
New cards and chits for Escape To Dunwich

Instructions:

Cards:


If you are one of the lucky few people to have access to a two-sided laser printer, then take this file and print it out.  The 8 new item cards, and 1 new Local Character card should align perfectly, with the backs appropriately flipped to be correct.  If you don’t have a double sided laser printer, you can try running the file through twice, flipping it manually and printing first page 2 then page 3 of this document.  


Then just cut the 9 cards out along the lines and shuffle the 8 Item cards into the original item deck.  Sure you can tell when the new cards come up, but that doesn’t affect the game much.

Chits:


This one is harder.  There is no way to bestow the 2 new chits (Dunwich Doom Factor and Nyarlathotep) on the users of this expansion.  The best I can do is offer instructions on building your own chits.  What I did was take the cardboard from the back of a usual spiral bound notebook, and cut them out, and hand-wrote the following on them, making them of the appropriate size:

 
Dunwich Doom Factor Chit:


Size:  ¾ x ¾ inches


Front:  
Dunwich 

Doom 

Factor


Back:  Blank


Nyarlathotep Chit:


Size:  1 x 1 inches


Front:  Nyarlathotep



<Power>

0 SP-25

SAN:  2  /  D6+1

only magic

harms it


Back:
0



{Picture of Nyarlathotep….I used the faceless howler picture}

	Elder Sign

Magical Item, $5

Destroys Gate

Find both sides of gate.  Spend 2

Sanity points; keep gate as trophy;

Move back Doom Factor by 1.

Prevents Appearance of Gate or

Monster at location.
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	Elder Sign
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	Wooden Stake

$3

+1 Physical Attack (1H)

+5 vs. Vampire (1H)
	Yellow Stone of Yith

Magical Item, $6

Usable once, after completing one turn.  It’s time-altering magic allows you to immediately take another turn.  Discard after using.

	Amulet of Xoth

Magical Item, $10

This weird and wondrous ornament converts Strength to Sanity or Sanity to Strength, up to 7.  Neither attribute may go to zero.  Discard after 1 use.
	Ankh

Magical Item, $3

Allows one automatically successful casting of one spell.

Discard after 1 use.
	Chancy Sawyer

+1 Sneak
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