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Forced —When you move to this location "\.ﬁ

:‘ Test @ (3). If you fail, cancel the effcts of the
~ move.

There was something unnerving about the dark racks of
records - was there someone in here with me?
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Hotel Room
VNN

- “The room proved a very pleasant and well- furnished one,
devoid alike of musty odour and disturbing sense of
vibration” - The Whisperer in Darkness
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Any player in this location does not

" draw an encounter card during the Mythos phase.

No toy or humanoid can move to The Temple
ocation.

in their play area >R(2)
Otherwise if the last remaining player >R(1)
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" this location test against 3. If fail take one

Town Hall a

Forced — The first time a player reveals ‘7\
\
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¢ Hazard
Revelation —Test ¢ (3) If fail put put Got no

% Strings... into play in your threat area.
= You are unable to perform any move actions

~ Forced — At the end of the round discard Mind -

A 2
IREACHERY

no Strings...

Hazard

Revelation —Test ¢ (3) If fail put put Got no

¢ Strings... into play in your threat area.
* You are unable to perform any move actions

* Forced — At the end of the round discard Mind

- Games

REACHERY

Got no Strings...

Hazard

& Revelation —Test # (3) If fail put put Got no

¢ Strings... into play in your threat area.
= You are unable to perform any move actions

# Forced — At the end of the round discard Mind

- Games

3 Vigilantes

Humanoid

S pawn - Any empty location but The Temple or
the Bedroom.

Quitsiders are to blame for all that has happened in this
town - time for all decent citizens to take matters into
N their own hands.




T Vigilantes
im0 Y}
= 5
Humanoid
Spawn - Any empty location but The Temple or

"~ the Bedroom.

Qutsiders are to blame for all that has happened in this
town - time for all decent citizens to take matters into
their own hands.

Mind Games

Hex

- Revelation —Discard one of your assets held in
¢ either or both hands. Put Mind Games into

play in your threat area.

. You cannot play assets.

b Forced — At the end of the round discard Mind

Qames
> 3:-,\_\% v

b
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Mind Game

Hex

- Revelation —Discard one of your assets held in

either or both hands. Put Mind Games into
play in your threat area.

. You cannot play assets.

Games

AN

b
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& Forced — At the end of the round discard Mind

Iz

Mind Games

3 Hex

& Revelation —Discard one of your assets held in
either or both hands. Put Mind Games into
play in your threat area.

. You cannot play assets.

& Forced — At the end of the round discard Mind
Games
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K Watch your Watch your ___Whispers in the Dark LK

5 . Hazard B ,v‘ Hazard A X . Hazard B X & Hex
Revelation — test ¢ (3). For each point you '- Revelation — test ¢ (3). For each point you A Revelation — test ¢ (3). For each point you & Revelation —Put Whispers in the Dark into play
¢ fail by take 1 damage =8 fail by take 1 damage S8 fail by take 1 damage =8 in your threat area. &
The first time you perform an investigate action
each round, it costs one additional action

o~

" Forced — At the end of your turn: test §(3). If
you succeed discard Whispers in the Dark.

<

Who left that lying there? 3 Who left that lying there? K Who left that lying there?




Humanoid
Prey —Investigator with lowest strength

- “You bunch of thieves, youll never get The Cube, it’s mine I tell
you, all mine”

Victory 1

N

" TREACHERY

Whispers in t Dark 3 3 3 hispers in the Dark

," Hex YEB Hex 3
" Revelation —Put Whispers in the Dark into play - Revelation —Put Whispers in the Dark into play A
& in your threat area. =8 in your threat area.
The first time you perform an investigate action The first time you perform an investigate action
L each round, it costs one additional action L each round, it costs one additional action

" Forced — At the end of your turn: test #(3). If 4 " Forced — At the end of your turn: test §(3). If
you succeed discard Whispers in the Dark. you succeed discard Whispers in the Dark.
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Nervous Police

8 Revelation — Test ¢ (3). If you fail your

.~ character is placed in the Hotel Room location.
b All your engaged enemies become unengaged
and remain in your current location.

“Funny things have been happening after dark around
here - there is a night-time curfew - we will escort you
back to your Hotel Room”

o

/1

=

~ ¢ Revelation — Test 2 (3). If you fail your

character is placed in the Hotel Room location.

b All your engaged enemies become unengaged

and remain in your current location.

“Funny things have been happening after dark around
here - there is a night-time curfew - we will escort you

’ back to your Hotel Room”
= e
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Nervous Police

Revelation — Test ¢ (3). If you fail your
character is placed in the Hotel Room location.

b All your engaged enemies become unengaged

and remain in your current location.

“Funny things have been happening after dark around
here - there is a night-time curfew - we will escort you
back to your Hotel Room”

/1

.
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: (razy Axeman ,

Humanoid

Spawn —Location of investigator with

=0 lowest $ who is not in The Temple.

Retaliate
A man driven insane by the noises in the night, the furtive
* scuttlings of unseen tormentors. Now someone, anyone, will
pay for this.
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Play Time !

When you put pins marking the location
' of each death on a map of Deepvale, it is
clear that the deaths centre around one
street, indeed around one shop - Ye Olde
Toye Shoppe.

An initial visit during opening hours
Lreveals nothing of interest - it’s time to
pay another visit after closing hours

Mind Games

Following the instructions of Lady
Jamieson's nephew you book yourself
into the same hotel room that she died in
- time to do a little research into this the
town of Deepvale.

| strange happenings is well known .

' circumstances whilst passing through
\ Deepvale. The local police regard her
death as due to natural causes, but he is

~ unhappy with the lack of a thorough

" investigation - would you dig deeper and
Il find out a little more?

Someone is definitely trying to hamper your researches
you are sure you are being followed, and inanimate
objects, mainly toys, seem to be underfoot tripping you
up. You even think you saw a teddy bear following you,
but when you looked back it was just a toy. The sooner
you can finish your investigation and get out of this town
the better - and now it is starting to get dark.

Put the following locations into play - Back Alley,
Bedroom, Cellar, Shop Floor, Ye Olde Toye Shoppe
Place Tick Tock Tick Tock in the Cellar and Evil Teddy
in the Back Alley

Why do the toys seem to move, why are their eyes watching
you?

Why does the Toy shop seem to emanate a foul miasma? The
closer you get to it the more your vision becomes clouded.
The centre of the effect seems to be the Runed Cube. Time to
get that cube and get out of here.

Your initial research has found that there has a been a spate of
deaths in the last few months. All took place during the night

hours, and in each case the victims carried no marks of violence,
but clearly showed signs of being terrified.

unique. Time to explore further.

A search of the local newspaper shows that that just before the
deaths started an old man of Middle Eastern extraction had

strange soapstone cube and intimated that it might be for sale at
the right price. It was well known in town that Mr Markham, the

Cellar, Shop Floor, Ye Olde Toye Shoppe

( Q -X, where X is the number of Toys

(\ " clues on your location.

&" take 1 horror.
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So Lady Jamieson’s death, and the way in which she died was not
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visited the town to give a talk on ancient artifacts. He exhibited a

proprietor of Ye Old Toye Shoppe, was an avid collector of curios.

Put the following locations into play - Back Alley, Bedroom,

The Nephew (alls

EASY / STANDARD

' in play

» -2.Place 1 doom on the nearest
enemy

-3. If you fail place one of your

-4. If the Runed Cube is in play
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Setup

1. Assemble the chaos bag.

<Easy:

+1,+1,0,0,0,-1,-1,-1,-2, 2R R A,
¥ §2 %

<Normal:

R 201010 - [ B[S o Sl O A
A ¥ §2

<Hard:

0,0,0,-1,-2,-3,-3,-4,-58 B A S
£ &

<Expert:

rrc o0 3 3 s s o

'87 @7 @7 A? “7;“ & ‘&i

2. Gather all encounter cards from The
Nephew Calls. Shuffle these cards to
form the encounter deck.
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Spawn — Any empty location other than
e Temple.

“They came on me as a relentless, fearless wave of clicking

and sparking, overwhelmng in their sheer weight of
numbers”

Toy, Elite, Hunter
Spawn — - Back Alley (if Back Alley not

play put into play)
“My searchlight expired, but still I ran. I heard voices, and

» yowls, and echoes, but above all there gently rose that impious,

insidious scurrying, gently rising, rising as a stiff bloated

onyx bridges to a black putrid sed. Snmethmg bumped into
= me - something soft and plump.” -The Rats in the Walls

Victory 2

* This asset may never leave the play area of the

investigator unless the investigator is eliminated. if this
happens it is placed in the play area of an investigator in
the same location. If no other investigator is in the same
location (=R 3)

Forced — All Toys in the same location as the Runed
Cube heal 1 damage at the start of the Mythos phase.

Victory 1



Back Alley e
e

‘ 4 LOCATiONV
)

:‘. Forced — On moving to this location Test #(4) -
" take 1 damage for each point you fail by

A dark, damp, cluttered shortcut between two main
thoroughfares.
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Forced — The first time any player moves to
this location put Enraged Shopkeeper into play at
- this location.

A% Surrender 2 clues # to place Runed Cube in
play in the play area of any investigator at this

- location
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this location. A failure means that the move action
 fails.
So much to see and do - look at the toys over there, and on
this shelf, so many bright colours, attractive shapes - maybe I
can stay just a little longer?
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@ ~ Ye Olde Toye Shop

PE. 2

The Runed Cube

The Runed Cube is the key to this - it
seems to trick your mind that inanimate

"\ objects, mainly toys, are attacking you.

3 Forced — The first time a player reveals
* this location test against 3. If fail take one
~ horror.
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~ is only one place in town that can stop its
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" Although the attacks are just illusions, the

power - The Temple.

J, Objective — An investigator must

? carry the Runed Cube to The Temple.




- Today’s the day....

: & Tick tock tick tock - time is fast running
" out - something is aware of your interest,
and it might have been better if some

things were left undisturbed... too late

Toy, Elite

; Spawn — Engaged with prey i
Prey — Most clues not at The Temple location. I

‘1o prey spawn in Shop Floor
dripping death astride a bacchanale of

The Hound

Victory 1

Rocking Horse

" “Madness rides the star-wind... claws and teeth sharpened on
enturies of corpses...

v.c

DO NOT READ

UNTIL THE END OF THE SCENARIO

" Things are moving towards a climax -

" the front windows of the toy store shatter
and burst outwards as toys leap and
cramble through the broken shop

| doorway into the street, attacking

. anybody in sight. You must seek

| sanctuary. |

>R 1 You have failed - when you emerge
from the Temple in the early dawn three
more townsfolk died in the night - Ye Olde
Toyye Shoppe stands as it always has, with
the toys neatly arrayed on the shelves.
Gain 1 experience per victory point.

>R 2 Once within The Temple grounds
the ancient wards stop the emanations
from the Runed Cube. When dawn breaks
you leave The Temple, and aside from a
few more dead townsfolk all is quiet. It is
now clear that some malevolent entity was
using the cube to influence minds - there
are no evil teddy bears or ambulent
puppets - it was all in the mind. Those
who died did so from sheer terror.

You take the first train to the sea, hire a
motor boat, go far out as far as you can
before night falls again and drop the cube
in the ocean. Gain 1 experience per
victory point.

Too late - you are buried in an avalanche of clawing
biting and scratching toys.
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