
    DUNWICH GATE APPEARANCE TABLE:

     2 - Snake Pond

     3 - Wizard's Hill

     4 - Lost Boy Swamp

     5 - Druid's Grove

     6 - Cold Spring Glen

     7 - Sentinel Hill plus a monster on every Dunwich gated location

     8 - Devil's Hopyard

     9 - Harsen's Swamp

    10 - Pyramid Mountain

    11 - Abbot's Lookout

    12 - Indian Hill

    Optional Rule #1 - No partial wins:


The use of two doom factors in the game offers the opportunity to

    define 'winning' and 'losing' in various ways.  The recommended way is

    mentioned in the rules section.  However, if the idea of a partial win

    is unacceptable to your game, the following suggestion is made.


If a board has a doom factor that rises above 13, instead of

    treating the board as lost, simply hold the doom factor for that board

    at 14.  Then, allow the players to bring the doom factor of the 'lost'

    board down through use of an Elder Sign.  If a new gate appears on the

    lost board, while it's doom factor is 14, raise the doom factor of

    
-1the other board
-0 by 1.  If both boards have doom factors of 14,

    the game is a complete loss.  If both boards have doom factors of

    13 or less, and have all gates removed, the game is a complete win.

    The game does not end until one or the other of these instances occurs.


Under no circumstance should you raise a doom factor above 14.

    Optional Rule #2 - Art Peabody's Car:


Although no rules in the original Arkham Horror game

    allow for 'giving rides' with the car (as this would require moving one

    character during another character's move), there are some interesting

    and realistic rules which you might wish to use.


1)  No rides can be given.


2)  Only one car is for sale during the course of the whole game.


    Thus, if the character who owns the car dies, the car is lost.


    Also, if the car is stolen, it is lost.  Treat the car with


    care, as it is a powerful tool and unique.


3)  Allow characters to trade the car as an item, although it


    should not be used as clout in bidding in auctions.


4)  Allow a character to leave a follower behind with the car (if


    parked in Dunwich) to guard it.  In such a case, the car is


    never stolen; however, the character loses the advantage of


    having his/her follower along.  Upon returning to the car


    (parked at Osborn's General Store), the owner regains his/her


    follower and the car.  Remember, the car can't be driven around


    Dunwich.


