You listen in on conversations between other passengers and
try to ask as innocent questions as possible to the crew.
Putting the pieces together slowly reveals that several
passengers, who had purchased tickets past Arkham, for some
unknown reason failed to show as the Kaiser Willhelm left this
morning.

A cabin boy shows you to your cabin on
the third story of the boat. To avoid
rousing suspiscion, you spend some time
‘getting settled’ in the cramped space
before you make your way to the main
room of the boat in search for clues.
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Intrigued you return to your cabin for the night.

< Discard all encounter cards (not Crew or Passengers) in
play, then shuffle the discard pile into the encounter deck.
< Place each investigator in the Dining Room.

< Remove all copies of Passengers and Crewman from all
locations. Then spawn them (On Duty and Innocent
Bystanders sides up) at random locations.

<Spawn the set aside Captain Whollerton and Mr. Wright
at random locations.
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Someone or something has to be able to
shed some light on what is about to
happen.
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Entering the Captain’s Cabin triggers an alarm bell. Its toll
is bound to draw the crew’s attention. You have to act
quickly!

You finish your breakfast as fast as
possible and decide a more direct
approach is needed to unravel the
mystery at hand. Perhaps the early
departure of some of the passangers is
connected to your investigation.

< Flip all Crew cards to their Alert side.

Somewhere on the boat there has to be
evidence of what is going one.

Objective — When an

Inside the Captain’s safe you find several sticks of dynamite,
a piece of an old manuscript, and an old book wrapped in a
moth-eaten piece of cloth.

They are On to Us!

You can hear the voices of the crew over
the dull, monotonous sound of the engine.
Soon the blowing of whistles permeates
the confines of the boat.
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A quick flick through the book sends a chill down your spine
as it details a sacrificial ritual used to summon an ancient
being from prehistoric times.
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< Add 1 doom to the current agenda if there are more
than one tally under the “Pieces of the manuscript found”
part of the Campaign log. This can cause the Agenda to
advance.

With no other avenue of approach, you
frantically look around the Captain’s
cabin for anything that can shed some
light on the mystery.

Objective — Once the investigators
have ‘searched the Captain’s lock box,’
investigators in the Captain’s Cabin
can spend the requisite number
of clues as a group to advance.
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| your gaze to pierce, creeps ever closer.

A Dark Purpose

- With last night’s events weighing heavily
on you, the Kaiser Willhelm slowly
makes it way down river, away from
4rkham.

Darkness Grows

- As the boat steadily moves closer to its
final destination, darkness closes in
around you.

Along with it, a strange buzzing sound
* pierces the quietness of the river.

-~ The fog forms a vortex above the Kaiser
Wilhellm and out of it lunges a monstrosity

orced — Each investigator tests @ (4).
f you fail, take 1 direct horror.
. Forced — Spawn the set aside Baelzebub
‘enemy at the Riverboat Upper Deck.
- Objective — There might be another way
| besides brute force to defeat the
‘monstrosity. If the investigators have
- ‘searched the Captain’s lockbox’ and

4 spends 2 clues per investigator,
flip Act 4a to learn how to defeat
e monstrosity.

Dark clouds gather over head and the waters which L
normally are clear begin to muddle as if something dark
and sinister is drawn to the The Kaiser Willhelm.

< Shuffle the encounter discard pile as well as the set aside
Gush of Unclean Water, Miasma of Filth, and Swarm of
Flies encounter cards into the encounter deck.

Dark clouds gather over head and the waters become
muddled as if something dark and sinister is drawn to the
hull of the Kaiser Willhelm.

As the buzzing from the flies reaches cacaphonical
levels, a fog envelopes the boat and from above a shriek
even more terrible than the buzzing of the flies cuts
through the air.

< Search the encounter discard pile and encounter deck for
all Annoying Crowd encounter cards and remove them
from the game.

< Shuffle the encounter discard pile as well as the set-aside
Giant Fly, The Darkness Beckons, and Whispers of Baal .
encounter cards into the encounter deck.

< Flip all Crew cards to their Alert side.

< Flip all Passengers to its In Need of Rescue side.

As the monstrosity’s shriek reaches a deafening level, the
vortex grows stronger and pulls the boat out off the river.
You cling to whatever you can but your efforts are futile
as you are sucked into the maelstrom along with the
boat, its crew, and passengers.

All investigators, inculding any which have previously
resigned, are defeated.
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_The Kaiser

@ (aptam s Cabin (3rd Story)

Inside, Cabin
» If there are no clues on the Captain’s
" Cabin: Test 2#(4)or$ (4)totry to open the
~ captain’s lock box. If you succeed, “remember you
- searched the Captain’s lock box” and add a tally
- under the “Pieces of the manuscript found” part of
- the Campaign Log (Group limit once per game
- from this source).

@ Crew Cabins (3rd Story)

The Kalser Wlllhelm

LOCATION

Inside, Cabin -
~ » If there are no clues on the Crew Cabins:
_' Test & (3) to search the crews’ bunks and
~ cupboards. If you succeed, add a tally under the
- “Pieces of the manuscript found” part of the
~ Campaign log. Group limit once per game from
- this source.

\ ¢ ' The door leading into the Captain’s Cabin is
" locked. You cannot enter the Captain’s Cabin.

" locked. You cannot enter the Crew Cabins.

@ Dining Room (2nd Story)

The Kalser Wlllhelm _‘ Z

Instde, Cabm

i Reduce the Shroud value on Dining Room by\
'~ one for each Ally asset you control.
. ‘.
- 3 Spend 2 resources: Heal one damage (Limit

The narrow door at the end of the corridor is identified as
~ once per game).

leading to the Captain’s quarters only by a small brass

Insule, C abm Inside N <

The door leading into the Crew Cabins is
" % (5) to search through the pots, pans, and
= cupboards. If you succeed, add a tally under the
- “Pieces of the manuscript found” part of the
s Campalgn Log. Group limit once per game from
~ this source.

» Heal one damage (Limit once per game).

Inside : y < 5

» If there are no clues on the Kitchen: Test \ /

Instde
The Dining Room of The Kaiser Whillhelm rivals the

" fanciest restaurants in Arkham, not in size but defenetly in

luxury.

Who knew you could fit a luxuary level kitchen in such a
cramped space.



Main Room = i i @ Passenger Cabins (3rd Story) ]

" The Kaiser Wlllhélm Y ; \ \ p é z The Kaiser Wlllhelm ¢

# Inside N /= Inside B - 2 Instde
Z B =
The Kaiser Willhelm’s Main Room rivals any upper class 3 Test # (3) to search the passengers’ \ The passanger cabins are small and provide
club’s lounge with its bar and live music. ) belongmgs If you succeed, gain 5 resources. - little comfort. Such is the price you pay for the extravagance
. “Remember you searched the passengers’ ‘ shown at all other areas of the riverboat.
~ belongings.” )

The Kaiser Wlllhelm 2

@ Passenger Cabins (3rd Story)

Inside i NS Inside
i » Test $# (3) to search the passengers’ \ The passanger cabins are small and provide i Each Passengers at the location and each The Kaiser Willhelm's Main Room rivals any upper class .
y belongmgs If you succeed, gain 5 resources. ~ little comfort. Such is the price you pay for the extravagance ¥ Ally you control reduce the Shroud value on club’s lounge with its bar and live music.
~ “Remember you searched the passengers’ ! shown at all other areas of the riverboat. ining Room by one. !
, belongings.” ]




Riverboat Qutside

The Kaiser Willhelm

~ » Discard one card from your hand and heal
~ one horror (Limit once per game).

Riverboat Qutside

The Kaiser Willhelm

~ » Discard one card from your hand and heal
one horror from an Ally asset you control (Limit

Outside
You maneuver your way between the other passangers,
keeping an eye out for anything out of the ordinary.

Outside

You maneuver your way between the other passangers,
keeping an eye out for anything out of the ordinary.



_Z
» If there are no clues on the Riverboat
* Upper Deck: Test § (5) to search through all the
- stacked deck chairs and cleaning tools. If you
“succeed, add a tally under the “Pieces of the
manuscript found” part of the Campaign Log.
Group limit once per game from this source.

_ » Take two damage to move to Riverboat Outside.

LOCATI
> & Z= Inside, Cabin

- D If there are no clues on the Storage Cabm
" Test # (2) to rummage through the rubbish in the
~ cabin. If you succeed, add a tally under the “Pieces
~ of the manuscript found” part of the Campaign
Log. Group limit once per game from this source.

Rwerboat Upper Deck

Oumde

The Upper Deck of The Kaiser Willhelm offers inviting
deck chairs, tables for eating, and many nooks for you to
search.

Inside, Cabm
The door leading into the Storage Cabin is

‘locked. You cannot enter the Storage Cabin.

(@), Dining Room (2nd Story)

g The Kalser Wlllhelm

L —

LOCATION |

Inside
Each Passengers at the location and each

~ Ally you control reduce the Shroud value on
~ Dining Room by one.

» Spend 2 resources: Heal one damage from you

- or an Ally asset you control (Limit once per game).

LOCATION

Outside
» If there are no clues on the Riverboat

i\ Upper Deck: Test @ (5) to search through all the
~ stacked deck chairs and cleaning tools. If you
“succeed, add a tally under the “Pieces of the

manuscript found” part of the Campaign Log.
Group limit once per game from this source.

B Take two damage to move to Riverboat Outside.

Imlde
The Dining Room of The Kaiser Whillhelm rivals the

" fanciest restaurants in Arkham, not in size but defenetly in

luxury.

Outsule

The Upper Deck of The Kaiser Willhelm offers inviting
deck chairs, tables for eating, and many nooks for you to
search.



" »(aptain Whollerton

Crew, On Duty

*baelzebub

Ancient Monstrosity

aptain’s

" Captain Whollerton cannot be damaged, defeated or
discarded.

b

)
1

“When Baelzebub moves, Riverboat Upper Deck and Riverboat Outside are:
considered connected.

3 If Captain Whollerton is exhausted, test @ (3) to steal
his keys. If successful take control of the set aside
Captain’s Keys asset and put it in play in your

- control.

orced — At the end of the enemy phase, if there are any Passengers on
an Qutside location, discard one at an Qutside location.

Objective — When Baelzebub is defeated >R3.
Victory 2

Victory 0

Story Asset Story Asset

While you control the Captain’s Keys, you ignore While you control the Steward’s Keys, you ignore
the text on each unrevealed Cabin location. the text on the unrevealed Crew Cabins and
Storage Cabin locations.

[
A e

N

» Give Captain’s Keys to another investigator at
your location. » Give Steward’s Keys to another investigator at
your location.

12/44 & 1a

- »(aptain Whollerton
Crew, Alert "

/> =’Hunter. Retaliate.

“Prey — Lowest ¢

» If Captain Whollerton is exhausted, test @ (3) to
‘steal his keys. If successful take control of the set
aside Captain’s Keys asset and put it in play in
your control.

Victory 1

J <) _ENEMY A==




~«Mr. Guiland - the Chef ™ (rewman - -.ve ~ (rewman

Crew, Alert

Crewman cannot be damaged, defeated or
iscarded.
‘Forced — When an investigator at the same

y X . : : 'Forced — When an investigator at the same location g
_ location as Mr. Guiland investigates, apply -1 g

: B/ as Crewman investigates, apply -1 to the skill
to the skill test. o = test.
Victory 0 RN 200 Victory 0

“Hunter. Retaliate.
P ey — Lowest @

If Mr. Wright is exhausted, test @ (3) to steal his & 3 If Mr. Wright is exhausted, test @ (3) to steal his B
keys. If successful take control of the set aside L keys. If successful take control of the set aside A
Steward’s Keys asset and put it in play in your Steward’s Keys asset and put it in play in your
_control. 1

Victory 1




Crewman

as Crewman investigates, apply -1 to the skill

ST LRI £
Passengers

Innocent Bystanders

AB 7
Passengers cannot be engaged.
Passengers cannot be damaged in any way.

ders. P

The many passengers of the Kaiser Willhelm seem to enjoy
the jurney and are not overly bothered by the darkness
scrathcing at the edges of our reality.

21/44  ES 1a

‘Forced — When an investigator at the same location

(Crewman

rewman one location towards the closest investigator.

Victory 0

Passengers

In need of Rescue

’ Passengers
Passengers cannot be engaged.

If you are at the same location as Passengers, you may perform
the following actions:
»» Move Passengers to a connecting location.

»p If Passengers is at an Qutside location, place it in the Victory
display.
Victory 1

Forced — If ready at the end of the enemy phase, move )

Pngers

Innocent Bystanders.

Passengers cannot be engaged.
Passengers cannot be damaged in any way.

The many passengers of the Kaiser Willhelm seem to enjoy

the jurney and are not overly bothered by the darkness
scrathcing at the edges of our reality.

(Crewman

rew, On Duty

Pssngers

In need of Rescue

v Passengers.
Passengers cannot be engaged.

If you are at the same location as Passengers, you may perform
the following actions:
»» Move Passengers to a connecting location.

»p If Passengers is at an Qutside location, place it in the Victory
display.
R Victory 1

(rewman

Crew, Alert




Crewman
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Passengers

Al Innocent Bystanders
| I

I
Y

Innocent Bystanders. Passengers.
Passengers cannot be engaged.
Passengers cannot be damaged in any way.

The many passengers of the Kaiser Willhelm seem to enjoy
the jurney and are not overly bothered by the darkness
scrathcing at the edges of our reality.

Passengers

Innocent Bystanders

Crewman

Crew, Alert

P 7.

g

/’/ :

-k Innocent Bystanders. Passengers.
Passengers cannot be engaged.
Passengers cannot be damaged in any way.

The many passengers of the Kaiser Willhelm seem to enjoy
the jurney and are not overly bothered by the darkness
scratheing at the edges of our reality.

RTINS S SN I el AR SRR

Q Passengers

In need of Rescue

Passengers

Innocent Bystanders

Passengers. .

Innocent Bystanders. Passengers.
Passengers cannot be engaged.

Passengers cannot be engaged.

If you are at the same location as Passengers, you may perform Passengers cannot be damaged in any way.
the following actions:

»» Move Passengers to a connecting location.

L€ ¥

The many passengers of the Kaiser Willhelm seem to enjoy
the jurney and are not overly bothered by the darkness
scrathcing at the edges of our reality.

L ¥

» If Passengers is at an Qutside location, place it in the Victory
- display.
3 Victory 1

Passengers

In need of Rescue

Passengers.

s cannot be d

>
P.
P

&

- Ifyou are at the same location as Passengers, you may perform
© the following actions:

.+ > Move Passengers to a connecting location.

¢

N . ¥ N

»p If Passengers is at an Qutside location, place it in the Victory
- display.
) Victory 1

Passengers

In need of Rescue

cannot be d

- Ifyou are at the same location as Passengers, you may perform A
©  the following actions: y
'+ 3 Move Passengers to a connecting location. o

B If Passengers is at an Quiside location, place it in the Victory
- display.
) Victory 1



| Annoying Crowd ((onversations)

Bystander.

Revelation — If there is a Passengers at your location: *

cannot perform any actions except the follwing one:

~ B Test §(2). If successful: Discard Annoying Crowd. =

This action will not trigger attacks of oppertunity.

Bystander.

Revelation — If there is a Passengers at your location: %

Put Annoying Crowd into play in your threat area.
Limit 1 in each investigator’s threat area.

Annoying Crowd (Dull)

Bystander.

~ Revelation — If there is a Passengers at your location: -

Hoying Crowd (Dull)

Bystander.
Revelation — If there is a Passengers at your location: %
Put Annoying Crowd into play in your threat area.
Limit 1 in each investigator’s threat area.

Bystander.

Revelation — If there is a Passengers at your location:

Put Annoying Crowd into play in your threat area.
Limit 1 in each investigator’s threat area.

Annoying (rowd (SharElbows)

Bystander.

Revelation — If there is a Passengers at your location: %

Put Annoying Crowd into play in your threat area.
Limit 1 in each investigator’s threat area.

- While Annoying Crowd is in your threat area: You

cannot perform any actions except the follwing one:

~ » Test $(2). If successful: Discard Annoying Crowd. =

nnoying Crowd (Sharp Elbows) 5

Bystander.

. Revelation — If there is a Passengers at your location: -

cannot perform any actions except the follwing one:

~ » Test %(2). If successful: Discard Annoying Crowd. =
This action will not trigger attacks of oppertunity.

Bystander.

Revelation — If there is a Passengers at your location: %

Put Annoying Crowd into play in your threat area.
Limit 1 in each investigator’s threat area.

- While Annoying Crowd is in your threat area: You
cannot perform any actions except the follwing one:

~ » Test §(2). If successtul: Discard Annoying Crowd. =




Glant Fly

Creature.

- Hunter. Retaliate.

Glant Fly

. Creature.
- Hunter. Retaliate.

of Unclean Wa

Hazard.

" Revelation — Test #(3). If you fail, chose and
discard one non-story asset you control (if you

cannot, take 2 damage instead).

Glant Fly

Creature.
Hunter. Retaliate.

Gush of Unclean Water

Hazard.

" Revelation — Test #(3). If you fail, chose and
discard one non-story asset you control (if you

cannot, take 2 damage instead).

Glant Fly

Creature.
- Hunter. Retaliate.

of Unclean Water

Hazard.

" Revelation — Test #(3). If you fail, chose and

discard one non-story asset you control (if you
cannot, take 2 damage instead). :




Qush of Unclean Water

Hazard.

Revelation — Test §(3). If you fail, chose and
discard one non-story asset you control (if you
- cannot, take 2 damage instead).

TREACHERY

Gush of Unclean Water

Hazard.

Revelation — Test §(3). If you fail, chose and
discard one non-story asset you control (if you
‘ cannot, take 2 damage instead).

Miasma of Filth

Hazard.

" Revelation — Attach to your location. Limit 1 per location. %

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

~ Attached location gets +1 shroud.

Miasma of Filth

Hazard.

Revelation — Attach to your location. Limit 1 per location. 3

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

Attached location gets +1 shroud.

) Forced — After attached location is sucessfully

nvestigated: Discard Miasma of Filth.

Cough, cough...

Miasma of Filth

Hazard.

- Revelation — Attach to your location. Limit 1 per location. 3

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

~ Attached location gets +1 shroud.

Forced — After attached location is sucessfully

nvestigated: Discard Miasma of Filth.
Cough, cough...

Miasma of Filth

Hazard.

~ Revelation — Attach to your location. Limit 1 per location. 43

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

~ Attached location gets +1 shroud.

Forced — After attached location is sucessfully

nvestigated: Discard Miasma of Filth.
Cough, cough...

Miasma of Filth

Hazard.

" Revelation — Attach to your location. Limit 1 per location. %

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

~ Attached location gets +1 shroud.

Miasma of Filth

Hazard. b
Revelation — Attach to your location. Limit 1 per location. 3

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

Attached location gets +1 shroud.

) Forced — After attached location is sucessfully

nvestigated: Discard Miasma of Filth.
Cough, cough...




Miasma of Filth

Hazard.

Revelation — Attach to your location. Limit 1 per location.

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

* Attached location gets +1 shroud.
Forced — After attached location is sucessfully

investigated: Discard Miasma of Filth.
Cough, cough...

Miasma of Filth

Hazard.

Revelation — Attach to your location. Limit 1 per location.

If your location already has a Miasma of Filth attached,
Miasma of Filth gains surge.

* Attached location gets +1 shroud.
Forced — After attached location is sucessfully

mvestlgated Discard Miasma of Filth.
Cough, cough...

Swarm of Flies

Aloof. Hunter.

Swarm of Flies
J * L'

Creature.

Swarm of Flies

Aloof. Hunter.

Creature.

Swarm of Flies
———— [N Wl WP —————

Creature.

Aloof. Hunter.

"Each investigator at Swarm of Flies’ location gets

g1 9 -1 1% and-1 %

Will the buzzing never end?

The Dakness ckons

Pact.
Peril.

* Revelation — You must either search the encounter
discard pile for 1 Creature and Spawn it engaged to
another investigator in play or take 2 direct horror.

If there is no Creature in the encounter discard pile or no
other investigator in play: Test @ (3). If you fail, take 1
horror.
The voices’ promises are so appealing.
How dangerous could it be, succumbing to it? __




The Darkness Beckons

a2 Pact.
Peril.
Revelation — You must either search the Encounter
discard pile for 1 Creature and Spawn it engaged to
another investigator in play or take 2 direct horror.

If there is no Creature in the encounter discard pile or no
other investigator in play: Test @ (3). If you fail, take 1
‘horror.

The voices’ promises are so appealing.
How dangerous could it be, succumbing to it?

The Darkness Beckons

2 Pact.
Peril.

Revelation — You must either search the Encounter
discard pile for 1 Creature and Spawn it engaged to
another investigator in play or take 2 direct horror.

If there is no Creature in the encounter discard pile or no
other investigator in play: Test # (3). If you fail, take 1
horror.

The voices’ promises are so appealing.
How dangerous could it be, succumbing to it?

 Peril.

The Darkness 5ckons

. Pact.
Peril.
Revelation — You must either search the Encounter
discard pile for 1 Creature and Spawn it engaged to
another investigator in play or take 2 direct horror.

If there is no Creature in the encounter discard pile or no
~ other investigator in play: Test @ (3). If you fail, take 1
‘horror.

The voices’ promises are so appealing.
How dangerous could it be, succumbing to it?

The Darkness Beckons

Peril.

Pact.

Revelation — You must either search the Encounter
discard pile for 1 Creature and Spawn it engaged to
another investigator in play or take 2 direct horror.

If there is no Creature in the encounter discard pile or no
~ other investigator in play: Test 8 (3). If you fail, take 1
‘horror.

The voices’ promises are so appealing.
How dangerous could it be, succumbing to it?

Peril.

Pact.

Revelation — If there is another investigator at your
location: You must either discard 1 non-story asset

~ controlled by another investigator at your location or discard

3 cards from your hand.

If there is no other investigator at your location: Test § (5). =

Whispers of Baal

Pact.

Revelation — If there is another investigator at your
location: You must either discard 1 non-story asset

~ controlled by another investigator at your location or discard

3 cards from your hand.

If there is no other investigator at your location: Test # (5). =
[If you fail, discard 1 non-story asset you control.







