
    ADDENDUM TO 'about YOUR INVESTIGATOR', for Escape to Dunwich


This addendum contains all the information (from the 'about

    YOUR INVESTIGATOR' sheet) which is changed due to the addition

    of the Escape to Dunwich expansion of the Arkham Horror
    game.  This addendum is set-up like the 'about YOUR INVESTIGATOR'

    sheet, but shows only the changes which come from the addition of

    the Escape to Dunwich expansion.


No change to the introductory paragraphs.

    Strength Points


No change to this section.

    Sanity


No change to this section.

    Skills


No change to this section.

    Spells


No change to this section.

    Items


In addition to selling items at Hib's Roadhouse and the Curiositie

    Shoppe, investigators may choose to sell items at Osborn's General

    Store.  The price paid is 1/2 list price.

    Charity Cards


Investigators may turn their monsters and gates over to the

    Benevolent Order of Dagon anywhere, including Dunwich.


No equivalent of the Order of Dagon exists in Dunwich.

    Making Trades


No change to this section.

    Starting A New Investigator


All new investigators begin at the Train Station in Arkham.  New

    investigators never begin in Dunwich.

    The Roll of Honor


Record the winning player only if a complete win occurs.  If a

    partial win/partial loss occurs, do not record a winner.  If using

    optional rule #1, then partial wins/partial losses do not occur.

    Questions and Answers

    Q:  How can we win ?

    A:
In addition to the advice previously given, you must also agree

    as to who will handle each board.  Players may prefer to avoid Dunwich

    because it is more rustic, with less movement possibilities and

    monetary gains.  This will not do, as Dunwich and Arkham must both be

    saved for a complete win.

    Q:  What do we do first?

    A:
In addition to the advice previously given, you should get items

    and money before going to Dunwich.
Remember, Dunwich is an old,

    degenerate community with few chances to get items and fewer chances to

    get money.

    Q:  How should we answer rules questions?

    A:
No change to this answer.

    Q:  How can I move with all these monsters around?

    A:
In addition to the advice previously given, you might want to use

    the horse and carraige rides available in Dunwich.
Though less

    distance can be travelled than by taxi, they still avoid all but

    blocker monsters.

    Q:  Where do we find things?

    A:
In Dunwich try Osborn's General Store, the Doctor, the Psychic, and

    Mother Bishop's.  Study the 'Dunwich Herald' for information on all

    locations in Dunwich.

    Q:  What's the best way to destroy gates?

    A:
In addition to the previous answer, you will want to use Elder

    Signs at Sentinel Hill, Cold Spring Glen and the Devil's Hopyard in

    Dunwich.  Don't forget, more Elder Signs have been added with this

    expansion, so you're not likely to run out.

    Q:  How come investigators sometimes escape from monsters?

    A:
No change to this answer.

    Q:  What happens if I take a ride to another location?

    A:
No change to this answer.

    Q:  When should I use spells?

    A:
No change to this answer.

    Q:  How do I use Bind Monster Spells?

    A:
No change to this answer.

    Q:  What do I do about powers?

    A:
There is one place in Dunwich where (specifically) a power can

    appear without a gate (Druid's Grove).  If this happens, either avoid

    the power or wait for a gate to open there, then close the gate, taking

    the power out with it.

    Q:  If a location has a gate, can a second gate appear on it?

    A:
No change to this answer.

    Q:  How did we do?

    A:
No change to this answer.


    Terms, Procedures, Card Explanations



Unless noted, all terms etc. will be the same as before.  Only


    changes are noted here.



Auction: Bidders may be in Dunwich as well.



Attack's You in Buildings Only:  The Hound will not

    enter Abbot's Lookout, Cold Spring Glen, Devil's Hopyard,

    Druid's Grove, Harsen's Swamp, Indian Hill, Lost Boy Swamp, Pyramid

    Mountain, Round Mountain, Sentinel Hill, Snake Pond and Wizard's Hill,

    as these are not buildings.


Back Doors:  There are no back doors in Dunwich.


Blockers:  Vehicles blocked are taxi and horse and carraige.

    The bus between Dunwich and Arkham cannot be blocked.


Doom Factor:  There is a doom factor for both Arkham and

    Dunwich.  When either counter moves beyond 13, that particular board is

    lost.  (see optional rule #1 for more detail about this)


Elder Sign:  There are 4 additional Elder Signs in the game

    with the use of Escape to Dunwich.  Using an Elder Sign in Arkham

    moves the Arkham Doom Factor back by 1; using an Elder Sign in Dunwich

    moves the Dunwich Doom Factor back by 1.


Gates:  Gates are magical doorways between Arkham and Other

    Worlds or between Dunwich and Other Worlds.  There are no gates between

    Arkham and Dunwich.


Local Characters:  The Dunwich board has a new local character

    for hire.  This character is Chancy Sawyer, who (if hired) adds +1 to a

    characters sneak roll.  Like other Local Characters, he may be

    sacrificed in combat to a monsters attack or counterattack, but is then

    discarded.


Monsters:  There are some new monster tiles added with this

    expansion.


Origination Classes:  If a gate is closed in Arkham, remove

    only those color-correspondant monsters from the Arkham board.

    Likewise for Dunwich.  Closing a gate in Arkham has no effect on

    monsters in Dunwich, and vice versa.


Powers:  One new power has been added -- Nyarlathotep.  He is

    similar in power and immunity to the original five Powers.


Retainers:
Retainers may only be gained in Arkham.  However,

    money may still be collected if a character is in Dunwich, except for

    on the first turn the character spends in Dunwich (to account for mail

    catching up to the character).  Each turn thereafter, the character may

    collect his/her retainer normally.


Every time a character leaves and returns to Dunwich, they must

    skip their retainer on their first turn spent in Dunwich.


Taxis:  Taxis may not be taken to Dunwich.


Tindalos: The Hound will not enter Abbot's Lookout,

    Cold Spring Glen, Devil's Hopyard, Druid's Grove, Harsen's Swamp,

    Indian Hill, Lost Boy Swamp, Pyramid Mountain, Round Mountain,

    Sentinel Hill, Snake Pond and Wizard's Hill, as these are not

    buildings.


Trophy Stacks:  Keep just one trophy pile of gates and

    monsters, irregardless of which board they were defeated upon.


Vampire:  A new item, the wooden stake, is added in this

    addition.  It adds +1 to fight, +5 to fight vs the vampire.  It is a

    non-magical item, and therefore is the only physical weapon which

    affects the vampire (normal fight still doesn't count).  It is a

    one-handed weapon.


This ends the addendum to about YOUR INVESTIGATOR.


