
    ADDENDUM TO 'about YOUR INVESTIGATOR', for Strange Outer Worlds


This addendum contains all the information (from the 'about

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

    of the 
-1Strange Outer Worlds
-0 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 'Strange Outer Worlds' 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


No change to this section.

    Charity Cards


Gates to the new Outer Worlds count just like the other gates,

    in terms of repayment.

    Making Trades


No change to this section.

    Starting A New Investigator


No change to this section.

    The Roll of Honor



Gates to any outer world (original 8 or new 8) count toward

    victory.

    Questions and Answers

    Q:  How can we win ?

    A:
No change to this answer.

    Q:  What do we do first?

    A:
No change to this answer.

    Q:  How should we answer rules questions?

    A:
No change to this answer.

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

    A:
No change to this answer.

    Q:  Where do we find things?

    A:
No change to this answer.

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

    A:
No change to this answer.

    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:
No change to this answer.

    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 the new Outer Worlds as well.


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

    enter Mountains of Madness, or Underworld of Dreamlands.  (Although

    no 'buildings' exist in Time Warp, the Tindalos is a creature used

    to time travel and thus can be found in Time Warp)


Elder Sign:  Elder Signs work on the new gates, just like

    the old ones.


Gates:  There are now 16, instead of 8, Outer Worlds to which

    the gates lead.


Local Characters:  The Strange Outer Worlds board has

    two new 'local characters' for hire.  (Although not truly 'local', they

    are hired and treated as the other local characters.)  They are:

       Haon-Dor, in Hyperborea.  His price is one magical item and a

    successful fast-talk.  If hired, he adds +2 to your knowledge roll.


Captain John Smythe, in Time Warp.  His price is nothing, just that

    you must survive seeing the horrors in which you find him. He adds +3 

    to your fight against Deep Ones, Star Spawn and even lends +3

    attack against Cthulhu.  (This last ability is considered magical,

    but only against Cthulhu himself!)


 Either may be sacrificed in combat, rather than taking a

    counterattack, but are thereby killed and discarded.


Origination Classes:  The closing of gates to any of the

    new Outer Worlds removes from play monsters, as before.  To see

    which monsters correspond to which gates, see the 'Destroying Gates'

    section, in the addendum to the rules section.


Other Worlds:  The 16 spaces off of the main board,

    representing the places gates connect to.


Tindalos: The Hound will not enter Mountains of Madness

    nor Underworld of Dreamlands.  (Being a native to time travel, the

    Tindalos will be found in Time Warp, despite the lack of 'buildings').


Trophy Stacks:  Keep just one trophy pile of gates and

    monsters, irregardless of which Outer Worlds they correspond to.


This ends the addendum to about YOUR INVESTIGATOR.


