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Arkham Horror Story Scenario: 

Classroom Curses 

 
Miskatonic University was founded shortly after the town of Arkham was established, and is 

currently the largest and most well-known university in the region. Lately, the university has 

been undergoing renovations and remodeling to update the facilities. The science building has 

been undergoing the most extensive renovations and is being expanded. Dr. Patricia McBride, 

an alumna of the school, has donated a generous amount to ensure that Miskatonic University's 

students will have access to the most up-to-date technology and research available. 

 

Given the expense and recent installation of the new systems, it has been particularly vexing to 

the teachers and administrators of the university that even the most basic of utilities such as 

heating, water, and electricity have consistently failed to work. Students regularly have to wear 

their jackets in the classroom during the autumn and winter months. Conversely, the freezer for 

the laboratory specimens sporadically stops working, leaving the freezer's contents a spoiled 

mess. Lights flicker and go dim with alarming frequency. Sinks and other plumbing often 

produce terrible noises and sputter mud rather than water. 

 

Every attempt at repair has met with failure. Although the director of the science department, 

Helena Detaigne, believes classes can continue despite these challenges, Dr. Patricia McBride 

feels differently. While your group of investigators aren't necessarily specialists in plumbing and 

electricity, Dr. McBride believes your unique skills and talents may be necessary to uncover the 

root of the problem. 

 

Special Rules: Any expansions may be used during setup, though Heralds and Guardians may 

not. When Mi-Go or Helena Detaigne move, they may move from a street area to an adjacent 

location containing an investigator. Place the #1 Activity Marker on the Science Building at the 

start of the game. Investigators begin the game in the Science Building instead of their normal 

starting locations. 

 

Encounters 

 
Science Building: 

 

1) Professor Helena Detaigne leads you across the campus to the science building. New 

construction is going on, and the framework for the new expansions to the facility should make 

the already majestic building even more so once they are finished. Detaigne says, "You should 

have the building to yourself for the afternoon and into the evening. I'm not entirely sure what 

Dr. McBride thinks you can accomplish that our maintenance staff cannot, but it is her 

decision." 

 

Entering the building's gallery, Detaigne turns on the lights to the room. The lights flicker for a 

few seconds, but ultimately illuminate the room. A terrible smell permeates the building. 

Detaigne explains, "The medical samples we keep in storage have been thawing out, and no way 

has been found to repair the freezer. Maintenance staff insist that it is in good working order. 
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The samples create this terrible rancid smell and we have to keep throwing out the rotten 

specimens. Everything else the students seem to be able to live with, but this rotten smell is too 

much." 

 

Nothing happens during this encounter. The #1 Activity Marker remains on the Science 

Building. 

 

2) As you make your way to the freezer, the lights begin to flicker and dim. From the switches 

and fixtures throughout the building, sparks fly and loud popping noises are heard. A distinct 

odor of ozone and burnt wiring fills the air as some of the rooms, including the one you're in, are 

plunged into darkness. 

 

Each investigator present must make a Speed (-1) check. Any who fail are seared by sparks and 

lose 1 Stamina. The #1 Activity Maker remains on the Science Building. 

 

3) You finally make your way to the freezer. As you enter, the temperature begins to plummet at 

an alarming rate. 

 

Each investigator present must make a Will (-1) check or lose 1 Stamina to the freezing cold. 

The encounter then continues: 

 

You find a scrap of paper. On it is written, "Amelia! When I left class to get my scarf from the 

coat room, I hid a message for you. It's important!" The door slams shut. 

 

Each investigator present gains 1 clue token. The door is locked or somehow barred. The only 

way to open it is through brute force. Each investigator present must make a Fight (-2) check or 

lose 1 Stamina. If none of the investigators pass the check, each investigator must make the 

check again until at least one investigator passes the check. The #1 Activity Marker remains on 

the Science Building. 

 

4) You manage to make your way back to the coat room near the entrance to the building. 

Searching, you find the message the note referred to. It says, "The professor doesn't believe me! 

I've heard more voices. They talk about experimenting on students. Sometimes, they don't sound 

human! I think I know how to get in there. I heard something climbing while I was sorting 

through the books in the library. I'm scared to go alone. Please say you'll go with me." 

 

As you finish reading, Helena Detaigne's voice calls from the library. "Welcome, fools!" 

 

Each investigator present gains 1 clue token. Move the #1 Activity Marker to the Library.  

 

Library: 

 

1) Entering the Library, Helena is nowhere to be found. In the back of the library, near one of 

the bookshelves, you find a ladder leading up through an opening in the ceiling. You climb up 

into a storage room. Searching, you find two metal cylinders, each containing a brain. One is 

labeled "Jessica" and the other "Amelia." Helena's voice calls, "The Mi-Go offered power. All 
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they wanted in return were my students." She enters the room through a door on the far side, and 

two insect-like creatures crawl out of vents in the floor. 

 

Each investigator present gains 2 clue tokens. Place a Witch on the Library to represent Helena 

Detaigne. She is a plot monster with a minimum Toughness of 6. If Helena is not defeated by an 

attack, the attacking investigator must pass a Lore (-2) check or become enthralled by Helena's 

spells, losing 1 Sanity in addition to normal damage.  

 

Also, place 2 Mi-Go on the Library (they are not plot monsters, though they have a Combat 

Rating of -2 instead of +0, and a Combat Damage of 3 instead of 1). The #1 Activity Marker 

remains on the Library. 

 

Winning the game: The investigators win if Helena Detaigne is defeated. It isn't necessary to 

defeat the Mi-Go as well. 

 

Losing the Game: If an investigator is knocked unconscious or driven insane by a Mi-Go, the 

investigators lose as the Mi-Go removes the brain of their comrade and places it into a metal 

cylinder in preparation for the long, cold journey to Yuggoth. 


