

                     DUNWICH GAZETTE


 ABBOT'S LOOKOUT



 1) -- Monster appears from a cave and attacks.



 2) -- Duncan Abbot is here and is frantically screaming and



 chanting.  Make a knowledge roll  - if successful, learn a spell;



 if you fail, lose a sanity.


 3) -- The valley looks so beautiful from this height.
Gain 1


 sanity.


 4) -- A strange doorway opens summonning you to enter.  Successful


 knowledge roll or enter, never to be seen again.  Start a new


 investigator.


 5) -- The giant face on the cliff compells you and draws you to


 it.  Lose a turn.


 6) -- Gate and monster appear.


 CARTER JACKSON'S HOUSE


 1) -- Get a great nights sleep.  Gain 2 sanity points.


 2) -- Mrs. Jackson feeds you a great meal.  Gain 1 strength


 point.


 3) -- You are spotted by local cultists, who, angered by you being


 at this place, send their spirits to haunt you.  Lose 1 sanity.


 4) -- Asleep, drift to the dreamlands for 1 turn.


 5) -- Carter Jackson gives you an tiem he has found, hoping it


 helps you in your quest.


 6) -- Horse and carraige ride available for $1.


 COLD SPRING GLEN


 1) -- Monster appears.


 2) -- A bear chases you out of the glen.  Go to sidewalk.


 3) -- Stumble over an old corpse.  Lose 1 sanity.


 4) -- Find an old book hidden in a hollow tree.  Learn one spell.


 5) -- You find a cave.  If you go in, you come out at a new


 location.  Roll on the Dunwich gate appearance table to see where.


 6) -- Gate and monster appear.


 CURTIS WHATELY'S HOUSE


 1) -- Take a free move to Zechariah Whately's.


 2) -- Spend an evening and rest your nerves.  Gain 1 sanity.


 3) -- Curtis lets you see an old scroll he once found on Round


 Mountain.  Gain 1 spell.


 4) -- Curtis shows you a shortcut.  Take a free move to Sentinel


 Hill.


 5) -- Find an item in the cellar. Take 1 item card.


 6) -- Stumble on the stair and twist ankle.  Lose 1 turn.


 DEVIL'S HOPYARD


 1) -- Monster appears.


 2) -- If you took a Horse and carraige here, the horse bolts,


 throwing you to the ground.  Lose 1 strength.


 3) -- The air around this dismal place is thick and toxic.  Lose


 one strength point.


 4) -- Under a pile of barren rocks you find something.  Take an


 item card.


 5) -- Your head starts to swim with strange visions.  The cosmos


 seems to be so clear in your head.  Gain one sanity point.


 6) -- Gate and monster appear.


 DOCTOR



 Treat exactly as Hospital in Arkham.



 DRUID'S GROVE



 1) -- Monster appears.



 2) -- B.J. Monroe, local crazy man, tells you of the horrors under


 the hills.  Lose 1 sanity.


 3) -- This place gives you strange visions, and fills you with


 knowledge.  Learn one spell.


 4) -- You are attacked by someone unseen.  All your money is gone


 and you wake up on the sidewalk.


 5) -- Roll 1 die.  If 1-5, no encounter.  If 6, Nyarlathotep


 appears and attacks (He always appears unless on a trophy pile).


 6) -- Gate and monster appear.


 EARL SAWYER'S HOUSE


 1) -- Horse and carraige ride available for $1.


 2) -- Get good nights sleep.  Gain 1 sanity.


 3) -- Earl Sawyer whispers to you all night about the secrets of


 Dunwich.  Lose 1 sanity.


 4) -- Find an old chest in the basement.  Take 2 items.


 5) -- Mamie Bishop tells you about the horrors of the Whately


 clan.
Lose 1 sanity.


 6) -- Nobody home.  Locals see you and think you're spying.


 Successful fast talk or be chased all the way to Osborn's General


 store.


 HARSEN'S SWAMP


 1) -- Monster appears.


 2) -- You come across a giant stone head, turned on its side.


 When you touch it, strange glyphs fill your head.  Learn one


 spell.


 3) -- Buried in the muck is one item.


 4) -- Successful strength roll to avoid being pulled into the


 quicksand.  Failure means a loss of 3 strength points.


 5) -- You become lost.  Lose one turn.


 6) -- Gate and monster appear.


 INDIAN HILL


 1) -- Monster appears.


 2) -- Crazy Cannibal David Ray Condon strikes from behind.  Make a


 strength roll.  If you succeed, you fend off his attack and he


 flees.  If not, he knocks you out.  Lose all money and 4 strength


 points from blood loss.


 3) -- You meet Marie Bishop out examining this strange area.  She


 teaches you a spell.


 4) -- A strange doorway opens, and entices you to enter.


 Successful knowledge roll or you enter, never to be seen again.


 Start a new investigator.


 5) -- You find, stashed under a rock, $5 covered in blood.


 6) -- Gate and monster appear.


 LOST BOY SWAMP



 1) -- Monster appears.



 2) -- You become lost.  Lose 1 turn.


 3) -- You lead a lost boy out.  This raises your morale.  Gain 1


 sanity.


 4) -- You find an item buried in the muck.


 5) -- You spy the remains of a victim of cannibalism.  Successful


 san check or lose 1 sanity point.


 6) -- Gate and monster appear.


 MOTHER BISHOP'S HOUSE



 1-6) -- Successful fast talk and the gift of one item and Mother



 Bishop lets you peruse her extensive library.
Gain 1 spell.



 OSBORN'S GENERAL STORE



 1-2) -- Item available for sale at face value.


 3) -- With a successful fast talk, Joe Osborn let's you see a


 strange book he has found.  Learn 1 spell.


 4) -- The loungers in front of the store are hostile toward you,


 as an outsider.  Move to the sidewalk.


 5) -- A travelling reporter hears your story.
He pays you $5.


 6) -- Stu Giles tells you of a shortcut through the village.  Take


 a free move anywhere in Dunwich.



OR


 For $5, take a bus to the train station at Arkham.


 PSYCHIC


 Treat exactly as Sanitarium in Arkham.


 PYRAMID MOUNTAIN


 1) -- A strange monster springs upon you.


 2) -- A doorway opens to Hyperborea.  Go there for one turn.  If


 not used, treat as no encounter.


 3) -- You find a secret passage into the mountain.  Inside find


 and old book.
Learn one spell.


 4) -- A strange mist encompasses you.
When it dissipates, you


 find yourself elsewhere.  Roll on the Arkham gate appearance


 table to see where.


 5) -- The air on this mountain is cleaner than other places in


 this valley.  Inhale deeply and gain 1 strength.


 6) -- Gate and monster appear.


 RUINS OF THE OLD MILL


 1) -- The screams of boys who died here years ago fill your mind.


 Successful sanity roll or lose 2 sanity points.


 2) -- Some local boys offer to show you around the valley.  Take a


 free move anywhere in Dunwich.


 3) -- Find something hidden under the dust.  Draw one item card.


 4) -- The timber under your feet cracks and splinters.  Successful


 strength roll or fall down to the cellar losing 1 strength and


 your next turn.


 5) -- Stashed behind an old timber pile is $10.


 6) -- Monster appear.


 SAM HUTCHIN'S HOUSE



 1) -- Old Sam tells you stories of the horrors of Dunwich.



 Lose one sanity point.



 2) -- Good nights sleep.  Gain 1 strength.


 3) -- Fast talk and Old Sam will give you a look at an old book


 that's been in the family for generations.  Learn 1 spell.


 4) -- Sam sells you an item he has stored in his attic, for face


 value.


 5) -- Horse and carraige ride available for $1.


 6) -- Sam tells you how to move around Dunwich more easily.  On


 your next turn, double your movement dice.


 SENTINEL HILL


 1) -- Monster appears.


 2) -- Amidst the piles of bones you find something stuck in a


 skull.  Take one item card.


 3) -- When you touch the ancient stones, you are filled with


 horrible visions.  Lose one sanity point.


 4) -- A great weariness comes over you after climbing this hill.


 Lose one strength.


 5) -- The Whatelys are enraged to find you here.  Move immediately


 to the sidewalk.


 6) -- Gate and monster appear.


 SETH BISHOP'S HOUSE


 1-2) -- Strange noises occur all night.  Lose 1 strength point.


 3) -- Horse and carraige ride available for $1.


 4) -- Find secret tunnel below ground.  Take a free move to


 Druid's Grove.


 5) -- Eat tasty cookies.  Gain 1 strength point.


 6) -- For $5, Chancy Sawyer is available for hire.  He adds +1 to


 your sneak roll.


 SNAKE POND


 1) -- Monster appears.


 2) -- Lost.  Lose 1 turn.


 3) -- Successful strength roll or get caught in quicksand.  If


 you get stuck, Temple Potter finds you and offers to pull you out


 for the trade of all your money.  If you don't have any or choose


 not to trade, start a new investigator.


 4-5) -- You spy thousands of snakes feeding on the remains of


 hapless investigators.  Lose 1 sanity.


 6) -- Gate and monster appear.


 SQUIRE SAWYER WHATELY'S HOUSE


 1-2) -- Nobody is home.  With a successful sneak roll, you get in


 and find an item.  If you fail, you are spotted by a passing


 local, who tells the village of your misdeed.
All fast talks in


 Dunwich will fail for this investigator for the rest of the game.


 If you don't want to risk it, then no encounter.


 3) -- Successful fast talk and the Squire will sell you an item


 for 1/2 face value, rounded up.


 4) -- The Squire invites you to have a good nights sleep.  Gain 1


 sanity.


 5) -- Pastel Harris, the Squire's cook, makes you some delicious


 brownies.  Gain 1 strength.


 6) -- Horse and carraige ride available for $1.


 WIZARD'S HILL



 1) -- Monster appears.



 2) -- If Haon-Dor is with you, he recognizes the Hyperborean



 stones on this hill.  From them, he teaches you a spell.  If he's



 not, treat as no encounter.


 3) -- Little Billy Chase offers to show you something his 'flying


 friend' gave him.  He sells you one item for $1.


 4) -- You stumble upon chanting cultists and see their horrible


 sacrifice.  Lose one sanity.


 5) -- Carter Jackson finds you.  "I've been looking all over for


 you.  You're in terrible danger."  Take a free move to Carter


 Jackson's House.


 6) -- Gate and monster appear.


 WYLBUR WHATELY'S HOUSE


 1-2) -- Monster appears.


 3) -- Strange sounds and smells emanate from the house.  Lose one


 sanity.


 4) -- A fast talk convinces old wizard Whately to let you look


 through his library.  Gain one spell.
If you fail, he chases you


 to the sidewalk.


 5) -- Amongst the strange things cluttering this house, you find


 something useful. Take one item card.


 6) -- Find a secret passage under the hills.  Take a free move


 to Sentinel Hill.


 ZEBULON WHATELY'S HOUSE


 1) -- Monster appears.


 2) -- For $10 Zebulon teaches you 2 spells.


 3) -- You are offered a drink.  If you accept, roll 1 die.  On a


 1-4, it is poison - lose 1 strength.  On a 5-6, it is a magic


 brew, which grants you 2 sanity points.


 4-5) -- For face value, Zebulon sells you an item.


 6) -- Find the remains of a human body.  Lose one strength from


 sickness.


 ZECHARIAH WHATELY'S HOUSE


 1) -- Take a free move to Curtis Whately's.


 2) -- Zechariah's cattle are the best in the village.  You are


 invited to dinner, and gain 1 strength.


 3) -- Find a secret passage in the basement.  Take a free move to


 Zebulon Whately's House.


 4) -- Horse and carraige ride available for $1.


 5) -- Find an old book describing the horrors of the 'decayed'


 Whatelys.  Lose 1 sanity.


 6) -- Zechariah has an item for sale at face value.


