
Whispers in the 
Darkness

An Arkham Investigations case by Jocularis

Introduction
Whispers in the Darkness is played similarly to an 
Arkham Investigations case, as described in the 
Arkham Investigations rules, but in a more 
directed way, giving a different example of how 
a casebook may be written.

Personally, perhaps because I’m not an “English 
native speaker,” I found it easier to write a 
casebook by simply inserting it into the 
Arkham Horror base game. It’s enough to 
organize a small number of paragraphs and 
integrate them into the base game to tell a 
Lovecraft tale with an Arkham Investigations 
casebook.

Another aspect of my casebook is its brevity. It 
may seem short, but only if separated from the 
base game. Whispers in the Darkness is playable in 
2-3 hours, depending on how the timeline flows, 
but to understand it deeply, it is necessary to 
think of Arkham Horror as a container for the 
Whispers in the Darkness case.  Enjoy!

Special thanks are obviously to Nephilim, the 
creator of this wonderful mod.

Generic Rules for                   
Arkham Investigations

Vignette States
Don’t use Unlock tokens.  At the start of the 
game, place all Vignette State tokens in a cup. 

When the casebook says “Unlock Vignette [x],” 
take the associated token and place it on the 
board at the given location.  At this point, the 
associated vignette is considered unlocked.

When a vignette is completed, place a 
Complete token on the board at that location.  
It can nevermore change state after that.

If a vignette is failed, it remains on the board 
with a Failed token on it. Some failed  vignettes 
can be unlocked again (the text will say to 
remove the Failed token), but only when 
indicated by the Vignettes Index or the 
casebook text.

Skill Checks
Any skill check in a vignette, if not otherwise 
indicated, should be considered an Assisted 
Skill Check per the Arkham Investigations rules. 
Obviously, investigators must be in team to 
assist each other.

Events
In places, the Vignette Index says “Event n x.”  
It means that there are events to be 
encountered in that vignette, as in the normal 
rules, but there may be more than one.  The 
first time you visit such a location, follow the 
instructions for event one and place an event 
token there.  The second time, read event two, 
and so on.  If you have exhausted all the events, 
follow the “Otherwise...” instructions.



Location Encounters
An Investigator may always choose between 
drawing a location encounter card for a location 
or encountering the Vignette there.  If he or 
she encounters the Vignette, take the number 
“1” token and put it near the Vignette letter 
token.???

Meshing with  Arkham Horror base game
This case is intended to be integrated into the 
Arkham Horror base game, with only minor 
changes.  During setup, do not select a Great 
Old One card, and skip placing clue tokens at 
unstable locations during setup. All other setup 
game elements remain the same.

Often, during the case, you will be required to 
obtain a specific number of components to 
proceed.  For example, a specific number of 
clue tokens or an ally card.  Some of these 
components are given by vignettes, and others 
must be collected using the base game rules.

Timeline
During each Mythos phase, roll a die.  On a 
result equal to the one printed on the current 
day of the timeline (for example, day two has 
“4-6”), advance the timeline by one step.  With 
any other result, draw a Mythos card.

Use Mythos cards normally, except ignore the 
gate spawning (you still place monsters and 
clues).  If you draw a card that does not make 
sense with this variant (for example, a card 
related to gates or other worlds), discard it and 
draw another one.

Returning to Arkham
When in the casebook text indicates that you 
should “return to Arkham,” the investigator 
returns to Arkham, exiting the vignette and 
discarding any event tokens on the vignette. If 

that Vignette can be encountered again, simply 
restart from event number one. Event tokens 
always remains on the Vignettes.???

Specific Rules for the           
“Whispers in the darkness” case

Monsters
The following monsters make up the monster 
cup during the game: Mi-go, Mi-go Concealed 
(x4), Cultists, Maniacs, Witch, Warlocks, High 
Priests, Walter Brown (x1).

Monster special rules
Walter Brown can never be claimed as a trophy.

Documents
See “Documents” at the end of the casebook. 
They are all numbered and must be obtained by 
the Case text.

The Akeley Farmhouse
The Akeley Farmhouse is a new location that 
can be reached from the Train Station. Any 
Investigators on the Vignettes [G 2-3-4-5] must 
place his token on the Akeley Farmhouse card. 

Prologue
Strange climatic events have been plaguing 
Arkham for the past months. Something dark 
and alien, which for years has waited in the 
shadow of the human race, has come to start a 
new phase of their plans, a phase where mortal 
men play an important role inside their plans.

The whole matter began with the historic and 
unprecedented floods in the country. It was the 
3rd of November 1927.  After the strange floods 
and news of the difficult rescues, many of our 
friends embarked on curious discussions and 
appealed to us to shed what light we could on 
the subject.



Vignette Index
Rivertown Street

[A1]	
 Event 1:  Read paragraph 01.
	
 Event 2:  Read paragraph 04.
	
 Otherwise: Read paragraph 10.
[A2]	
 Read paragraph 03.
[A3]	
 Read paragraph 05.

Science Building       
[B1]	
 Event 1:  Read paragraph 07.
	
 Otherwise: Read paragraph 09.
[B2] Read paragraph 08.

Administration
[C1]	
Event 1: Read paragraph 11.
	
 Otherwise: Read paragraph 64. 
[C2]	
 Read paragraph 15.

Library                   
[D1]	
 Event 1: Read paragraph 27.
	
 Event 2: Read paragraph 28.
	
 Otherwise: Read paragraph 36.
[D2]	
 Read paragraph 38.

Police Station (the Ce()
If this vignette was failed, discard 1 Ally to 

remove the Failed token and Read 
Paragraph 29.

[E1]	
Event 1: Read paragraph 18.
	
 Otherwise: Read paragraph 19.
[E2]	
 Read paragraph 23.

Historical Society
If this vignette was failed, discard 5 Clue 

Tokens to remove the Failed token and 
Read Paragraph 34. 

[F1]	
Event 1: Read paragraph 30.
	
 Otherwise: Read paragraph 32.
[F2]	
 Read paragraph 37.

Train Station
[G1]	
 If it’s not yet the 12th day of the 

timeline, read paragraph 35.
	
 If it is the 12th day or later, read 

paragraph 40.

Akeley Farmhouse
[G2]	
Read paragraph 41.
[G3]	
 Read paragraph 44.
[G4]	
 Read paragraph 47.
[G5]	
 Read paragraph 52.

Epilogue
If you’ve successfully finished your 
investigation: Read paragraph 60.
Otherwise: Read paragraph 61. 



Case Paragraphs
1
Having just received the task, you take a walk 
in the Rivertown Streets, where you’ll have the 
opportunity to interview some of the locals.

Roaming the streets, you notice the city 
appears strangely prey to a feverish excitement.  
Many people are gathering near the bridges, 
intent to peer into the slimy waters of the 
Miskatonic.

If you wish to go visit the crowd, move to 
[A2]. If you try to find some traces of objects 
left after the flood, read paragraph 2.

2
Make a Lore+0 check. If you succeed, you find 
some strange prints in the mud and gain 1 clue 
token. They seem to be signs of a claw or 
pincer, the size of a human foot.

Taking some pictures of the scene, you find 
yourself thinking that it might be useful to 
investigate these strange imprints with a more 
scientific examination.

Unlock [B] Science Building. You may 
choose to stay here more than one turn, but 
you cannot gain more than three clues in this 
way.  Otherwise, move to [A2] and end your 
turn.

3
An old man came to you, interested in your 
research on the footprints. After a few 
questions, he starts a strange folkloristic tale of 
his Irish origins: 

“Listen to an old man who has seen a lot in his life! 
There are some things that elude the perceptions of 
our eyes.  There is a hidden race of monstrous beings 
which lurk somewhere among the remoter hi(s - in 
the deep woods of the highest peaks, and the dark 
va(eys where streams trickle .om unknown sources. 

These beings were seldom glimpsed, but evidence of 
their presence was reported by those who had 
ventured farther than usual up the slopes of certain 
mountains, or into certain deep, steep-sided gorges 
that even the wolves shunned. These are the legends.  
And deep in the legends, you know, there is always a 
truth.”

Something in the old man unsettles you, so 
deeply that you can’t do anything other than 
turn away from the man and take your leave. 
Make a Will-1 check.  If you succeed, gain 1 
Clue; otherwise, lose 1 Sanity.

You may move to [A3] or return to Arkham.

4
A strange figure comes near you along the 
street. He seems to be an inhabitant of the 
quarter, but something in his whirring voice 
brings to mind your old folklore studies.

Fight a  Mi-GO (concealed)! If you defeat him, he 
throws himself in the river, vanishing in the 
waters. Do not gain his trophy. Move to [A3].

5
The clues and encounters found in this location 
affect your mind with terrible and confused 
visions.  You need clarity, and only a deep 
examination and the support of reason can 
order the chaos in your mind.

Make a Luck-1 check.  If you succeed, search 
the common item deck for the Research 
Materials and take it. Unlock [B] Science 
Building. Return to Arkham.

6
Your Brain is surgically removed from your 
body and put in a metal cylinder case.  
Disembodied, they bring you in the presence of 
a strange figure cloaked in black. His face 



covered by a nightmarish wax mask that alters 
his traits, making them similar to the human 
face, it appears to you strangely familiar. After a 
few moments, you know his true name: in the 
old Yuggoth idiom, it is NGATH-KTHUN, 
the man that many people in Arkham knew as 
Walter Brown. 

You will be, now and forever, a Mi-go slave, 
eternally bound in the cylinder of a metal case. 
Your future is written in the old dark stars of 
the planet, and just a thing is certain in your 
memories: your life that was, your old 
homeland, now is only your past, that will fade, 
losing relevance, in front of the openness of the 
Other Worlds.

 “...go out among men and find the ways thereof, that 
He in the Gulf may know. To Nyarlathotep, Mighty 
Messenger, must a( things be told. And He sha( put 
on the semblance of men, the waxen mask and the 
robe that hides, and come down .om the world of 
Seven Suns to mock...”

7
You remember that an old friend of yours 
works here as a researcher. You search in the 
hall for her name and after few minutes Anna 
Kaslow introduces herself to you.

“It’s a been a long time since we’ve met.  Our 
ways broke accidentally.  What is the meaning 
of your visit?”

Make a Luck –1 check. If you succeed, search 
the Ally deck for the Anna Kaslow card.

You show her all the clues you found in 
Rivertown. She stares at you, visibly worried, 
and then turns to take down a glass jar filled 
with a yellow liquid and a tissue sample marked 
“cuticle.”

“There are too many coincidences these days,” 
she says.  “But for now, it is impossible to make 
conjectures about what is going on. This tissue 
sample, for example, came from a place near 
the Miskatonic. I’ve never heard of river 

lobsters in these places; it’s a completely new 
species.”

Replacing the sample jar on its shelf, she sighs.  
“Anyway, it is impossible to link all the clues for 
now.”

You can discard on this location up to two 
Research Materials common items.  If there are 
two Research Materials here, move to [B2]. 
Otherwise, return to Arkham. 

8
“From what I can see through the microscope, 
the creature that had this kind of cuticle is 
bigger than a common lobster.  It could have 
big claws and I don’t exclude that these claws 
made the imprints you found. Perhaps a kind of 
two-legged amphibian or lobster that can walk 
with fore claws.”

Unlock [D] Library and make a Lore-1 
check.  If you succeed, read paragraph 12.  If 
you fail, return to Arkham.

9
“Have you found something new?” asks Anna. 
You can discard on this location up to two 
Research Materials common items.  If there are 
at least two Research Materials here, move to 
[B2]. Otherwise return to Arkham.

10
There is a shadow behind you – now you’re 
certain. Someone is chasing you. As you turn 
the corner of the street, you start to run, but 
the man doesn’t slow down. Your only chance is 
to face the dark stranger in black robes that is 
now in front of you. Fight Walter Brown.

If you win, gain a Gate token, take 3 Clues, and 
return to Arkham – the Vignette is Complete.

Otherwise, the Vignette is Failed.



11
After arriving at the murder location, you can 
hardly find any clues through the crowd of 
Policemen gathered here. It seems that the 
head of the victim has been removed from the 
body, and now they’re searching in the river to 
put together the corpse.

What is happening here shakes you horribly. 
Make a Will-2 check or loose a Skill card. After 
a few minutes, a tough-looking man comes to 
speak to you, the actual deputy of Arkham.

“We must ask you to follow us to the Police 
Station…it’s only verifications.”  If you decide 
to follow him without objection, read 
paragraph 13.

If you decide to explain your relationship with 
the victim and the recent professional 
involvements, make a Will-2 check.  If you 
succeed, read paragraph 14. Otherwise, read 
paragraph 13.

If you immediately make a run for it through 
campus, make a Speed+0 check.  If successful, 
move to [C2], Otherwise read paragraph 13.

12
You remember that the strange ancient rituals 
of the Pennacook indians speak of some 
amphibious creatures gifted with claws coming 
from out of space and time. Something you 
should still have in an old book somewhere.

Search the common itmes deck and take the 
Ancient Tome card. Return to Arkham. This 
Vignete is Complete. Unlock [D] Library.

13
They throw you into the patrol car, and after 
few minutes you reach the Police Station. It 
seems that they’re are preparing to interrogate 
you. Some obscure documents have been found 
on Anna Kaslow’s work desk – documents 
involving you.

Unlock [E] Police Station. Move into the 
Cell and end your turn – you are arrested!

14
The Deputy seems to be persuaded of your 
innocence, but he still insists on questioning 
you at the Police Station.

If you make a stand and refuse, move to [C2].

 Otherwise, you can give them evidence of your 
honesty by offering to cooperate with the 
Police on their investigation.  Make a Luck–2 
check or discard a Research Materials card to 
automatically pass the test.

If you succeed, you become their secret agent: 
all your charges are cancelled, provided you 
totally cooperate with the Police. Take the 
Patrol Wagon card and return to Arkham.

If you fail, read paragraph 13.

15
You flee with all your strength from the agents 
that immediately start to chase you. Now you 
are Wanted! (See document #3.) Make a Sneak-1 
check to avoid capture.  If you succeed, read 
paragraph 16.  Otherwise, read paragraph 13.

16
The Administration building is beyond sight, 
far behind you, as you plunge into the deep 
woods surrounding campus to flee from your 
stalkers.  Suddenly, something causes you to 
stop running: in front of you there are some 
shadows.  It seems there is someone else 
chasing you!

Fight one Mi-go (concealed) and one Warlock. If you 
defeat them within two rounds, read paragraph 
17. Otherwise, the cops arrive and in a few 
moments they block you off. Discard two items 
of your choice and read paragraph 13.



17
The bodies of the dark characters lie at your 
feet.  You can wait for the Policemen who are 
chasing you to show them what you’ve found, 
and read paragraph 20. Otherwise, continue 
your run, and read paragraph 21.

18
It is nighttime in your cell.  You have been kept 
here longer than you calculated!  In here, there 
is just a poor iron and cotton bed, and the 
covers are too thin to protect you from the cold 
of night.  You can’t sleep.

Suddenly, you hear a voice nearby, probably 
from the cell next to yours:

“To Nyarlathotep, Mighty Messenger, must a( things 
be told. And He sha( put on the semblance of men, 
the waxen mask and the robe that hides, and come 
down .om the world of Seven Suns to mock... no one 
can arrest the sons of Yu/oth! No one…”

Make a Lore-2 check.  If you succeed, you 
remember that Yuggoth is the equivalent of the 
planet Pluto – gain 1 Clue and read paragraph 
19.  If you fail, end your turn and remain 
Arrested!

19
As you sit in your cell waiting for your 
interrogators, you to think about recent 
happenings.  Roll a number of dice equal to 
your Focus (maximum 5 dice). If you obtain a 
success, you gain 1 Clue, otherwise lo you lose 
one.

You may discard on this location clue tokens, 
and any Investigator in the Police Station may 
give you Clues to discard.  When you have 
discarded 5 Clues, you may move on [E2] and 
end your turn. If you have not yet discarded 5 
Clues, remain Arrested!

20
The policemen arrive and surround you, and 
begin looking at the corpses lying before you.

 The corpses of the strangers are wrapped in 
dark cloaks, and under those they seem 
completely covered in strips of gauze to conceal 
some deformity.  Then they unwrap the gauze.  
Make a Will –2 check.  If you fail, lose 1 Sanity. 

After the police see what you just fought, they 
seem to believe your story, and release you. You 
are free to return to Arkham. This Vigette is 
Complete!

21
Your escape brings you to the far edges of the 
campus, near a river that flows there. 

The policemen are growing near.  Make a Sneak 
–2 check to hide yourself in the river’s water.

If succeed, read paragraph 22.  Otherwise, read 
paragraph 13.

22
Nearby in the mud, you notice a strange, 
dented item.  Draw a Unique Item.  As you are 
looking at it, something hard and round floats 
next to you over the shallow waters: a human 
head matted with blood and organic fluids. 
Through the signs of scuffle, scratches, and 
bruises, you recognize the face of Anna Kaslow! 

You go Insane: Make a Will-3 check. If you 
succeed, you do not lose items as normal; 
otherwise, you do.  Either way, you are reduced 
to 1 Point of Sanity, and move immediately to 
Arkham Asylum. This vignette is Failed.

23
The door swings open noisily, and the Deputy 
and three of his policemen enter the cell.  You 



tell them grimly all that came to life in your 
mind last night, telling the whole truth. At the 
moment you hint of the voices you heard 
whispering in the cell next to yours, the 
Deputy‘s expression turns grave, and he orders 
that you be escorted to the maximum security 
area of the Police Station.  Make a Will-2 
check.  If you succeed, read paragraph 24.  If 
you fail, read paragraph 25.

24
You remember to ask the Deputy some 
questions concerning the man in the cell beside 
yours.

“That criminal was transferred this morning to 
an isolation cell  of the Station. He’s clearly 
affected by some mental disturbance and will 
be sent soon to the Asylum. We found him 
beaten and bloody by some local men, near the 
Rivertown streets. Anyway, he seems to have 
recovered well in the night.”

Gain 1 Clue token, and read paragraph 25.

25
As soon as you turn the corner, you know 
something is wrong.  The cell door is wrecked 
from the inside, thrown several meters from its 
hinges. The walls are covered in blood, and the 
corpses of three policemen lie on the ground, 
decapitated.  There are no traces of the 
inmates.

The station descends into chaos.  Make a Sneak
+0 check.  If you succeed, you may search the 
common item deck for the Rifle and take it.  

Amid the confusion, you hear the name of the 
dreaded man: Walter Brown.

This vignette is  Complete.  Draw a Gate 
token and return to Arkham. Unlock [F] 
Historical Society.

26
Reading the yellowed pages of the book, your 
mind travels amid arcane knowledge that 
humanity has forgotten. Make a Lore –2 check 
or lose 2 Sanity.  Either way, you gain 2 Clues.

Although your mind struggles to comprehend 
it, you are now certain that the things that are 
happening around you are part of a bigger plan, 
something concerning the strange rituals of the 
local farmers, the mysterious disappearances, 
and the recent climatic events.  And it is all 
related to a native species, unknown by the 
biologists, a species that legends call Mi-go. 

Professor Armitage stares at you in silence, 
then all at once looks up to the ceiling. “Walter 
Brown,” are the only words he whispers. 

Discard all Mi-go Concealed in the game and 
exchange them with Mi-go. Unlock [F] 
Historical Society. Return to Arkham.

27
The great library of Arkham!  Here is stored 
centuries of knowledge.  Certainly, not all the 
stored books could be read by simple 
University students!

You spend long hours researching the legends 
of the Pennacook native indians, reading books 
from the last century. After few minutes, a 
professor walks nearby, noticing your readings 
and offers to assist you. Make a Lore-3 check.  
If you succeed, search the Ally deck and take 
the Professor Armitage card.

You find some interesting books on the topic. 

 “The Pennacook myths, which were the most 
consistent and picturesque, taught that the Winged 
Ones came .om the Great Bear in the sky, and had 
mines in our earthly hi(s whence they took a kind of 
stone they could not get on any other world. They did 
not live here, said the myths, but merely maintained 
outposts and flew back with vast cargoes of stone to 
their own stars in the north. It was bad to get near 
them, and sometimes young hunters who went into 



their hi(s never came back. It was not good, either, to 
listen to what they whispered at night in the forest 
with voices like a bee’s that tried to be like the voices 
of men.”

Professor Armitage, after a quick perusal of the 
book’s words, looks pensively at you. “You’ll not 
find what you’re searching for in the 
anthropology stacks,” he says finally.  “The 
Forbidden books section is what you are 
looking for – books that not all men can read 
without their minds being devastated by 
tremendous crisis! In this I can help you.  Bring 
me those books or change your research to 
something less frightful!”

If you have a Unique Item Tome, discard it to 
read paragraph 26.  Otherwise return to 
Arkham. 

28
Professor Armitage welcomes you to his private 
study. “Have you found that book, my son?” If 
you have a Unique Item Tome, discard it to 
read paragraph 26. Otherwise, return to 
Arkham. (If you have already discarded a tome 
here, return to Arkham.)

29
After some insistence, you succeed, thanks to 
one of your contacts, in being received by the 
Deputy.  Welcoming you to a private room of 
the Police Station, he discusses with you the 
identity of Walter Brown.

After your deliberations, the Deputy asks you 
to go to the Historical Society and research the 
man. Unlock [F] Historical Society.

Then make a  Luck-2 check.  If you succeed, 
you may also draw a Unique Item as he says, 
“This could be useful, we think it is related to 
him.”

This Vignette is Complete!

30
You arrive at the Historical Society and ask for 
assistance with your research about Walter 
Brown. Apparently, only few members have free 
access to the areas around the cloisters.

A young historian welcomes you in a separate 
room and tells you what he knows about him. 

“Walter Brown was born in Boston.  He was an 
eminent cultural anthropologist and a member 
of our Society. He performed many researches 
on the old legends of the local folklore in places 
not yet touched by modern civilization, 
especially the New England country. There is a 
book we keep, that talks about his interest for 
botanics and biology.”

Make a Will –1 check to see the book. If you 
succeeed, read paragraph 31.  Otherwise, return 
to Arkham. 

31
The book was edited posthumously.  Brown 
died fifteen years ago!  Take 2 Clues. Here on 
these grounds, there should be his grave. 

Read paragraph 32.

32
You may discard Unique Items on this location 
to gain the favors of the historian members of 
the society. If there are three discarded Unique 
Items on this location, read paragraph 33.

Otherwise, return to Arkham.

33
The young man that welcomed you to the 
entrance leads you down many corridors of the 
Society building and invites you to have a walk 
in the cloister’s garden.  Walking through 
secluded trees, you cross a sublime place full of 



neo-gothic buildings and reminiscences of a 
dreamed Egyptian antiquity.  Beyond a small 
lake, you find the lone graveyard, and easily 
locate a tomb bearing the name of Walter 
Brown.

Make a Will-1 check or lose 1 Sanity.

You don’t realize until it is almost too late that 
some shapes, two men and a woman, have 
followed you from the building! Fight a Witch, a 
Mi-go Concealed, and a High Priest.

If you don’t defeat them, read paragraph 62.  If 
you defeat them, read paragraph 63.

34
Late at night, after much effort, you find 
another entrance deep in the woods to the 
Historical Society’s grounds.

You are drawing near where you recall Brown’s 
grave to be located when suddenly, you hear 
some monotonous voices speaking.

“…Vermont package intercepted. The Black 
Stone…NGATH-KTHUN will be satisfied. 
Now there isn’t anything else to do but find the 
man.”

Make a Sneak-2 check. If you succeed, you 
surprise the creatures and you snatch up a 
weapon the group had set aside nearby.  Draw 
cards from the Unique Item deck until you 
draw a Magical weapon and keep the card.  
Otherwise, you do not manage to grab it in 
time.

Either way, you must fight five Mi-Go and you 
have Failed [G] Train Station.

If you defeat the Mi-Go, the Vignette is 
Complete!  Otherwise, move to [F2]. 

35
Having just arrived at the Train Station, you 
seek informations on Akeley’s package. It 
seems that a man with a strange, monotonous 

voice had introduced himself with your name at 
the luggage office, but was turned away due to a 
lack of  credentials.

The package is yours!  Search the Unique Item 
deck for the Ancient Tablet card and take it.

Unfortunately, it seems that some strangers are 
already on your tail, searching for the precious 
tablet.  Too many voices have spread!

Place a Failed token on [G] Train Station, 
and return to Arkham.

36
If you have the Ancient Tablet unique item, 
move to [D2].  If you had it, but have already 
discarded it, the Vignette is Failed. If you 
never had it, return to Arkham.

37
You awaken powerless, lying beside Brown’s 
grave. Of your assailants there are no traces. It 
seems that for some strange reason, they didn’t 
kill you. Unfortunately, you don’t find any of 
your Unique Items in your bags. Discard all 
Unique Items. The Vignette is Complete.

38
The signs on the Tablet are the same as the ones 
inside a forbidden book, stored in an exhibition 
at the Miskatonic University.  Recently, some of 
the library’s rarest books have been on display 
in a glass reliquary in the Library.  The 
Necronomicon is the book you’re searching for.

If you have Professor Armitage as an ally, you 
may discard his ally card to search the Unique 
Item deck for the Necronomicon and take it.

Otherwise, you can contact Professor Armitage 
to request a viewing of the book, under his 
supervision.  If you have the Ancient Tablet and 
succeed at a Will-2 check, he allows you to read 
the book – read paragraph 39.  Otherwise, 



Professor Armitage refuses and asks you to 
come back some other day.

Return to Arkham.

39
“Only few people can read the book without 
going insane,” Professor Armitage warns.  “The 
truths concealed here are not for simple minds 
or casual readers. Many people have lost their 
lives as a direct consequence of reading the 
things in this book.  And many others’ lives are 
bound up in it.  It is not a thing for students!”

Professor Armitage guides you through a 
labyrinth of symbols, promising you that the 
book will be always here at your disposal if 
you’ll read it with him at your side.

Place the Unique Item Necronomicon on the 
Library location. Any time that you want to 
read it, you have to pass the Check written on 
the card.  In addition to its normal effects, you 
additionally gain 2 clues.

The Vignette is Complete! Draw a Gate token 
and return to Arkham.

40
All is ready for your trip to Vermont and the 
Akeley Farmhouse. If you are ready to start 
your journey, pay two dollars for the ticket and 
move to [G2]. If you are not ready, return to 
Arkham. 

41
Fortunately, the train is not crowded. Your train 
leaves the station at 8.07 am, directed to 
Boston, where at 9.25 am you catch the 
connection to Greenfield. There, another train 
awaits you for Brattleboro, where you arrive at 
1.08 pm.

As you step off the train, a perfectly dressed 
man with a thin black mustache comes closer, 

asking your name and offering himself as a 
driver to Akleley Farmhouse. He introduces 
himself as Mr. Noyes. Make a Luck-1 check.  If 
you succeed, read paragraph 42. Otherwise read 
paragraph 43.

42
His voice reminds you of something familiar, 
but you are unable to place it.  You are certain 
you have heard it before. Receive 2 clue tokens, 
and read paragraph 43.

43
Travel in the Vermont countryside flows quiet 
and bright.  Conversely, your escort, despite his 
kindness, is always silent and taciturn.

As you arrive at the farmhouse, you recognize 
with horror all the photos taken by Akeley.  You 
recognize the locations about which he talked 
in letters, and, worst of all, here they are - the 
terrible footsteps of Yuggoth fungi!

Make a Will-2 check or lose 1 Sanity. Move to 
[G3].

44
Mr. Noyes invites you to enter and meet your 
friend. Henry Akeley waits for you seated in an 
armchair, in the half-darkness of a rich living 
room. The windows are shuttered closed, and 
only a little light illuminates the room.  The 
musty smell of dust permeates the room.

“Mr. …, I presume? You must pardon my not 
rising. I am quite ill, as Mr. Noyes must have 
told you; but I could not resist having you come 
just the same. You know what I wrote in my 
last letter – there is so much to tell you 
tomorrow when I shall feel better. I can’t say 
how glad I am to see you in person after all our 
many letters. You have the file with you, of 
course? And the Kodak prints and records?



“Tonight I fear you’ll have to wait on yourself 
to a great extent. Your room is upstairs - the 
one over this - and you’ll see the bathroom 
door open at the head of the staircase. There’s a 
meal spread for you in the dining-room - right 
through this door at your right - which you can 
take whenever you feel like it.

“I’ll be a better host tomorrow - but just now, 
weakness leaves me helpless. Make yourself at 
home - you might take out the letters and 
pictures and records and put them on the table 
here before you go upstairs with your bag. It is 
here that we shall discuss them - you can see 
my phonograph on that corner stand.”

In response to your friend, you put down your 
research materials on the table. Discard all 
Ancient Tablet and Research Materials item cards. 
Then make a Lore check.  If you fail, you also 
lose 2 clue tokens.

Read paragraph 45.

45
The meal awaits you exactly where Henry said. 
The dining room is well furnished, with a 
classic victorian style, and the meal is very good 
and abundant. Afterwards, you decide to help 
yourself to a cup of coffee, too. You take the 
thermos and drink the hot liquid.

Suddenly, the flavor of the meal decays in your 
mouth.  The coffee has a taste totally bitter, 
almost acidic. Make a Will-1 check.  If you fail, 
read paragraph 46.  Otherwise, move to [G4].

46
Slowly, your senses begin to fade, and things 
which were once vague in your memory 
suddenly take on an ominous meaning.  The 
country travel, the sudden change of mood in 
Akeley letters, the footprints around the house, 
the dark room where he has met you, his face 
motionless...

Something terrible must have happened in the 
last few days, something that changed radically 
the character of your friend. You see masks…. 
wax faces… nightmares of strange shapes 
curved upon you… horrible organic 
conformations… sharp claws and a total 
darkness.

When you wake, you feel weightless. Around 
you, the room has taken a strange oval shape.

You are not even certain you are alive, but if 
you are, something must be keeping you alive. 
You look with blind eyeballs at the room: many 
shapes are gathered here, nightmarish figures, 
and now you can clearly see them.

There are five creatures, human-tall, with 
withered wings similar to those of some insects.  
They are leaning over you, and in place of 
limbs, they have uncountable outgrowths, more 
like tentacles  than arms. Their bodies are 
covered by a hard pink cuticle, and buzzing 
voices fill the air.  Their multicolored eyes stare 
at your dismembered body kept in a cylindrical 
metal case!

Your brain is aware, but it seems that some 
strange machine linked to your residual nervous 
system keeps you alive in an abominable, 
unthinkable life! The sweet balm of madness 
fast brings life in your brain - nothing will be 
like before. Read paragraph 06.

47
You leave your coffee on the table and go 
straight to your room, on the upper floor. After 
unpacking your luggage, it’s still too early to 
sleep.

If you decide to have another conversation with 
Akeley, read paragraph 48.  If you decide that it 
is better to let him rest a bit and leave your 
conversation for tomorrow, read paragraph 50.



48
Akeley is exactly where you left him. From the 
moment you enter the room, he doesn’t seem 
surprised to see you entering. He welcomes you 
with a hand gesture, pointing to a chair in front 
of him.

Darkness is growing in this room, but you can 
easily recognize signs of a sickness on Henry’s 
face, still and waxen. His hands are kept closed 
on his legs, these, too, bearing a ghostly pallor. 
Every word spoken seems to cost your friend a 
great effort, coming from the depths of his 
destroyed chest with a  flat and husky tone. 
Suddenly a hand lifts to point at some strange 
cylindrical devices  on a shelf.

“There are four kinds of instruments here,” whispers 
the voice. “Four kinds - three faculties each - makes 
twelve pieces in a(. You see, there are four different 
sorts of beings represented in those cylinders up there. 
These devices are conceived for giving them 
impressions and expression in the several ways suited 
at once to them and to the comprehension of different 
types of listeners. Of course, only the more common 
types have been lent to me for experiment.

“Here - take the three machines I point to and set 
them on the table. That ta( one with the two glass 
lenses in .ont - then the box with the vacuum tubes 
and sounding-board - and now the one with the metal 
disc on top. Now for the cylinder with the label ‘B-67’ 
pasted on it. Be sure of the number - B-67. Don’t 
bother that .esh, shiny cylinder joined to the two 
testing instruments - the one with my name on it. Set 
B-67 on the table near where you’ve put the machines 
- and see that the dial switch on a( three machines is 
jammed over to the extreme left. That’s right. I might 
as we( te( you that this is a human being - just like 
any of us.”

If you decide to continue to follow Akeley’s 
instructions, read paragraph 49.  Otherwise, 
you leave him and go, disturbed, to your room – 
read paragraph 50.

49
A metallic and screeching voice comes from the 
case: 

“Mr. …..” it said, “I hope I do not startle you. I am a 
human being like yourself, though my body is now 
resting safely about a mile and a half east of here. I 
myself am here with you - my brain is in that cylinder 
and I see, hear, and speak through these electronic 
vibrators. In a week I am going across the void as I 
have been many times before, and I expect to have 
the pleasure of Mr. Akeley’s company. I wish I might 
have yours as we(; for I know you by sight and 
reputation, and have kept close track of your 
correspondence with our .iend. I am, of course, one of 
the men who have become a(ied with the outside 
beings visiting our planet. 

“Do you realise what it means when I say I have 
been on thirty-seven different celestial bodies - 
planets, dark stars, and less definable objects - 
including eight outside our galaxy and two 
outside the curved cosmos of space and time? 
All this has not harmed me in the least. My 
brain has been removed from my body by 
fissions so adroit that it would be crude to call 
the operation surgery. The visiting beings have 
methods which make these extractions easy 
and almost normal - and one’s body never ages 
when the brain is out of it. The brain, I may 
add, is virtually immortal with its mechanical 
faculties and a limited nourishment supplied by 
occasional changes of the preserving fluid. 
Altogether, I hope most heartily that you will 
decide to come with Mr. Akeley and I. I think 
Mr. Noyes will go along, too - the man who 
doubtless brought you up here in his car. He 
has been one of us for years - I suppose you 
recognised his voice as one of those on the 
record Mr. Akeley sent you.”

Read paragraph 50.

50
You return to your room shaken and perturbed, 
with a great desire to have long sleep, but your 
body doesn’t respond to your will. Your sleep is 



restless, full of nightmares and strange voices. 
You often wake up. In one of these episodes, 
you seem to hear some voices coming from the 
floor below.  Read paragraph 57.

51
(The Speech-Machine)

“...brought it on myself... sent back the letters 
and the record... end on it... taken in... seeing 
and hearing...

“damn you... impersonal force, after all... fresh, 
shiny cylinder... great God...”

(First Buzzing Voice)

“...time we stopped... small and human... 
Akeley... brain... saying...”

(Second Buzzing Voice)

“Nyarlathotep... Wilmarth... records and 
letters... cheap imposture...”

(Noyes)

“...(an unpronounceable word or name, possibly 
N’gah-Kthun) harmless... peace... couple of 
weeks...  theatrical... told you that before...”

(First Buzzing Voice)

“...no reason... original plan... effects... Noyes 
can watch Round Hill... fresh cylinder... Noyes’s 
car...”

(Noyes)

“...well... all yours... down here... rest... place...”

(Several voices at once in indistinguishable speech. 
Many footsteps, including a peculiar loose stirring or 
clattering. A curious sort of flapping sound. The sound 
of an automobile Starting and Receding. Silence.)

Make a Will-2 check.  If you fail, lose 1 Sanity.

Move to [G5].

52
Now there is no time to waste. You’re certain 
that the dawn won’t find you in this room! 
Make a Sneak-2 check to go down the stairs 
without being seen. If you fail, read paragraph 
53.  If you succeed, read paragraph 54.

53
Fight two Mi-go and a High Priest. The Mi-go 
have a combat modifier of –1. If you fail, read 
paragraph 46. If you defeat them all, you reach 
the sitting room. Read paragraph 54.

54
The sitting room is deserted.  Only a few steps 
remain between you and freedom.  Make a 
Lore-1 check; if you succeed, read paragraph 55.  
If you fail, read paragraph 56.

55
Your gaze falls on the armchair where some 
hours ago was seated the old Henry Akeley. It 
seems that something has been left on it, 
beside his shawl – two little white items.  

Looking carefully, you recognize with horror 
the two fragments: the things in the chair, 
perfect to the last, subtle detail of microscopic 
resemblance – or identity – are the face and 
hands of Henry Wentworth Akeley! 

Lose 1 Sanity. Read paragraph 56.

56
You reach the open air of the night. Around 
you, there is only silence.  As you draw near 
Noyes’ car, you hear some steps behind you. 
You quickly jump in the car, and turn on the 
lights. In front of you, there is a shapeless 
creature, taller than 3 meters.  Its voice is 



buzzing, but behind those strange cries you 
recognize the twisted identity of Walter Brown. 
Fight a round with Walter Brown. If you don’t 
fall unconcious or insane, read paragraph 59.

57
Throw a number of dice equal to the number of 
Completed Vignettes.

If you obtain at least 2 successes (you may use 
Clues as usual), you can decide what to do: if 
you decide to listen carefully, read paragraph 51.  
If you decide to prepare yourself for escaping, 
move to [G5].

If you don’t obtain at least 2 successes, you 
return to sleep – read paragraph 58.

58
A cold and withering dawn falls on you. 
Something during the night must have gone 
wrong. You feel cold everywhere!  Read 
paragraph 46.

59
Walter Brown, or the creature that was in front 
of you, flees into the depths of the forest, 
giving you time to turn on the car and dart 
down the street, far from nightmares and 
madness! You are safe now. Read paragraph 60.

60
A new sun arises over Arkham. It seems all the 
strange climatic events, so abnormal for this 
summer, have all faded away in a shiny and 
quiet dawn. The weather is turning clear day by 
day, all rivers have been reclaimed, and all their 
dykes rebuilt. All the events related to the 
name of Walter Brown have vanished with the 
bad weather, but you never receive letters from 
Henry Akeley again.   THE END

61
A group of strange people dressed in dark 
clothes is now in front of you! Your 
investigations must have spread too many 
rumors and now he has found you!

Starting from the first player, every Investigator 
must fight a group of monsters: Walter Brown, 1 
High Priest, 1 Mi-go (concealed). 

Every monster defeated is removed from the 
group. If 2 or more Investigators are in the 
same place, they may assist each other. 

If the monster group is defeated read paragraph 
60.  Otherwise, read paragraph 06.

62
The Vignette is Failed. Return to Arkham.

63
In the Priest’s pocket, you find a letter from 
Henry Akeley for you! Read document #4. 

This Vignette is Complete!  Draw a Gate 
token and a Unique Item, and then return to 
Arkham.

64
If you have already been arrested (Vignette E) 
read paragraph 65.  Otherwise, read paragraph 
15.

65
Having just arrived on the scene, you hear some 
shooting! It seems a fight between Policemen 
and the strangers! Something or someone has 
found you too! Fight 1 Wizard, 2 Mi-go 
(concelaed).   If you defeat them read paragraph 
20.  Otherwise, read paragraph 62.



Document #1: Akeley’s First Letter

Dear Sir,

I have read with great interest the Brattleboro Reformer’s reprint (Apr. 23, ‘28) of your letter on the 
recent stories of strange bodies seen floating in our flooded streams last fall, and on the curious 
folklore they so well agree with.

You can see that I am having a hard time getting to the point, probably because I really dread 
getting to the point; but the upshot of the matter is that I have certain evidence that monstrous 
things do indeed live in the woods on the high hills which nobody visits. I have not seen any of the 
things floating in the rivers, as reported, but I have seen things like them under circumstances I 
dread to repeat. I have seen footprints, and of late have seen them nearer my own home than I dare 
tell you now. And I have overheard voices in the woods at certain points that I will not even begin to 
describe on paper.

At one place I heard them so much that I took a phonograph there with a dictaphone attachment 
and wax blank - and I shall try to arrange to have you hear the record I got. I have run it on the 
machine for some of the old people up here, and one of the voices had nearly scared them stiff by 
reason of its likeness to a certain voice (that buzzing voice in the woods which Davenport mentions) 
that their grandmothers have told about and mimicked for them.

There is a great black stone with unknown hieroglyphics half worn away which I found in the woods 
on Round Hill, east of here; and after I took it home everything became different. If they think I 
suspect too much they will either kill me or take me off the earth to where they come from.

I shall welcome further communication with you, and shall try to send you that phonograph record 
and black stone (which is so worn that photographs don’t show much) by express if you are willing.

Hoping that I am not bothering you unduly, and that you will decide to get in touch with me rather 
than throw this letter into the waste basket as a madman’s raving, I am 

Yrs. very truly, Henry W. Akeley



Document #2: the phonograph recording

(Indistinguishable Sounds, fo(owed by a Cultivated Male Human Voice)

...is the Lord of the Wood, even to... and the gifts of the men of Leng... so from the wells of night to 
the gulfs of space, and from the gulfs of space to the wells of night, ever the praises of Great 
Cthulhu, of Tsathoggua, and of Him Who is not to be Named. Ever Their praises, and abundance to 
the Black Goat of the Woods. Ia! Shub-Niggurath! The Goat with a Thousand Young!

(A Buzzing Imitation of Human Speech)

Ia! Shub-Niggurath! The Black Goat of the Woods with a Thousand Young!

(Human Voice)

And it has come to pass that the Lord of the Woods, being... seven and nine, down the onyx 
steps . . . (tri)butes to Him in the Gulf, Azathoth, He of Whom Thou has taught us marv(els). . . on 
the wings of night out beyond space, out beyond th... to That whereof Yuggoth is the youngest child, 
rolling alone in black aether at the rim...

(Buzzing Voice)

...go out among men and find the ways thereof, that He in the Gulf may know. To Nyarlathotep, 
Mighty Messenger, must all things be told. And He shall put on the semblance of men, the waxen 
mask and the robe that hides, and come down from the world of Seven Suns to mock...

(Human Voice)

(Nyarl)athotep, Great Messenger, bringer of strange joy to Yuggoth through the void, Father of the 
Million Favored Ones, Stalker among...

(Speech Cut Off by End of Record)



Document #3: Wanted!

If you are playing with the Curse of the Dark Pharaoh expansion, this has the same effect as the Special 
“Wanted” card. If you aren’t playing with that expansion, every time you end your movement on a 
Street, make a Sneak-2 check or be Arrested. Discard if you are Arrested.

Document #4: Akeley’s second letter

Dear dear Sir –

A rather discouraging P. S. to my last. Last night was thickly cloudy - though no rain - and not a bit 
of moonlight got through. Things were pretty bad, and I think the end is getting near, in spite of all 
we have hoped. After midnight something landed on the roof of the house, and the dogs all rushed 
up to see what it was. I could hear them snapping and tearing around, and then one managed to get 
on the roof by jumping from the low ell. There was a terrible fight up there, and I heard a frightful 
buzzing which I’ll never forget. And then there was a shocking smell. About the same time bullets 
came through the window and nearly grazed me. I think the main line of the hill creatures had got 
close to the house when the dogs divided because of the roof business.

I put out the light and used the windows for loopholes, and raked all around the house with rifle fire 
aimed just high enough not to hit the dogs. That seemed to end the business, but in the morning I 
found great pools of blood in the yard, besides pools of a green sticky stuff that had the worst odor I 
have ever smelled. I climbed up on the roof and found more of the sticky stuff there. Five of the 
dogs were killed - I’m afraid I hit one myself by aiming too low, for he was shot in the back. Now I 
am setting the panes the shots broke, and am going to Brattleboro for more dogs. I guess the men at 
the kennels think I am crazy.

I’ve sent you a package with the strange stone tablet I’ve found near my farmhouse. It should arrive 
at the Station in three days. Be aware! It seems that the stone will be safer in your hands than mine.

Hastily –

Akeley



Document #5: Akeley’s third letter

My dear friend –

It gives me great pleasure to be able to set you at rest regarding all the silly things I’ve been writing 
you. I say “silly,” although by that I mean my frightened attitude rather than my descriptions of 
certain phenomena. Those phenomena are real and important enough; my mistake had been in 
establishing an anomalous attitude toward them.

Last night this exchange of speech became actual. In response to certain signals I admitted to the 
house a messenger from those outside - a fellow-human, let me hasten to say. He told me much that 
neither you nor I had even begun to guess.

If only I had consented to talk peacefully and reasonably with them in the first place! It is their 
misfortune to have had as their human agents in Vermont some very inferior specimens - the late 
Walter Brown, for example. He prejudiced me vastly against them. All that the Outer Ones wish of 
man is peace and non-molestation and an increasing intellectual rapport. Can’t you make a trip up 
here before your college term opens? It would be marvelously delightful if you could. Bring along the 
phonograph record and all my letters to you as consultative data - we shall need them in piecing 
together the whole tremendous story.

Don’t hesitate - I am free from espionage now, and you will not meet anything unnatural or 
disturbing. Awaiting word, and hoping to see you shortly 

I am Yours in anticipation,

          Henry W. Akeley 



TIMELINE
Mythos Phase: Roll 1d6 and consult the timeline below.

Day 1
3-6

Flood of the Miskatonic: As a specialist of Arkham’s history, you receive in late af-
ternoon a phone call from the director of the Arkham Advertiser journal, asking you to 
investigate the strange and frequent floods that are striking all rivers of the country, 
particularly the Miskatonic.  Many people have told reporters about having seen some 
pink bodies floating on the river’s waters, causing ancient and forgotten legends to 
return to life and spread. All reports are in agreement on one point: the bodies aren’t 
human.
Clues appear at River Docks and Unvisited Isle.  Unlock [A] Rivertown Street.

Day 2
4-6

The returning of ancient faces: Residents of the Downtown quarter maintain that 
some familiar faces of persons disappeared from the city years ago have returned to 
walk the streets. However, these persons, even though they appear healthy, seem to be 
mentally disturbed, and none of the relatives seem to recognize them.
Clues appear at Independence Square and Newspaper.  Place one Mi-go and one 
Mi-go (concealed) on these locations. Then move all YUGGOTH monsters.

Day 3
4-6

Comes a letter from Vermont: A letting arrives for you at the Arkham Advertiser, 
the newspaper where some days ago your article on the recent floods appeared. The 
letter comes from the farm country of Vermont, from a local farmer: Henry W. 
Akeley.
Read Document #1.  Check Lore-2; if you succeed, you may search the Common 
Item deck for the Research Materials and take it.

Day 4
4-6

A phone call in the night: The crying, broken voice of Dr. Anna Kaslow wakes you in your 
disturbed sleep. Someone, she says between sobs, came to threaten her  at the Science Build-
ing and asked a lot of question about your investigations. There were three figures hiding in 
the shadows and dressed in black greatcoats. Their voices were strange, inhuman, almost 
buzzing.
Check Will –2 or lose a Sanity. Clues appear at Miskatonic University streets and 
Independence Square.  Place two Mi-go on these locations, and then move all 
YUGGOTH monsters.

Day 5
4-6

A Phonograph recording: You receive a new package from Henry Akeley, as he indicated to 
you in the last letter.  Inside the package, you find the phonograph recording, some photos, and 
other materials.
Pass a Will-2 check or lose 1 Sanity.  Read Document #2, and draw a Unique 
Item.

 Day 6
4-6

Murder at the Science Buiding: Dr. Anna Kaslow has been found viciously mur-
dered, her body, almost totally unrecognizable, has been discovered covered in 
bruises and bites near the Miskatonic river, not far from the Science Building. The 
place is now under police observation; it seems that all the  Miskatonic University 
Campus is been shaken by terrible events.
Clues appears at the Science Building and Administration building. Discard the 
ally card Anna Kaslow. Terror Level increases by 1.
FAILED [B] Science Building. UNLOCK [C] Administration.



Day 7
4-6

A telegram for you: “APPRECIATE YOUR POSITION BUT CAN DO NOTHING 
TAKE NO ACTION YOURSELF FOR IT COULD ONLY HARM BOTH WAIT 
FOR EXPLANATION. HENRY AKELY”   You notice a mistake in the surname – he 
wrote AKELY, without an E. When you ask for an explanation about the original text, 
the postman tells you about a man covered in black that has scribbled the text of the 
telegram.
Clues appear at the Train Station and the Newspaper.

Day 8
4-6

Bostonian arrested, fled from authorites: A middle aged man with a strange and 
flat voice escaped into the Rivertown district. The man is deemed extremely danger-
ous! Three police officers who had been interrogating him were found dead in his 
cell, viciously murdered.  The man has been identified: his name is Walter Brown. All 
people that see him are urged to contact the Police.
Clues appear at Black Cave and Univisited Isle. FAILED [E] Police Station.  
Raise the Terror Level by one.

Day 9
4-6

A package for you at the Train Station: A telegram arrives for you which states that 
a large, heavy package for you is awaiting pickup at the train station.
UNLOCK [G] Train Station.  Place one High Priest, one Wizard and one Witch  
respectively on the Streets of Downtown, Northside, and Merchant District. 

Day 10
3-6

The dream: It is late at night in your hotel room. Suddenly, you hear some noises, but 
you cannot understand if you are dreaming or not. There is something beside your 
bed, a curved and deformed figure is poking around your baggage!
Fight two Mi-go without using Weapons. If you fail, discard the Unique Item An-
cient Tablet, or, if you don’t have it, discard a random Unique Item instead.
Afterward, you wake up suddenly, breathing hard. Something tells you that it 
was not just a dream. Recover all your loss of Stamina; all other values remains 
the  same.

Day 11
3-6

Walter Brown seen in Northside quarter: Some inhabitants of the quarter, worried by the 
rumors about the wanted man, claim to have seen near the train station a man that fits the de-
scription of Walter Brown. Fear increases dramatically in the city.
Terror Level increases by two. Place Walter Brown in Northside streets. 

Day 12
3-6

The third letter from Akeley: Read document #5.
If [G] Train Station is FAILED, remove the FAILED token from [G] Train Sta-
tion.  Move all YUGGOTH monsters.

Day 13
5-6

He’s on your trail!   Your hotel room, near the Train Station,  has been ransacked.  The bed has 
scratches and cuts everywhere, and on the wall the tapestry has been shredded to ribbons.  All 
that remains of the furniture is a stack of wood and upturned drawers.  It seems that the person 
that came here was in search of something in particular. Now you are certain that Brown is 
searching for you and that he knows your next destination!
The Terror Level increases by 2. Clues appears on: Train Station, Newspaper. Move all 
YUGGOTH monsters.


