

THE ARKHAM GAZETTE (Version 2)

    Black Cave

    1) Find still.  Sell moonshine for $5

    2) Gate and Monster appear

    3) Lost in cave!  Lose one strength point from hypothermia.  Re-roll

    on Black Cave encounter table next turn.

    4) Find a tunnel.  If you go in, roll d6 to see where you come out:

       1) Founders Rock

       2) Lake Miskatonic

       3) Devil's Beach

       4) Lighthouse

       5) Graveyard

       6) Black Cave

    5) Monster appears

    6) Tom Big-Mountain is available for hire.
His price is $(2+d6)

    Boarding House

    1) Police raid house looking for Ma's still.  Successful Fast Talk or

    go to jail for 1 turn.

    2) Find an item in Ma's attic which she sells for face value.

    3) Sleep well.  Add 2 sanity points.

    4) Stay awake all night listening to the horror stories of other

    boarders.  Lose 1 sanity point.

    5) Sergant McCallum, one of Ma's boarders, offers you a ride anywhere

    in Arkham.

    6) Sleeping, roll d6:  1-3) have nightmare, lose 1 sanity point.

       4-6) Enter Dreamlands for 1 turn

    City Hall

    1) Fast talk to convince Mayor to declare a state of emergency in

    Arkham.  All persons currently in Arkham (not Dunwich or other worlds)

    gain 1 free item.

    2) See Mayor drinking Moonshine.  Successful Fast Talk will blackmail

    him for $10.  Failure means you go to jail for attempted blackmail.

    If you do not attempt, treat as no encounter.

    3) Find old city plans.  Take a free move anywhere in Arkham.

    4) Mayor gives an encouraging speech.  Gain 1 sanity.

    5) Caught sneaking in restricted areas, you are escorted to the

    sidewalk.

    6) Oh No!  You see the Mayor remove his mask, revealing his true

    nature! Lose 1 sanity point.

    Curiosite Shoppe

    1-2) Item available for face value.

    3) Auction in progress.  Treat as though you had played an Auction

    card.

    4) Strange book for sale for $5.  If you buy, roll d6:  1-3) Lose 2

    sanity points   4-6) Gain 2 spells

    5) You touch a strange clay statue.  Lose 1 strength point.

    6) If you have a debt to the Dagon Mission, the proprietor of the

    Shoppe offers to cancel your debts in exchange for one item.  If you

    have no debt, treat as no encounter.

    Dagon Mission

    Can gain money, items or spells here.  They will give you the

    following:

      a) $5 or 1 item in exchange for the next monster you defeat

      b) $10 or 2 items or 1 spell for the next gate you close

    Dark's Carnival

    1) Gate and *2* Monsters appear

    2) Monster appears

    3) See the Freak Show. It is full of mythos creatures. Lose 2 sanity.

    4) Play the shooting gallery for $1.  Make a successful fight roll to

    win a prize.  If you win, take one item.

    5) The strange runes in the fun house mean something.  Learn a spell.

    6) Riding the crazy merry-go-round, you enter Another Dimension for

    1 encounter.

    Devil's Beach

    1) Find a horribly mutilated corpse.  Lose 1 san.  If you don't go

    crazy, also find an item on the corpse.

    2) Gate and *2* monsters appear

    3) The fog over the water rolls over you.  Go to R'lyeh for 1

    encounter,
then return.

    4) Monster appears

    5) Monster appears.  Roll d6:  1-3) Deep One 4-5) Star Spawn 6) Cthulhu

    6) Find a stash of money and items hidden under some rocks.  Take 2

    items and $10.

    Founder's Rock

    1) A tear appears in this nexus of time and space.
If an elder sign is

    here, it breaks and a gate and monster appear (but not a monster on

    every gated location).  If no elder sign, then nothing happens.

    2) The strange buzzing entites grab you and take you to Yuggoth for 1

    encounter.

    3) Monster appears

    4) A walk through the park fortifies you.  Gain 1 sanity.

    5) Gate and monster appear

    6) A local hobo shows you something he found on Devil's Beach.  He

    sells it for face value.

    Graveyard

    1) Find open crypt.  If you go in, roll d6:


1-2) empty, no encounter


3-4) find an old wizard's tomb. Take 1 item and 1 spell


5-6) Monster appears

    2) Gate and *2* monsters appear

    3) Sinkhole in grave collapses!  Lose 1 strength.

    4) You spy ghoulish denizens having a feast.  Lost 1 sanity.

    5) The serenity of the place calms you.  Gain 1 sanity.

    6) Monster appears.  Roll d6:  1-3) random
4-6) ALL available ghouls

    Harney Jones' Shack

    1) Find Harney's still.  Sell Moonshine for $5.

    2) Find Harney's still.  He spots you and opens fire.  Lose 1 strength

    and go to sidewalk.

    3) Find Harney's still.  Sell Moonshine for $15, but are caught by

    police.  Go to jail for 1 turn.

    4) Monster appears.

    5) Gate and Monster appear.

    6) Find remains of a previous trespasser.  Take 1 item.

    Hib's Roadhouse

    1) Raid by police looking for a still.  Successful Fast talk or go to

    jail for 1 turn.

    2) You get drunk while playing cards.  Wake next turn on Devil's Beach,

    without any money or items.

    3) Win $6 at poker.

    4) Local trucker offers you a ride anywhere in Arkham.

    5) Lose $5 at poker.  Unable to pay? Lose 1 strength as you're bounced

    to the sidewalk.

    6) Buy 1 item for face value from a travelling salesman.

    Historical Society

    1) Intersting relic for sale.  Buy 1 item at face value.

    2) Fundraising auction.  Treat as if you'd played an auction card.

    3) Old plans of the city show you a shortcut.  Move anywhere in Arkham

    4) An old book in a trunk allows you to learn a spell.

    5) Snoozing over an old book, you go to the Dreamlands for 1 encounter.

    6) The janitor shows you an old stuffed "fungus" carcass hidden in the

    basement. Lose 1 sanity.

    Hospital

    You can heal your strength points here.  Roll d6.  That is the amount

    you pay in dollars, and the number of points you re-gain.  You pay the

    full dollar amount, no matter how many points are lost above 7.

    Lake Miskatonic

    1) Skipper Perry offers you a ride across the lake to Miskatonic

    University.  Accept and move there and roll on that encounter table. If

    you decline, treat as no encounter.

    2) Gate and Monster appear.

    3) Monster appears.  Roll d6: 1-3) ALL available Deep Ones 4-6) random

    4) Through the fog on the lake, you spot the horrors of R'lyeh. Lose 1

    sanity point.

    5) Someone dropped their wallet.  Find $5

    6) The muddy shore hides something buried.
Find 1 item.

    Library

    1-2) Find a book with a spell in it.  If the book is the Necronomicon,

    lose one sanity point for reading it.

    3) Dozing, you have a nightmare.  Lose 1 sanity, and be ejected to

    sidewalk as you scream.

    4) Find $5 used as a bookmark.

    5) An interesting lead gives you a free move to the Newspaper.  Move

    there now, or treat as no encounter.

    6) You spend hours pouring over old tomes.
Lose 1 sanity from the

    horrors you read.

    Lighthouse

    1) Find Art Peabody's still.  Sell Moonshine for $5

    2) Gate and *2* monsters appear

    3) Monster appears. Roll d6: 1-3) Deep One 4-5) Star Spawn 6) Cthulhu

    4) Art Peabody offers his car for sale for $30.

    5) Find a sea cave.  If you go in, roll d6 to see where you come out:

       1) Black Cave

       2) Devil's Beach

       3) Dark's Carnival

       4) R'lyeh for 1 encounter, then back to the lighthouse next turn.

       5) Lake Miskatonic

       6) Lighthouse

    6) Telling you he found an item on the rocks, Art sells you one item

    for face value.

    Miskatonic University

    Sell monograph or roll a random encounter:

    Sell monograph: Roll d6:  1-3) get $2  4-5) get $5
6) get $10, but you

    disturb the professor with your insane ramblings so that he has you

    escorted to the sidewalk. (Monographs are unsellable if you are on any

    retainer)

    1) Librarian Henry Armitage offers you a look at a hideous tome.  Learn

    one spell.

    2-3) Professor Warren Rice offers you a retainer.

    4) Listen to seminar on the horrors of the mythos. Lose 1 sanity point.

    5) Find one item in the trash.

    6) Your tuition wasn't paid!  The University security guards

    confiscate your cash and escort you to the sidewalk.

    Newspaper

    1) Sell your story for $5.

    2) Clue in clipping file leads you to some research at the University.

    Move there now or treat as no encounter.

    3) Editor George Walker offers you $10 for "proof" of these horrors.

    Give up any one monster in your trophy pile for $10.  If you have none,

    or choose not to give one up, treat as no encounter.

    4) You realize the awesome nature of the evil permeating Arkham.  Lose

    2 sanity points.

    5-6) Editor George Walker offers you a retainer.

    North Church

    1) Flea Market is going on.  Roll d6: 1-3) Item for sale at face value

       4-6) Treat as though you are calling an auction

    2) The minister smells moonshine on your breath.  He asks you to leave.

    Go to sidewalk.

    3) You smell moonshine on the minister's breath.  He gives you $5 to

    not say anything.

    4) Service in progress.  Spend next turn listening to it, pay $2 and

    gain 2 sanity points.  Decline and go to sidewalk.

    5) You peruse the church's library.  You learn 1 spell.

    6) You realize the church is a front for evil cultists!  Lose 2 sanity

    from their horrifying rituals.

    Police Station

    Arrested?  Spend 1 turn then leave, or stay and roll on the encounter

    table below.

    Not Arrested?  Roll on the encounter table below.

    1) Police offer you $10 for your information on the location of various

    stills around Arkham.

    2) Police smell alcohol on your breath.  Go to jail for 1 turn.

    3) Police offer you a free ride anywhere in Arkham.

    4) Offering to pass the time, Deputy Dingby listens to your tales.
He

    thinks you're crazy and you spend the next turn in jail.

    5) Find an item in lost and found.

    6) Sheriff Engle sells you raffle ticket for the Policeman's ball.  Pay

    $5 to play.  If you play, roll d6:
1-5) You lose  6) You win $20.
If

    you choose not to play, treat as no encounter.

    Sanitarium

    You can heal your sanity points here.  Roll d6.  That is the amount

    you pay in dollars, and the number of points you re-gain.  You pay the

    full dollar amount, no matter how many points are lost above 7.

    Shunned House

    1) Eric Colt for Hire.  Fee is $(2+d6)

    2) Gate and *2* monsters appear

    3) Monster appears

    4) Exploring the basement you find horrors unimaginable.  Lose 1 sanity

    point, and run screaming to the sidewalk.

    5) You stumble into an old, abondonned library.  Learn 1 spell.

    6) You find a stash of money underneath a loose floorboard.  Roll d6 to

    see how much it is:  1-3) $2  4-5) $5   6) $10, but the stash was booby

    trapped.  Lose 2 strength points from the trap.

    Silver Twilight Lodge

    1) Find library of the Lodge.  Learn 1 spell.

    2) *2* Monsters appear

    3) Gate and Monster appear

    4) Care to join the Order?
Accept and pay $5, lose 1 san, and gain

    1 spell.  Decline and go to sidewalk.

    5) Witness a human sacrifice.  Lose 2 sanity points.

    6) Stumbling into Carl Stanford's office, you find 1 item in his

    valise.

    Train Station

    If the "Escape to Dunwich" expansion is being used, you may take a bus

    to Osborn's General Store, in Dunwich, for $5.

    1-2) Taxi available for $1

    3) An odd chap in out of date clothing asks you for directions to the

    Silver Twilight Lodge.  Take a free move there now, to show him the

    way.

    4) Monster appears

    5) Street peddlar has an item for sale at face value.

    6) A city map shows you how to get around town.  Take a free move

    anywhere in Arkham.

    Velma's Diner

    1) The goop on your plate moves!  Run screaming to the sidewalk!

    2) The food is wonderful.  Gain 1 sanity or 1 strength point, your

    choice.

    3) The alphabet soup spells out strange words.  Learn a spell.

    4) Sipping coffee, a stranger strikes up a conversation with you.  He

    offers an item for sale for face value.

    5) Hot coffee spilled on you!  Lose next turn changing clothes.

    6) Food poisoning!
Lose 1 strength.

    Woods

    1) You see a hideous ceremony in a clearing.  Lose 1 sanity point.

    2) Gate and *2* monsters appear

    3) Monster appears.

    4) Digging where an old treasure map says, you find 1 item.

    5) You find the still of the Sheldon Gang.
Sell moonshine for $5.

    6) Opening fire, the Sheldon Gang chases you to the sidewalk.


