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THE HAUNTING 
OLD MAN WHATELEY    REVISION 3.0 

                                                                                      

THE STORY SO FAR 

What lay behind our joint love of 

shadows and marvels was, no doubt, 

the ancient, mouldering, and subtly 
fearsome town in which we live - 

witch-cursed, legend-haunted  

Arkham, whose huddled, sagging 
gambrel roofs and crumbling Georgian 

balustrades  brood out the centuries 

beside the darkly muttering 
Miskatonic.  

—HP Lovecraft 

A fragment from an article in a 

recent edition of the Arkham 

Advertiser 

‘…the young couple were said to be 

fine upstanding people both of strong 
minds and constitution. Yet, within a 

year of moving into their new home 

both Mr. and Mrs. Macarino were 
committed to Arkham Asylum. Has the 

infamous Corbitt house claimed two 

more victims?’ 

Spring brings an end to the hoary New 

England winter over the sleepy and 

ancient town of Arkham. Tree boughs 
begin to bud and flowers bloom in 

nature’s never-ending cycle of life and 

renewal. But behind the gentle facade 
crouches the brooding, festering 

horror of that ancient town…the 

changeless, legend-haunted town of 

Arkham, with its gambrel roofs that 
sway and sag over attics that once hid 

witches from the King’s Men in the 

dark, olden days of the Province. 

Spring has always been a very bad 

time of year in Arkham.  

For now, a nameless fear has taken 

hold over the town of Arkham. The 

streets no longer carry the innocent 
and familiar laughter of children. 

Mothers, paralyzed with numbing fear, 

cling tightly to their children behind 
barred doors. The streets at night are 

barren, save those foolish souls who 

dare tempt fate. Many townsfolk know 

well the ancient tales of haunted 
Arkham, and they rightfully fear 

them… 

A recent plague of strange events in 

Arkham has brought your small circle 

of eclectic and rather curiously-
educated friends to the attention of 

certain of the more sober and gentile 

of Arkham society. Discreet inquires 

have made it to you through indirect 
channels bearing rather odd requests 

to investigate the recent events within 

Arkham. These unnamed inquiries 
have singled you out for your 

undeniable and singular vision and 

morbid education. Little in the way of 
hard facts have been provided to you 

except for a scrap of a newspaper 

article detailing a husband and wife 

being committed to the somber and 
mysterious Arkham Sanatorium and of 

the Corbitt estate from which the 

couple called home. And yet, even 
now you feel a choking, oppressive 

shadow falling upon the town, one 

bearing wisps of a nameless fear and 

horror in its wake…  

Unlock Vignettes [A], [B], [C], and 

[E].                                                             
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One player must be chosen to carry 

the Unique Item, Corbitt House 
Keys. 

 

 

 

 

 

MONSTERS 

Place the following monster tokens in 
the cup: Cultist, High Priest, Witch, 

Warlock, Maniac, Spy, Ghouls, 

Dimensional Shambler. 
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VIGNETTE INDEX 
Arkham Asylum 

 [A1] Read paragraph 6. 

 

 Newspaper 

[B1] Event 1: Read paragraph 3.  

If you have already begun researching 
in the clipping morgue and this 

Vignette               is not locked, move 

to [B2] 

 

[B2] read paragraph 82 

 

Library 

[C1] Event 1: Read paragraph 78, 

otherwise read paragraph 77. 

 

Easttown Streets 

[D1] Read paragraph 16 

[D2] Read paragraph 63. 

[D3] Read paragraph 98. 

 

French Hill Streets 

[E1] Read [E2] 

[E2] French Hill, surmounted 

by the dark spire of Bayfriar’s 
Church, includes some of 

Arkham’s oldest homes where 

old brick row houses and 

gambrel-roofed and decayed 
Georgian structures of 

impressive proportions line the 

hill. Some houses are perched 
precariously over the narrow 

streets of the hill. Many of the 

lanes and alleys are little more 
than flights of stairs that twist 

suddenly upwards to end at 

darkened doorways.  

The old Corbitt House stands 

alone along a dingy side lane in 

French Hill, bordered by 
overgrown vacant lots on all 

sides. You shiver as you glance 

up at the dark windows that 
seem to stare back at you and 

you fight to overcome a 

nameless fear welling up from 
deep within. 

Decayed and dying trees shade 

the house in a thick blanket of 
perpetual shadow, their long 

and spindly boughs shuddering 

in the muted sunlight. The bark 
of many of them has flaked off 

in spots, diseased by a rampant 

moss that has eaten into the 
trees’ interior like an 

unwholesome plague. Brown 

crispy leaves litter the yard and 

dance macabre from your light 
footfalls, and the stench of 

fungus and autumnal-moisture 

fills the air, waiting for a 
sunlight to dry up their ravaged 

and rotted being. 

You must immediately pass a 

Will (+0) check or be 

Delayed. 

If one Investigator carries the 

Unique item, Corbitt House 

Keys, move to [E3]. 
Otherwise, if you wish to find 

file:///C:/Users/Brucha/Desktop/TheHaunting.html%23mu-newspaper
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some other means to enter the 

house, read paragraph 56.  

You can also opt to return to 

Arkham. 

[E3] A chilled and 

unwholesome shudder trickles 

down your spine as you swing 
the heavy front door open 

before you. Peering into the 

darkened entrance hall, somber 
portraits stare back at you from 

behind layers of dust, seeming 

to penetrate you with their 
silent gazes.  

Cold, hesitant light filters 

through a cracked window near 
the doorway, casting eerie 

shadows through the hall that 

seem to swirl about your feet as 
you step warily inside. The air is 

thick with the smell of damp, 

rot and decay, and the hall feels 
smothered by an unnatural 

silence.  

Read paragraph 103. 

[E4] You step carefully down 

the hall from the front door, 
your throat tightening from the 

thick dust floating in the air, 

and you find yourself standing 
in a living room, filled with 

forgotten furniture of 

innumerable age. A small dining 

room opens to one side of the 
room. A long dinner table sits 

abandoned there, where four 

places are set and unfinished 
meals rot on the plates.  

Thin strands of sunlight slips 
through the cracked and 

crooked boards covering the 

windows to fall upon a child’s 

dust-coated wooden rocking 

horse sitting on a tattered rug 

covered the wooden floor. The 
toy’s wooden seat is worn 

smooth from age, and cobwebs 

mat the corded main and tail.  

Read paragraph 116. 

[E5] Past the small dining 
room, you find a rear kitchen. 

Dust motes float in a thin shaft 

of light from a boarded up 
window and your slightest 

footsteps forces the floor to 

creak and moan under your 
weight. The staleness and rot 

that clings musty air catches in 

your throat as you choke back a 

stifling cough. An almost 
overpowering sense of unseen 

menace and malice, like a 

gathering storm, hangs heavy 
in the air here. 

Read paragraph 18. 

[E6] Thins beams of sunlight 

shines through the grimy 

window at the head of the 
staircase. Clouds of dust caught 

in the light soften and distort 

the area, giving it an ethereal, 
almost unreal, quality. 

Somewhere above on the upper 

floor you think you can hear the 
soft sobbing of a child. 

Suddenly and without warning, 

you are grabbed by some sort 
of invisible force. 

Make a Fight (+0) check. If 
you succeed, read paragraph 8, 

otherwise read paragraph 5.  

Note this event can happen 

only once, if the Stairs are 

revisited, nothing happens. 
Instead, read paragraph 118. 
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[E7] At one end of the single 

hallway upstairs are three 
bedrooms. The doors to each 

sits slightly open and hangs 

loosely upon the hinges.  

Read paragraph 48. 

[E8] Read paragraph 71. 

[E9] Decades of accumulated 

junk clutter this dark and 
oppressive basement. On the 

far wall you notice several 

rusty-brown child sized hand-
prints. 

The stairs seems to shift and 

buckle as you descend. Make a 
Speed (-1) check. If you fail, 

you lose your footing and 

stumble down the stairs, losing 
1 Stamina. 

Regardless of the outcome of 
the roll read [E10].  

[E10] If you have uncovered all 
three Unique Evidence item 

cards, (Corbitt House Keys, 

Corbitt’s Diary and 

Newspaper Clippings) read 
paragraph 58. Otherwise there 

is nothing of interest here. 

Return to the Kitchen and read 

paragraph 18. 

 

River Docks 

[F1] Read paragraph 119 

[F2] Read paragraph 20 

[F3] Read paragraph 108. 

 

Rivertown Streets 

[G1] Read paragraph 1. 

[G2] Read paragraph 121. 

 

Endgame 

[H1] If this is the Endgame, read, 

paragraph 74. 
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CASE PARAGRAPHS 
1 

Following the clues found at Abner’s 

Warehouse, you take a trip into the 

Rivertown Streets district, hoping to 
uncover more information concerning 

this strange cult and their recent 

murders. Here, the streets lie partially 
on the north face of French Hill, which 

slopes towards the Miskatonic River 

before flattening at River Street.  

Your suspicions tell you that this cult 

maintains a secret hideout somewhere 

in this maze of streets and alleyways. 
Without concrete proof, it is futile to 

go to the police with tales of cultists 

and rites of sacrifice, which would be, 
at best, scoffed at as sheer fantasy. 

So, you have come to the Rivertown 

area to uncover the location of this 
secret hideout and hopefully discover 

the cult’s sinister purpose. 

Make a Luck (-1) check and consult 
the following table: 

Number of successes:  

0)  Read paragraph 57.  

1)  Read paragraph 101.  
2+)  Read paragraph 32. 

2  

With great trepidation, you examine 

the room more thoroughly. To your 

horror, you notice the objects poking 
out the earth appear to be human 

bones and the earth is stained with 

what can only be blood. Inside the 

furnace, you also discover charred 
clothing and other personal effects. All 

over the walls are depictions of a dark 

figure with burning eyes repeated over 
and over again in feverish scrawl. 

Each Investigator must make a Will (-
1) check or lose 1 Sanity upon viewing 

this horrible scene and its obvious 

implications of recent human sacrifice. 

As you stumble towards the stairs, 

your gaze is drawn to something lying 

in the dirt near the stairs. Quickly 
reaching down, you scoop up what 

appears to be a trolley ticket stub for 

the Rivertown Streets.  

Slipping it into your pocket, you hurry 

from the basement and into the clear 
night air of the streets. 

This Vignette is Complete. Each 
Investigator gains 1 Clue and returns 

to Arkham. Unlock [G]. 

3  

There seems to be more to this sordid 

tale concerning the Macario family and 

the old Corbitt house. The scrap of 
newspaper article given to you holds 

only tantalizing hints to the entire 

mystery that begs for further inquiry. 
Perhaps the offices of the Arkham 

Advertiser can shed some light on the 

matter…  

However, much to your displeasure, 

the newspaper clerk at the offices of 

the Advertiser seems to have little 
patience in your inquiries.  

If you wish, you may slip the clerk a 
bribe of $3 and then read paragraph 

87. 

If you do not wish to (or do not have 

the cash to) bribe the clerk, you may 
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try to bluff him into allowing you 

access to the newspaper archives. 
Make an assisted Luck (-1) check. If 

successful, read paragraph 79. 

Otherwise, read paragraph 21.  

4  

Sudden movement from one side 
draws your attention to one of the 

nearby corridors. You are startled to 

see a little girl standing in the deep 

shadows dressed in a blood-soaked 
dress. Her long dark hair, matted into 

gore-cake strands, obscures her face 

from view. Despite a primal urge to 
turn and run, you are horrified to find 

yourself rooted to the spot in fear.  

Make a Will (-1) check. If you pass, 

read paragraph 38, otherwise read 
paragraph 66. 

5  

The unseen force slams into you as 

you are hurled into the air and 

through the window. The shattering 
glass cuts your arms, legs and face 

and you land heavily onto the ground 

outside the house. 

Lose 2 Stamina from the fall and 

move to French Hill Streets. You are 
Delayed. 

6  

The stench of disinfectant mingled 

with human excrement fills your 

nostrils as you walk briskly down the 

sterile corridor of the asylum. Placing 
a hand upon the large doorknob, you 

push the wooden aperture open, and 

step through. You find yourself in a 
spartan office looking at a large 

mahogany desk, behind which sits a 

slender, spectacled and elderly man. 

The venerable man is dressed in a 

high stiff collar and dark suit, as would 

befit a man of substance and merit. 
The man looks up from his papers, 

takes his spectacles off with a slow 

fluid motion, and then speaks. “How 

may I help you?” 

You have made the decision to pay a 

visit to the Arkham Asylum in hopes of 
uncovering information concerning the 

Macario family and for clues to the 

events that recently transpired in the 
old Corbitt house. Your rather discreet 

line of questioning to the staff has led 

you here to the office of Dr. Ephraim 

Hardstrom, the physician to whom Mr. 
and Mrs. Macario are currently being 

treated by.  

Make an assisted Luck (-1) check. If 

successful, read paragraph 95, 

otherwise read paragraph 61. 

Or, if you wish, you may return to 

Arkham. 

7  

Brushing rats from your pant legs and 
waving your weapon in wide circle all 

around, you manage to scatter and 

drive off the hideous rats. However, 

your success is not complete, as your 
arms and legs are streaked with thin 

lines of blood drawn by the horrible 

rats’ claws and teeth. Lose 1 
Stamina. 

Read paragraph 88.  

8  

Desperately grasping to the railing, 
you struggle frantically and are able to 

not only resist the unseen force but 

manage to wrench free from its 

invisible grasp. 

Read paragraph 118. 
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9  

Nothing special happens. Read 
paragraph 27. 

10  

Clasping your hands over your ears, 

you concentrate will all your willpower 

you can muster to calm your 
thoughts. ‘It’s the damn house playing 

tricks.’, you say to yourself, over and 

over again, until the sobbing slowly 

fades away to a distant squeal of 
static that too fades away into 

nothing. 

Read paragraph 31. 

11 

Joe takes you up to the haunted Black 

Cave and relates to you the terrible 

tales surrounding the horrible place. 
As he shows you about the cave, 

Frank suddenly lets out a blood-

curdling scream! The air is 
overwhelmed by a charnel stench and 

chittering of things from out of the 

darkness! 

Fight two Ghouls! 

If you succeed, you gain Joe as an 
Ally. If he is unavailable, gain two 

Clue tokens. Move to [G2]. 

12  

Ducking around the side of the house, 

you sprint through the back yard and 
down the narrow back alley. A distant 

siren screech’s in the distance alerts 

you to the police pursuit. You decide 

to try to double back to the house, 
Make a Sneak (-1) check to avoid the 

local police. If you succeed, you are 

able to double back to the Corbitt 

house and enter. Move to [E3]. If you 

fail, read paragraph 111. 

Otherwise, if you wish you may return 

to Arkham. 

13  

You catch the attention of one of the 
officers guarding the scene, but the 

officer refuses to speak about the 

crime, other than explaining that an 

occupant, by the name of Jack 
Sullivan, was found dead in the 

explosion, and waves you off with a 

gesture. 

Move to [D2] or return to Arkham. 

14  

Mrs. Macario’s tale, though fanciful, 

bears some kernels of truth that lead 
you to believe that something is 

definitely going on in the old Corbitt 

House. Take a Clue token and return 

to Arkham.  

This Vignette is Complete.  

15  

Despite your efforts, your movement 

alerts several figures standing further 
in the yard! As the figures lurch 

towards you, you catch the scent  

of unwashed bodies and the heavy 
stench of rot-gut coming from the 

vagrants. 

For each Investigator in the team, you 

must fight a Cultist! Anyone who flees 

this combat returns to Arkham.  

If you defeat the cultists, read 

paragraph 39. 
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16  

Event 1: If it is not yet Day 6 of the 
Timeline, read paragraph 42  

 
Event 2: If it not yet Day 6 of the 

Timeline, read paragraph 120. 

 Otherwise, if it is the 6th Day or later 

of the Timeline, read paragraph 94. 

17  

The next hours for you are an 

alternating series of mind-crushing, 

horrific and terrible scenes that makes 
you beg for the gentle release of 

death. An unyielding and perpetual 

blanket of darkness engulfs the town 
of Arkham as all manner of 

unspeakable horrors floods the streets 

in an endless wave of blood and 
death.  

But the Investigators soon find 

themselves not alone, as the folk of 
Arkham take to the streets, pushing 

back against the horrors that have 

been unwittingly unleashed.  

Many perish or become forever lost in 

the throes of utter madness as the 
battle rages all across the town; from 

alleyway to alleyway, street by street 

and block by block, the townsfolk 

bring the fires to the unspeakable 
horrors until none remain.  

Then, an eerie silence falls across the 
town, as the townsfolk let forth a 

hesitant sigh of weary relief…. 

18  

Pick one of the following paragraphs 

to read: 

Read paragraph 114  

Read paragraph 65  
Read paragraph 9  

Read paragraph 106 

Note: mark off paragraphs as they 

are read at this location, except for 

paragraph 9. Those paragraphs that 

are marked off cannot be read twice 
at this location.  

19  

Your stomach lurches as the stench 

hits you and you turn away with 

growing disgust to leave. Just as you 
are about to leave, a gurgling from 

the dry and filth-encrusted toilet 

causes you to pause; you fancy that 
you can almost hear faint chanting as 

a dry, cracked voice echoes up from 

some unknown place. 

Cautiously you step back into the 

bathroom, choking back a gag. You 

discover an ornate knife laying in the 
tub here, its blade crusted with dried 

blood. Suddenly, the knife rises into 

the air as if wielded by an invisible 
hand. You have but a moment to react 

as the knife lunches towards you. 

You must Fight the Animated Knife. 
During each round of Combat, you 

make one Fight (-2) check. If 

successful, read paragraph 105, 
otherwise you suffer 1 Stamina loss. 

20  

To the side of the main warehouse is a 

small office, furnished with a plain 

wooden desk and some filing cabinets. 
Looking through the desk and 

cabinets, you are surprised by the lack 

of paper work or other sundries you 

would expect to find in a business’s 
office. In fact, there is little here to 

make you suspect that this less a 
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legitimate business and more of some 

sort of front for something more 
secretive.  

You may decide to search the 
warehouse further (move to [F3]) or 

return to Arkham.  

21  

Eyeing you with obvious suspicion, the 

clerk dryly explains that the 

newspaper archives are for newspaper 
personnel only.  

If you still wish to try to gain access to 
the newspaper records, stay here at 

[B1] until next turn. Otherwise return 

to Arkham. 

22  

You pause to listen to the furtive and 
barely audible creaks that can be 

heard all about the darkened room. 

Everything here seems to possess a 

haunted ghostly aura to them and for 
a brief moment a wave of terror wells 

up in the pit of your stomach as you 

fancy that someone was…watching 
you, from the deep shadows. 

You reluctantly step forward, peering 
at the tattered and aged wallpaper 

that hangs loosely on the stained 

walls. Just then, your eyes are drawn 

to something glinting faintly in the 
dust at your feet.  

Carefully, you reach down to pick up a 
small worn coin, a 6-piece shilling, 

dating back to the Colonial era.  

Take $1 and read paragraph 67. 

 

 

 

23  

Nothing special happens. Read 
paragraph 88. 

24  

At first, the derelict cultists seem 

confused by the interruption, and look 

about the cellar in amazement. Then, 
a number of cultists surge towards 

you with murderous intend in their 

eyes while the rest of the cultists pick 

up the horrible chanting once again 
with renewed fever. 

It is obvious that the cultists charging 
towards you mean to prevent you 

from disrupting the ritual, even at the 

expense of their own lives. 

You must fight 6 Cultists. If you flee, 

read paragraph 47. If all Investigators 
are defeated, read paragraph 96. 

Otherwise, if you defeat the cultists, 

read paragraph 81. 

25  

Your skin instinctively crawls and 

writhes as wind from the shattered 
remains of the window sweeps across 

your face. For an instant, you get the 

sensation that you have been slapped, 
leaving a cold chill through your entire 

body and a burning sensation upon 

your face.  

The dead-like faces of dolls gaze up at 

you in silence from a small bed to one 

side of this child’s bedroom. Their 
eyes seem to follow your every move 

as you cautiously step inside.  

You suddenly whirl round to face a 

small child’s vanity and stare 

helplessly into the broken mirror. With 
mounting horror, it is not your face 

that stares back from the shattered 
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mirror, but that of a young girl, her 

face completely unrecognizable but for 
shining white orbs for eyes. The girl’s 

body shakes with uncontrollable 

sobbing that threatened to block out 

all other sounds.  

Make a Will (-2) check. If successful, 

read paragraph 10, otherwise read 
paragraph 53. 

26  

Your furtive action of breaking into the 

Corbitt House draws the attention of a 

passing police officer. 

If you wish, you can make a run for it. 

Make a Speed (+0) check. If 
successful, read paragraph 12. 

Otherwise read paragraph 111. 

27  

If you wish, you may return to the 

Living/Dining Room [E4], or you may 

investigate the stairs leading to the 
Basement of the house [E9]. 

You may also remain here until next 
turn and explore the Kitchen more 

thoroughly.  

 

28  

You clench your eyes shut as the 
shotgun blast echoes through the 

kitchen. Whispering to yourself over 

and over that it is all a dream, you 

resist opening your eyes for some 
time. When you finally do, you 

discover that the apparitions are gone. 

Read paragraph 27. 

 

 

29  

Suddenly, an oily black sludge, 
accompanied by the stench of a 

charnel pit, oozes up through the floor 

boards in the entrance hall. A loud 
droning cloud of bloated and black 

flies erupts from the muck and 

swarms towards you as you reel 

backwards in horror. 

Make a Will (-1) check. If you pass, 

read paragraph 90, otherwise read 
paragraph 100. 

30  

Moving through the growing crowd, 

you strike up a conversation with 

several workers from the nearby 
textile mill. The men have little to aid 

you, but do claim that they had heard 

a loud explosion and went out to look 

just before the building went up in 
flames. As they watched in horror, 

they spotted several dark figures 

scatter from the building just before 
the explosion. From their clothing, the 

figures looked like your run-of-the-mill 

street vagrants. 

Gain 1 Clue token and you make 

move to [D2] or return to Arkham. 

31  

If you wish, you may return to the 
Stairs [E6], or you may investigate 

the Bathroom [E8]. 

You may also remain here until next 
turn and explore the Bedrooms more 

thoroughly.  

32  

You are accosted by a local drunk by 

the name of Joe Mazurewicz who 
rambles a terrible tale to you. Make a 
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Luck (-1) check. If you succeed, read 

paragraph 75. Otherwise, read 
paragraph 11. 

33  

Caught completely flat-footed and 

unaware, you feel the knives slice into 

you as you scream helplessly. 

You suffer 3 (-1 per success of the 

Speed check to a minimum of 1 

damage) Stamina. You may also 
search through the Common Items 

deck and take the Knife card. 

Read paragraph 27. 

34  

Nothing special happens. Read 

paragraph 67. 

35  

As your last blow strikes the undead 

fiend, it hisses and cries with dismay. 
Startled, you falter back, expecting 

some new form of eldritch wizardry. 

Instead, the spell-maintained form of 

Walter Corbitt rapidly begins to 
transform into dust as the countless 

years, so long held at bay, catches up 

in a blink of an eye.  

You stumble out of the house and into 

the bright and cheerful daylight. Even 
now, the horror that was Walter 

Corbitt has begun to fade from your 

mind and replaced by the thoughts 

that a great and ancient evil has been 
thwarted.  

36  

After hours of sifting through piles and 

drawers of newspaper clippings, you 

stumble onto several articles 

pertaining to the Corbitt House and of 

the Macario family.  

Take Handouts #1, #2 and #3 and 

the Unique Evidence item card, 
Newspaper Clippings and return to 

Arkham.  

The stories gleamed from the articles 
raise your suspicions even more to the 

mysterious goings-on at the Corbitt 

place. This Vignette is Complete. 

37  

Miraculously you manage to dodge the 
animated knives as they fly past you 

to hit the far wall and clatter to the 

floor. You may search through the 
Common Items deck and take the 

Knife card. 

Read paragraph 27. 

38  

With a great effort, as if your feet 
were of lead, you turn from the 

horrible little girl and flee down a 

nearby hallway.  

Next turn, read paragraph 88 - you 

are Delayed.  

39  

Skulking through the loading doors, 
you gain access to the main 

warehouse. Here are stored various 

materials and barrels of beer awaiting 
delivery. Save for a small office area 

to one side, the rest of the warehouse 

is given over to brewing tubs and 

equipment. 

You may move to the office [F2], 

search the main warehouse [F3] or 
leave and return to Arkham. 
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40  

Even with your eyes clenched shut, 
you can still see that bloodied man, 

and his haunting voice never seems to 

leave your ears. Screaming, you 
collapse to the floor and fall 

unconscious. 

Lose 2 Sanity and you are Delayed.  

41  

You skim over the strange writing in 

the books many times and stare at the 

strange and otherworldly runes and 

symbols found inside. After what 
seems like an eternity, you are finally 

able to decipher the strange script. 

The diaries tell of a ritual that grants a 
person immortality, of a way to cheat 

death unliving - no longer human but 

not quite dead either. 

The strange tomes are indeed the very 

diaries of Walter Corbitt himself! More 

to your horror, with further reading, 
you discover that Corbitt had himself 

buried on his property; in fact, he was 

interned in the basement of his house. 

Take the Unique Evidence card, 

Corbitt’s Diary. Gain 2 Clue tokens 
and you may draw 1 Spell card. 

42  

Jack Sullivan’s office is located at the 

corner of Hasley and East Water 

Streets, in Easttown. This part of 

Arkham contains many fine old homes 
of pure Georgian design, first build by 

the town’s sea merchants who 

counted among Arkham’s first 
aristocrats. Many of these homes 

unfortunately have fallen into neglect; 

as a whole, much of this area is 
decaying, some beyond repair. Of the 

few old Arkham families still residing 

here, most teeter on the brink of ruin.  

South of Whateley Street, where the 

ground slopes sharply towards the 
river, can be found Sullivan’s office, 

where the few remaining businesses 

can be found. This small commercial 

area is located along the rail lines 
where trains run daily and where 

Arkham’s last operating textile mill 

can be found.  

After a short ride on the trolley, you 

arrive at his office, only to find the 
intersection blocked by emergency 

vehicles: police cars and fire trucks 

are everywhere, lights flashing and 

sirens wailing. A large crowd has 
gathered to watch the commotion. 

The building in which Sullivan’s office 

is located in is a smoldering ruin; 
there is shattered glass and debris all 

over the sidewalk. Police have 

completely cordoned off the area, 
preventing anyone from getting closer 

than about twenty yards. 

If you wish, you may question one of 
the officers holding back the crowd 

(read paragraph 13) or speak to some 

of the bystanders (read paragraph 
30).  

Otherwise return to Arkham.  

43  

Nothing special happens. Read 
paragraph 102. 

44  

Gazing at the long forgotten child’s 

rocking horse, you step gingerly into 

the living room. The dim shadows 

seem to lurk menacingly in the still 
air, mingled with the faint stench of 

decay and rot. Looking down at the 
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rocking horse, you can almost imagine 

the whispers of children at play 
echoing with the sound of their 

footsteps.  

Suddenly, there is a flurry of 

movement, and you whirl round to 

find yourself looking into the red-

gleaming eyes of a large rat. Or at 
least you pray it to be a rat for, 

though it possesses the form of a rat, 

it is the sharp-toothed, bearded face 
that seems to taunt you with its evilly-

human visage and paws that seem 

more like tiny hands than rodent paws 

that beckons a more astute 
classification of its origins. 

The rat, if you call quantify it as such, 
sits atop a worn and rotting book lying 

discarded and forgotten in the dust 

along the floor. You make a move 
forward only to step back fearfully as 

the thing turns its ugly unnatural head 

to hiss and almost laugh menacingly 
at you. 

Fight a Rat-Thing, ignoring its Rules 

Text on the monster marker.  
If you win, read, paragraph 93.  

 

45  

You quickly spin a simple explanation 

of being an amateur fan of old Arkham 
architecture wishing to peruse the 

town’s famous old homes. The officer 

relaxes listening to your tale and leans 
against his patrol car to chat with you 

awhile. In the course of the 

conversation, you learn a few choice 

tidbits about the Rivertown Streets 
district and of goings-on in town. Gain 

1 Clue token and move to [G2]. 

 

46  

You feel a sense of peace and relief 
slide over you as you gaze 

thoughtfully upon the religious 

artifacts. At once there comes the 
sound, almost in the room but at the 

same time from a great distance 

away, of a happy family at play.  

Restore 1 Sanity per success rolled 
on the previous Luck check. You may 

also look through the Common 

Items deck for a Cross and take it as 
your own. 

Read paragraph 67. 

47  

As you turn from the cellar and flee up 
the rickety stairs, the chanting behind 

you reaches a crescendo. Stopping to 

throw a fearful glance back into the 

cellar, you spot a blob of living, 
sentient darkness, torn from the 

primal fabric of the very cosmos itself, 

materializes in the air above the 
cultists. 

You have failed to prevent the cultists 
from summoning the Blackness From 

the Stars. Place the Blackness From 

the Stars in the Rivertown Streets. 
All Investigators have their 

maximum Sanity reduced by 1 for 

having allowed such a horror to exist. 

Raise the Terror level by 1. This 
Vignette has Failed. 

48 Pick one of the following 

paragraphs to read: 

Read paragraph 92  

Read paragraph 117  
Read paragraph 51  

Read paragraph 25 

Note: mark off paragraphs as they are 

read at this location, except for 
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paragraph 51. Those paragraphs that 

are marked off cannot be read twice 
at this location.  

49  

Officer Logan finds your excuses 

rather suspicious and decides to take 

you in for questioning, but implies that 
he would overlook the entire affair for 

some cash. You can either bribe the 

officer with $2 (move to [A2]) or 

move immediately to the Police 
Station and remain there next turn 

as the officer questions you. 

50  

Despite your mind reeling from the 

shock of the unearthly chanting, you 
manage to comprehend some of what 

you hear. Lose 1 Sanity, but gain 1 

Clue token and read paragraph 27. 

51  

Nothing special happens. Read 
paragraph 31. 

52  

As you quietly search through the 

burnt-out office, you are surprised by 

a voice behind you and the 

illumination of a flashlight. “Hey you, 
you are not supposed to be here!” It is 

the patrolman, returning to duty! 

Keeping his revolver trained on you, 
he handcuffs you and calls for back-up 

from a nearby phone box. An arriving 

patrol car pulls up front of the crime 

scene, and escorts you to the Police 
Station. Move into the Jail Cell and 

end your turn - you are Arrested. 

53  

Dizziness overwhelms you and 

everything grows dark.  

Draw one Mythos card and move 

your Investigator to the Gate Opens 
location depicted on the card. Then 

have one Encounter at that location. 

Remain there until next turn and then 

move as normal.  

54  

Straining with every ounce of will you 
can muster, you thrust mentally back 

at this darkened form as you match 

wills with this evil entity. 

Moments pass as the struggle 

intensifies until the fiery eyes slowly 
dissipate in the darkness and a groan 

of almost disappointment is heard. 

You are Delayed. 

55  

Straining with every ounce of will you 
can muster, you thrust mentally back 

at this darkened form as you match 

wills with this evil entity. 

Moments pass as the struggle 

intensifies for what seems like an 
eternity. Suddenly you find yourself 

unable to stop yourself as you stumble 

out of the bathroom, out of the house 
and into the busy street outside. The 

last thing you can recall is the 

automobile that hits you. You are 

Unconscious! 

56  

Left with no other choice, you are 
forced to break a side window to gain 

access to the house. Make a Luck (-

2) check. If successful, move to [E3]. 
Otherwise read paragraph 26. 
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57  

As you make your way down East 
Church Street, a patrol car pulls up 

beside you, and Officer Terry Logan 

Steps out. In a brisk official 
demeanor, he asks what you what you 

are doing “loitering” about. 

Make a Lore (-1) check. If you 

succeed, read paragraph 45. If you 

fail, read paragraph 49.  

58  

Piecing together all the clues 

uncovered, you have discovered the 
true burial place of Walter Corbitt, He 

Who Waits in Darkness! 

With a keen eye, you notice that one 

wall of the basement is constructed of 

close-fitting boards, unlike the others, 
which are mortar and earth. Reaching 

for some rusted, discarded tools lying 

in the dirt, you begin removing the 

boards until a narrow crawl space 
behind it is revealed. A foul stench of 

decay, or worse, assails you as peer 

into the darkened abyss ahead, and 
you summon the very last of your 

courage not to turn and flee.  

Slowly the dim light of your electric 

torch throws the dark shadows back to 

reveal a small earthen-floored 

chamber. In its center lies the 
unmoving form of Walter Corbitt, or 

what once was Walter Corbitt.  

He is a drawn, wooden-looking, 

wizened figure of some six feet, 

skinny and naked, with ghastly wide-
flaring, saucer-like eyes and a nose 

like a knife blade. His head is bare and 

hairless, and his shrunken gums make 

his teeth look very long. From him 
comes a sharp, sweet, churning scent, 

like rotten corn.  

You discover the source of the 

malignant force: the final resting place 
of the original owner, Walter Corbitt. 

To your horror, the desiccated corpse 

rises to stand upright, its eyes burning 

with murderous intent.  

You must fight He Who Waits in the 

Dark!  

 

If you succeed, read paragraph 35, if 
all Investigators are killed, Insane or 

Unconscious, read paragraph 84. 

59  

You take a hesitant step into the 

room, then another, each footfall 
causing the floorboards to creak and 

echo all about the silent living room. 

Somewhere in one corner comes the 

soft rustling of rats. At first glance, 
the furniture and painting that adorn 

the peeling walls seem covered in a 

blanket of grey snow. But it only 
cobwebs, grey and pale, that adorns 

everything under a silky mask.  

You brush aside some of the cobwebs 

to unveil a collection of crosses, 

images of the Virgin Mary and other 

religious icons still hanging 
undisturbed along the walls in 

prodigious numbers. 

Make a Luck (+0) check. If you pass, 

read paragraph 46, otherwise read 

paragraph 86. 

60  

Despite your frantic defense, the rats 
swarm over you. You flail your arms 

against the seething mass of bristling 

rodent bodies, claws and bloodied 

teeth. Before you are able to turn and 
flee, the rats swarm over you as you 

slip to the ground unconscious.  
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Move your Investigator immediately to 

St. Mary’s Hospital. You are 
Unconscious.  

61  

Listening to your tale, Dr. Hardstrom 

shakes his head and explains, “I am 

sorry but I can only speak to family 
members concerning patients under 

my care.” 

You may stay here until next turn in 
hopes of convincing Dr. Hardstrom or 

return to Arkham. 

If you remain here, jot down this 

paragraph number and return to it 

next turn.  

On the next turn, Make another 

assisted Luck (-1) check. If 

successful, read paragraph 95, 
otherwise read paragraph 61. 

62  

Despite your best attempts, you seem 

incapable of deciphering the strange 

tome and your head begins to swim 
with a myriad of blasphemous voices. 

You are Cursed.  

63  

You may try to investigate the scene 

of the crime either by day (read 
paragraph 89) or at night (move to 

[D3]). 

 

64  

The chanting gets louder and louder 

all about you. Falling to your knees, 
you throw your head back and 

scream. As your screams reverberate 

around the room, you find the 

chanting gone and the room silent and 

dark but for a rapidly fading laughter. 

You are Lost in Time and Space.  

65  

The kitchen is bathed in darkness but 

for a shimmering light filtering in 
through the single boarded-up window 

towards the back, the tattered drapes 

pulled back to one side. Suddenly, you 

eyes catch a flicker of movement and 
you turn back to the solitary window 

as the drapes begin to flutter in the 

still air…almost as if something passed 
by them… 

Without warning, a large butcher knife 
flies up from the counter top and 

whistles past your ear, just missing it 

by mere inches. Stunned, you can 

only watch in horror, as another one 
lifts into the darkened air, as if 

wielded by some unseen hand, and 

streaks towards you. 

Make a Speed (+0) check. If you 

pass, read paragraph 37, otherwise 
read paragraph 33. 

66  

A feeble whimper escapes your lips as 

you look in horror upon what remains 

of the little girl’s face. An inhuman 

high-pitched shriek bubbles up her 
lipless mouth; suddenly, darkness 

engulfs you and you collapse to the 

floor. 

Lose 1 Sanity and you are Delayed. 

67  

If you wish, you may return to the 

Entrance Hall [E3], or you may 
investigate the Kitchen [E5]. 
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You may also remain here until next 

turn and explore the Living/Dining 
Room more thoroughly.  

 

68  

Little is left of Sullivan’s office; what 

the fire and explosion did not destroy 
was ruined by the water from fire 

hoses. Make a Luck (-1) check. If 

you succeed, read paragraph 85. 

Otherwise, read paragraph 52. 

69  

The room you enter appears too 
clean…brilliant white walls with equally 

gleaming floors. The only thing 

darkening the otherwise spotless room 
is a figure huddled in one corner. It is 

a woman, middle-ages with auburn 

hair streaming down onto the white 

sterile hospital gown she wears. Her 
arms are wrapped round her bent legs 

held tightly to her chest, her head 

hanging low. 

As the door to the cell rattles, the 

woman glances up, her eyes darkened 
and full of some nameless fear.  

Dr. Hardstrom crouches beside the 
poor soul and quietly begins to relate 

your questions in a low, gentle and 

calm tone. The interview is difficult 

and drawn out. Each question sparks 
alternating bouts of incoherent 

sobbing from Gabriela, followed by 

terrified screams that echo 
maddeningly about the sterile room.  

But, slowly and hesitantly, Mrs. 
Macario relates her sad tale. 

Through the crying and shrieks of 

unimaginable terror, you slowly begin 
to piece a tale together. There seemed 

to be some sort of evil presence in the 

Macario home, one that even now 

Gabriela is too fearful to scarcely 
contemplate.  

At night, she would sometimes 
awaken to a shapeless and malignant 

presence seeming to hunch over her 

bed. Other times she imagined she 

glimpsed a strange dark figure in the 
shadows gazing at her with burning 

eyes in the unlit corner of her 

bedroom.  

Elsewhere in the house, she witnessed 

dishes or other objects fly about the 
house as if driven or flung by some 

unseen source. Mostly though, this 

malevolence seems to center upon her 

husband, Vittorio.  

At times, if was as if Vittorio was 

assailed by some unseen force that 
would tear at his clothes, pull at his 

hair, or pummel him relentlessly. And 

the attacks grew in intensity and 
severity until they began to leave the 

poor man weeping with bloodied 

wounds.  

Make an assisted Will (-1) check. If 

successful, read paragraph 14, 

otherwise, read paragraph 76. 

70  

The soft sound of skittering and 
squeaking alerts you to a pack of 

unusually large rats to one side of the 

entrance hall, all teeth and blood-red 
eyes, as they suddenly pour from out 

of various rat holes around the base of 

the hall’s walls and threatens to 

swarm and overwhelm you! 

Fight a Swarm of Rats! If you win the 

combat, read paragraph 7, otherwise 
read paragraph 60. 
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71  

Pick one of the following paragraphs 
to read: 

Read paragraph 19  
Read paragraph 109  

Read paragraph 43 

Note: mark off paragraphs as they 

are read at this location, except for 

paragraph 43. Those paragraphs that 

are marked off cannot be read twice 
at this location.  

72  

A shadowy figure steps from a nearby 

darkened doorway. A guttural and 

wheezy voice from under a down-
turned and crumpled hat say to you, 

“Gizz me yer wallet, fella and you 

won’t get hurt.” The man brandishes a 
cruel-looking knife in his hand to 

further his intentions.  

Fight a Mugger (treat as Cultist). If 
you defeat him, you may take a Knife 

card from the Common Items deck if 

available and read paragraph 68. Do 
not gain his trophy. If you flee from 

combat, return to Arkham.  

If you are defeated, lose all your 

money and half of your possessions - 

you awaken at St Mary’s Hospital 

with 1 Stamina.  

73  

Without a light source, you make your 
way down the darkened and rickety 

stairs, only to hear the snap of 

weakened wood. Tumbling forward 
into the darkness below, you crash 

onto hard concrete somewhere at the 

bottom of the stairs. Lose 1 Stamina 
and make a Fight +0check. If you 

fail, draw an Injury card. In any 

event, read paragraph 91. 

74  

A slow shudder ripples over the 
darkened town of Arkham as a chilled 

hush descends upon the inhabitants. 

Then, there comes a collective shout 
that reverberates across the city as 

mindless vagrants and hobos spill 

from their hovels and hiding places 

and into the streets. But this is only 
the beginning. 

A myriad of soul-condemned cultists, 
witches, warlocks and high priests of 

dead long forgotten cults pout from 

their hiding places. Nameless an 
shapeless horrors are unleashed upon 

the unsuspecting townspeople of 

Arkham, bent upon bringing an 

endless supply of blood sacrifice to He 
Who Waits in the Dark. yet, these 

horrors are not alone and soon He 

Who Waits in the Dark emerges from 
his long slumber to begin stalking the 

streets in an orgy of blood-letting and 

sacrifice… 

Raise the Terror track to 10 

permanently. All Vignettes except for 

[H] are permanently locked. 

Place Walter Corbitt Undead Fiend in 

the French Hill Streets. 

Next take all Monster markers (both 

from the Arkham Horror box and 
those in the Monster Cup that are not 

currently in play) of the following: 

Cultist, Dark Young, Dhole, 

Dimensional Shambler, Fire Vampire, 
Flying Polyp, Formless Spawn, Ghoul, 

Gug, High Priest, Maniac, Nightgaunt, 

Shoggoth, Vampire, Warlock, Witch 
and Zombie. 
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Place each monster randomly by 

drawing a Mythos card separately for 
each monster. All monster in play 

move as special Stalkers. When 

monsters move, they automatically 

will move towards the nearest 
Investigator on the map, and are not 

limited to the normal distance of being 

adjacent per the rules. Select 
Investigators at random if two or 

more are the same distance from a 

particular monster for movement.  

When an Investigator is defeated at 

this stage, they are considered 

Devoured but is now out of the game 
permanently and may not draw or 

select a new Investigator. 

If all Investigators are Devoured, 

read paragraph 97. If all monsters on 

the board are defeated, read 
paragraph 17. 

75  

Seemingly to be in one of his rare 

moods, Joe offers to show you the 

haunted and cursed Black Cave. Move 
there immediately, draw two cards 

and encounter the card of your choice. 

After the encounter, move to [G2]. 

76  

Mrs. Macario’s tale, though fanciful 

sounding, sends cold shudders down 
your spine that lingers long after you 

leave the aseptic interior of the 

asylum. Lose 1 Sanity and return to 
Arkham.  

This Vignette is Complete.  

77  

Make an assisted Lore (-1) check. For 
each success on the check, remove 

one clue token from this location. If 

there are still clue tokens left here at 

the end of the turn, each investigator 
may choose to return to Arkham or 

stay here until next turn to continue 

the research. 

If all the clue tokens have been 

removed, read paragraph 107. 

78  

It would help in your investigation to 

know a little bit of the history of the 
old Corbitt place. The Miskatonic 

Library is a worthy institution to delve 

into this research and perhaps 
something of the property’s history 

can be uncovered. 

You make your way down to the 

Miskatonic University Library, an 

impressive three-story Gothic building 

of cold and drafty marble halls. Each is 
lined with rows upon rows of dusty 

and dusty, musty and aged books. 

An elderly librarian with grey hair 

cropped close about his thin face, 

looks up silently from his desk as you 
enter.  

The scattered old oak tables between 

the rows of books are worn, as if they 
have seen countless visitors over the 

many years. Somewhere in a corner of 

the stuffy hall, comes the furtive 
sounds of a librarian hushing a 

student or two, and occasionally can 

be heard a chair scrapping against the 
wooden floors. 

You look about the aged hall and 

think…where do I begin?  

Place three clue tokens on this 

location to represent the amount of 
research you must do to find out 

information about the Corbitt House. 

Read paragraph 77 
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79  

Flashing a wide smile you explain that 
the editor has sent you down for some 

background research on an up-coming 

editorial piece for next week’s edition. 
Eyeing you with a concerted glance, 

the clerk shows you down to the 

basement where the newspaper 

clipping and archives are stored. He 
sits you at a table surrounded by filing 

cabinets and boxes, before turning 

stiffly back towards the stairs, 
stopping only to mention that files and 

records are filed by dates. 

Sighing, you look around realizing that 

sifting through this amount of 

clippings will take some time. 

Place two clue tokens on [B2] and 

read paragraph 82. 

80  

If there are no clue tokens here, read 

paragraph 36. Otherwise, you have 
yet to uncover any useful information. 

You may remain there until next turn 

to continue your research or return to 
Arkham. 

81  

You fight through the crush of cultists 

threatening to overwhelm you. As the 

last cultist falls to your attack, you 
hear a long, bestial and inhuman 

whine rend the air and the darkened 

horror taking shape in the air melts 

away into nothing. Unfortunately, you 
realize that some of the cultists have 

escaped during the melee.  

However, you have interrupted the 

ritual and prevented some nameless 

horror from entering into this world. 
Each Investigator gains 1 Sanity and 

the Terror track drops by 2. You have 

struck a blow - this Vignette is 

Complete. 

82  

Make a Lore (-1) check. For each 
success in the roll, remove one clue 

token to this location. After the roll, 

read paragraph 80. 

83  

Raising your weapon, you flash an 
evil, bloody smile. Without warning, 

you lash out at your friend with glee 

and a cry.  

You must Fight all other Investigators 

here at this Location to the best of 

your abilities. There is no Evade phase 
for this Combat. During Combat you 

may not Flee, but all other 

Investigators may choose to do so.  

If you win, read paragraph 115 

If you lose the Combat, you are Lost 
in Time and Space. All surviving 

Investigators, read paragraph 31.  

84  

Despite your best efforts, the undead 

fiend seems to shrug off your blows 
like an elephant shrugs off 

bothersome flies with ease. He is just 

too strong. One by one you fall to He 
Who Waits in the Dark until only the 

undead fiend stands, alone and 

triumphant! 

At first, Arkham is unaware of the 

frightful battle in that dark, dank 

basement. But over the next few 
days, the disappearances and murders 

begin anew, but this time it not only 

mind-controlled, undead-fiend 
worshipping vagrants and hobos that 

are behind this evil now. Nameless 
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and shapeless horrors now stalk the 

streets in Arkham, bringing an endless 
supply of blood sacrifice to HE Who 

Waits in the Dark. Yet, within a few 

days, even He waits no longer and 

begins stalking the streets himself in 
an orgy of blood-letting and sacrifice… 

85  

After a short search of the rubble, you 

come across a charred piece of paper 

with writing on it. Though the ink is 
smeared, and little of it proves 

readable, what can be gathered from 

it concerns a group or maybe a cult of 
‘…those who follow He Who Waits in 

the Dark. and an address: ‘- Abner’s - 

510 E. River Street, Rivertown Docks’. 

Unlock [F]. This Vignette is 

Complete. Draw 1 Clue token and 

return to Arkham. 

86  

Without warning, one of the crosses 
flies from the wall and clatters noisily 

to the floor, blood pouring from the 

eyes of the Virgin Mary upon it. All 
about you sounds a cacophony of 

screams of pain and terror that echoes 

seemingly from a godless void itself! 

Lose 1d3 Sanity - if you are reduced 

to 1 or less Sanity, you are also 

Cursed.  

Read paragraph 67. 

87  

Pocketing the bills into his vest 

pocket, the clerk shows you down to 
the basement where the newspaper 

clipping and archives are stored. He 

sits you at a table surrounded by filing 
cabinets and boxes, before turning 

stiffly back towards the stairs, 

stopping only to mention that files and 

records are filed by dates. 

Sighing, you look around realizing that 

sifting through this amount of 
clippings will take some time. 

Place two clue tokens on [B2] and 

move there.  

88  

If you wish, you may move into the 
Living/Dining Room [E4], or you may 

investigate the Stairs leading to the 

upper story of the house [E6]. 

You may also remain here until next 

turn and explore the Entrance Hall 
more thoroughly.  

Otherwise, you may leave the Corbitt 
House and return to Arkham. 

89  

You discreetly pass through the crowd 

of on-lookers and begin to make your 

way into the burned-out ruins of the 

building. A detective spots you almost 
immediately and walks over to you, 

flashing a badge as he does so. “This 

place is an official crime scene, Sir, I 
must ask you to leave.” 

You may decide to try returning at 
night (move to [D3]) or return of 

Arkham. 

90  

Unable to avoid the massive and 

hellish swarm of flies, it takes all your 

will to remain calm. You manage to 
cover your ears and nose and clamp 

your mouth shut to ward off the 

putrescent probing insects till the 
swarm dissipates and the flies are 

gone. 
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Read paragraph 88. 

91  

The basement appears to once have 

been the boiler room, and indeed, to 
one side of the room stand an ancient-

looking furnace. Large portions or the 

cement floor has been torn up to 
expose bare earth. A half a dozen 

picks and shovels lie about the room. 

A single bulb near the back casts a 

flickering light across the darkened 
room and in its weak glow you can see 

several whitish objects poking from 

the exposed earth. The strong stench 
of death and decay hangs heavy in the 

air.  

If you wish you can examine the room 

further (read paragraph 2) or return 

to [F2]. 

92  

In what appears to be the master 

bedroom, you discover the only 
surviving furniture to be a closed 

wooden cabinet. Timidly, you grasp at 

the cabinet door, only to find it 
wedged firmly shut. Straining with 

both hands, you wrench the cabinet 

open to reveal a trio of bound book 
lying covered in gathering dust on the 

otherwise empty shelf. They appear to 

be diaries of a certain W. Corbitt, a 

former inhabitant of the house, as the 
flyleaf of volume one testifies. 

Take the Unique Item card, Corbitt’s 
Diary. 

Read paragraph 31. 

93  

Mercifully the rat-thing lets forth an 
almost human cry of pain and scurries 

off into a large hole in the floor near 

the base of the wall. Carefully, you 

lean down to grasp the old book in 
both hands, its ancient and 

mouldering pages nearly crumbling at 

the slightest touch. 

Take the Unique Item card, Strange 

Old Book. Read paragraph 67.  

94  

Unfortunately, you have waited too 

long to look for evidence into the 
death of Jack Sullivan. The police have 

finished their work and no evidence 

remains at the crime scene. This 
Vignette has Failed. 

Raise the Terror track by one. 

95  

Dr. Hardstrom scrutinizes your 
credentials closely and listens politely 

to your desire to learn more of the 

Macario family tragedy. He apologizes 

for his rather brusk demeanor, 
explaining that he has been pestered 

of late by reporters since Mrs. 

Macario’s arrival at the hospital.  

Dr. Hardstrom stands up from his 

desk and leads you down the winding 
halls of the asylum. As he does, he 

relates the case particulars to you in a 

crisp, unattached manner.  

The Macario family, husband Vittorio 

and his wife, Gabriela, were 

committed to the asylum by 
authorities for observation. Vittorio, 

the poor unfortunate soul, is still quite 

mad and has been unable to relate 
any useful information concerning 

what happened to him or what 

brought about his fit of insanity.  

Gabriela is conscious and 

approachable, though the doctor 
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explains that any conversations should 

be kept short and brief since in-depth 
questioning of the events greatly 

upset her. 

At that moment, he reaches a door set 

with a small inset and barred window. 

Drawing out a large set of keys, he 

turns the lock, and pushes the door 
open, before motioning you through.  

Read paragraph 69. 

96  

Overwhelmed, you fall one by one to 
the feverish cultists. As you sink to 

the ground, unconsciousness welling 

over you, you sense the chanting 
around you reach a crescendo. The 

last thing you see before 

unconsciousness takes you is a a blob 

of living, sentient darkness, torn from 
the primal fabric of the very cosmos 

itself, materializes in the air above the 

cultists. 

You have failed to prevent the cultists 

from summoning the Blackness From 
the Stars. Place the Blackness From 

the Stars in the Rivertown Streets. 

All Investigators have their maximum 

Sanity reduced by 1 for having 
allowed such a horror to exist. Raise 

the Terror level by 1. This Vignette 

has Failed. 

97  

The next hours for you are an 
alternating series of mind-crushing, 

horrific and terrible scenes that makes 

you beg for the gentle release of 
death. An unyielding and perpetual 

blanket of darkness engulfs the town 

of Arkham as all manner of 

unspeakable horrors floods the streets 
in an endless wave of blood and 

death.  

The lucky one are those who are 

mercifully perish early as the entire 
town falters then falls headlong into 

the blackest of abysses. Others flee 

Arkham, but that is only a respite as 

the seemingly endless supply of 
townspeople eventually are swallowed 

up in the madness and death of the 

coming of He Who waits in the Dark.  

For soon, the streets of Arkham fall 

eerily silent as the endless horrors 
brought the very depths of Hell itself 

begin pouring into the countryside… 

98  

Waiting for the cover of darkness, you 

return to Sullivan’s office, hoping to 
gain access to the crime scene. This 

turns out to be a wise decision, as 

only a single patrolman is posted at 

night to guard the crime scene. After a 
short wait, you watch as the yawning 

patrolman retreats down the street to 

an all-night diner to fetch some. 
coffee, leaving the scene unguarded. 

Make a Luck (-1) check. If you 
succeed, read paragraph 68. 

Otherwise, read paragraph 72. 

99  

As you look on in horror, the chanting 

in the cellar reaches a crescendo. 

From your hiding place, you spot a 
blob of living, sentient darkness, torn 

from the primal fabric of the very 

cosmos itself, materializes in the air 
above the cultists. Fearfully, you flee 

from the terrible scene as fast as you 

can. 

You have failed to prevent the cultists 

from summoning the Blackness From 

the Stars. Place the Blackness From 
the Stars in the Rivertown Streets. 

All Investigators have their maximum 
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Sanity reduced by 1 for having 

allowed such a horror to exist. Raise 
the Terror level by 1. This Vignette 

has Failed. 

100  

They are everywhere! In your hair, 

your clothes, crawling down your 
mouth and into your nostrils! You 

panic as your breathing becomes more 

and more difficult and your skin crawls 

as the flies cover every inch of your 
body. Gagging, you vomit foul black 

ichor. Lose 1 Sanity and 1 Stamina. 

Read paragraph 88. 

101  

As you wander about the darkened 

Rivertown Streets you are struck by 

the deserted nature of the entire area. 
A tense lull seems to hang over the 

streets and a growing sense 

of…something…begin to grow in the 

pit of your stomach.  

Move to [G2]. 

102  

If you wish, you may return to the 

Bedrooms [E7], or you may return to 
the Stairs [E6]. 

You may also remain here until next 
turn and explore the Bathroom more 

thoroughly.  

103  

Pick one of the following paragraphs 

to read: 

Read paragraph 29  

Read paragraph 4  

Read paragraph 23  
Read paragraph 70 

Note: mark off paragraphs as they 

are read at this location, except for 
paragraph 23. Those paragraphs that 

are marked off cannot be read twice 

at this location. 

104  

Somewhere from deep inside you, you 
draw upon some hidden strength and 

resolution. Slowly but relentlessly, you 

puss back those evil voices from your 

head and are rewarded with an 
overwhelming sense of resolve and 

hope.  

You are Blessed. Read paragraph 31. 

105  

Swiftly, you grasp the knife by the hilt 

and try to wrench it free from your 

unseen assailant. The struggle seems 
to last forever until, as if from a great 

distance, there can be heard soft 

laughter. Without warning, the unseen 

force dissipated and the knife stops it 
horrible animation.  

You may search through the Unique 
Items deck for the Enchanted Knife 

card and keep it if available.  

Read paragraph 102. 

106  

You walk into the kitchen and onto a 

horrible scene. Slumped against one 

wall are the bloody, mangled bodies of 

a woman and two young children. A 
blood splattered man sits on his 

haunches nearby sobbing maniacally, 

a shotgun resting on his lap. The man 
looks up at you as he speaks, “The 

eyes, burning in the dark!” He then 

turns the gun on himself and goes 
silent with a loud bang. 
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Make a Will (-2) check. If you 

succeed, read paragraph 28, 
otherwise read paragraph 40. 

107  

As the day draws dark outside and the 

shadows deepen, you manage to 

uncover several interesting items 
tucked away in the library: 

 In 1835, a prosperous merchant 

builds the house, but 
immediately falls ill and sells it 

to a Mr. Walter Corbitt, esquire.  

 
 In 1852, Walter Corbitt is sued 

by neighbors, who petition to 

force him to leave the area “in  
consequence of his surious [sic] 

habits and unauspicious 

demeanor.”  

 
 Evidently Corbitt wins the 

lawsuit. His obituary in 1866 

states that he still lived in the  
same place.  

Take Handouts #4, #5 and #6. This 
Vignette is Complete. All 

investigators return to Arkham. 

108  

Towards the back of the main 

warehouse you find a narrow stairway 

leading down into darkness. If you do 
not have a Lantern, read paragraph 

73. If you possess a Lantern, read 

paragraph 91. 

109  

As you step into the bathroom, the 
hackles on your neck rise and fear 

knots your stomach. Someone or 

something is behind you! Turning 
round you see an unnaturally thick 

patch of shadow in the far corner of 

the bathroom. Glaring out of the 

darkness is a pair of fiery red eyes! 
The burning eyes seem to bore into 

your mind, searing your very 

thoughts. 

Make a Will (+0) check. If successful, 

read paragraph 54, otherwise read 

paragraph 55. 

110  

You hurl your improvised weapon into 
the cultists’ midst. For every success, 

remove 1 cultist from the total 

number of cultists and read paragraph 
24. 

111  

You are handcuffed and thrown 

roughly into the back of a patrol car 

and driven down to the Arkham Police 
Station. Despite your pleas of 

innocence, you are placed into a small 

cell and left in silence. 

Move immediately to the Jail Cell - 

you are Arrested. 

112  

Fearfully, you approach the hovels to 

discover an sunken old earth-floored, 
fire-blackened cellar, accessed by a 

rickety stairway leading down into it. 

The ceiling is comprised of earth and 
rubble atop a seemingly random 

framework of rotting wooden beams. 

What draws your attention, however, 

is a group of slovenly men, dancing 
around the earthen cellar, all the while 

chanting a strange and hideaway 

song. By the words the derelicts are 
chanting, you can only assume that 

they are attempting to call upon 

something from beyond that could 
only be described as the “Blackness 

from the Stars.” 
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As the derelicts’ dancing grows more 

and more frenzied, their chanting 
becomes louder and more earnest. 

Suddenly, you feel an ominous 

presence in the air. Smoke and mist 

seems to begin to gather together in 
the air about the strange pastor, and 

you think you can see a grotesque 

form of absolute blackness slowly 
writhing and materializing from 

nothing.  

If you have a Molotov Cocktail and 

wish to use it, read paragraph 122. If 

you wish to attack the cultists, read 

paragraph 24. Otherwise, if you wish 
to hide and watch the ritual 

commence, read paragraph 99. 

113  

You can’t seem to force those 

haunting voices out of your mind and, 
almost like an automaton, you stare in 

horror as you draw your weapon. 

If there are other Team 

Members/Investigators with you at 

this location, read paragraph 83. 
Otherwise, read paragraph 115. 

114  

The air about the kitchen seems 

charged with electricity and a strong 

smell of ozone creeps into your 

nostrils. You clamp your hands over 
your ears as a thunderous voice 

begins to intone a terrible and 

unearthly chanting to an almost 
unbearable cacophony of terror. 

Make a Lore (-1) check. If you pass, 
read paragraph 50, otherwise read 

paragraph 64. 

 

115  

Thankfully, you collapse unconscious 
to the floor and remember nothing for 

some time. When you awaken, you 

are in the Arkham Jail. They said you 
were found in a nearby house in the 

French Hill district, standing over the 

body of a house wife you apparently 

murdered, a bloody knife clutched in 
your hands. You stare down at your 

blood-stained hands, not wanting to 

believe the horror you have done.  

Your Investigator is out of the game, 

according to the Retiring 
Investigators rule in the Dunwich 

Horror rule book, page 6.  

Raise the Terror track by one. 

116  

Pick one of the following paragraphs 

to read: 

Read paragraph 44  
Read paragraph 22  

Read paragraph 34  

Read paragraph 59 

Note: mark off paragraphs as they 

are read at this location, except for 
paragraph 34. Those paragraphs that 

are marked off cannot be read twice 

at this location.  

117  

The shadowy corners of the room 

suddenly seem to be growing, as if 
reaching out with tendril-like wisps of 

darkness. The gloom quickly closes in 

all around you, or is it the room that 
has faded to nothing? However, you 

sense that you are not alone. You can 

feel an overpowering presence 
here…maybe in your head…voices, 

whispering of evil, terrible things! 
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Make a Will (-1) check. If successful, 

read paragraph 104, otherwise read 
paragraph 113. 

118  

If you wish, you may move back down 

into the Entrance Hall [E5], or you 

may investigate the Bedrooms [E7] or 
the Bathroom [E8]. 

119  

The river docks are partially obscured 

by a light blanket of fog that casts 

shadows over the area, heightening 

your already cautious and suspicious 
mood. Walking along the darkened 

storefronts, you look for 510 E River 

Street. You presently find yourself in 
front of an old looking brick 

warehouse with the words, “Abner’s” 

painted on it in faded letters. A gate 

allows access to a paved yard in front 
of the warehouse, with several aged 

loading docks adjacent to a pair of 

loading doors. You are unsure as to 
what this innocent-looking building 

has to do with the death of jack 

Sullivan, but you are determined to 
uncover those responsible. That 

requires getting inside the building 

and having a look about. 

Climbing the fence, you sneak quietly 

across the yard towards the loading 

docks. Each team member must make 
a Sneak (-1) check. If anyone fails 

the roll, read paragraph 15. 

Otherwise, read paragraph 39. 

120  

You return to Easttown to continue 
your investigation into the mysterious 

death of Jack Sullivan. The burnt-out 

shell of Sullivan’s office remains 

secured by the police while they 

collect evidence. During the day, 
several police detectives and 

representatives from gas company 

and fire department sift through the 

debris. Overnight, patrolmen guard 
the scene from would-be looters and 

curious-seekers. 

Move to [D2]. 

121  

Besides a worn-looking warehouse, 

you find a vacant lot seemingly 

untended. It is strewn with rubble and 
littered with junk, including broken 

and discarded furniture, cast-off 

lumber, and a couple of rusting 
automobiles. 

A few sheets of corrugated metal form 

temporary shelters for what seems to 
be a camp of derelicts.  

As you approach the vacant lot, the 
sound of strange and almost inhuman 

chanting can be heard coming from 

the makeshift shelters. Read 
paragraph 112.  

122  

Pulling the Molotov cocktail from your 

nap sack, you carefully sneak to the 

top of the stairs, hoping the din of the 

chanting masks the sounds of your 
approach. Lighting the gasoline-

soaked rag jutting from the top of the 

bottle, you hurl the flaming projectile 
into the cultists midst. Make a 

Combat (+0) check with the Molotov 

Cocktail. Then read paragraph 110.  
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TIMELINE 
 

Day 1    Latest Disappearance Shocks City — Headline       

Police responding to a missing child report down in the Merchant District have found 

the bodies of two small children reported missing earlier in the day by their mother. 

The bodies were horribly dismembered and cut beyond all possible description.  

Raise the Terror Track by one. 

Clues appear at the Newspaper and Police Station.  

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 2    Police Declare Curfew  — Headline  

Several more disappearances are reported in the Merchant District today. In all, 

three young children in the area have seemingly gone missing without a trace in 
the past twenty-four hours.  

With the recent disappearances and deaths in the Merchant District, police begin 
cracking down by ordering a curfew each evening.  

Investigators must pass a Sneak (+0) check when moving into or out of the 
Merchant District or be Arrested. 

Clues appear at Velma’s Diner and Hibb’s Roadhouse. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 4–6 on a die. 

Day 3    Mysterious Explosion is the Latest of Tragedies — Rumor  

As the strange disappearances and deaths spread through Arkham, so does the 

terror they have generated. The latest victim is that of Jack Sullivan, a private eye 

to whom you are acquainted with from dealings in the past with other goings-on 

and cases. All that is known for sure is that some sort of explosion ripped through 
the man’s office late last night and the whereabouts of Mr. Sullivan is unknown at 

the present time.  

The police are being quite tight-lipped as to the nature of these events, stating 

publicly that none of the cases are linked. Your experience in these matters leads 

you to believe otherwise. If indeed these disappearances and deaths are linked, the 
police seem incapable to stopping them from continuing.  

Every Mythos Phase, roll a die; if you roll a success, nothing happens, but if you roll 

a failure, another disappearance or murder occurs, and the Terror Track increases 
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by one. If the Terror Track reaches 10, all Will checks for the remainder of the 

game are at -1. 

Unlock [D]. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 4    Strange Dreams Reported All Over City — Environment (Urban)  

Local doctors are puzzled by seemingly similar complaints of various patients who 
are experiencing identical dreams of, ‘A dark figure with burning eyes…’ 

Clues appear at Arkham Asylum and the Hospital. Raise the Terror Track by 1.  

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 5    A Nocturnal Visit — Environment (Urban)  

A strange sound awakens you from a deep sleep - at first you are groggy and look 

about your room in confusion. Then your attention is drawn to a malignant and 

blasphemous form hulking over the foot of your bed. For the briefest of moments, 

you think you can make out another figure in the darkness. Little features of this 
second figure can be seen but for the burning eyes, glowing like beacons in the 

gloom. 

Fight a Dimensional Shambler. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 4–6 on a die. 

Day 6    They are Following You! — Environment (Urban)  

Despite the disbelief of others, you are positive that you are being followed. All day 

you have seen vagrants all over the city, and everywhere you go. When you leave a 
shop, there is a vagrant, when leaving your house, there is a pair of vagrants 

lingering in a nearby alleyway. When you stopped for lunch at the diner, there was 

a vagrant  
begging for spare change on the corner. 

Place a Cultist at the Woods, French Hill and Independence Square. 

Clues appear at the Train Station and Northside Streets. 

Each turn thereafter that this Environment remains in play, place a another Cultist 
French Hill and Independence Square if possible. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 7    Asylum Inmate Escapes — Headline  

Vittorio Macario has killed an orderly and escaped Arkham Asylum! 
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Place Vittorio Macario - Madman in the Downtown Streets, and raise the Terror 

track by one. Every Mythos Phase, roll one die; 1-3 he moves on white, 4-6 he 
moves on black. Before making a combat check against him, an Investigator must 

make a Lore (-1) check to pick up his trail; failure means the Maniac has eluded 

that Investigator, and that investigator is removed from the combat.  

If the Maniac is defeated, lower the Terror track by one and all Investigators are 

given a $2 reward from the thankful staff at the asylum. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 8    Store Clerk Goes Mad — Headline  

The store clerk at the General Store shocks the neighborhood when he suddenly 
goes mad and kills a customer with a hatchet as he screamed about something with 

burning eyes. 

All Will checks are at -1 and the General Store is closed while this Environment is in 

play.  

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 9    He is Coming For You — Rumor  

Even after you awaken, you can still see those burning eyes and the words it spoke 
telling of your coming doom! 

You rush through the house turning on every light and locking every door, but you 
know that even this won’t save you. 

Place a Dimensional Shambler in French Hill and Rivertown Streets. Treat both 

monsters as a Stalker. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 4–6 on a die. 

Day 10    Dreams Become an Epidemic — Headline  

The rash of dream complaints last week now threatens to become an epidemic. 

Clues appear at Arkham Asylum and the Hospital. All Will checks are at -1. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 11    Ambush! — Environment (Urban)  

Without warning, you are grasped from behind and pulled into a dingy alley off the 

main street. 

Fight 2 Cultists. Clues appear at the South Church and Train Station. 
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At the start of the next Mythos phase, proceed to the next timeline event when:  

The first player rolls 5–6 on a die. 

Day 12    He Who Waits in the Dark Has Arisen! — Headline  

You are running out of time! Whatever is He Who Waits in the Dark is almost ready 

to rise! 

This is the final timeline. If the timeline advances again, move directly to the endgame and read [H1]. 

 

 


