
    RULES FOR STRANGE OUTER WORLDS

You thought eight outer worlds was a limit?  Try eight more.

    Visit Celephais, The Mountains of Madness and 6 others.

    BACKGROUND


Strange Outer Worlds is an expansion to the Game Arkham

    Horror by Chaosium.  The expansion comes with a new board,

    representing eight new outer worlds, with new gate cards to boot.

    The addition of new outer worlds will present veteran players

    of Arkham Horror with new challenges which will add a new twist

    to an old favorite.


The following sections are set up like the 'rules for ARKHAM

    HORROR' section of the Arkham Horror game, but they show only

    those parts which are changed by including Strange Outer Worlds.


The game is played identically to the original play of

    Arkham Horror with the following exceptions:

    Starting The Game


Under section ONE:


1)  Set up the Strange Outer Worlds board near the Arkham board.


2)  Put the new Local Characters into the proper pile.


3)  Shuffle the new gate cards into the gate pile.


Under section SEVEN:


1)  Whenever a new gate appears, just take one as normal, but


    now the gates open to 16 possible worlds, not just 8.

    How To Play


No change to this section.

    Winning and Losing


No change to this section.

    INVESTIGATOR PHASE

    Investigator Step 1:

    Investigator Acts


No change to this section.

    Investigator Moves


No change to this section.

    Entering and Exiting Gameboard Locations


No change to this section.

    Entering and Exiting Other Worlds


Except for having 16 Outer Worlds, there is no change to this

    section.

    Investigator Moves and Takes Taxi


No change to this section.

    Investigator Step 2:

    Investigator Encounters


No change to this section.

    Investigator Step 3:

    Meeting Monsters


No change to this section.

    Sanity


No change to this section.

    Sneaking


No change to this section.

    Investigator Step 4:

    Investigator Fights


No change to this secction.

    Destroying Gates


The color-coding of monsters to gates is expanded to include the 8

    new outer worlds.  Use the following chart to determine which monsters

    are removed to the monster pile by closing gates:

    Gate closed 



 


Monsters removed

    Abyss or -------------------------------------- 
Formless Spawn

    Celaphais




 

Ghoul

    Another Dimension or -------------------------- 
Dimensional Shambler

    Hyperborea




    

Tindalos

    City of the Great Race or --------------------- 
Flying Polyp

    Irem, City of Pillars

    Earth's Dreamlands or ------------------------- 
Gug

    Mountains of Madness


    

Nightgaunt

    Great Hall of Celaeno or ---------------------- 
Byakhee

    Mu





    

Star Spawn (purple)

    Plateau of Leng or ---------------------------- 
Shoggoth

    Time Warp




    

Elder Thing

    R'lyeh or ------------------------------------- 
Deep One

    Underworld of Dreamlands


    

Star Spawn (green)

    Yuggoth or ------------------------------------ 
Mi-go

    Valusia




    


Dhole

    MYTHOS PHASE


No change to this section.

    Mythos Step 1:

    Gates Appear



Aside from having 16 outer worlds, instead of 8, there is no change

    to this section.

    Monsters Appear


No change to this section.

    The Monster Pieces


See the previous table, under 'Destroying Gates' about the color

    coding of new gates and monsters.

    Mythos Step 2:

    Monsters Move


No change to this section.

    Direction of Movement


No change to this section.

    Mythos Step 3:

    Monsters Attack


 No change to this section.


This ends the addendum to Rules of ARKHAM HORROR.  Consult

    the addendum to about YOUR INVESTIGATOR for changes to the

    game with regard to spells, santity, skills, etc...


