
    RULES FOR ESCAPE TO DUNWICH

Oh No!  The gates and monsters are spreading across Massachusetts.

    Their next stop -- Dunwich!

    BACKGROUND


Escape to Dunwich is an expansion to the Game Arkham Horror
    by Chaosium.  The expansion comes with a new board,

    representing the township of Dunwich, Massachusetts as well as

    new monsters, and new items.  The addition of the new board

    presents veteran players of Arkham Horror with new

    challenges which will certainly require new strategies for winning

    the game.


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 Escape to Dunwich.


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 Dunwich board next to the Arkham board. It doesn't


    matter which side it goes on.


2)  Shuffle the new items into the item deck.


3)  Put the new monsters into the monster pile.


4)  Put the new Local Character into the proper pile.


5)  Leave out of the monster pile the Dunwich Doom Factor tile.


Under section SEVEN:


1)  At the beginning of the game, one gate appears in Arkham


    and one gate appears in Dunwich.  Consult the Arkham


    gate appearance table for the Arkham gate, and the Dunwich


    gate appearance table for the Dunwich gate.


2)  Randomly select three monsters from the monster pile and put


    them on the Arkham gate.  Also put three random monsters on the


    Dunwich gate.


3)  Put the Arkham Doom Factor at 1 and the Dunwich Doom Factor


    at 1.

    How To Play


No changes to this section

    Winning and Losing


The addition of a new board, with it's own doom factor forces a new

    definition of 'winning and losing'.  The following definitions are

    recommended:


Winning     -  Both Arkham and Dunwich are saved. (Both have zero



       gates on their boards)


Losing
-  Both Arkham and Dunwich are lost. (Both have their



       doom factors reach 14).  Also, a loss occurs if



       the number of gates from both boards totals to:




     9, if you started with 1-2 investigators




     8, if you started with 3-4 investigators




     6, if you started with 5 or more investigators


Partial Win -  Also called a Partial Loss.  Arkham is saved and



       Dunwich is lost (or Dunwich is saved and Arkham is



       lost).  If this seems a poor way to end the game,



       see Optional Rule #1, which allows only for



       clear-cut wins and losses with no in-between.


The 'winner' of the game is the player who has the most total gates

    closed from either of the boards (not including those given to the

    Order of Dagon).

    INVESTIGATOR PHASE

    Investigator Step 1:

    Investigator Acts


No change to this section

    Investigator Moves


Vehicle rides now include the use of a 'horse and carraige ride'

    while in Dunwich, which may be blocked by 'blocker' monsters.  The bus

    between Arkham and Dunwich is never blocked by monsters.

    Entering and Exiting Gameboard Locations


No change to this section

    Entering and Exiting Other Worlds


Upon returning from an Other World, if two gates are open to that

    Other World (whether on the Arkham board or the Dunwich board or both)

    the character may choose which one to return to.  (i.e. if a character

    enters R'lyeh from Arkham and an open gate to R'lyeh exists in Dunwich,

    the character may choose to return to the gate in Dunwich instead of

    the one in Arkham -- this is one of only three ways for a character to

    travel between Arkham and Dunwich).

    Investigator Moves and Takes Taxi


A taxi may not be taken to Dunwich.  No taxis are available in

    Dunwich.

    Movement Between Arkham and Dunwich (NEW SECTION!)


There are three ways for a character to move from Arkham to Dunwich

    (and vice versa).


1)  Enter a gate on one board, and upon returning from the Other

    World, choose an open gate on the other board (if such an open gate

    exists)


2)  Upon the Movement Phase, Move to the Train Station (in Arkham)

    or Osborn's General Store (in Dunwich) and instead of rolling a

    d6 for an encounter, a character may pay $5 to take a rickety old bus

    from one place to the other.  This movement ends the characters

    movement phase at Osborn's General Store (if moving to Dunwich) or at

    the Train Station (if moving to Arkham).  Either way, encounters are

    dealt with normally once the destination is reached.


If a monster exists in the area from which an investigator wishes

    to catch the bus, that monster must be evaded (by sneaking) or else

    encountered.  Once past the monster, the bus may be boarded.


3)  If an investigator owns Art Peabody's car (from the lighthouse)

    he/she may drive it to Dunwich (from anywhere in Arkham), no charge.

    However, the following restrictions apply:


a)  No other character may board the car with you (see Optional


    Rule #2 for expanded rules about the car)


b)  The car must be parked at Osborn's General Store.  The roads


    around Dunwich are too difficult for an auto to traverse.


    However, if the investigator moves away from the Store


    location, upon returning to Osborn's, he/she must see if the


    car was stolen while they were away.  Roll one die:





1-5 = car is still there





  6 = car was stolen


    If stolen, the car is lost for the rest of the game.

    Investigator Moves and Uses Underground Passages (NEW SECTION!)


Although no taxis are available in Dunwich, there is one thing

    Dunwich has which doesn't exist in Arkham -- caves.  There are three

    areas of the 'sidewalks' of Dunwich marked as 'cave'.  If a character

    has enough movement to get to one of these areas, he/she may enter the

    caves and end his/her move on any of the other two areas marked 'cave'.

    This is dangerous, because the movement ends out on the 'sidewalk'

    where most monsters lurk.  However, it is also a 
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    immediate way to move across the village.


Caves may not be used to move to Arkham.

    Investigator Takes a Horse and Carraige Ride (NEW SECTION!)


When characters encounter the inhabitants of Dunwich, they may

    have an encounter which tells them 'Horse and Carraige ride available

    for $1'.  If a character takes someone up on this offer, they pay the

    $1 to the bank, and then move up to 10 spaces away, anywhere on the

    Dunwich Board.


Horse and Carraige rides may not be taken to Arkham.

    Investigator Step 2:

    Investigator Encounters


No change to this section.

    Investigator Step 3:

    Meeting Monsters


No change to this section.

    Sanity


If the investigator's sanity reaches zero, while in Arkham, they

    proceed immediately to the Sanitarium.  If sanity goes to zero while in

    Dunwich, proceed immediately to the Psychic.  In either case, the

    investigator loses one spell card of choice as a penalty.

    Sneaking


No change to this section

    Investigator Step 4:

    Investigator Fights


If an investigator's strength reaches zero, while in Arkham, they

    proceed immediately to the Hospital.  If strength goes to zero while in

    Dunwich, proceed immediately to the Doctor.  In either case, the

    investigator loses one item card of choice as a penalty.

    Destroying Gates


There is no need to have two separate trophy piles for Arkham and

    Dunwich.  The winner is decided by TOTAL gates destroyed, irregardless

    of which board they came from.


Each Other World is color coded to correspond to specific monsters.

    If a gate is closed on Arkham, remove any corresponding monsters from

    the Arkham board, and put them in the monster pile.  If a gate is

    closed on Dunwich, remove any corresponding monsters from the Dunwich

    board, and put them in the monster pile.  Under no circumstances will

    closing a gate in Arkham affect monsters in Dunwich, and vice versa.


Use of an Elder Sign to close a gate will move the doom factor

    for that specific board back by 1.
(i.e. Using an Elder Sign in Arkham

    moves the Arkham doom factor back by 1, but has no effect on the

    Dunwich doom factor, and vice versa)

    MYTHOS PHASE


No change to this section.

    Mythos Step 1:

    Gates Appear


With the exception of the set-up of the game (when 2 gates appear

    -- one in Arkham and one in Dunwich), only one gate appears throughout

    the rest of the game during this phase.  The gate could appear in

    Arkham or Dunwich, depending of the following dice rolls, and depending

    on whether one of the boards is 'safe' (i.e. has zero gates):


When gates exist on both boards (neither Arkham nor Dunwich is

    safe):


  Roll 1d6:


  1-3 = Gate appears in Arkham (use Arkham Gate Appearance Table)


  4-6 = Gate appears in Dunwich (use Dunwich Gate Appearance Table)


When gates exist only in Dunwich (i.e. when Arkham is 'safe'):


  Roll 1d6:


  1   = Gate appears in Arkham


  2-6 = Gate appears in Dunwich


When gates exist only in Arkham (i.e. when Dunwich is 'safe'):


  Roll 1d6:


  1-5 = Gate appears in Arkham


  6   = Gate appears in Dunwich


When a gate appears on a board, move the doom factor for that board

    up by 1.


The reason gates appear more likely on a board which already has

    gates is due to the nature of the gates:  the monsters will try to

    invade through an area which is already a 'foothold' and will not

    generally try to invade a 'safe' board.  (It also makes the game

    slightly better balanced by allowing players to concentrate on one

    board when the other has been 'saved', without completely allowing the

    'safe' board to remain 'safe' forever).

    Monsters Appear


No change to this section.

    The Monster Pieces


As mentioned before, when a gate is closed on a particular board,

    the monsters on that board which are color-coded to correspond to the

    Other World location of the gate are removed from that board and put

    in the monster pile.  (Remember, gates closed in Arkham don't affect

    monsters in Dunwich, and vice versa).

    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...


