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TENDING tO LOOSE ENDS
BY KARINGtON HESS

Introduction
Tending to Loose Ends is a short demo adventure for 
Arkham Horror��e Roleplaying Game designed to 
be run at conventions. �e scenario should take approx-
imately one hour for groups of 3-4 players. For 5-6 play-
ers, the demo will likely run closer to an hour and a half 
(including time for the players to examine their character 
sheets and ask questions).

Horror Setting
When running this demo, make sure that any players 
understand that the Arkham Horror se�ing includes 
mature themes (it is a horror se�ing, a
er all). �is game 
is meant for players aged 14 or older.

Game Master’s Tools
In addition to this scenario packet, you have several com-
ponents to use when running this scenario:

	= 1 Saint Mary�s Hospital Map
	= 6 Investigator Tokens
	= 6 Character Sheets
	= 1 MacGregor�s Hound of Tindalos 
Pro�le Card and 1 token

	= 1 Jane MacGregor Pro�le Card and 1 token
	= 1 Nurse token
	= Damage, Horror, Ammunition, and Insight tokens.
	= Many six-sided dice

The Setup
�e 1920s, Providence Rhode Island. A group of inves-
tigators make preparations for a journey to the frigid 
wasteland of Antarctica. �eir preparations are inter-
rupted when their expedition leader, Dr. William Dyer, 
telephones them with unfortunate news. Hal Chalmers, 
Professor of Archeology, and one of Dyer�s colleagues, has 
passed away unexpectedly just a
er revealing via telegram 
a breakthrough in his research.

Dyer reveals that he had been in regular contact with 
Chalmers ahead of their journey. Chalmers had spent the 
last few years researching pre-Paleolithic civilizations. 
While most of their colleagues dismissed the idea of a civi-
lization existing before the Paleolithic era as fanciful, Dyer 
suspects Chalmers may have stumbled upon evidence of 
the same civilization Dyer�s expedition discovered in 
Antarctica. Dyer had hoped to obtain a copy of Chalmers�s 
notes to assist him in preparation for his return expedition 
to Antarctica.

Now, Dyer has grown suspicious a
er learning of 
Chalmers�s death, especially when Chalmers�s assistant 
told him that the notes had been con�scated by the cor-
oner as �evidence.� Dyer has dispatched the investiga-
tors to discover the cause of Chalmers�s death and obtain 

Chalmers�s �ndings. Dyer hopes that Chalmers�s notes 
will aid his expedition�s own mission.

A
er the players have had a moment to review their 
characters, play begins immediately with the group of 
player characters (or �investigators�) having arrived at the 
Arkham City Morgue. �e group does not have authority 
to enter the morgue, let alone dig through the coroner�s 
o�ce a
er hours. �ey will need to break in.

What’s really going on
A cult known publicly as �e Society of Antediluvian 
Research has begun secretly sabotaging nearly every 
major expedition to Antarctica. �e reasons behind these 
actions are unknown. However, now Abigail Neiman, 
a major player in the society, has the Dyer Expedition in 
her sights. Whatever else she may be doing to hamper the 
expedition, she has also dispatched a zealous member of 
the society and a talented sorcerer named Jane MacGregor 
to quietly deal with Chalmers.

Unfortunately, MacGregor lacked the discretion 
Neiman had hoped for. She instead used the opportunity 
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TENDING tO LOOSE ENDS

ThE SCENARIO

The Scenario – Tending to Loose Ends
Once the investigators have chosen their characters and 
read their backstory briefs, read or paraphrase the follow-
ing out loud:

As Dr. William Dyer continues to prepare for his 
return expedition to the inhospitable continent of 
Antarctica, he has asked you to investigate related 
ma�ers back in Arkham. Two days ago he learned 
of the untimely demise of his �iend and colleague, 
Professor Hal Chalmers, an expert in pre-Paleolithic 
archeology. Dyer claims that Chalmers was on the 
verge of a breakthrough and while Chalmers was 
reported as having died of natural causes, Dyer sus-
pects foul play.

Give the players a chance to introduce their characters 
to one another, one at a time. When everyone has done so, 
proceed to the next section.

�e morning train ride �om Providence, RI was 
short, and you had most of the a�ernoon to begin your 
investigation. Unfortunately, all your initial leads 
proved �uitless. �e police refused to get involved, 
saying that according to the coroner Chalmers died 
of natural causes. And when you went to meet with 
the coroner, Dr. Ruth Turner, you were stonewalled 
for two hours by hospital sta� before being told that 
Turner didn�t have any openings to meet with you 
until late next week.

Clearly, the only way you�re going to �gure out 
what happened to Chalmers and get those notes 
is if you do so illegally. And so, late in the evening 
you �nd yourselves standing amidst the foggy 
Massachuse�s streets before Saint Mary�s Hospital. 
�e Arkham City Morgue occupies the basement, 
and Dr.� Turner�s o�ce is in the morgue. You hope 
that the information you seek is in her o�ce, but you 
need to �nd a way to break in.

�is encounter is broken up into three scenes: Scene 
One: Breaking and Entering, Scene Two: Cold Storage 
and Scene �ree: Hunted. A
erwards, there is brief guid-
ance as part of Scene Four: �e A
ermath to help wrap 
up the session.

Scene 1: Breaking and Entering
�is �rst scene is a narrative scene. In this scene, the 
investigators need to gain entrance to the Arkham City 
Morgue. �ere are two entrances; the �rst is the main 
entrance through the hospital�s �rst 
oor, and the second 
is a back door that leads to a 
ight of stairs that descends 
into the basement. �e investigators already know this due 
to their visit to the morgue during the a
ernoon.

T�� B��� D���
If the investigators choose to use the back door, read aloud 
or paraphrase the following:

A dense fog surrounds you, causing halos of light to 
form around the nearby streetlamps illuminating 
the emptiness of the street. Your breath catches in 
your throat as you consider the grim task before you. 
You are about to break into a government building, 
disturb the body of a dead man, and steal a piece of 
evidence �om the coroner. You take a deep breath, 
steadying your nerves as you study the rusty steel 
door before you. You could pick the lock or, with 
enough force, break it. Just then, you hear the distant 
click of shoes on cobblestone approaching. Whatever 
you decide to do, you had be�er do it quickly.
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R����� D���
Resting on top of an organized stack of paperwork is the 
(falsi�ed) autopsy report of Professor Harold Chalmers. 
It states that the late professor passed away from an unfor-
tunate allergic reaction and was found at his home by his 
housekeeper. It also requests that the professor�s journals 
be transported to the coroner for �allergen testing.�

Searching the o�ce of the coroner yields a locked drawer 
that can be opened with a successful complex action using 
Agility or Athletics. Inside are the coroner�s personal 
e�ects, including lipstick, a hip 
ask, and a private journal, 
and a le�er with no return address. �e le�er asks Turner 
to write a false autopsy report that a�ributes Chalmers�s 
death to natural causes and obtain all of his research 
notes from the past two years. Turner is to hold onto them 
until they are retrieved, and then she will receive $1,000. 
If she wants to accept the o�er, there is a phone number 
she can call (this number is to an abandoned house where 
MacGregor is staying in Arkham).

In her personal journal, Turner writes that a
er wres-
tling with her conscience, she accepted the o�er. She hid 
the research notes in one of the cabinets in the lab. She 
also muses that while inspecting the professor�s corpse, 
she noted a peculiar bluish ichor which she speculates may 
be some manner of mold, slime, or fungus. Her curiosity 
got the be�er of her, and she sent a sample to the lab to 
be tested.

T�� L��
�e lab contains various equipment for testing bloodwork 
and other samples. A successful complex action using 
Knowledge reveals that some of the chemicals are 
am-
mable and could be used to create an improvised Molotov 
cocktail should the need arise.

St. MARY’S HOSPItAl
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Resting on the table are some hastily scribbled lab 
notes. �e notes detail the technician�s �ndings on the 
blue ichor submi�ed by Ruth Turner. �e technician 
believes the substance to be some sort of protoplasm full 
of organelles, as if the liquid was a mass of cells without 
cell membranes to separate them. �ey also note that the 
protoplasm still seems to be alive (even a
er subjecting it 
to several destructive tests) and is dangerously caustic to 
any organic substances. �e technician marvels that such 
a discovery could have incredible applications in medical 
science, including preventing cell death. �ey wonder why 
Ruth was so dismissive of their discoveries and plans to 
share their �ndings with Arkham University.

T�� H����� N����
Ruth has stashed the professor�s notes in the cabinets 
behind some large jars �lled with formaldehyde. �ese 
notes can be found by performing a successful complex 
action using Wits. �e notes show a detailed lexicon for 
the language of beings Chalmers claims to have existed 
before humanity. �ese are in fact the Elder �ings whose 
city Dyer found during his �rst expedition to Antarctica. 
�is is information Dyer would �nd very valuable, and 
that Ms. Nieman is desperate to keep hidden.

Professor Chalmers�s notes slowly devolve into paranoid 
psychosis. He claims to be stalked by a creature. �A hound 
of smoke from beyond the edges of time.� A
er studying 
some of the texts from the restricted section of the Orne 
Library of Miskatonic University, Chalmer�s notes name 
the creature �Hound of Tindalos,� and goes on to detail 
how the hounds can travel through the angles of time but 
abhor curved time. He theorizes that the hounds may not 
be able to cross any type of circle. He states that he must 
�ll in the corners of his o�ce with plaster to take refuge 
from the hound and plans to do so tonight. �is is the �nal 
entry, scribbled in the corner of the last page.

S������
�is well stocked storage room contains various cleaning 
and medical supplies. �ere are enough supplies to cob-
ble together a �rst aid kit (this can be used when a charac-
ter performs a complex action using Knowledge to heal 
someone; if the action is successful, they generate one 
additional success).

L������
�is laundry room is where all the soiled cloth garments 
and evidence sheets are taken to be properly cleaned and 
sanitized. Two washing machines stand in the back of the 
room. An iron rests here and could be used as an impro-
vised blunt weapon (this is a Melee Combat weapon that 
deals 2 damage and has an injury rating of 4; if a character 
rolls one or more results of 1 when using it, it breaks and 
cannot be used).

Scene 3: Hunted
�e second scene begins when the investigators either 
obtain the professor�s notes or when all of the characters 
have run out of dice during the narrative scene. Read or 
paraphrase the following aloud:

�e door to the morgue squeals open. �e sound 
of heels clicking on concrete stairs echoes through 
the empty halls. You peer around the corner just in 
time to see a woman in a long black coat descend 
the stairs. You don�t believe she has spo�ed you. At 
least not yet. . .. �e woman produces a thurible �om 
beneath her coat. She begins droning an incantation 
as she swings the thurible at her side, �lling the hall-
way with acrid purple smoke.

�is is MacGregor, and she is descending staircase B while 
conducting a ritual to summon the Hound of Tindalos. 
Give the investigators a quick choice to 
ee, a�ack, or try 
to �gure out what MacGregor is doing while she conducts 
the ritual. Fleeing requires the investigators to take a dif-
ferent route out of the building. Each investigator needs to 
perform a complex action using Agility to back away from 
the hallway quietly and do so with disadvantage because 
MacGregor is alert. If half or more of the investigators fail, 
MacGregor is aware of them and a structured scene begins 
with her �nishing her ritual and a�acking.

If the investigators �ght, MacGregor drops the thurible 
in surprise, causing the smoke to slowly �ll the hallway. 
�e scene becomes a structured scene with MacGregor 
resuming her chant as a simple action. If MacGregor is still 
alive a
er the �rst round, read the following:

 As her chanting reaches a crescendo, the lights 
�icker, the smoke begins to swirl, and the spindly 
form of a shadowy four-legged creature coalesces. 
Everything about the creature has a wrongness to it. 
It seems to be made of smoke and shadow and shiny 
black carapace. �ere are no eyes set into its chitin-
ous face. Its long black claws scrape across the �oor 
as it cocks its head. �e creature tests the air with 
an impossibly long barbed tongue. It turns in your 
direction; it�s eyeless face seeming to sense your fear.
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If the investigators broke the lock on the door to the 
morgue or le
 it unlocked, MacGregor suspects there is 
someone down here. Read aloud the following:

�Find the intruders, my pet�feast on their �esh�� 
the woman purrs. �e creature emits a ra�ling gut-
tural howl as it leaps into the corner of the room, 
seeming to sink into the corner as it vanishes.

If the investigators relocked the door they entered 
through, MacGregor is not suspicious. However, she still 
wants to make sure the morgue is deserted. Read aloud the 
following instead:

�Have a li�le look around, my pet,� the woman purrs. 
You see her smile coldly, her teeth glinting in the dim 
light. �And if there�s anyone else down here�enjoy 
their �esh.� . �e creature emits a ra�ling gu�ural 
howl as it leaps into the corner of the room, seeming 
to sink into the corner as it vanishes.

F�������� ��� I������������
If the investigators have obtained the professor�s hidden 
notes, they have everything they need. �ey must evade 
or defeat MacGregor and her hound, which will not prove 
easy as the hound can move in unexpected ways through 
the corners of the physical space.

E������
MacGregor conducts her own investigation while her 
hound stalks the hallway. She searches for the professor�s 
notes in Ruth�s desk before moving on to the lab to con-
tinue her search and to mix a solution of acids (imbued 
with an arcane spell) to dissolve the professor�s corpse. 
She then moves on to the morgue where she dissolves the 
corpse before exiting the building through the same door 
she entered.

�e hound moves through the corners of real space, 
beginning its search in the morgue a
er catching the scent 
of its last victim. It then moves on to the lab, then the stor-
age closet, before �nally searching in the laundry room. 
�e hound can move quickly through the morgue as it does 
not follow the usual rules of physics; it can walk through 
walls, appearing unexpectedly in the corners of rooms.

�e investigators may choose to move quietly to evade 
MacGregor and her hound. �is requires each investigator 
to perform a complex action using Agility. If they succeed, 
they move quietly and can avoid notice. Alternatively, they 
may a�empt to distract the hound or MacGregor by per-
forming a complex action using Wits.

If anyone fails one of these actions or enters the same 
room as the hound or MacGregor, they immediately draw 
their a�ention and a �ght begins.

Also, if your players come up with creative ways to dis-
tract or evade MacGregor or the hound, give them advan-
tage on any action they perform.

C����������
A �ght begins (turning Scene 2 into a structured scene) if 
the investigators are unsuccessful in sneaking around the 
morgue or if they choose to confront MacGregor and her 
hound directly.

If the investigators choose to initiate the �ght, they go 
�rst in the initiative order. If they fail complex action to 
evade MacGregor or the hound or they accidently enter a 
room in which they are present, MacGregor and the hound 
go �rst in the order instead

 During the �ght, MacGregor keeps her distance, �r-
ing her pistol at the investigators. She uses Summon the 
Hound if the �ght begins with the hound not present and 
saves 1 die for Counterspell if any of the investigators 
can cast spells. Remember to heal her whenever she rolls 
a 6 while performing a complex action, and that her shield 
bracelet absorbs any of the �rst three hits she su�ers.

�e Hound of Tindalos �ghts to the death. MacGregor, 
on the other hand, will a�empt to 
ee if her shield bracelet 
is exhausted and she takes any damage.

D��
��� ���� ��� H����
�e Hound of Tindalos abhors curved space and can be 
tricked or even trapped. Clever players can make use of the 
lipstick le
 in Ruth�s desk, the soap powder in the laundry 
room, or even the circular light le
 by a 
ashlight. �ough 
with the la�er, an investigator will need to perform a reac-
tion using Resolve to hold the light steady. If they cannot, 
the hound is able to move freely.

Also note that if MacGregor notices the hound has been 
trapped, she can a�empt to free the hound herself. If it�s 
something simple like smudging a drawn line, this can be 
handled by performing a simple action.
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Scene 4: The Aftermath
�ere are a several di�erent outcomes for this scenario: the 
investigators defeat MacGregor and her hound and escape 
with the evidence; the investigators evade MacGregor and 
escape with the evidence; the investigators escape without 
the evidence; and the investigators are defeated. Read or 
paraphrase the appropriate section aloud based on which 
outcome the investigators achieved:

E������� C�

�����, 
F
������
 M��G�����:

You�ve managed to obtain the evidence you were sent 
to collect by Dr. Dyer. As you exit the morgue into 
the foggy streets of Arkham, the hairs on the back of 
your neck prickle. You get the feeling you are being 
watched. As you hurry away into the night, you 
worry that you haven�t seen the last of that sorcerer 
nor her dreadful hound...

E������� ��� C�

�����, 
F
�� ���
 M��G�����:

You slink away �om the morgue, desperately hoping 
your escape has gone unnoticed. Unfortunately, you 
were unable to obtain the evidence you were hoping 
to �nd. You take some measure of comfort knowing 
your suspicions have been con�rmed. Your expedi-
tion is being purposefully sabotaged. All the more 
reason to return to Providence and warn Dr. Dyer�

E������� C�

�����, 
D������� M��G�����

�at sorcerer and her hound have been dealt with. 
�eir corpses le� to cool on the �oor of the morgue. 
�e evidence has been collected and now it is time for 
you to make your way back and share your �ndings 
with Dr. Dyer. As you make your way onto Arkham�s 
streets, the streetlights �icker and you swear you see 
shapes moving through the pervasive fog. You hope 
the hound didn�t have any packmates�

I������������ D�������:

You were no match for the skills and tenacity of 
the sorcerer and her ferocious hound. Yet to your 
surprise, you have been spared for some unknown 
purpose you do not yet understand. You awaken in 
a dark room, head ringing. As you stretch your sore 
muscles, you �nd yourself bound to a chair. You hear 
the groans of your fellow investigators as they begin 
to stir. You will need to move quickly if you hope 
to escape�



11Tending to Loose Ends

The Rules

T�� D��� P��

�e dice pool is simple: each investigator has a pool that 
can hold up to six 6-sided dice. �ese dice are placed on 
the investigator�s portfolio for tracking puposes. �e size 
of the dice pool represents the character�s current health 
(to a maximum of�6). It also limits how much e�ort they 
can put into taking actions during a narrative scene or 
during a single round of a structured scene.

When an investigator takes damage, they reduce the 
total number of dice allowed in their dice pool (called�the 
dice pool limit). �is a�ects how many dice they can use 
each narrative scene (or each turn in a structured scene) to 
take actions. Investigators can heal themselves to restore 
their dice pool limit to its original maximum (called the 
dice pool maximum). �is is explained more later.

During a narrative scene or a turn in a structured scene, 
a player can spend dice from their dice pool to have their 
investigator perform actions. Once a player spends a die, 
they must set it aside until the pool re�lls. Dice pools re�ll 
to their current dice pool limit at the beginning of a game 
session, at the start of a new scene, or at the start of the 
investigators� turn during a structured scene.

N�������� S����� ��� D���
If the investigators run out of dice during a narrative scene, 
but still have tasks they want to accomplish, a new narra-
tive scene begins. �e GM determines approximately how 
long the scene took the group (most commonly 15 min-
utes to an hour). 

If an investigator runs out of dice during a narrative 
scene, but other characters still have dice, the investiga-
tor can still communicate and plan with the group, but 
their character is busy with the tasks they chose to do and 
must wait for a new narrative scene to perform additional 
actions. �is ensures each character has an equal chance 
to act during this time. 

A��������
 D���
Some knacks, abilities, and pieces of equipment allow 
characters to add additional dice to the hand of dice they 
are about to roll during certain actions. Any additional 
dice are in addition to the dice chosen for the action from 
the character�s dice pool, and a
er the dice are rolled, the 
additional dice are lost (they do not increase the charac-
ter�s dice pool limit: they are used only for that action�s roll 
and then removed). �is allows characters to potentially 
roll more dice than are in their dice pool before it re�lls. 

V�����
��� �� D��� P��
�
Dice pools are visible to all players, including the game 
master. �is rule applies to every dice pool�including 
those of characters controlled by the game master, whether 
they are the investigators� allies or enemies. Being able to 
see how many dice a character has in their pool is import-
ant for passing and reactions, which are covered later in 
this adventure. 

S��

� ��� A������
Each of the investigators, as well as each of the characters 
controlled by the game master (also called nonplayer 
characters, or NPCs), has a set of skills. Skills represent 
a character�s ability to succeed at certain types of tasks or 
interactions. Each skill has a value between 2+ and 6+, 
with 2+ being the best and 6+ being the worst.

If a character wants to do something, they are going 
to spend dice from their pool to perform an action. 
Generally, this involves taking some of the dice remaining 
in their pool and adding them to their hand of dice (a tech-
nical term that refers to the dice that have been taken from 
the pool and are about to be rolled). �en they roll those 
dice and check the results. �ey remove that number of 
dice from the pool and roll them. Usually, if at least one die 
rolls a number that is equal to or greater than the value of 
the character�s relevant skill (relevancy is determined by 
the game master), the character successfully performs the 
action they a�empted. For instance, if Rita Young has an 
Agility value of 4+, she needs at least one die to roll a 4, 5, 
or 6 for her to succeed at an Agility-related action. 

�e skills are explained here:

	= Agility: How agile, 
exible, and physically maneu-
verable you are.

	= Athletics: How physically strong you are and your 
general endurance.

	= Intuition: How well you can sense others� motiva-
tions or intentions, how well you can judge a situation 
to be safe or dangerous, or how well a character can 
survive in a wilderness se�ing.

	= Knowledge: How well you can recall facts, tap into 
general knowledge, or research a topic.

	= Lore: �is skill encompasses all the otherworldly and 
occult abilities present in the Arkham Horror se�ing. 
It also includes knowledge of occult and supernatu-
ral ma�ers.

	= Melee Combat: How well you can �ght in close quar-
ters, such as in hand-to-hand combat, when grappling 
an opponent, or when �ghting with a melee weapon 
like a knife or baseball bat.





13Tending to Loose Ends

Once all this is done, the character compares the results 
to their skill. If any of the results are equal to or greater 
than their skill value, the action succeeds.

During a narrative scene or during each turn of a struc-
tured scene, a unique action may only be a�empted once. 
For example, a character may only a�empt to climb a wall 
once, but if they add a new narrative element (such as mov-
ing a crate near the wall to make it easier) or a�empt the 
action in a new way, they may try again.

B���� C�
	
�� A������
Examples of complex actions include the following:

	= Disengage: While you are engaged in melee 
(close-quarters) combat, perform a complex action 
using the Melee Combat skill. On a success, you may 
move up to 10 feet (about 3 meters). On a failure, you 
may not move this turn. 

	= Heal Horror: Perform a complex action using the 
Resolve skill (if you are healing yourself) or the 
Presence skill (if you are healing someone else). On 
a success, replace one horror die in the relevant pool 
with a standard die. �is action may only be per-
formed during a narrative scene. For more informa-
tion on traumas and horror dice, see Horror Damage 
and Horror Dice.

	= Heal Wounds (Physical Damage): Perform a com-
plex action using the Knowledge skill. If you succeed, 
increase your dice pool limit by 1 per success. If you 
are using medical supplies, increase your dice pool 
limit by 3 per success instead. Your dice pool limit 
cannot exceed 6. �is action can only be performed 
during a narrative scene.

	= Make an A�ack: Perform a complex action using 
Melee Combat or Ranged Combat and an appropri-
ate piece of equipment, like a sledgehammer or a pistol. 
On a success, you deal damage equal to the weapon�s 
damage, minus the target�s armor value (if�any). 

	= Reload under Pressure: If you are in the midst of 
a chaotic or stressful situation (like being engaged 
with an enemy or trying to balance on an unstable 
surface), reloading becomes a complex action. If you 
have ammunition nearby or on your person, perform 
a complex action using the Agility skill. On a success, 
you reload your weapon.

R��������
Reactions are a third type of action. Like all actions, a char-
acter spends dice from their pool to perform them. Like 
complex action, they roll the dice and compare the results 
to their skill level to see if the reaction succeeds or fails.

Unlike other actions, however, reactions are performed 
in response to another character�s action (or in reaction to 
something in the environment). Also, reactions may only 
be performed with a single die from the character�s dice 
pool, and a character can only perform one reaction in 
response to a single action.

�e most common reaction is to dodge an a�ack or 
resist a spell.

	= Dodge/Block: A character may perform a reaction to 
dodge a ranged a�ack, block a melee a�ack, or resist 
a magic a�ack targeting them. �is uses the Agility 
skill to dodge a ranged a�ack, Melee Combat to block 
a melee a�ack. On a success, the character takes no 
damage and avoids all other e�ects of the a�ack. 

Additional Rules
In addition to the basic rules, the following rules expand 
the game. 

S��������� S�����
Structured scenes are times where the stakes may be 
high�such as in combat�and play bene�ts from a higher 
degree of organization. A few more rules are relevant to 
structured scenes:

	= Rounds and Turns
	= A�acks and Damage
	= Ranges
	= Injuries

R����� ��� T����
A structured scene is divided into rounds. Each round 
consists of a single investigators� turn and a single game 
master�s turn. Investigators and any of their NPC allies 
present in the scene (see Allies) take actions during the 
investigators� turn, and enemy or neutral NPCs take 
actions during the game master�s turn. Which turn occurs 
�rst in the scene depends on whichever group instigated 
the encounter. If the investigators decide to a�ack a group 
of ghouls, for example, they would take the �rst turn. If, 
on the other hand, the investigators are surprised by a 
group of ghouls bursting out of a barn, the ghouls (and by 
default, the GM) take the �rst turn.
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I������������� T���
During the investigators� turn, the following steps occur. 
In addition, if any neutral or enemy NPCs have le
over 
dice from passing, the game master may use their dice to 
let those NPCs take reactions during the investigators� 
turn (see Passing and Reactions, respectively).

Step 1: Re�ll Dice Pools

At the start of the investigators� turn, the dice pool of each 
investigator re�lls to its current dice pool limit (which is 
usually six, unless they�ve taken damage). �e dice pools 
of NPCs allied with the investigators also re�ll. 

Step 2: Take Actions

�e investigators� goal during their turn is to work together 
in the most e�ective way they can. Each player controls 
their investigator and gets to decide how they want to 
spend their dice to take simple and complex actions. 

�e investigators and their allies can act in any 
order and can split up their actions however they want. 
When� an investigator acts, their player describes what 
the investigator is trying to do and, if appropriate, per-
forms a complex action by rolling dice using the most 
relevant skill to determine whether the action succeeds. 
When an ally acts, the game master has that ally perform 
the most logical and helpful action that bene�ts �rst the 
ally, then the investigators. �e game master is responsi-
ble for determining the best course of action for that ally 
based on the ally�s understanding of the situation and 
personal motivations. 

�e investigators can take as much time as they want to 
decide what to do, but if the game master or a player feels 
the discussion is taking too long, they can say the phrase 
�I�ve got a bad feeling...� to indicate in a lighthearted way 
that it�s time to make a decision and keep the game moving.

Note: If two or more players want to act at the same 
time and can�t agree on which investigator should go 
�rst, the game master decides instead.

Step 3: End Turn

�e turn ends when each investigator and NPC ally has 
used all their dice or has chosen to keep some le
over dice 
by passing. A
er the investigators� turn ends, the game 
master�s turn begins.

P������
To pass, a player or the game master opts to avoid spend-
ing all of a character�s dice on their turn, instead keep-
ing one or more dice in their pool to use for reactions. 
Reactions�are a type of action a character can take when 
it is not their turn (see Reactions). When a character 
passes, they cannot spend any more dice during their 
current turn (so if an investigator passes, they cannot 
spend any more dice during the current investigators� 
turn, but they can spend dice on reactions during the 
game master�s turn).

A

���
Allies are NPCs�characters controlled by the game mas-
ter�who are friendly with the investigators. �ey work 
with the investigators and act on the investigators� turn.

G�
� M������� T���
�e game master�s turn is very similar to the investigators� 
turn, comprising the following steps. In addition, if an 
investigator or an NPC allied with the investigators has 
le
over dice from passing, the player or game master con-
trolling that character may use their dice to let them take 
reactions during the game master�s turn (see Passing and 
Reactions, respectively).

Step 1: Re�ll Dice Pools

At the start of the game master�s turn, the dice pools of 
NPCs who are enemies of the investigators or who are neu-
tral toward them re�ll to their current dice pool limit. (�e 
dice pools of the investigators� NPC allies re�ll during the 
investigators� turn.)

Step 2: Take Actions

All NPCs except investigator allies act on the game mas-
ter�s turn in any order the game master wants. Usually, each 
of these NPCs does everything they want to do before the 
next NPC acts (so each either spends all their dice or uses 
some dice and saves the rest for reactions by passing).

Step 3: End Turn

�e game master�s turn ends when all NPCs except inves-
tigator allies have either spent all their dice or have cho-
sen to pass. 
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S����� ��� F�

����� R�����
A
er the investigators and the game master have each 
taken their turn, the round ends and a new round begins, 
starting with the side that took the �rst turn in the previ-
ous round. Rounds continue until combat ends�such as 
if one side is defeated or 
ees�or until the scene comes to 
its logical conclusion.

A����� ��� D�
���
To a�ack a target, a character performs a complex action 
using one of the following skills: 

	= Use Melee Combat to make a standard (nonmagic) 
melee a�ack against a target within 5�feet. If two char-
acters are within 5 feet of one another, they are con-
sidered to be engaged with each other.

	= Use Ranged Combat to make a standard (nonmagic) 
ranged a�ack against a target more 5� feet away. 
Ranged a�acks require a ranged weapon or an object 
that can be thrown. �ese weapons usually have a 
maximum range at which they can be used, listed in 
their item pro�le.

	= Use Lore to make a magic a�ack using a magical 
knack or capability. 

If the a�acking character succeeds, they deal damage. 
Each weapon that can be used in the game lists the damage 
it deals on its item card or in its item pro�le. Most weapons 
deal 1�or 2�damage. 

Some targets have armor. Armor can reduce the amount 
of damage that gets through to a�ect the character it pro-
tects. When a character deals damage, make the following 
calculation:

weapon�s damage value � target�s armor value

�e target reduces their dice pool limit by the result of 
the calculation, and if they reduce it below the number of 
dice they currently have in their pool, they must discard 
dice until the number equals the new limit.

�e target�s dice pool limit stays reduced until the target 
is healed, such as through use of the Heal Wounds action 
(see Complex Actions). �is means characters who have 
taken damage can take fewer or less-powerful actions than 
normal, because they have fewer dice to spend during each 
turn or narrative scene.

When a character�s dice pool is at 0, they are wounded. 
�e only thing a character can do while they are wounded 
is strain themselves.

S����� Y�����
�
At the start of the investigators� turn, before dice pools are 
re�lled, each investigator and ally may strain themself to 
heal all damage (increasing their dice pool limit back up to 
maximum). If they do, at the end of their current turn (or 
a
er they have performed one complex action in a narra-
tive scene) they su�er an injury (see Injuries).

R�����
Ranges are always listed in a given knack or ability pro-
�le in increments of 5 feet. Each square on a map is 5 feet 
by 5� feet. Movement diagonally or orthogonally from 
one adjacent square to another costs the same amount 
of movement (5 feet), though characters cannot move 
through hard corners like buildings diagonally. 

I�������
When a character becomes injured, their player makes 
an injury roll by rolling a d6, and the game master con-
sults the Injury Results table to determine the result. �e 
character su�ers the injury listed in the appropriate row.

If the character already has any injuries when they gain 
a new one, then for each preexisting injury, the player 
adds +1 to the d6 roll before they consult the Injury 
Results table. 

To heal from an injury, a character can wait a week for 
the injury to heal (although some injuries, speci�cally 
Severely Injured, Loss of a Sense, or Comatose take two 
weeks to heal). Alternatively, a character can perform a 
complex action using Knowledge to heal an injury that 
they or another person are su�ering from. Note that 
some injuries may require multiple successes to heal, as 
detailed in their description. An injury can only be healed 
during a narrative scene. A character can su�er multi-
ples of the same injury; the e�ects do not compound, 
but each instance of the injury must be healed before the 
e�ects go away.

H����� ��� H����� D��� 
Certain situations, knacks, spells, and abilities deal hor-
ror. When a character su�ers horror, their player increases 
their horror die limit by that amount, to a maximum 
amount no greater than their dice pool maximum. 

When a character re�lls their dice pool, they �rst add 
horror dice equal to their horror dice limit. �en the re�ll 
the remainder of the pool with regular dice. If a character�s 
horror die limit is equal to or higher than their dice pool 
limit (as may happen if the character has taken damage), 
their entire pool may be �lled with horror dice. 
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Horror dice function the same way as regular dice in a 
character�s dice pool, with two exceptions. 

First, a character may never reroll a horror die that has 
rolled a result of 1. Second, when any character performs 
an action using one or more horror dice, and at least one 
horror die rolls a� 1, the character su�ers a trauma. �e 
more 1s rolled, the greater the trauma�s severity is. To 
determine the results of the trauma, roll a d6 and add +1 
to the result for each 1 rolled on a horror die during the 
complex action (normally this generates a result between 
2 and 7, but if a character rolled multiple 1s on horror dice, 
the result may be higher). �en apply that result to the 
Trauma Results table. 

Keep in mind that some trauma results may increase the 
severity of future rolls on the table. So the more trauma 
the character su�ers from, the greater the impact of 
future traumas.

T����� D�
��� W��
� 
S������������
�H�����
If a character has horror dice in their dice pool when they 
take damage that reduces their dice pool limit, they must 
remove standard dice �rst before removing horror dice. 

H��
��� H�����
A character�s horror dice limit may be reduced by means of 
one of the following:

	= �e Heal Horror action (see Basic Complex Actions).
	= Certain capabilities (such as certain knacks, spells, 
or abilities on an investigator portfolio or NPC 
pro�le�card).

Note that even if a character reduces their horror dice 
limit, this doesn�t remove any existing horror dice from 
their pool. It simply means they add fewer horror dice to 
their pool during the next scene. 

H��
��� T���
��
Unlike injuries, traumas cannot be �healed.� However, the 
e�ects of traumas go away over time.

S�����

5 + A������ K�������� 6 +

5 + A�������� R������ 4 +

4 + W���
M����  

C����� 5 +

6 + P�������
R�����  
C����� 4 +

6 + I��
����� L��� 6 +

T�� P������ I�����������

Joe Diamond

K�����
P.I. Grit. When you strain yourself, you may reduce the 
value of the 1d6 you roll to determine your injury by 1 or 2, 
your choice, to a minimum of 1.

Two-Pistol Fighting. While using two pistols, once per turn 
a�er making an a�ack, you gain 1 additional die that may 
only be used to make an additional a�ack with your other 
pistol. �e two a�acks may have the same target, or di�er-
ent targets. 

E��������

Dual Colt 1911 Pistols. 45 feet. 2 damage. Each pistol takes 
one hand to use. While you are engaged with an enemy, you 
can target only that enemy using these pistols. If you score 
three or more successes, you in�ict an injury. 

.45ACP ammo (if you roll a result of 1 on one or more dice 
while using this weapon, mark one of the above ammo cir-
cles; if all circles for a pistol are marked, that pistol must be 
reloaded). 

Punch/Kick. Engaged. 1 damage. 

Cheap Trench Coat (Armor). When you perform a reaction 
to avoid an a�ack, you may reroll the die. You must use the 
second result. When you su�er an injury while wearing this 
item, it is destroyed. 

Other Equipment: Fedora, 2 extra clips, Zippo lighter, 
12 dollars.

S�����

Colt 1911 #2Colt 1911 #1

I������
At the beginning of each game session, investigators gain 
insight up to their insight maximum (listed on their inves-
tigator portfolio). During the game, they can spend insight 
in the following ways. 

	= A
er performing a successful complex action, they 
can spend 1 insight to add one additional success to 
the results.

	= Before performing a complex action or reaction, 
they can spend 1 insight to perform the action with 
advantage.

	= �ey may spend 1 or more insight to introduce a narra-
tive element into an ongoing scene. Examples include 
a character �nding a scalpel in an intense situation 
to defend themself with, or the introduction of a pre-
existing relationship with an NPC (all narrative ele-
ments are subject to the game master�s approval). 

	= Insight can also be spent to avoid e�ects of certain 
traumas, where listed.
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