeline event takes effect.

Thereafter, during each Mythos Phase, there 

is a chance that the timeline will advance to 

the next Timeline event.

To see if  the Timeline advances, roll a die.  

The timeline for the current event indicates 

the roll needed to advance to the next event.

When a token advances, consult the Timeline 

to see what happens in the plot of  the 

investigation.  Treat it like text found on 

Mythos Cards (headlines, environments, 

rumors) in the usual fashion.

If  the event token is on the last entry, and the 

roll indicates that the token advances, the 

villain’s scheme is complete.  Move to the 

endgame sequence (see below).

Endgame Sequences
There are only two possible endings to a 

game of  Arkham Investigations: either the 

investigators finish their investigation in time, 

or they don’t.  Both of  them result in a 
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climactic endgame sequence that determines 

whether you have won or lost the game.

If  you are told “The Investigation is over,” 

then you have (probably) succeeded in 

completing your investigation and are ready 

to take on the Ancient One.  Turn to the 

index and follow the instructions for 

“Endgame.”

If  instead the Timeline runs out before the 

investigators complete their investigation, the 

villain’s plans have come to fruition.  Turn to 

the index and follow the instructions for 

“Endgame.”

Typically, the endgame sequence will be much 

easier if  you have completed the investigation.

Using Expansions with 
Arkham Investigations
Below are special rules to accommodate 

Expansions to Arkham Horror.  (At the time of  

this writing, there are only two: Curse of  the 

Dark Pharaoh and The Dunwich Horror.)

Curse of  the Dark Pharaoh
Just as with the other card decks, Exhibit 

Items that reference sealing gates, going 

through gates, Mythos cards, and monster 

movement may be turned in for a new card of 

the given type when drawn.

The Dunwich Horror
For The Dunwich Horror to work, monsters 

must be driven into the vortices.  To 

accommodate this, at the end of  each Mythos 

phase, draw a Mythos card from the standard 

Mythos Deck (with the Dunwich Horror Mythos 

cards mixed in).  If  a location in Dunwich is 

indicated, place a monster there.  Drive 

monsters in Dunwich as usual using the 

standard Mythos cards, but otherwise ignore 

the effects of  the Mythos cards.

Arkham Investigations as 
an Expansion
While Arkham Investigations can be played as 

a standalone game, it may also be used as an 

expansion to the core Arkham Horror game, by 

adding a case running parallel to the plans of  

the Ancient One.  To play this way, follow the 

rules for Arkham Horror, and select a case to 

play at the same time.  The rules of  Arkham 

Horror apply except:

• Add the timeline advancement to the end of 

the Mythos phase.

• Use the multiple-combat rule for monsters 

encountered on the streets, but not in 

monsters encountered in other worlds or in 

standard locations.

• Endgame sequences do not end the game, 

but they do trigger as normal.  The game is 

not won until the victory conditions for the 

core game are all met AND the 

investigations for each casebook are also 

complete, or when they have successfully 

beat all the endgame sequences of  both the 

core game and the casebooks.

Using multiple casebooks
You can also play multiple casebooks at once, 

either as the standard game or as part of  

Arkham Horror.  To do this, simply make two 

copies of  the Progress Cards (on two colors of 

card stock, for instance), and assign one set to 

each casebook.  Some casebooks may have 

custom Progress Cards, and you may not even 

need multiple copies.

Credits
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