et Up Hel
. The Locations in this scenario can be
confusing to set up. It is suggested you
use route markers between them to

avoid confusion.
Suggested set up as follows :-

ey g

The Night Wind

- Check your Campaign Log:-

Intro 2

. With the gate to the castle firmly shut
you take time out to evaluate your
position. Resting briefly in the library,
you study the aging books for any clues
to explain this place and its monsters.
The books tell of the coming of
Nyarlathotep, but this apocalyptic event
is fore-shadowed by the coming of the
Herald. All clues point to the fact that
this Herald is here now, out in the
forest.....he must be stopped!

If ‘The Castle is lost’ read Intro 1.

If not, read Intro 2.

Intro 1

The Castle Putrid Moat

Trapped in the cellar, hearing claws
and teeth tearing into the door behind
you, you frantically work to prise off
the bars of the small opening. As the
noise intensifies from behind the door
the last bar eventually gives out and

you crawl your way through the

muddy, slimy opening. Staggering out
into the woods and into a stagnant pool

of filthy water, you hear screams of
triumph from behind you. From within
the woods ahead you hear a rhythmic
pulse of sound and the unnatural howl
of the wind. Whatever is driving these
ghouls must be in there....

Dark Trees Fell Copse

Accursed Wood Darkened Glade

LOCATION

Castle.
Revelation — Once per game, any
investigator on this location may choose one of the
following:-

Heal 2 damage or horror

Heal 1 damage and 1 horror

Draw 2 cards

Dense Forest Blackened Woods

This will make 2 rows of 4

(Turn over for Intro 2 Set-up
instructions. )

Furthest Location Finder

. This guide provides and easy reference
for finding locations furthest from other
locations - if there is a choice then the
investigators choose.
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Castle - Dense Forest or Blackened
Woods

Putrid Moat - Dense Forest or
Blackened Woods

Dark Trees - Castle, Putrid Moat,
Dense Forest or Blackened Woods
Accursed Wood - Castle, Putrid Moat,
Darkened Glade, Dark Trees

Dense Forest - Accursed Wood

Fell Copse - Dense Forest

Darkened Glade - Accursed Wood
Blackened Woods - Accursed Wood
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Blackened Woods

LOCATION

but feel you should leave quickly. The forest is terrifyingly dark and it will be easy to become

lost within it.

LOCATION LOCATION \ \ = LOCATION S
Castle. - ¢ Forest. > v Forest. . Forest.
" Forced — Any investigator that ends their turn at A ;
this location suffers 1 damage. f Having at last entered this accursed place, you cannot help '{
]

The vile putrid waters seem to sap the very strength from your .
body. “‘F P
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LOCATION

Forest.

Having at last entered this accursed place, you cannot help

but feel you should leave quickly.
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Dense Forest

LOCATION [

Forest.

Half seen, ghostly figures dart about within the trees - their
laughter echoes within your mind long afier they have gone.
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LOCATION

Forest.

The stillness of the place threatens to crush you like a
physical force.
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*The Dark Man
Herald of Nyarlathotep

O “

Elite. Humanoid. Herald.

*Unstoppable - you cannot attack or evade this enemy.

is enemy is never engaged with you.

. Hunter.
. Whenever The Dark Man is at the same location as an

investigator, immediately move The Night Wind to that
location and resolve its effect.

‘...a tall, lean man of dead black coloration..."
-H.P.Lovecraft.
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Wind. Elite.
ged with you.
-H.P.Lovecraf

24

evaded. It is never en
f failed, take either 1 damage or 1 horror and then the investigator
immediately moved to the location furthest from their current
... Now I ride with the mocking ghouls on the night-wind...

location.

5 All Investigators at this location must test either @ (4) or 34(4). If
passed nothing happens.
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Ally.

» If at the same location as The Qutsider an
- H.P.Lovecraft

I know always that I am an outsider; a stranger in this century and
among those who are still men.

investigator may test @ (4) to rescue The Qutsider .

If passed, place The Qutsider in your play area.
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Blood Moo

5 Terror.
Add to your threat area.

" turn.
At the end of the turn discard this card.

..but the sudden veiling of the moon by a cloud caused me

to stumble..
- H.P.Lovecrafi

Add to your threat area.

blod Moo

Terror.

turn.
At the end of the turn discard this card.

..but the sudden veiling of the moon by a cloud caused me

to stumble..
- H.P.Lovecrafi

Add to your threat area.
& All Evade tests are made with a -1 modifier this

N

/a
IREACHERY

Blood Moon

Terror.

turn.
At the end of the turn discard this card.

..but the sudden veiling of the moon by a cloud caused me
to stumble..
- H.P.Lovecrafi

Gathering Dom

Hazard.

Revelation — Search the encounter deck and
¢ discard pile for a Cultist enemy and spawn it at an =
& empty location. If there are none available this

card gains Surge.
Then shuffle the encounter discard pile into the

encounter set.

.. I recognised, most terrible of all, the unholy abomination
that stood leering before me..
- H.P. Lovecraft



Y Wizard of the Herald
e &
S ——
9

Cultist.

Spitting arcane wrath, he advanced upon us...

Gathering Doom * Gathering Doom

4 Hazard. 3 N Hazard.
Revelation — Search the encounter deck and & Revelation — Search the encounter deck and
* discard pile for a Cultist enemy and spawn it at an =88 discard pile for a Cultist enemy and spawn it atan =
empty location. If there are none available this S8 empty location. If there are none available this
card gains Surge. ~ card gains Surge.
Then shuffle the encounter discard pile into the 3 Then shuffle the encounter discard pile into the
~ encounter set. 3 - encounter set.
. Irecognised, most terrible of all, the unholy abomination % ~ . Irecognised, most terrible of all, the unholy abomination
that stood leering before me.. - that stood leering before me..

- H.P. Lovecraft - . s ——— - H.P. Lovecraft




Ghoul. Cultist.

L .all the fiendish ghouls that ride the night-wind shrieked for
me..
- H.P.Lovecrafi

Ghoul Cultist

Ghoul. Cultist.

..all the fiendish ghouls that ride the night-wind shrieked for
me..
- H.P.Lovecrafi

Ghoul. Cultist.

.all the fiendish ghouls that ride the night-wind shrieked for
me..
- H.P.Lovecrafi

& You have 1 fewer action this turn.

Lost!

) Hazard. ;
Revelation — Place this card in your threat area. A |

o

b At the end of your turn discard this card. E

All the paths look the same - its hopeless!

\



Hazard.
Revelation — Place this card in your threat area.

You have 1 fewer action this turn.
+ At the end of your turn discard this card.

All the paths look the same - its hopeless!

9.

/) .
IREACHERY

Hazard.
Revelation — Place this card in your threat area.

You have 1 fewer action this turn.

b At the end of your turn discard this card.

All the paths look the same - its hopeless!

Attach this card to your

Ritual Idol

nt location.

£ > Test ® (3) If passed, place the Ritual Idol in

_your play area.
You may discard the Ritual Idol to prevent The

* Dark Man from moving to your current location.
~ This item uses a hand slot.

= The carving seemed to emanate a strange energy.-—==

n &

1

Attach this card to your

Ritual Idol

nt location.

. B Test ®& (3) If passed, place the Ritual Idol in

-~ your play area.
You may discard the Ritual Idol to prevent The

* Dark Man from moving to your current location.

This item uses a hand slot.




/@A\

IREACHERY

Item.
Attach this card to your current location.

L »» Test ® (3) If passed, place the Ritual Idol in
your play area.
You may discard the Ritual Idol to prevent The

e

n &

1

__The Dark Pyramid Calls.
Terror.

Forced — Move The Dark Man to the closest

P investigators location.

Then immediately resolve his card.

..the unnamed feasts of Nitokris beneath the Great
yramid.
-H.P.Lovecraft

.

Hlus. Semcow

Terror.
Forced — Move The Dark Man to the closest

¢ investigators location.

Then immediately resolve his card.

..the unnamed feasts of Nitokris beneath the Great
Pyramid..
-H.P.Lovecraft

Tlus. Semcow

~_The Dark Pyramid Calls.
Terror.
Forced — Move The Dark Man to the closest

¢ investigators location.

Then immediately resolve his card.

..the unnamed feasts of Nitokris beneath the Great
Pyramid
-H.P.Lovecraft

Tlus. Semcow




aperens

Yoice of the Hrald

Terror.

Revelation — Choose and move one Cultist
L enemy one location towards the nearest
. investigator.

If there are no Cultist enemies in play - search the
encounter deck for a Cultist enemy and spawn it

* at an empty location. Then shuffle the encounter
.discard pile back into the encounter set.

Terror.

Revelation — Choose and move one Cultist
* enemy one location towards the nearest
b investigator.

If there are no Cultist enemies in play - search the =
encounter deck for a Cultist enemy and spawn it

© at an empty location. Then shuffle the encounter

Yoice of the ld

Terror.

Revelation — Choose and move one Cultist
L enemy one location towards the nearest
b investigator.

If there are no Cultist enemies in play - search the
encounter deck for a Cultist enemy and spawn it

* at an empty location. Then shuffle the encounter

The Night Wind Rules

The following clarifies the use of The
Night Wind in this scenario :-

1. The Night Wind can be triggered one
of two ways (a) by The Dark Man’s
ability in the enemy phase or (b) when
an investigator enters its location in the
investigator phase.

2. When at the same location as The
Night Wind, investigators will only test
against its ability once in a turn - unless
they leave that location and re-enter it.

3. When an investigator is moved by
The Night Wind, any enemies engaged
with them are left behind.

4. The Night Wind does not make
attacks of opportunity.




