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You push Mr. Thomas out into the street in front of his shop
and into the shop across the street.

< >RI1.

to make sure you get a chance to talk to
him.

Also, they are clearly looking for
something. Perhaps there is more to be
‘ound than just the proprietor.

Objective — If each undefeated
investigator has resigned and one of __3
them is in control of Oliver g

There are no sign of the proprietor but Armitage insists you
need to find him so you take another good look around.

“Wait! What was that?” Armitage calls out.

You listen carefully and then you hear it too. There’s a muffled
sound coming from behind the wall in the Back Office.

g You pry the wooden boards aside and reveal a small space
Someone has been looking for something. e ! ) with a staircase leading both up and down.
Perhaps they still are. G | : ¥ < Put the set-aside Attic, Cellar, and Second Story
| locations into play.
< Search the encounter discard pile and encounter deck
for a Criminal enemy. Spawn it in the Second Story
location.
< Shuffle the encounter discard pile into the encounter
deck.

You enter the premises of the Curiositie Shoppe carefully. If
someone is here, you’d rather it be you who get the jump on

m—z m—cmzﬁozmn Mzov\.v v i ,) , (| . them than the other way round.

“We have to get inside and find out what

is amiss,” Armitage implores.

“Can’t you just break down the door? Or
perhaps there is another way in..."

Objective — When an investigator
enters a Shop location, advance.




»Mysterious Book

WEAKNESS
Tome.

Revelation — Put Mysterious Book into play in your threat
Forced — If there are any resources on Mysterious Book at
the end of a scenario: Reduce the number of experience

area with 3 resources on it. It cannot leave play.
»» Move 1 resource from Mysterious Book to the token

bank. Limit once per turn.
points you earn from that scenario by the number of

resources on Mysterious Book.

~ 0

You hear police whistels getting close, fast.The criminals
disengage and flee out the back door and suddenly you
realize that you will look like the culprits if found in the
shop.
< ->R2.

- “They are relentless, I'll give them
that.”
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% z _ Whatever these gangsters are after, they aren’t
/1 appreciating your presence.

What are They Looking for?
Could these hoodlums be here for the

< Search the encounter discard pile and encounter deck for _
as many Relentless Thug enemies as there are investigators.

" same reason as you? Better make sure a pRawmionelenpapediwitiieachimyesubAipn i |
A ) o ) < If there are not enough Relentless Thug enemies in the 1
they don''t succeed with whatever they p=3 ey i 1 |
s A wsoocimn 1scard pile an m:nocsﬁ.n ec r.u spawn | per 1
C QS . = investigator, search the encounter discard pile and i
) encounter deck for Criminal enemies and spawn them to [
= have 1 enemy spawn per investigator. 18
S < Shuffle the encounter discard pile into the encounter |
s deck. 5
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Il You here the sound of someone entering the shop.
< If there are 1-2 investigators in the game, search the |
encounter discard pile and encounter deck for 1 Relentless _
Thug enemy and spawn it in the Curiositie Shoppe location.
< If there are 3-4 investigators in the game, search the
encounter discard pile and encounter deck for 2 Relentless
Thug enemies. Spawn 1 in the Curiositie Shoppe location
and 1 in the Back Office location.

< Shuffle the encounter discard pile into the encounter
deck. 18l

The Curiositie Shoppe

The shop closed at this hour?
} ~ - Something must be amiss!
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Back Office

-

§#—7////A LocAtioN |k S Z P7////A LoCATION | s

A Dark. Arkham. Northside. Dark. Arkham. Northside. 5 Shop. Arkham. Northside. Shop. Arkham. Northside.

: »» Test ¥ (4) to pick the lock on the back A The surrounding shops and offices all have back doors
door leading to the Curiositie Shoppe. If F leading into the cramped alley.

successful, move to the Back Office location.

© An investigator cannot move to the Back Office
from the Alley location except via the action on the
Alley location.

=7 /A " LOCATION ~ z = S = LOCATION 92 LOCATION
= /= Dark. Arkham. Northside. = =\ Dark. Arkham. Northside. ‘ | Dark. Arkham. Northside. P o\ Dark. Arkham. Northside.
" Forced — When revealing Attic, test # (10). N ~ Forced — When the Cellar is revealed, spawn the R
" Ifyou fail, put the set-aside Mysterious Book a The attic is full of old trinkets, books, and manuscripts. ~ set-aside Oliver Thomas story asset in the Cellar. Place X " The door leading to the Cellar is locked.

resource tokens from the token bank on him, where X is

o e e You cannot enter the Cellar until all other locations

are revealed.

Weakness into play in your threat area, and add it to
your deck for the remainder of the campaign. This

card does not count toward your deck size. » If Oliver Thomas has 1 or more resource tokens on him,
The cramped space is litterd with old trinkets and dusty books. » test 9 (X) or 2 (X), where X is the shroud value of the ’ ;
E On the floor you notice a book with a torn cover. The only = .~ Cellar. If successful, remove 1 resource token from him. o A narrow staircase leads down beneath the shop. |
B discernable words are: ‘The King in... + 3 § |
Victory2 - Victory1 ‘




You search through the many works littering the makeshift
bookcases and shelves, noticing works like ‘Polaris’, ‘The
- Truth of Dagon,’ and ‘The Curse of Yig’ but nothing about

the statue you came here to inquite about.

But most peculiar, the proprietor is nowhere to be found.

/: : Arkham. Northside. . y
» Test @ (4) to break into the shop. If

' successful, move to the Curiositie Shoppe location.

10/26

Curiositie hoppe

LOCATION

Shop. Arkham. Northside.
" An investigator cannot move to the Curiositie

Shoppe from the Main Road location except via the
~ action on the Main Road location.

The lights should be on and the door unlocked during
business hours.

Arkham Northsnle

Second Story

1 Second Story

LOCATION g
Arkham. Northside.

LOCATION

P R
Arkham. Northside.

The second story is used as living quarters by the proprietor,
Mr. Thomas.

LOCATION

Arkham. Northside.
The side road is strangely deserted at this time of day.



‘Hunter.

Human. Criminal. Syndicate.

“There’s no escape.”

Relentless Thug

“There’s no escape.”

; Hunter.

Relentless Thug

“There’s no escape.”

Human. Criminal. Syndicate.

“There’s no escape.”

: *Qliver Thomas »

Proprietor

Human. Ally.
» If there are no resource tokens on Oliver
Thomas, take control of him.

Forced — If Oliver Thomas leaves play: Each
investigator takes 1 direct horror.

Thank you, thank you! Please get me to safety!

“There’s no escape.”

" Revelation — Put Trinkets Galore into play in

" Forced — At the end of your turn: Test Q 3).

Trinkets Galore

Obstacle.

your threat area.

The first time you perform one of the following =
| actions (move, draw, or investigate) each

" round, it costs 1 additional action.




TREACHERY

Trinkets Galore

Obstacle.

Revelation — Put Trinkets Galore into play in
i your threat area.

The first time you perform one of the following
' actions (move, draw, or investigate) each
“round, it costs 1 additional action.

Forced — At the end of your turn: Test & (3).

you succeed, discard Trinkets Galore.

Trinkets Galore

Obstacle.
Revelation — Put Trinkets Galore into play in
. your threat area.
* The first time you perform one of the following
actions (move, draw, or investigate) each
“round, it costs 1 additional action.
Forced — At the end of your turn: Test & (3).
If you succeed, discard Trinkets Galore.

TREACHERY

Trinkets Galore

Obstacle.

. Revelation — Put Trinkets Galore into play in
p your threat area.

The first time you perform one of the following

| actions (move, draw, or investigate) each
“round, it costs 1 additional action.

Forced — At the end of your turn: Test Q 3).

Trinkets Galore

Obstacle.
Revelation — Put Trinkets Galore into play in

} your threat area.
* The first time you perform one of the following

actions (move, draw, or investigate) each

“round, it costs 1 additional action.

Forced — At the end of your turn: Test Q 3).







