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The Anthropologist

Deck Size: 30

Deckbuilding Options: Seeker cards () level 0-5, cards
with “Parley” action level 0-5, Neutral cards level 0-5, up
to five level 0 Guardian (%)) and/or Rogue () cards.

Deckbuilding Requirements (do not count toward deck
size): Ask the Right Questions, Questions Without
Answers, 1 random basic weakness.

Julian spent his youth in South Afiica, divided between safari
expeditions led by his hunter father and the discovery of local
cultures with his linguist mother at the University of Cape Town.
His curiosity and natural ability to relate to the people he met led
him fo study social sciences and then to become a professor of
anthropology at Miskatonic University. Since arriving in Arkham, Julian has made some
disturbing discoveries while comparing his work on African tribes with other societies around the
world. Dark rituals and ancient, unhealthy beliefs have uncanny similarities, which is ursual
given their geographical and temporal distance. It is as if something beyond our understanding
connects these people who have never been in contact with each other. Julian knows that to find
the answers to his questions, he will have to return to the field sooner or later.
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Madness. Mystery.

Julian Herbert deck only.

i

Questions Without Answers
WEAKNESS

e
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Revelation — Put Questions Without Answers into play in your

threat area.
»» If another investigator, an Ally asset or an Ally, Humanoid

or Bystander scenario card is at your location: Parley.
Test @& (4). If you succeed, discard Questions Without

Forced — At the end of your turn: Take 1 horror.

Heart of Darkness
Travel deep into the heart of the Congo and
navigate its perilous waters aboard the Roi des
Belges to discover the “Heart of Darkness”, an
unofficial campaign for Arkham Horror: The
these scenarios. Scan this QR code to download

Card Game.
You must consult the Campaign Guide to play

adaptation of the eponymous book by Joseph
Conrad in the world of the Cthulhu Mythos.
These scenarios can be played in standalone

mode or as a side-story during any other

The 3 scenarios of this campaign are an
campaign.

Practiced Insight.

Julian Herbert deck only. Uses (3 secrets).
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* sk the Right Questions

se one):

where X is your location’s shroud value. If you succeed,
scover 1 clue at your location.

5

»p If there 1s an Ally, Humanoid or Bystander scenario card at your
, spend 1 secret and exhaust Ask the Right Questions: Parley.
<> Gain 1 resource for each point you succeed by (to a maximum of 3).

location,
< Draw 1 card for each point you succeed by (to a maximum of 3).

you may (choo:

Test & (X).
< Dis

Titus. Midjourney




A fire has broken out in the Residential District and
threatens to spread to all the surrounding huts. You can see
the efforts of Company employees and locals who want to
save their homes, but they all seem strangely inefficient,
their buckets of water dangling in their hands. Something
about the flames fascinates them.

Flip Residential District (Worker’s Quarters) over to
Residential District (In Flames). Each Investigator, Enemy,
Token and attached card that were at Residential District
(Worker’s Quarters) is now at Residential District (In
Flames).

Place 18 damage on Residential District (In Flames), which
represents the fire that has started.

Put Act le “Fire in the Residential District” into play next to
the other act decks.

Select 4 cards at random from the set-aside Darkness
encounter set. Shuffle these cards and the encounter discard
pile into the encounter deck.
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there is a Darkness card in your threat

—4. If you fail, take 1 horror. Then, if
area, take 1 damage.

from your copy of Darkness Calls.
—4. If you fail, lose 1 resource for

or the current agenda
each point you fail by.

Africa is Watch

EASY / STANDARD
there is a Darkness card in your threat

—2. If you fail, take 1 horror. Then, 1
area, take 1 damage.

from your copy of Darkness Calls.
—2. If you fail, lose 1 resource for

agenda. If you fail, remove 1 horror
each point you fail by.

Africa is Watching
—X. X is the number of the current

Your sense of foreboding of an impending disaster was well-
founded. The reason for the fury is unknown to you, but once
ignited, it erupts in an uncontrollable outburst.

You find yourself amongst a large group of Congolese who
are heading towards the Director’s residence with the firm
intention of making their demands heard. You struggle to
escape the crowd, but several people knock you down, and
you find yourself on the ground. As you try to get up,
something hits you in the head and you collapse unconscious.

10

Each investigator removes 1 hotror from their copy of Darkness
Calls.

(>R1)

ot at the Central Stat

Ri

“apojdxa 01 SJUDIIGDYUI S, UOLID]S DY)
| J£ofyunds Au1y p ayp] LJuo pmom 11 a1
8122/ 1] "nod puno.n jjp 3uisi.i 2.unssa.id
2y} 122 nod puv ‘Surinas L)3uisva.oul
Buia3 s1 jvay ay ], ‘a]q.1aS1ut O 5aAl]
L1ayy ayput 1oyl 3ia40d pun SUOLIPUOD
3uryiom ayfj Jo asnpoaq Li13up a.n §]00]
2Y [ ‘JlouLin] fo 21p1s v UL UOHDIS [DAIUDY)
2.11Ju2 24y} 3nd 24DY SJUDAD JUIRY

|

Uorye)s Y3 Je BUISTY ST UoISUL 3

You hear strange rumors concerning a tribe living far to the East
who aspire to come and seize the lands in the West of Congo. Some
locals believe they are men possessed by soul-devouring spirits.
Some believe Kurtz is linked to this tribe, since his defection from
the Company was shortly followed by the first reports of skirmishes
upriver. You don’t know what to think of all this. Though, one thing
is certain: despite being oppressed, burdened with hard labour and
living a somew hat miserable existence, the Congolese who work
Jfor the Company would rather anything in the world than to leave
the station and return to the wild lands of their country. You
wonder if stories alone can be the reason for this, or if something
truly terrible is at work.

The more you think about the whole situation, the more you feel an
agonizing emptiness creeping over youl.

Add 1 Information on Kurtz in your Campaign Log.

In player order, each investigator tests § (3). Each investigator who

fails removes 1 horror from their copy of Darkness Calls.

Place 1 copy of Insurgent Worker at Central Station (2 copies if there

are 3 or 4 players).

Shuffle the remaiming copies of Insurgent Worker and the encounter
discard pile into the encounter deck.
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Repairs to the boat have progressed well, but alas, you are
running out of rivets to fix the damage to the hull. Despite
studying the problem from all angles, there is nothing you can do
about it. There are no more rivets available anywhere in the
Central Station or its immediate surroundings. No shipments are
expected for a very long time either. With no other solution, you
decide to go and explain to the Director that your mission is in
Jeopardy.

“This setback is unfortunate,” he tells you, “but with a little luck
we won 't have to wait weeks for a shipment of rivets. A little
while ago a caravan left for the south with some supplies. They
had to go by less-travelled routes and, as happens sometimes
these days, they never made it to their destination. Should you go
in search of this caravan, and happen to find it without getting
killed, you very well might stumble upon a supply of rivets.”

Create the Exploration deck by gathering the 5 single-sided set-
aside Bush locations. Shuffle the Exploration deck.

Shuffle the set-aside Afiican Wildlife encounter cards and the
encounter discard pile into the encounter deck.

Kawrmo (L snpx

“90uRApE AJoyRIpotLIL
Isnw no X :sa5[og sop 10 UO |

S90IN0SAI gk € ATk 1) J] —dAnR[qO

LDALL 2] UO YoDq 2G UOOS [[1 JDOq Bif)

01} pup paoons jim nod oyl JuapLfuod
2.0 oA UoyLNIIS JULIND Y] &EL
snoLiogyy s11poq 2y} uLitnda.l a7ty 4
'Sa3]ag Sap 10y aYy] Bulipoyfa.l Jo 3Sp)
snonp.n pup 3uoj ay] Yiin Uo 123 nog

J_Wea)s A3 HlryeoRY

You come across the wreck of the Roi des Belges,
stranded on the sandbanks in the Congo River. These
sandbanks are practically invisible, even when you re
close up. You can better appreciate the importance of
having a navigator at the helm who knows the river’s
hazards very well.

At first impression, the vessel appears to be in rough
shape, but repairs can be made. It will take a lot of
effort on your part to get it back afloat.

As you circle the ship, you see the traces of the battle
the previous passengers experienced; Captain
Fresleven’s Swedish mercenaries, versus natives
bearing only bows and arrows. The adversaries must
have been particularly ferocious in order to defeat
mercenaries equipped with firearms.

Add this card to the victory display. Victory 1.
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You have interviewed the Station’s residents and
investigated the area to get an insight into Kurtz.

Kurtz had a good reputation at the Central Station.
While he was waiting for his posting, he made a good
impression on the people. He was a most worldly and
elegant gentleman, even in the particular circumstances
of the Congo.

You come across a newspaper article written by Kurtz
himself. Apparently, he was a part-time journalist, and
was fond of recounting his experiences. This article tells
the story of the development of the Central Station and
its transformation into one of the most prolific
commercial hubs on the West African coast.

Everything suggests that Mr. Kurtz was the right man
for the job. His post inland was the ideal stepping stone
to a distinguis hed future with the Company.

.r Add 1 Information on Kurtz in your Campaign Log.

... Add this card to the victory
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Having completed the repairs, you can make ready to begin
your journey up the Congo River to bring Kurtz back.
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You discover Kurtz's trunk, hidden in a warehouse at the
edge of the station. Breaking the lock, imside you find
several paintings by Kurtz. They depict rather macabre
and unsettling scenes; men and women in great suffering,
as if torn apart by the dark shadow covering the canvases.
You would never have thought him subject to such morbid
visions.

You also find some recent photographs of Kurtz departing
for his post, and the portrait of an elegantly dressed,
beautiful young woman. You don’t know who she is, and
yet there is something about her face... To your
knowledge, Kurtz is not married and was not romantically
involved with anyone. Who is she? And what is her
relationship to Kurtz?

I
il
|

Each investigator tests @ (3). If you fail, remove 1 horror

from your copy of Darkness Calls.

Add 2 Information on Kurtz in your Campaign Log, and
. record that you found Kuriz's personal belongings.
s card to the SQoQ &mv_m% <_n8..%
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By questioning some of the officials at Central
Station, you discover a piece of significant
information. Kurtz allegedly planned to go into
politics once he returned home. To avoid being seen
as a threat rather than an asset by the Company, he
had opted for secrecy on the matter.

This information sheds new light on Kurtz. His
charisma and energy were perhaps a fiont. Was he
trying to hide a darker side of his personality?

Add 1 Information on Kurtz in your Campaign Log.
Add this card to the victory display.

Victory 1.
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But at the moment it presented

sunk.
- Joseph Conrad, “Heart of Darkness”

River. Ship.

1 did not see the real significance of that wreck at once.
I fancy I see it now, but I am not sure —not at all. Certainly

|

the affair was too stupid — when I think of it — to be

altogether natural. Still ...
itself simply as a confounded nuisance. The steamer was

g
g
=
El

'

LOCATION
River. Ship.

g

» If there are fewer than 3 & resources on Roi
group: You repair part of the boat as best you can.

Place 1 resource from the token pool onto this

des Belges, investigators spend 2 resources, as a
location.

Tilus. Midjourney

Part 1

Read the Scenario Interlude Along the River 1.
The lead investigator takes the set-aside A Shadow in the
Flames story card and reads it aloud.

Remove this Act 1f from the game.

Part2

Read the Scenario Interlude Along the River 2.

Flip Residential District (In Flames) over to Residential District
(Workers’ Quarters). All investigators, enemies, tokens and {
attached cards that were on Residential District (In Flames) are |
now on Residential District (Workers’ Quarters). |
Each investigator adds 1 horror token from the token bank to
their copy of Darkness Calls.

The lead investigator takes the set-aside An Old African
Dressed in White story card and reads it aloud.

Add this card to the victory display.  Victory 1.
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Residential District \ Residential District

Workers’ Quarters 3 In Flames

(Central Station

LOCATION | LOCATION
& > Z Station. Burning. g
"ﬁ‘ A= » Test § (2) to fight against the strange stupor ﬁ\
keeping you from extinguishing the fire. If you succeed, 1

LOCATION = T ///'//////Z LOCATION
Station. =N 2 % Station.
»: Parley. You try to convince the "l, N\ It was on a back water surrounded by scrub and

Station.
»» Parley. You ask the inhabitants about Kurtz.

Company’s accountant to allocate more equipment Jorest, with a pretty border of smelly mud on one side, and | Test#@ (3) or ® (3). If you succeed, gain 1 clue from F : 4

and spare parts to fix the boat. Test @ (2). If you on the three others enclosed by a crazy fence of rushes. 4 the token pool. (Max 18 successes per game.) - remove | damage token from this location.

succeed, gain 3 resources. (Group limit 18 success neglected gap was all the gate it had, and the first glance The residential district consists of several small houses where Forced — At the em.i of the Mythos phase: Add 1.8 damage

per game). at the place was enough to let you see the flabby devil was ) the many Congolese workers live. You know that Kurtz stayed { tokens on this location to represent the ous015 fire. |
y 2% . ! running that show. here while passing through the Central Station, so maybe some - Forced — At the end of the round: Each investigator and |

»» Spend 2 resources: You visit the infirmary to treat _ Joseph Conrad Eeart of Darirdsil locals can tell you  litrle more about him. Insect enemy at this location takes 1 damage.

your injuries. Heal 1 damage. (Limit once per round.)

Illus. David Honz

 [@) Banks of the Congo River 3 - 1> _

LOCATION
Plains. Bush. N ’ 7 Plains. Bush.

River. Plains. River. Plains.

H " Paths, paths, everywhere, a stamped-in network of paths
g spreading over the empty land, through the long grass,
becoming quite difficult to follow. You had better have a through burnt grass, through thickets, down and up chilly
good reason to go down one of these paths, at the risk of = ravines, up and down stony hills ablaze with heat.

of them coming to drink along the banks of the river. f getting lost. 2 -Joseph Conrad, “Heart of Darkness”
f |

¢ Forced — After you reveal this locatlon:_ ) N The steamer you need to repair is located a few kilometers
Randomly select 4 cards from the set-aside Affican from the Central Station. The trail winds inland for a while All the trails quickly disappear into the vegetation,
Wildlife encounter set. Draw 1 card at random from before returning to run alongside the river for most of the

the 4 you selected. Shuffle the remaining 3 cards . trek. There are numerous tracks of passing wildlife, many l

into the Encounter deck.

Tilus. Midjourney




Savannah

LOCATION

7= Plains. Bush.
Forced — After you enter Savannah:
Test @ (3). If you fail, remove 1 horror from your
copy of Darkness Calls.

|

| This immense expanse of wilderness seems to have

| remained unchanged since the dawn of mankind. It may

| well survive long after mankind no longer walks the Earih.

LOCATION

Plains. Bush.
Revelation — Attach the set-aside Supply of
Rivets story asset to this location.
Equatorial Forest gets -1 shroud for every 18 horror
tokens on it (to a minimum of 1 shroud).

R After you fail a skill test while investigating this
location: Place 1 horror token on this location, from the
token pool.

Tllus. Midjourney

Plains. River. Bush.

Forced — As an additional cost to perform an
Explore action at this location, spend an additional
action.

A stream joins the mighty Congo River here, forming a
difficult tangle of islets, swamps and groves.

Tilus. Matthew Werre

LOCATION

ns. Bush. Darkness.
Forced — After you end your turn at this
location: Test @ (3). If you fail, either take 1 horror,
or remove 1 horror from your copy of Darkness Calls.
You arrive in a small clearing lined with strange trees. They
bear recent engravings of a face and a hand. As far as you

know, this is unusual for the inhabitants of these lands. The
more you stare at these trees, the more uneasy you feel.

Tilus. Midjourney




Plains. River. Bush.
Forced — After you enter this location: Test
# (2). If you fail, take 1 damage for each point
you fail by.
The path around the freshwater falls is winding and
extremely slippery. You quickly notice the many recent
footprints following along these tracks.

Spell. Blessed.

Bonded (Kudu Horn).
Fast. Youmay (choose one):

< Put The Ancestors Have Heard You into play, under your

control.

< Deal 2 damage to any enemy at any location.

< Draw 2 cards.
Forced — When this card would be discarded: Exile it instead.

Item. Task.
Supply of Rivets cannot be discarded or leave play.
»»: Investigate. If you succeed, instead of discovering clues, an
investigator at your location takes control of Supply of Rivets.
While Supply of Rivets is controlled by an investigator, it gans:
“Aa— If you are at Roi des Belges: Attach Supply of Rivets to Roi
des Belges.”
Forced — When an investigator in control of Supply of Rivets would
be defeated: Attach Supply of Rivets to that investigator’s location.

Tilus. Midjoumney

Residential District

Demfoyed by the Fire

Read the Scenario Interlude The Darkness 5. |

| Each investigator removes 1 horror from their ‘1
" copy of Darkness Calls, and takes 1 direct |
horror. /s

In your Campaign Log, record that you saw a
dark shadow in the flames.

Flip this card over, remove Residential
District (In Flames) from the game, and put  |if |7
Residential District (Destroyed by the Fire) | ’ LOCATION
into play. Move all investigators, enemies, { __Z Station
tokens and attached cards that were on i &
Residential District (In Flames) to Residential A % After you successfully investigate this
~ District (Destroyed by the Fire). i location: Take 1 horror and gain X resources,
| where X is the amount you succeeded by, to a
maximum of 3 resources.
(Limit once per round.)

Tllus. Christopher Balaskas




Insurgent Worker

*Kudu Horn

Call of the Ancestors

Read the Scenario Interlude Parley 1.

{ Record in your Campaign Log that the

' ancestors approve of your actions.

Flip this card. The lead investigator puts the

- Kudu Horn into play under their control, and
adds it to their deck (this card does not count

. towards this investigator’s deck size).

‘Forced — When Insurgent Worker attacks you: Lose 2
€S0Urces.

» : Parley. Test 8 (3) to calm the worker down. You may

spend up to 3 resources to reduce this test’s difficulty by 1

& for each resource spent.

A [ Item. Relic. Blessed.
I Permanent.
i ' f —: Scarch your bonded cards for The Ancestors
1 Have Heard You, and add it to your hand. Exile Kudu
e L Horn. y
;_g (i W hen you blow into the kudu horn, a clear and incredibly

powerful sound emerges. You are sure that someone - or
Something - must have heard you.

Tilus. Midjourney

'Forced — When Insurgent Worker attacks you: Lose 2 , 11 i ‘Forced — When Insurgent Worker attacks you: Lose 2
esources. : i . esources.

1 \ » : Parley. Test 8 (3) to calm the worker down. You may
spend up to 3 resources to reduce this test’s difficulty by 1
- for each resource spent.

Tllus. Kyle Enochs 27/ g 2 Tilus. Kyle Enochs



Insurgent Worker

s ¥

Forced — When Insurgent Worker attacks you: Lose 2
_resources.

» Parley. Test @ (3) to calm the worker down. You may

spend up to 3 resources to reduce this test’s difficulty by 1 <

for each resource spent.
‘ If you succeed, discard Insurgent Worker.

Illus. Kyle Enochs

your threat area.
& You cannot play non-weakness assets.

. Forced — At the end of the round: Discard
* Supply Disruption.

Tllus. Midjourney

Supply Disruption

. Scheme. Obstacle.
Revelation — Put Supply Disruption into play in
i your threat area.
You cannot play non-weakness assets.
Forced — At the end of the round: Discard

Tilus. Midjourney

TREACHERY

e

Supply Disrupn

: Scheme. Obstacle.

Revelation — Put Supply Disruption into play in
} your threat area.

You cannot play non-weakness assets.

' Forced — At the end of the round: Discard
* Supply Disruption.

:’\A
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Winged Death
. Hazard. Insect.
Revelation — If there are no Insect enemies in
L play, take 1 damage and Winged Death gains
& surge. Otherwise, attach Winged Death to the
. nearest Insect enemy.

Winged Dea

3 Hazard. Insect.

& Revelation — If there are no Insect enemies in
L play, take 1 damage and Winged Death gains

b surge. Otherwise, attach Winged Death to the
. nearest Insect enemy.

$  Attached enemy deals +1 damage and loses its
* Forced ability.

Tltus. In connu

Tilus. Inconnu

/ﬁ.\
" TREACHERY |

Winged Death
Hazard. Insect.
& Revelation — If there are no Insect enemies in
. play, take 1 damage and Winged Death gains
surge. Otherwise, attach Winged Death to the
. nearest Insect enemy.

/A A
TREACHERY

Weesiensenes

Hfrica is tchmg

W seesiseee

\ Scheme. Omen.
. Revelation — Put Africa is Watching into play in
i your threat area.
® You cannot gain resources.
Forced — At the end of the round: Discard Africa
® is Watching.

A

2,

$  Attached enemy deals +1 damage and loses its
* Forced ability.

S

Tlus. In connu

Tilus. Midjouney




Africa is Watching
Scheme. Omen. 5 : -_" Scheme. Omen. W
Revelation — Put Africa is Watching into play in * . Revelation — Put Africa is Watching into play in
L your threat area. - L your threat area.
' You cannot gain resources. You cannot gain resources.

- Forced — At the end of the round: Discard Africa = Forced — At the end of the round: Discard Africa _,:
“1s Watching. B - is Watching. B

& ~ N
Tllus. Midjoumey /38 L} 2 Tilus. Midjoumney
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At last, you've almost reached Kurtz's station. But perhaps it’s
already too late?

Count the total doom in play before advancing Agenda la.

The lead v estigator reveals a chaos token. If it is..

< ... YX: Remove 3 from the total doom in play.

< ... 1 or 0: The total doom in play remains unchanged.

< ... anumeric negative token: Add X to the doom total,
where X is the token’s negative value (for example, if a -1
1s revealed, add 1 to the total doom)

< ... 8: Add 1 to the number of the resolution you will resolve.
(For example, if you would resolve R4, resolve RS imstead.)

< ... any other token (2, A, b, W, etc.): Set that token aside and
reveal another chaos token.

If the total doom in play when Agenda 1a would advance is...
% ... 14 or lower: >R3.
< ... more than 14 and less than 20: >R4.
< ... more than 20: >R5.
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HARD / EXPERT
— X where X is one third of the doom in

play (rounded down), to a maximum of’
—4. If you fail, the nearest unengaged
non-Aloof Warrior or Sorcerer enemy
moves once towards you. Otherwise, if
it is Aloof, resolve its Forced ability.

— 5. If there is a Darkness card in your

threat area, take 1 damage. If you fail,

closest Roi des Belges location with at
also take 1 horror.

least 1 resource.

-6. If you fail, remove 1 horror from
— 4. Discard 1% resources from the

your copy of Darkness Calls.

To the Heart of the Congo

@

EASY /STANDARD
— X where X is one quarter of the doom

in play (rounded down), to a maximum
from the closest Roi des Belges location

of -4. If you fail, remove 1 horror from
with at least 1 resource.

your copy of Darkness Calls.

— 2. If you fail, the nearest unengaged
non-Aloof Warrior or Sorcerer enemy
moves once towards you. Otherwise, if
it is Aloof, resolve its Forced ability.
— 2. If you fail, discard 18 resources
— 3. If you fail, take 1 horror. Then, if

there is a Darkness card in your threat

area, take 1 damage.

To the Heart of the Congo

.
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"} The Abandoned Trad

Read the scenario interlude Along the River 3.

Put the set-aside Middle Station and the 3 Equatorial Forest
locations into play.

Attach this Act 1b to the next Act in the main act deck. Do not
read the second part of this Act 1b (cover it by placing this card
partially under the next Act).

Objective — Investigators can spend 28 clues as a group to read
the second part of this Act 1b.

Read the scenario interlude Along the River 4.

Put the set-aside Territory of the Black Hand into play. Spawn the
set-aside Tribe of the Black Hand at Territory of the Black Hand.
Ignore the Objective on the first part of this Act 1b (cover it by
placing this card partially under the current Act).

Each Roi des Belges location gains: “ 39 Parley. Test § (2) to
try to persuade the Director that you should not linger here. If you
succeed, the attached act loses its first Objective requirement
(There is no Objective on another card in play). Place 1 clue from
the token pool on the attached act as a reminder.”
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You are approaching one of the small intermediary
trading posts located between the inner station and the
coast. You are gripped by an increasingly strong feeling
of unease as you approach the jetty. When you come
alongside, there is no longer any doubt; the trading post
is deserted, presumably hastily abandoned by its
inhabitants.

Put the set-aside Abandoned Trading Post (What
Happened?) location into play. Attach this Act 1b to the
next Act in the main Act deck.

Each Roi des Belges location gains: “ 39 : Parley. Test

® (3) to try to convince the Director that the inhabitants of
this trading post know the region well and that you will
probably not flush them out if they do not wish to be

found. If you succeed, the attached act loses its first
Objective requirement (There is no Objective on another
card in play). Place 1 clue from the token pool on the

|l attached act as a reminder.”
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Read the scenario interlude Along the River 5.
Put one randomly selected set-aside Banks of the Congo
River location into play. Spawn 1 set-aside Mysterious
Assailant at each Roi des Belges location. Attach this
Act 1b to the next Act of the main act deck.
Each Roi des Belges location loses its A#— ability.
Objective — If there are 3 or more copies of Mysterious
Assailant in the victory display:
< Read the scenario interlude Along the River 6.
<> Remove each Mysterious Assailant still in play

from the game.

< Put the set-aside Prisoner’s Cabin into play.

< Attach the set-aside Prisoner to Prisoner’s Cabin.

< Record in your Campaign Log that you have a
prisoner on board.

< Remove this Act 1b from the game.
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You approach a riverbank that presents a surprising
sight. A fisherman’s hut stands amidst the African bush,
as if deposited here by some Western wanderer. It
appears empty, but its occupant must have been there
recently as fishing lines are still set. This unlikely
structure intrigues everyone on board, so the Director
asks you to go take a look.

Put the set-aside Abandoned Fisherman’s Hut location
into play. Attach this Act 1b to the next Act in the main

act deck.

Each Roi des Belges location gains: “ 39 Parley. Test
® (3) to try to persuade the Director that i’s a waste of
time to find out why a poor Western fellow came all this
way to live in a wretched hut. If you succeed, the attached
act loses its first Objective requirement (7here is no
Objective on another card in play). Place 1 clue from the
token pool on the attached act as a reminder.”
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71 Read the scenario interlude Along the River 8.
Discard all resources on all Roi des Belges locations
and flip these locations to their Damaged side.

Put one randomly selected set-aside Banks of the
Congo River location into play.

Spawn the set-aside White Ape at Banks of the Congo
River.

Attach this Act 1b to the next Act in the main act
deck.

Each Roi des Belges (Damaged) location loses its 39
ability and gains: “ 39 Investigators spend 3

resources as a group: you repair part of the ship. Put 1
resource from the token pool on this location. ”
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Read the scenario interlude Along the River 7. , ” {
Put one randomly selected set-aside Banks of the i
Congo River location into play. Place 148 clue on {
each Roi des Belges location. Attach this Act Ibto

|
the next Act in the main act deck. 7 ,
il

Each Roi des Belges location loses its A#— ability |
and gains: * A4— The investigators spend 3 &
clues as a group: You spot the Director conversing
with the Accountant about Kurtz and his role within
the Company. It is an unexpected opportunity to
learn more about the Director’s true intentions.
Attach the set-aside A Private Discussion asset to
the Hold location. (Group Limit once per game.)
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“Kurtz is Not Far Awap

o

You bring the renowned “jani la mfalme” to the
medicine man. The old man immediately begins his

work. After grinding and mixing the plant with other
unknown ingredients, he proceeds with a long and
intricate ritual.

Once the remedy is prepared, the healer manages to get
Marlow to swallow the mixture, albeit with some
difficulty. He then signals for you to follow him out of the
Captain’s quarters.

“There” he says once on the deck.

«

We have done

everything that was possible to do. Now, he is in the
hands of the ancestors. In a few days, we will know if
they deemed him worthy to continue his journey in this
world.”

In your Campaign Log, record that Captain Marlow is in
the hands of the ancestors.
\| Remove 1 copy of Jani La Mfalme from the game.
 Add this Act 1d to the victory display. Victory 1.
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The voyage is coming to an end. The journey upriver
seems to have taken an eternity, and yet, now that you
are so close to your goal, a strange feeling grips you.
Perhaps there was more to see, more to learn about
Kurtz and the situation you find yourself in?

1t’s as if the river itself is capriciously choosing whether
to reveal or to hide its terrible secrets. You are both
fascinated and horrified by the idea that a savage land
could possess its own form of consciousness, interacting
with the living beings that inhabit it. You push aside
these metaphysical reflections, fearing that you may
lose yourselfin them. You have struggled for far too
long in the tropical humidity of these strange lands, so
far removed from civilization. It is high time fo find
Kurtz and bring him back. You are determined to put an
end to this story.

| Advance to Agenda 1b.
Add this Act 2b to the vic
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LOCATION

LOCATION

LOCATION

LOCATION
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Roi des Belges. Damaged.

/=

; »» Spend 1 resource: You repair a part of the
- boat. Place 1 resource from the token pool on this

Roi des Belges. Repaired.
As— : Move to a connected Roi des Belges

 Jocation. (Limit once per round.)

Roi des Belges. Repaired.

: » Spend 1 resource: You repair a part of the
- boat. Place 1 resource from the token pool on this

" location. (Limit once per round.)

g

Forced — If there are 1% or more resources on this
location: flip this card to Hold (Repaired).

location.

S

»»: Resign. You hide in a cabin until things settle

down.

Forced — If there are 18 or more resources on this
location: flip this card to Captain’s Quarters

location.
(Repaired).

Man. Heal 3 damage or 3 horror, or any combination

thereof. (Limit once per game.)

» » M You ask for help from Mateso, the Medicine

Forced — If there are no resources on Hold: flip this

card to Hold (Damaged).

Forced — If there are no resources on Captain’s Quarters:

flip this card to Captain’s Quarters (Damaged).

Tllus. Jeremiah Humphr ies

£
&
|
&
g
=
E




Stern Bow

z Ref»aired z Rel-)aired

Roi des Belges. Repaired. " = = Roi des Belges. Damaged.
—: Move to a connected Roi des Belges N © 3 Spend 1 resource: You repair a part of the &)

Roi des Belges. Repaired. - = 2 Roi des Belges. Damaged.
Creature enemies cannot enter Stern. ""EA Creature enemies cannot enter Stern.

—: Move to a connected Roi des Belges i » Spend 1 resource: You repair a part of the | " location. (Limit once per round.) " boat. Place 1 resource from the token pool on this |

location. (Limit once per round.) - boat. Place 1 resource from the token pool on this Forced — If there are no resources on Bow: flip this ~+ location.

Forced — If there are no resources on Stern: flip ' location. card to Bow (Damaged). ' Forced — If there are 1& or more resources on this

this card to Stern (Damaged). | Forced — If there are 18 or more resources on this | | * location: flip this card to Bow (Repaired). |
location: flip this card to Stern (Repaired). yj [ :

Tllus. Jeremiah Humphries

@ banks of the Congo Rlver y =

Gloomv Rlverhanks

Sy

LOCATION { I — ///////////Z _LOCATION 5 \\\\\

River. Plains. AN > 7 BEer Dlaing >\—/ River. Plams 2 7 Biver Plains
3 Forced — After this location is revealed: N Each investigator at this location or a Roi des t" Y
I draw at random one card from t_he set-aside ; " The wooded banks slipped past us slowly, the short noise \ Belges location gets -1 §. " The wooded banks slipped past us slowly, the short noise
African Wildlife encounter set, if able. Otherwise, R was left behind, the interminable miles of silence Nowhere did we stop long enough to get a particularized was left behind, the interminable miles of silence
discard cards from the top of the encounter deck -and we crept on, towards Kurtz. | impression, but the general sense of vague and oppressive -and we crept on, towards Kurtz.
| until you discard a Creature enemy. Draw that ! —Joseph Conrad, “Heart of Darkness”™ [ wonder grew upon me. ! —Joseph Conrad, “Heart of Darkness”

enemy. T .




gBaHKS of the Congo River

C: alm Rlverbanks

% g — e r T
LOCATION : : = ///////A/ LOCATION

River. Plains. : Z River. Plains.
Each investigator at this location or a Roi des N
Belges location gets +1 §. 9

River. Plains. S River. Plains.

g Objective — Investigators may spend 28 N 2
The wooded banks slipped past us slowly, the short noise ) clues, as a group, to flip this card. . Forced — After you reveal Abandoned Trading

FIO" ’hg”'_’l’; a D’h;”"ge came 0}’9’" ’f’f}’;’q’”@’; :{ and the _i”:"”ydb EC’"ZQ & was left behind, the interminable miles of silence e s > & - Post (Macabre Discovery):

less brilliant but more profound. The old river in its broad reac X - 2 leathly silence reigns in the trading post. You quici Bere s

rested unruffled at the decline of day, after ages of good service . and we crept on, towards Kurtz. : b 3 gn 2 43 % Read scenario interlude Al()l’lg the River 11.
W, ges of g i i 2 notice the traces of a recent battle and the hasty flight of

dome to the race that peopled its banks, spread out in the tranquil —Joseph Conrad, “Heart of Darkness

dignity of a waterway leading to the uttermost ends of the earth. surVvers tawards the iEaibyitaest

—Joseph Conrad, “Heart of Darkness”

Tlus. Inconnu.

Tilus. Leventep

Station. <4 Station. > Plains. N 2 ﬁ Plains.

~ » Discard an Item asset or spend 2 resources: You ‘, : & Forced — After this location is revealed: \ Y

B on ekt mliemmec oo : - R e

T Y -~ During your journey, you sometimes come across a station 8 Aﬁican Wildlife encounter set, if able. Otherwise,

of 2 or less and add it to your hand (then shuffle your deck). ? [ ] T 7
e anc) 4 ( ¥l ) near the riverbank, clinging to the edge of the unknown. discard cards from the top of the encounter deck dawn of humamty.]é ; ;Ziflj' ; 5::;:;?1;3 tl;;ng after people no

l The atmosphere is very tense in this small bush outpost. The . until you discard a Creature enemy. Draw that .

inhabitants are counting on you to protect them from the attacks enemy.
they have been suffering for some time.

This vast expanse of wilderness seems unchanged since the

Tilus. Midjourney / 55 s Tilus. Midjourney



I draw at random one card from the set-aside

Savannah

Tree of Prayers

LOCATION _4///////%’7 LOCATION

A Plains.

~ »: Yourest for a moment in the shade of
this sacred tree. Add 1 horror to your copy of
Darkness Calls. (Limit once per game.)

Plains.

This vast expanse of wilderness seems unchanged since the
~ dawn of humanity. It could remain so long after people no
{ longer walk the earth.

This peaceful place, on the edge of a huge forest, does not
seem to have been touched by the Darkness that is taking
over the Congo. At least, not yet .

Forced — After this location is revealed:

It is better not to linger in this danger-filled wilderness at

African Wildlife encounter set, if able. Otherwise, .
night.

discard cards from the top of the encounter deck
until you discard a Creature enemy. Draw that
enemy.

Savannah

Waterfalls

e \“é" )
S ocxTiox

Plains.

LOCATION

River. Plains.

Forced — At the end of your turn, if you are
at Savannah (Waterfalls): Test ¢ (3). If you fail,
take 1 damage.

The trail around the waterfalls is winding and extremely
| slippery. You notice quite quickly that many footprints,
i recent ones at that, come and go along the paths
the firesh waterfalls.

N

This vast expanse of wilderness seems unchanged since the
dawn of humanity. It could remain so long after people no
longer wallk the earth.

surrounding

!

Equatorial Forest

Trihumﬁ of the Congo River

N
LOCATION

. River. Plains. A
Forced — When you would leave Equatorial B

- Forest (Tributary of the Congo River): Test 3 (2).
If you fail, spend 1 additional action to move, or 5

| cancel the move.

Plains.

It is better not to linger in this danger-filled wilderness at
night.

i Here a river joins the mighty Congo River, forming a ;
hard-to-cross tangle of islets, swamps and forests.

Tllus. Matthew Werre

Tilus. Midjourney



Plains.
Forced — At the end of your turn, if you are

at Equatorial Forest (Trees of the Dead): Test
- #® (3). If you fail, take 1 horror.

You are in a small clearing lined with strange trees. The
more you study the trees, the more uneasy you feel.

Read the scenario interlude Along the
. River 10.

| In your Campaign Log, add 2 Information

W on Kurtz, and record that you drove off a

~ tribe of Darkness worshippers.
il Each investigator removes | horror from

s

[

{ul their copy of Darkness Calls.

I Discard all clues on Territory of the Black
Hand.

Flip this card back over and add Tribe of the
Black Hand to the victory display.

| Forced — After Tribe of the Black Hand takes damage: Place 1

o this card over and resolve its text.

Equatorial Forest

Plains.

It is better not to linger in this danger-filled wilderness at
night.

Ak

4 A3
Warrior. Darkness. Elite. Story.

Aloof. Massive.

Tribe of the Black Hand gets +2& health.

‘ \
" Forced — At the beginning of the enemy phase: Ready Tribe of the
‘Black Hand.

esource on Territory of the Black Hand. Tribe of the Black Hand
loses Aloof for the rest of the game.
Objective — After Tribe of the Black Hand is defeated: Flip

Victory 1.

Tllus. Thor Reshetnikov

 Read the scenario interlude Along the
. River 9.

" In your Campaign Log, add 2 Information
i on Kurtz, and record that the Tribe of the
" Black Hand has lefi their lands.

The investigator with the lowest remaining
sanity adds the set-aside Cacophony of a
I Thousand Goats weakness to their hand.
|| Each other investigator removes 1 horror
from their copy of Darkness Calls.
Add Tribe of the Black Hand to the victory
display.

Y

A Flip this card back over and place 1 resource
~ on Territory of the Black Hand.

' Read the scenario interlude Along the
. River 12.

" In your Campaign Log, add 2 Information
i on Kurtz, and record that you solved the

| mystery of Fresleven's murder.

| Each investigator removes 1 horror from
their copy of Darkness Calls.

il Add A Deal That Went Wrong to the victory
1 display.

Victory 1.

of the blag@

e—

o

- Plains. Darkness. Story.
‘While Tribe of the Black Hand 1s Aloof, you may

" mvestigate this location using ¥ instead of .
~ Forced — After you fail a skill test at Territory of the Black

Hand: Place 1 resource (from the token pool) on this location.

Tribe of the Black Hand loses Aloof for the rest of the game.

Forced — After you discover the last remaining clue on

Territory of the Black Hand, if there is no resource on this
and resolve its text.

Tllus. Inconnu

lev

R

en’s Re

550

(Captain Fres

mains

Story.

Objective — Spend 2#& clues, as a group: Flip this
card over and resolve its text. !

Tilus. Midjourney.
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(ryptic Book

Ir you discovered the last remaining clue on

ot ‘Read the scenario interlude Along the

. River 15.
| In your Campaign Log. add 2 Information

Read the scenario interlude Along the River 13.
I Randomly select 2 Equatorial Forest and 2

i Savannah set-aside locations and put them into play. ;
* Flip this card back to its location side (do not place
il any clues on Fisherman’s Hut).

| . encrypted book and record that you
V' deciphered the journal of a mad Russian.

Each investigator takes 1 horror.
. Add Journal of a Mad Russian to the victory

I' Ifyou spent 28 clues:

Read the scenario interlude Along the River 14.
Place the set-aside Cryptic Book asset into play
||l under the control of any investigator. Record in
| i your Campaign Log that you found a strange
"M encrypted book.

Wl The current act loses its first Objective condition

- Z& River.
Forced — After you discover the last
" remaining clue on Fisherman’s Hut: Flip this card
over and resolve its text.

Item. Tome. Mystery.
Uses (0 secrets). Cryptic Book is not removed from the game when
the current act advances.

Each investigator at your location can activate the following abilities:

Victory 1.

| (There is no Objective on another card in play). Objective — Spend 2& clues, as a group: Flip this 3 Test ® (4) to iry and decipher this strange book. If you !
il Place a clue from the token pool on the current act card over and resolve its text. ‘ succeted, place 1 resource from the token pool on Cryptic Book, as a 4
| Secret.

. as a reminder.
Flip this card back to its location side (do not place
_any clues on Fisherman’s Hut).

A If Cryptic Book has 18 or more secrets on it: Flip this card
over and resolve its text.”

Tilus. Thor Reshetnikoy
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The Prison

b,

Prisoner’s Cabin

~ Repai

-

‘Read the scenario interlude Along the
. River 17.
" In your Campaign Log, add 2 Information
4. on Kurtz, and record that you questioned
. Kurtz's warrior and that you were told about |
| the area around the Inner Station. |

Read the scenario interlude Along the
. River 16.
" In your Campaign Log, add 2 Information on
" Kurtz, and record that you extracted a

_ confession from Kurtz’s Warrior.

i1 Each investigator removes 1 horror from their

f copy of Darkness Calls. Each investigator removes 1 horror from

Il Move each investigator at Prisoner’s Cabin to their copy of Darkness Calls.
| Hold.

i > ; il Move each investigator at Prisoner’s Cabin | f { LOCATION
Remove Prisoner’s Cabin from the game. i

!
&
_ _ ; ——r i SO/~ Ry; des Belges. Repaired.
Add Kurtz’s Warrior (v. II) to the victory ¥ - : N g Hold : i = M taz b2 gest d”;”’ffl B
display Bl g iniiia i Remove The Prisoner from the game. - A Move to a connected Roi des Belges
' The Prisoner is not removed from the game when the B A dd Kurtz’s Wars I e ~ location (limit once per round).
Viet 1 . current act advances. i e urtz’s Warrior (v. I) to the victory I = »»: Parley. Test W& (4) to try to understand what the
T »: Parley. Test § (4) to try and force the prisoner to | il display. prisoner is refusing to admit. If you suc’cecd, place 1
| confess what he knows. If you succeed, place 1 damage o | horror from the token pool on Prisoner’s Cabin.
| from the token pool on The Prisoner. 4 A8 Victory 1. | Forced —If there is 18 horror on Prisoner’s Cabin:
P : ry ‘

Forced —If there is 18 damage on The Prisoner: Flip Nl - Flip this card over and resolve its text.

o000

~ this card over and resolve its text.

/N

Tilus. Sanjay Charlton. 31155 § 63




, 1If there is 18 horror on this card:

The Director notices you and asks why you
are up and about in the middle of the night.
You invent an excuse on the spot, and leave
before he can question you further.

- Remove Power Struggle from the game.

| If there is 18 clue on this card: |
i
Il Read the scenario interlude Along the River 18. |
B ! In your Campaign Log, add 2 Informationon ||
Il Kurtz and record that the Director is conspiring | R
1 agam..v 1K ur % ) { »: Test ¥ (4)to try and llsten discreetly to the
Il Each investigator removes 1 horror from their | discussion between the two men. If you succeed, place
illl copy of Darkness Calls. | 1 clue from the token pool on A Private Discussion. If
Al Add Power Struggle to the victory display. }‘ you fail, place 1 horror instead. |
f 1 Forced — If there is 1% clue or 1% horror on A
¥ |é Victory 1. Private Discussion: Flip this card over and resolve its
I [ text.

Tilus. Midjou mey

- Read the scenario interlude Along the
- River 21.

I In your Campaign Log, add 2 Information
- on Kurtz and record that you found a
. strange obsidian statue.

" Each investigator removes 1 horror from
“; their copy of Darkness Calls.

Place up to 28 resources among any Roi
des Belges locations.

Add The White Ape to the victory display.

Flip this card back over. Do not place new
il clues on Mysterious Ruins.

LOCATION

Ruins. Plains. —
Forced — After you discover the last remaining f”\,
clue on Mysterious Ruins: Flip this card over and
resolve its text.

The remains of this ancient city are as fascinating as they are

disturbing. All the statues and engravings you find depict half-
monkey, half-man creatures similar to your great w hite ape.

Has he come here to seek refuge or to lure you into a trap? 1

© L LI

_:‘ 7

Tllus. Eduardo Pefia

Ifyou defeated the White Ape:

Read the scenario mterlude Along the River 19. Place
- up to 38 resources among any Roi des Belges
' locations.
In your Campaign Log, record that you have injured
the White Ape.
Il Flip this card back over and place the White Ape in
. the Victory Display.

: If you spent 18 clues and there are no Equatorial
Forest locations in play:

The mysterious ape flees, venturing even deeper
into the forest.
Select at random one set-aside Equatorial Forest

il location and put it into play. Flip this card back over
- and spawn the White Ape at that location.

If you spent 18 clues and there is an Equatorial
Forest location in play:

. Read the scenario interlude Along the River 20.
1 Put the set-aside Mysterious Rums locatlon into play.

* (aptam Marlow

Experienced Adventurer

Ally. Driftretemn.
Youget +1 @ and +1 €.

He had sunken cheels, a yellow complexion, a
straight back, an ascetic aspect, and, with his arms
dropped, the palms of hands outwards, resembled an

idol.
—Joseph Conrad, Heart of Darkness

36/55 &

The White Ape

force the White Ape to return the boiler part. Flip this
‘card over and resolve its text.
A% Spend 1& clue as a group: You try to N
peacefully retrieve the boiler part. Flip this card
over and resolve its text.

"Forced — When you defeat The White Ape: You ‘— \h
|
N
|

Victory 1.

N LT
8 ,\ A




I Mysterious Assailant gets +18& health.

& While you are engaged with Mysterious Assailant, you cannot
activate the »p and A= abilities of your location.
3 Parley. Test § (3) to call the crew for help and push this
strange warrior off the ship. If you succeed, Mysterious
Assailant takes 1 damage. If you fail, Mysterious
- Assailant makes an attack of opportunity against you.
\ Victory 0.

WEAKNESS

Madness.
Revelation — Put Cacophony of a Thousand Goats into play in
your threat area. Humanoid enemies also count as Monster
enemies for you.
Forced — When a Monster enemy would attack you: Take 1
horror.

» Test@ or B If you succeed, discard Cacophony of a ’ i

and Gm ;
ilus Sanjay Charlton

) Humanoid. Warrior. Darkness.
J

/> Retaliate.

While you are engaged with Mysterious Assailant, you cannot
: y P\ \ activate the 3 and As— abilities of your location.
: Parley. Test @ (3) to call the crew for help and push this y ‘ | \ AN > » Parley. Test @ (3) to call the crew for help and push this

trange warrior off the ship. If you succeed, Mysterious trange warrior off the ship. If you succeed, Mysterious
Assailant takes 1 damage. If you fail, Mysterious i f fai i

Assailant makes an attack of opportunity against you.

it \ 4
llus. Sanjay Charlton Tlus. Sanjay Charlton




Mysterious Assailant Jam La M;aimé :
o

Ancestral Medicinal Herb

& While you are engaged with Mysterious Assailant, you cannot
activate the 3 and As=— abilities of your location.

3 : Parley. Test @ (3) to call the crew for help and push this
strange warrior off the ship. If you succeed, Mysterious

Iiem. Task. Darkness.
Revelation — Attach Jani La Mfalme to the nearest non-Roi des
Belges location.
»: Place 1 resource on Jani La Mfalme. If there are 18 resources
on Jani La Mfalme, discard all resources on Jani la Mfalme and take
control of it.
‘While Jani 1a Mfalme is controlled by an investigator, it gains:
“As—: discard Jani La Mfalme: choose an investigator at your
location. Place 1 horror from the token pool on that investigator’s
copy of Darkness Calls.”

Tilus. Midjoumney

Jani La Mfalme

Ancestral Medicinal Herb

TREACHERY

ereavenane eraereresreteestapes

Linthine Overgrowth

Ttem. Task. Darkness.

Revelation — Attach Jani La Mfalme to the nearest non-Roi des
Belges location.
»» Place | resource on Jani La Mfalme. If there are 18 resources
on Jani La Mfalme, discard all resources on Jani la Mfalme and take
control of it.
‘While Jani la Mfalme is controlled by an investigator, it gains:
“Am—: discard Jani La Mfalme: choose an investigator at your
location. Place 1 horror from the token pool on that investigator’s
~ copy of Darkness Calls.”

N Obstacle.

L Revelation — If you are at a Roi des Belges

location, test ¢ (4). If you fail, you hit a

sandbank. Remove 1 resource from a Roi des

Belges location, if able.

. If you are not at a Roi des Belges location, test

. ®& (4). If you fail, you get lost in the maze of
vegetation. Lose 1 action.

Tilus. Midjourney Tilus. Jeremiah Humphries




Tllus. Josh Hutchinson

. Obstacle.
Revelation — If you are at a Roi des Belges
¢ location, test # (4). If you fail, you hita
b sandbank. Remove 1 resource from a Roi des
. Belges location, if able.
. If you are not at a Roi des Belges location, test
. ® (4). If you fail, you get lost in the maze of
vegetation. Lose 1 action.

erense

Giant Ticks

Hazard.

Revelation — Put Giant Ticks into play in your
% threat area.

* You get -1 ®, -1 and -1 Health.

- » »: You rid yourself of these monstrous

* parasites. Discard Giant Ticks.

; B

[~

N
TREACHERY

Linthine Oveowth

Obstacle.

Revelation — If you are at a Roi des Belges
5 location, test ¥ (4). If you fail, you hita

sandbank. Remove 1 resource from a Roi des

. Belges location, if able.

. If you are not at a Roi des Belges location, test

. ® (4). If you fail, you get lost in the maze of
vegetation. Lose 1 action.

Giant Ticks

Hazard.
Revelation — Put Giant Ticks into play in your

¢ threat area.
& You get -1 ®, -1 and -1 Health.

» »: You rid yourself of these monstrous

. parasites. Discard Giant Ticks.

‘7-

Tllus. Josh Hutchinson




Giant Ticks

Hazard.

Revelation — Put Giant Ticks into play in your
b threat area.

~ You get-1 ®, -13¢ and -1 Health.

- 3 »: You rid yourself of these monstrous
. parasites. Discard Giant Ticks.

Tiius. Josh Hutchinson

TREACHERY

Restless Crew
Risk. Madness.

Terrest e ressaresieremaes

A

Revelation — If you are at a Roi des Belges
b location, test § or € (4) to try to calm the Roi des =
& Belges’ sailors. If you fail, lose 2 resources.
If you are not at a Roi des Belges location,

® discard 1 card at random from your hand.

-éﬁ*h\.

Tllus. Malte Madsen

& Revelation — If you arc at a Roi des Belges

Restless Crew
Risk. Madness.

Revelation — If you are at a Roi des Belges

Belges’ sailors. If you fail, lose 2 resources.

" If you are not at a Roi des Belges location,
discard 1 card at random from your hand.

Tilus. Malte Madsen.

LA a
TREACHERY

N

Restless Crew
Risk. Madness.

Seareee i renreaer

A

. location, test 4 or @ (4) to try to calm the Roi des =
Belges’ sailors. If you fail, lose 2 resources. E

L Ifyou are not at a Roi des Belges location,
* discard 1 card at random from your hand.

:’\A

Tllus. Malte Madsen




thual of the blakSun

Hex. Curse. Darkness.

Revelation — Each investigator takes 1 horror.
£ Each investigator who controls at least 1 card
with doom on it takes X horror instead, where X
18 the total doom on all cards under their control.
¢ This revelation effect and the horror dealt cannot
be cancelled or ignored.

Titus. Pierre Droal

TREACHERY

thual of the black Sun

Hex. Curse. Darkness.

Revelation — Each investigator takes 1 horror.
b Each investigator who controls at least 1 card
with doom on it takes X horror instead, where X
. 1s the total doom on all cards under their control.
b This revelation effect and the horror dealt cannot
be cancelled or ignored.

Tllus. Pierre Droal

Ritual of the leack Sun

Hex. Curse. Darkness.

Revelation — Each investigator takes 1 horror.
b Each investigator who controls at least 1 card
- with doom on it takes X horror instead, where X
1S the total doom on all cards under their control.
b This revelation effect and the horror dealt cannot
be cancelled or ignored.

Tilus. Pierre Droal
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The Avatar of Darkness

The Avatar of Darkness
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The battle rages between your gunfire and the rain of
arrows descending on you, when a clear and sharp whistle
cuts through the fog. Obeying this strange signal, the
archers stop firing and quickly retreat into the forest. The
gunfire from on board the steamer also ceases. You realise
that the thick fog is dissipating just as quickly and, shortly
afterwards, visibility is back to normal.

For the first time you see the Inner Station Pier, which
without you realising it was just a few meters behind you. A
strange person, skin as white as chalk and dress in brightly
coloured clothes, is standing alone. He gestures to you and
shouts that Kurtz invites you to dock. You turn to the
Director. He is surrounded by several Pilgrims armed with

Winchesters.

“I'd say our host has noted our determination and
firepower ", the Director murmurs, and nods to you. “Go
get Kurtz, and finish what the Company employed you to
do. I'll stay here with my men to guard the Roi des Belges."

Advance to Act 1b. e
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HARD / EXPERT
Darkness cards in play (maximum 7).

If you fail, remove 1 horror from your

copy of Darkness Calls.
— 5. If you fail, remove 18 resource

from Roi des Belges, if possible.
Darkness card in your threat area. If

Forced ability. Otherwise, move it to
ou fail, also take 1 horror.

— X, where X 1s the number of
—4.If you fail, select the closest
unengaged Warrior or Sorcerer
enemy. If it is aloof, resolve its
your location.

—6. Take 1 damage if there is a

‘Y

EASY /STANDARD
Darkness cards n play (maximum 5).

—3. If you fail, remove 18 resource
from Roi des Belges, if possible.
take 1 damage if there is a Darkness

— 4. If you fail, take 1 horror. Then,
card in your threat area.

Forced ability. Otherwise, move it to

your location.
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— X, where X 1s the number of
— 2. If you fail, select the closest

unengaged Warrior or Sorcerer
enemy. If it is aloof, resolve its

@

What you took for visions become more and “
morve tangible as the light fails. Certain
suspicious movements in the trees cannot
simply be down to animals or the wind.
Whispering escapes from cracks in the rocks,
issuing from the very bowels of the earth. You
are convinced, a dark entity is stirring all
around you.

-
-

=

AN

Each investigator tests # (2). Each investigator
who fails takes 1 horror.

. Thé Darkness Stirs
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You are surprised in the middle of the afternoon |
when it suddenly gets quite dark. There are no
clouds in the sky, so you have no idea what
caused this phenomenon.

Each investigator tests § (2). Each investigator
who fails takes 1 horror or removes 1 horror from
their copy of Darkness Calls.
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. If Kurtz (Transforming) is in play:
Kurtz can no longer contain the entity which consumes him. He
gives you one last, terror-filled look and abruptly transforms.
Piece by piece, his pale skin cracks open and reveals the
Darkness eating him from within. The light of day is absorbed
all around you, as if an eclipse had fallen upon the world.

517

Remove Kurtz (Transforming) from the game. Spawn the Avatar
of Darkness at The Heart of Darkness. Each investigator tests #§
(4). Each investigator who fails takes 1 horror. Advance to Act 7a.

If Kurtz (Transforming) is not in play:

1t is now night, in the middle of the day. The Darkness,
whatever its nature, has fallen upon the Congo. From afar, you
hear another wrenching cry from Kurtz, but it is suddenly cut
off: Something terrible has surely befallen him. All your senses
are screaming at you to flee this place.

The End of Kurtz

Spawn the Avatar of Darkness at the Darkness location with the
highest shroud. Each investigator tests # (3). Each investigator
who fails takes 1 horror. Advance to Act 7a.
jo
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- If Kurtz (Sick) is in play:
Kurt= curls up, moaning. His frail body is wracked with spasms, and
little pieces of white skin fall off with each tremor. You notice with
horror that a shifting black skin appears in place of the fallen pieces.
What is happening to Kurt=? You don’t have time to learn more,
because he suddenly stands and, despite his miserable physical state,
starts to run towards the dark jungle bordering the station.

Remove Kurtz (Sick) from the game. Each investigator tests §f (3).
Each investigator who fails takes 1 horror. If the current Actis not Act
5a, advance Act 4b and read Part 2.

Otherwise:

An inhuman cry tears through the shadows surrounding you.
Recognising Kurt="s voice, you run in his direction. Soon you come
across little bits of skin scattered on the ground. Tracks left by Kurt=
suggest that he has run to hide even more deeply in the jungle. What
is happening to him? Is the Darkness beginning to possess him?

Each investigator tests # (2). Each investigator who fails takes 1
horror. If the current Act is not Act 5a, advance Act 4b and read Part 2.
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If you have not yet advanced to Agenda 1b,
advance to Agenda 1b before advancing to Act 1b.
Remove each Banks of the Congo River from the
game.

m Put into play the Station Pier, Inner Station and i

o) Kurtz’s House locations. |
=} Check Campaign Log: |
Gt

< If you spent a long time going up the Congo
river: remove Agenda 2a from the game.
< If the Darkness has descended on the Congo:
remove Agenda 2a and Agenda 3a from the
game.
Do not place any Doom on the current Agenda at
r the start of the next Mythos phase.
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The Black Hand warriors have surrounded you.
Trapped, you can only await the terrifying arrival of
the Avatar of Darkness. This living nightmare
appears before you and, much to your surprise,
extends a hand as dark as E.N\a.

“Kurtz was waiting for you” he says, “and sowas I.
In you, he saw his salvation, and I the instrument of
his damnation. Something magnificent is about to
begin, here and now. I invite you to join me.
Humanity will discover the power asleep within it,
and finally take its rightly place in the Cosmos. Will
you follow me, and know the truth hidden in the heart
of darkness?”’

The lead investigator must decide (choose one):

< “Yes, I agree to follow you.” (-*R17)

< “No, never!” If Kudu Horn is in play, you can try
.8 Eoé itin momcﬂwﬂon (>RS). Om_oncsmn ?va . ]
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Something Magnificent is  /”
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rst Meeting with Kurtz

Fi

\m_ . Read Scenario Interlude Parley 10.

Attach this Act 3b to the next card of the Primary Act
deck.

Kurtz gains: “ 3 Parley. Take a skill test with
difficulty 3, using the number of horror on your copy
on Darkness Calls as your base skill value. You may
commit #f or @ icons to this test. Check Campaign
log. If the Darkness stared back at you, reveal 1
additional Chaos token for this test. If you succeed,
place 1 clue (from the token pool) on Act 3b.”

Forced — At the end of the Investigation phase, if
there are 28 clues on this Act 3b card, immediately
advance to Act 4b and read Part 1 on that card.
Otherwise, discard all clues on this Act 3b card and
set it aside.
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You enter Kurtz's house, which smells like decomposing
flesh. The candlelight is very weak, and you can barely make
out a man sat in an armchair, surrounded by elephant tusks.
He is deathly white, and terribly thin. Several Black Hand
warriors are prostrated at his feet. This is Kurtz, for sure.
“Here you are at last, I'm glad”, he welcomes you with an
incredibly deep and resonant voice, when a moment earlier
you would have though he couldn’t manage a whisper. “I
know why you are here. But do you know, really?”. Taken
aback, you aren’t sure what to say. Kurtz lets out a long sigh.
“It doesn’t matter just now. The world outside wants my
demise, my ivory, my people, my land. I would like to be able
to go with you, and relieve myself of this burden. But there is
still so much I have to do here. There is still so much for us to
accomplish.”

Spawn Kurtz and the 2 set aside copies of Kurtz’s Bodyguard at
Kurtz’s House. Immediately advance to Act 3b. Each
investigator gains 1 clue per 3 Information on Kurtz recorded
in your Campaign Log.
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Kurtz's Mot

" Find the Right Arquments

Read Scenario Interlude Parley 2. Attach this Act 3b to the next
card of the Primary Act deck.

Kurtz gains: “3: Parley. Take a skill test with difficulty 12, using
the number of Information on Kurtz as your base skill value. Each
? icon committed to this test increases your skill value by 1. If you
succeed, check Campaign log. If you found Kurtz s personal
belongings, read Part 1 of Act 3b, otherwise read Part 2.” |
Forced — At the end of the Investigation phase, if there are 28 {
clues on this Act 3b card, immediately advance to Act 4b and read |
Part 1 on that card. Otherwise, discard all clues on this Act 3b card
and set it aside.

Part1:

Read Scenario Interlude Parley 3.
In your Campaign log, record that you know about Miss Promise.
Place 2 clues (from the token pool) on Act 3b.

Part 2:

Read Scenario Interlude Parley 4.
lace 1 clue (from the token pool) on Act 3b.

‘so3[og sop 103 oY} pIeoq 0} Z)IY]
20UIAU0D 0] Aem € pul,] —aABIqQ
“adueApe ‘aseyd

UONES1ISOAUT Y} JO 1IB}S O} Iy — PadIo]
(I Jo wnunuw ¢ 07)

X Aq 359) [[ys Jetp Jo A[norgyrp o) 2onpax
:sonpo X puads ‘Uonoe Aafde e Uo 150}
TIEYS & sojeniur 10)e3nsoAur ue uoyp DB,
PaYSPOO]q INOYII M

uorsstut oA ysijduioson oy 2)q1ssod suipas
11Jnq ‘11 2421]2q 2.40p Apapy noJ nof

0} v} 03 Addpy s1 pupn ‘Ajp1p.10o aymb nod
SOUI0D]oM Z1INY ‘SU01ID10adXD [ID ISUIDST

73Jnyp UM HoISSmSIT

Kurtz’s pride is such that it will be difficult to convince him that
he’s been following the wrong path for so long, and that he should
renounce all his possessions at the station.

Attach this Act 3b to the next card of the Primary Act deck.

Kurtz gains “39: Parley. Test §f, @ € or ¥ (6). Read the
corresponding success/failure section of Act 3b.”

Forced — At the end of the Investigation phase, if there are 28 clues
on this Act 3b card, immediately advance to Act 4b and read Part 1
on that card. Otherwise, discard all clues on this Act 3b card and set
it aside.

If you succeed:

Read Scenario Interlude Parley 11.
Place 1 clue (from the token pool) on Act 3b.

If you fail:

Read Scenario Interlude Parley 12.

Until the end of the Investigation phase, the skill that was just used

for the test on this Parley action may not be chosen again by an

Investigator taking this Parley action.
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Read Scenario Interlude Parley 6. Attach this Act 3b to the next
card of the Primary Act deck.

Kurtz gains: “3p: Parley. Test @ (5). If you succeed, check
Campaign log. If the Director is conspiring against Kurtz, read Part
1 on Act 3b, otherwise read Part 2.”

Forced — At the end of the Investigation phase, if there are 28
clues on this Act 3b card, immediately advance to Act 4b and read
Part 1 on that card. Otherwise, discard all clues on this Act 3b card
and set it aside.

Part 1:

Read Scenario Interlude Parley 13.
Place 2 indices (from the token pool) on Act 3b.

Part 2:

It is difficult to argue with Kurtz’s logic in terms of the danger
he’s in. You have no shortage of arguments to convince him that
he would be safe with you aboard the Roi des Belges, but you
have to be patient to accomplish your goal.

.QSB the token .ooc on Act w_u
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Read Scenario Interlude Parley 5. Attach this Act 3b to the next
card of the Primary Act deck.

Kurtz gains: <39 Parley. Test @& (5). If you succeed, check
Campaign log. If you solved the mystery of Fresleven’s murder,
read Part 1 on Act 3b, otherwise read Part 2.”

Forced — At the end of the Investigation phase, if there are 28
clues on this Act 3b card, immediately advance to Act 4b and
read Part 1 on that card. Otherwise, discard all clues on this Act

3b card and set 1t aside.

Part 1:

Read Scenario Interlude Parley 14.
Place 2 clues (from the token pool) on Act 3b.

Part 2:

You have gathered a lot of information on Kurtz, but you
realise he’s going to need more time to digest your
arguments.

I %a;ﬁ&:

e (from the token p ooC on Act wv
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next card of the Primary Act %ow
Kuriz gains: “3: Parley. Test § (X+2), where X is the
number of the current Agenda. Read the corresponding
success/failure part of Act 3b.”

Forced — At the end of the Investigation phase, if there are
2% clues on this Act 3b card, immediately advance to Act 4b
and read Part 1 on that card. Otherwise, discard all clues on
this Act 3b card and set it aside.

If you succeed:

Some part of Kurtz seems fully aware that he is hunted by
the Darkness descending on the Congo. You hope to
convince him to leave before it’s too late.

Place 1 clue (from the token pool) on Act 3b.

If you fail:

Read Scenario Interlude w»:o% 15.
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Kurtz gains: “39: Parley.

otherwise read Part 2.”

3b card and set it aside.

Read Scenario Interlude Parley 7. Attach this Act 3b to the next
card of the Primary Act deck.

Campaign log. It Captain Marlow is alive, read Part 1 on Act 3b,

Forced — At the end of the Investigation phase, if there are 28
clues on this Act 3b card, immediately advance to Act 4b and
read Part 1 on that card. Otherwise, discard all clues on this Act

Test $# (5). If you succeed, check

Part 1:

Read Scenario Interlude Parley 15.
Place 2 clues (from the token pool) on Act 3b.

Part 2:

The Dangers of the Riv&

————

Kurtz is certainly impressed by your tale of the journey
upriver, but you will have to be very convincing to assure him
of an equally successful return journey.

Place 1 clue (from the token @ooc on >oﬁ w,c
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Read Scenario Interlude The Darkness 7.

Put The Heart of Darkness into play.

Spawn Kurtz (Transforming) at The Heart of Darkness.
Shuffle the set aside Medicine Woman of the Black Hand
into the Encounter deck.

Each investigator takes 1 horror.

If the current Agenda is not Agenda 5a, advance to

Agenda Sa.

If the ““c/d” Secondary Act deck is in play, read this

section:

You hear a cry from afar. You recognize the Harlequin’s
voice, twisted by a nameless tervor. You are too far away
and have too much fo handle with Kurtz to go to his aid.
His fate is sadly out of your control.

Each investigator removes 1 horror from their copy of
Darkness Calls. Remove the “c/d” Secondary Act deck
from the game.
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Read Scenario Interlude The Darkness 4. Set Kurtz aside and
discard all copies of Kurtz’'s Bodyguard in play. Read Part 2 below.

Part2:

Discard all clues i play. Shuftle the Encounter discard pile and all
set aside copies of Warrior of the Black Hand, Concealed Archer
and Medicine Man of the Black Hand into the Encounter deck.

Put the set aside Path to Darkness into play.

Form the Exploration deck from the 8 single-sided set aside
locations. Shuffle the top card of the Encounter deck (without
looking at 1t) into the Exploration deck.

Part 3:

Place 18 clues (from the token pool) on Kurtz’s House.
Take the set aside Act 3 “a/b” cards and shuffle them, Act 3a side
up. Select 3 random copies of Act 3a. Place 2 of these 3 cards on top

of Act 4a

, then place this group of Act cards on top of Act Sa.

Advance to the Act 3b side of the remaining Act 3a card that was
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Check Campaign log.
< [f the Director does not trust you, (3R6)
< Otherwise, (R20)

Part 2:

Check Campaign log.
< If you found a strange obsidian statue, (*R9)
< Otherwise, (R10)
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ﬂ ~ Check Campaign log.
i < If the ancestors are watching you, (®R3)
< Otherwise, (-R4)
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Check Campaign log. If none of the following statements are true, advance
to Act 4c.

The mad young Russian takes his leave of you, and heads off
towards the river, without any apparent purpose. You hear him
sobbing quietly over the loss of his book. You cannot help but
feel compassion for this poor lost soul.

If you found a strange encrypted book, read the section below:

7 The encrypted book does in fact match the description the young
Russian gave you.

Each investigator adds 1 horror (from the token pool) to their copy

of Darkness Calls. Remove The Harlequin from the game. Add i

this Act 4d to the Victory display.

The lead investigator must decide (choose one):

< Since the book is no use to you and the Harlequin isn’t a threat, you
gladly return it to him:
The Harlequin is ecstatic to see his journal. He grabs it from you and
clutches it to his chest, speaking to it like a child. The mad Russian no
longer reacts to you. There is nothing more you can get from him.
Each investigator places 1 horror (from the token pool) on their copy of
Darkness Calls. Remove the Harlequin and the “c/d” Secondary Act
cards from the game.

<> You keep the book to yourself, to try and decipher its secrets.
Aninvestigator tests 8 (4). If you succeed, you have cracked the key
to deciphering the book and you can try to learn more about it.
Advance to Act 3c.
If you fail, advance to Act 4c.

Part2

An investigator at the Harlequin’s location tests 4 or € (3).

If you succeed, flip The Harlequin over and read Part 1 of the
Story side. Add this Act 4b to the Victory display.

If you fail, flip The Harlequin over and read Part 2 of the Story

You approach the mad young Russian, and take a menacing
stance while demanding that he tells you everything.

PeaI pue 10 ST} S0UBAPY
< [N 9 Sn. [[9) 03 iy
90107 §,39] ‘uefd s,z1ny] Jnoqe Iour
SMOUY AJoIns UeISSY AZe1o STy, <
“T 318 PESl pUR 10V SI} OUBAPY
71Ny I0J 219y A1,0M
‘auofe Ang 100d oy aAea] S 197, &
:(auo 25001]9) ap1oap
snur sxojeSysaAur ay ‘umbarefy ayy,
U0 Sanjo gx [ are 2oy} J] —apaalqQ
‘umbayref] ayJ, uo (jood
UaY0} A} WOIJ) ano | 2e[J “AIey <&

‘aoueApe ‘umbajref]

AT, UO g oTe 1oy J] —IAPRIqO
‘umbayrey oy, uo (jood

UaY0} Ay} WOIJ) an[o | 29[ ‘ASJe ] <&
(Hoatidn

dau.mo( unod uo 1 punof aany jy3uu

nod ‘aouvyo Aq ‘fi sysv of UOUDIS 4PUU]
ayj v Znmy uiol 0] u1qno sy Sulanaj
UaLM JSOJ 2y YoIym ‘Saull) |D.124A2S
Jpumol siy suonua uIbalIDE Y | .

The Harlequin might not be a genius, but in the end he realizes
that your interest in his book most likely means that it is on
your person right now. Trembling with anticipation, he asks
you to give it back to him.

You engage in conversation with this strange person who
reminds you of a Harlequin. He doesn’t give his name, but
[reely answers your other questions. The young man is a
former mariner from Russia. Enrolled at 16 as a sailor in
the brand new Soviet navy in 1922, he deserted 2 years
later. He was full of wanderlust and wanted to see the
world. He came to the Congo by chance, and travelled
upriver on foot as best he could, to escape civilization,
and built his cabin by himself on the banks of the river.
That was where he encountered Kurtz and, captivated by
his charisma, he decided to enter Kurtz's service. He
believes Kurtz will become a kind of god, that the whole
world will worship him, but he doesn’t know exactly
when, or how, this transformation will happen. The poor
devil doesn’t seem fo realize the absurdity of what he
says, or the unhealthy nature of his relationship with
Kurtz.

The mvestigators must decide (choose one):

< Since the book is no use to you and the Harlequin isn’t a
threat, you return it to him as a gesture of goodwill:
The Harlequin is ecstatic to see his journal. He grabs it from
you and clutches it to his chest, speaking to it like a child.
The mad Russian no longer reacts to you. There is nothing
more you can get from him.
Each investigator takes 1 horror. Remove The Harlequin from
the game.

< You try to convince the Harlequin that you don’t have his
journal. Who knows how dangerous it could be in his hands?
An investigator at the Harlequin’s location tests # or & (3).
If you succeed, flip The Harlequin to its other side and read
Part 3.
If you fail, flip The Harlequin to its other side and read Part 2.

Discard all clues on The Harlequin.
ign log, add 1 Information on Kurtz.
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- Check Campaign log.

< If you know how to imprison the Darkness,
(>R1)
< Otherwise, (+R2)
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Read Scenario Interlude The Darkness 6. Check Campaign log. If you }
Jfound a strange obsidian statue, read Part 1 below. Otherwise, read
Part 2.

Place this Act 1f on top of Act 2e. Act 1f becomes the current
Secondary Act (you will be instructed when to remove this act and
advance to Act 2e).

Part 1:

You take out the obsidian statue and compare it with the remains of
the image in the mural. The general form is the same, and it almost
perfectly depicts the black pharaoh. If this truly is the last element
of the ritual, you hold in your hands the way to end the existence of
the dark entity haunting the Congo.

t Mural

qen

In your Campaign log, record that you know how to imprison the
Darkness.

Part 2:

You look around you, but you can'’t find anything that resembles the
mysterious black stone. You hope that the ritual, although
incomplete, will be strong enough to seal away the dark entity
haunting the Congo.

The An
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Banks of the River Congo

Roi (_ie§ Belges

Roi d_e:._ 5elges

Bathed in Fog

LOCATION

LOCATION

des Belges. River. Repaired.

Roi

When the sun rose there was a white fog, very
warm and clammy, and more blinding than the

night. It did not shift or drive; it was just there,

N\

R When you activate the Fight ability on a Firearm
" Ranged or Spell asset: this attack may target an enemy at

4 R When you activate the Fight ability on a
Firearm, Ranged or Spell asset: this attack may

Will they attack?” whispered an awed voice.
“We will be all butchered in this fog”, murmured

«

another River location. Ignore Aloof and Retaliate keywords

for this attack.

target an enemy at another River location. Ignore
Aloof and Retaliate keywords for this attack.

standing all round you like something solid.

25

another.
— Joseph Conrad, Heart of Darkness

» Any mvestigator spends 1 resource: place 1 resource (from

the token pool) on Roi des Belges.

i

Forced — If there are no resources on Roi des

—Joseph Conrad, Heart of Darkness
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2
§
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Tllus. Malte Madsen

Forced — If there are 38 resources on Roi des Belges: Flip

this location over to its Repaired side.

Tllus. Malte Madsen

Belges: Flip this location over to its Damaged side.

g
=
i
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=
=




River.
“Will they attack?” whispered an awed voice.

“We will be all butchered in this fog”, murmured
another.”

— Joseph Conrad, Heart of Darkness

Titus. Malte Madsen

Station Pier

LOCATION

River.

" Forced — After you reveal Station Pier: 5

I attach The Harlequin to Station Pier. Put the “c/d”
Secondary Act deck into play.
“Mr. Kurtz is waiting for you at his house”, the Harlequin
announces cheerfully. “You needn’t fear anythmg he
wants to speak with you.”

When the sun rose there was a white fog, very
warm and clammy, and more blinding than the
night. It did not shift or drive; it was just there,
standing all round you like something solid.
—Joseph Conrad, Heart of Darkness

- 4;' LOCA

The man on the shore began to shout, urging us to land.

“We have been attacked”, screamed the Director. “Iknow - I
know. It’s all right”, yelled back the other, as cheerful as you
please. “Come along. It’s all right. I am glad.”

His aspect reminded me of something I had seen. As I manoeuvred
to get alongside, I was asking myself, ‘What does this fellow look
like?’ Suddenly I got it. He looked like a harlequtin.

—Joseph Conrad, Heart of Darkness

River. s \
N4

“Will they attack?” whispered an awed voice.
“We will be all butchered in this fog”, murmured

2

another.
— Joseph Conrad, Heart of Darkness

LOCATION

Plains.

Madness and horror surrounds this place in an almost
palpable manner. The humidity and the heat of the region
are difficult to bear for Westerners.

y

Tilus. Yury Solntsev

When the sun rose there was a white fog, very
warm and clammy, and more blinding than the
night. It did not shift or drive; it was just there,
standing all round you like something solid.
—Joseph Conrad, Heart of Darkness

Plains.

Tucked into a small area between the river Congo, a hill
and the dark jungle, Kurtz's Station is inhabited by
members of the Black Hand tribe. They are coming and
going, often carrying bundles of ivory, and look at you
with hostility.



Kurtz's House y ' A

Path to Darkness

LOCATION | LOCATION - :
3 s\ : = Path. Plains. N4 Path. Plains.
Forced — After you reveal Kurtz’s House: N »» Check Campaign log. If you were told about R \& Bl o intolerabl i, ) b 3
i Sl elt an intolerable weight oppressing my breast,
advance to Act 2b. Curious, this feeling that came over me that such the area around the Inner Station: h 1l of the d %h tﬁp & my
1l that [ ioht. while I detail 1d b e iriolerable it ithose Be You carefully inspect the tracks left at the start of several e smell of the damp earth, the unseen presence of
.. After all, that was only a savage sight, while etails would be more intolerable than those heads 2 . 7 e Ay :
. . S pathways. Look at the top 3 cards of the Exploration deck. victorious corruption, the darkness of an
seemed at one bound to have been transported into drying on the stakes under Mr. Kurtz’s windows .. B o of ek iy cider o oot
some lightless region of subtle horrors. ‘ — Joseph Conrad, Heart of Darkness | : . i
f Ki d al h y path leading into the depth = 7
— Joseph Conrad, Heart of Darkness ]‘ | f urts fled along one @‘szr;{::;;ztmlgfys eading into the depths T Joseph Conrad, Heart of Darkness |
£

Ttus. Korbini

LOCATION S % = J - ‘ LOCATION | ~ G
- Path. Plains. ) - e P Path. Plains. 2\
Forced — At the start of the Investigation \ y

- X
B A+ Check Campaign log. If you have at N
phase: Each investigator at Swampy Ravine tests - > ~ least 12 Information on Kurtz, put the set aside
# (3). Each investigator who fails loses 1 action. Vo “e/f” Secondary Act deck into play.
Shallow footprints in the mud betray Kurtz's passage | The architecture of these clearly ancient tombs is
| along this partially dried-up tributary of the river Congo. | astonishing to see in this place. The entrance reminds you
4 ’r of the most ancient proto-pyramids found in Egypt.

Tllus. Raden Saleh

Tilus. Leventep



Dark Forest

( 5 = LOCATION
> Path. Plains. Darkness.

Each investigator at Dark Forest gets -1 §.

You find Kurtz’s trail in the middle of this dark and humid

Tlus. Dongbiao Lu

- @ Macabre Hill

LOCATION

Path. Plains. Darkness.
Forced — Afier you reveal a 8 token when
taking a skill test at Macabre Hill: reveal an
additional Chaos token for this test.

You find a hill peppered with human heads on spikes, in
the same way that Kurtz decorated the perimeter of his

Tllus. Santa Norvaisaite

Unknown Mountains

LOCATION

Path. Heights.

»: You take a moment to contemplate the
mountain range blocking the horizon. Your
tormented soul finds some comfort in the thought
that the Darkness has not yet reached those unknown
summits. Heal 1 horror and place 1 horror (from the
token pool) on your copy of Darkness Calls. (Limit
o1nce per game).

LOCATION

Path. Plains.
~ »: Yourest in a clearing, next to a small
stream. Heal 1 damage and 1 horror. (Limit once
per game).
This path seems free of the Darkness. It gives you a sense
of peace in the midst of this danger-filled region.

Tllus. Eduardo Pena




LOCATION

= Path. Plains. Darkness. : =
~ While at Black Hand Encampment, the firs N
Encounter card revealed by each investigator
during the Mythos phase gains Surge.
The tracks left by Kurtz cross an encampment buysting
with his warriors. Caution is called for more than ever in
this place.

Tlus. David Honz

LOCATION
= Darkness. &
— R Y 1 think I would have raised an outcry if I had believed my
P V2 N eyes. But I didn't believe them at first—the thing seemed so
A—: If Act 1f'is in play, advance to Act 2e. " impossible. The fact is I was completely unnerved by a sheer blank

Forced — After you fail a skill test at this location: fright, pure abstract terror, unconnected with any distinct shape of
¥y : physical danger. What made this emotion so overpowering was—

remove 1 horror from your copy of Darkness Calls. how shall I define it?>—the moral shock I received, as if something
| altogether monstrous, intolerable to thought and odious to the
¥V soul, had been thrust upon me unexpectedly.
— Joseph Conrad, Heart of Darkness

LOCATION

= Path. Heights. <. =\
~ Forced — After you enter or leave Unknown N
High Plateau: test € (3). If you fail, take 1
damage.
Cold and dry winds sweep this high plateaux, making it a
trying environment for creatures accustomed to the humid
heart of the Congo plains.

Tilus. Malte Madsen.

The Harlequin collapses to the ground, curls into a
ball and sobs quietly. There is nothing more you can
get from the poor mad Russian.

J.  Each mvestigator heals 1 horror and removes 1 horror
' from their copy of Darkness Calls. Remove The

Harlequin and the “c/d” Secondary Act deck from the
game.

|

|
|
1
i Part2
The Harlequin explodes with unbelievably
incandescent rage. He manages to trip you up, and
runs off towards the Station, screaming like a
madman.

|

Drifter.

His clothes had been made of some stuff that was brown
holland probably, but it was covered with patches all over,
with bright patches, blue, red, and yellow. A beardless, boyish
face, very fair, no features to speak of, nose peeling, little blue
eyes, smiles and frowns chasing each other over that open
countenance like sunshine and shadow on a wind-swept plain.
—Joseph Conrad, Heart of Darkness

Each investigator at Station Pier takes 1 damage. Remove
8 The Harlequin and the “c/d” Secondary Act deck from the
il same.

Part 3

Read Scenario Interlude Parley 9. Each investigator
. removes 1 horror from their copy of Darkness Calls. An
\* investigator may add The Harlequin’s Journal to their
! ; il hand Remove The Harlequin and the “c/d” Secondary
& Actdeck from the game. el eie
i< i D ]

B ot

STORY )Amw Tilus. Midjourney 44/65 @ 1s
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»Kurtz
Sick

Humanoid. Elite.

Kurtz seems very weakened by his illness, but
as soon as you attack him, he resists with
[fierce determination. His fanatical guards
prefer to die rather than lose this fight. You
manage to gain the upper hand, and knock
1 Kurtz to the floor. When you approach to take
el hold of him, you feel a dark and powerful aura
oy emanating from him. You force him to his feet
""»} and firmly invite him to follow you aboard the
!\ || Roi des Belges. Kurtz follows you, shuffling
b along and seeming as if he will collapse from
i exhaustion every few steps. So much so that
& ; you are entirely taken by surprise when,
I halfway to the boat, Kurtz violently pushes you
| away and immediately runs towards the jungle
W || as if he had suddenly regained full health.

/7~ Aloof.
¢ Kurtz cannot leave Kurtz’s House.
Forced — If an enemy at Kuriz’s location takes at
- least 1 damage: No investigator may activate the
‘Parley action on Kurtz until the end of the round. \§
2> Forced — When Kurtz would be defeated: flip <S8
N\ this card and resolve it’s text. /i

|

)
|

:-Jzz Each investigator removes 1 horror from their
Pl copy of Darkness Calls.

i fll Advance to Act 4b and read Part 2 on that card.
FlI%  Attach this story card to the scenario reference
"l card. Treat this card as a treachery in play with
' lls_the Darkness trait. 3 \

Tilus. Midjoumey

" The Avatar of Darkness gains +5& Health.

- Forced — At the end of the enemy phase: The
Avatar of Darkness deals 2 horror to each

Tllus. Midjourney

Kurtz fights with prodigious strength.

You are sure he is close to transforming
into a nightmarish creature. Every one of
your blows causes pieces of white skin to
Jall off, revealing a jet black skin

beneath. Despite everything, finally Kurtz
Jalters and collapses at your feet.

You hadn 't noticed that your
confrontation had taken you to the
bottom of a hole littered with pieces of
ivory. Just as you realize this, something
bizarre occurs.

Kurtz’s black “under skin” transforms
little by little into smoke, which is
immediately drawn into the earth,
twisting madly around the pieces of ivory
lying all around you, like a savage beast
caught in a trap.

) Humanoid. Sorcerer. Darkness. Elite.
Spawn Station Pler

Darkncss locatlon)

- Forced — At the end of the enemy phase: each

vestigator at Medicine Woman of the Black Hand’s
location orata connecting location tests @ (3).

Tllus. Emanuele Persi

»Kurtz

Transforming

Humanoid. Elite.

¥/ Massive. Retaliate.

* Kurtz gains +4& Health.
" Forced — At the start of the enemy phase, if Kurtz
1s exhausted: Ready Kurtz. 1
Objective — If Kurtz is defeated, flip this card and N
resolve it’s text.

864

Tllus. Shahabalizadeh




: Humanoid. Warrior.
Spawn — Kurtz’s location, otherwise the nearest
Darkness location.
P Alert. Retaliate. Aloof. Patrol (Kurtz’s or The Avatar of Darkness®
location).
* Kurtz’s Bodyguard gains +1& Health.
While Kurtz’s Bodyguard is at the same location as Kurtz, cancel
any damage that would be dealt to Kurtz.

and discards 1 non-weakness card from their hand, or
discards 1 resource.

lus. Sanjay Charlton

P 3 AN
TREACHERY [ =
Attacked by the Darkness
¥ Hazard. Terror. Darkness.
& Revelation — Test € or # (4). If you fail, take 1
& damage. -

Then, if you are at a Darkness location, test

. # (X), where X is the location’s shroud value.
& Ifyou fail, take 1 horror and move to a

. connecting location with a lower shroud value, if
able.

e

Tllus. Stefan Koidl

> Humanoid. Warrior.
~ Spawn — Kurtz’s location, otherwise the nearest
4 Darkness location. .

‘Alert. Retaliate. Aloof. Patrol (Kurtz’s or The Avatar of Darkness®
- location).

~ Kurtz's Bodyguard gains +18 Health.

‘While Kurtz’s Bodyguard is at the same location as Kurtz cancel
any damage that would be dealt to Kurtz.

Forced — If a 8 token is revealed: each investigator chooses

N and discards 1 non-weakness card from their hand, or

_ discards 1 resource.

prreeeerssrieesininiters e eraeesreseatees taperenas

Attacked by the Darkness

Hazard. Terror. Darkness.

Revelation — Test € or ¥ (4). If you fail, take 1 ’*

damage.
Then, if you are at a Darkness location, test

. #® (X), where X is the location’s shroud value.

. If you fail, take 1 horror and move to a

. connecting location with a lower shroud value, if
able.

L

Tilus. Stefan Koidl s2/65 @ 125




Attacked by the Darkness

. Hazard. Terror. Darkness.
Revelation — Test € or ¥ (4). If you fail, take 1
* damage.
. Then, if you are at a Darkness location, test
. ® (X), where X is the location’s shroud value.
If you fail, take 1 horror and move to a
. connecting location with a lower shroud value, if =
able.

Titus. Stefan Koidl

A
TREAC HERY

St

The Heart of the Congo

Scheme. Obstacle.
Revelatlon Put The Heart of the Congo into play
¢ 1n your threat area.

You cannot play non-weakness Assets and you
¢ cannot gain resources.

* Forced — At the end of the round: discard The Heart
. of the Congo.

Tius. Midjourney ; 55/65 @ 126

The Heart of the(ongo

Scheme. Obstacle.

Revelation — Put The Heart of the Congo mto
% play in your threat area.

& You cannot play non-weakness Assets and you

cannot gain resources.

Tilus. Midjourney

The eart of engo

. Scheme. Obstacle.
Revelation — Put The Heart of the Congo into play
. in your threat area.

You cannot play non-weakness Assets and you
. cannot gain resources.

Forced — At the end of the round: discard The Heart &
b of the Congo.

Tilus. Midjouney
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TREACHERY

verseateapeesiivesseateen T

~_ The Songs of Distant Land

. Omen. Darkness.
Revelation — Each investigator loses 1 action this
round.
A steady droning sound of many men chanting each to
himself some weird incantation came out from the
black, flat wall of the woods as the humming of bees
comes out of a hive, and had a strange narcotic effect
upon my half-awalke senses.
3 —Joseph Conrad, Heart of Darkness
'\__ o /

Tlus. David Honz

The Songs of Distant Land
Omen. Darkness.

Revelation —Each investigator loses 1 action this
round.

A steady droning sound of many men chanting each to
himself some weird incantation came out from the
black, flat wall of the woods as the humming of bees
comes out of a hive, and had a strange narcotic effect 3
upon my half-awake senses. 3
- —Joseph Conrad, Heart of Darkness

Tllus. David Honz

TREACHERY

The Sos of Dista Land

Omen. Darkness.
Revelation — Each investigator loses 1 action this
round.

A steady droning sound of many men chanting each to
himself some weird incantation came out from the
black, flat wall of the woods as the humming of bees
comes out of a hive, and had a strange narcotic effect
upon my half-awake senses.

— Joseph Conrad, Heart of Darkness
e

Tilus. David Honz

A

3 AN
TREACHERY

e Veeetereenasere

The Hg of the Li

s8/65 @ 127

X

: Darkness.

Revelation — Attach The Agony of the Light to
» the current Agenda. (The Agony of the Light
L counts towards the number of Darkness cards in
* play for the 8 Chaos token effect).
¢ Forced — At the end of the round: discard The
* Agony of the Light.

h\__r

Tilus. Midjouney

A
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TREACHERY

. Darkness.
Revelation — Attach The Agony of the Light to
* the current Agenda. (The Agony of the Light
L counts towards the number of Darkness cards in
* play for the 8 Chaos token effect).
Forced — At the end of the round: discard The
* Agony of the Light.

: :‘.\n

Tilus. Midjourney

Item. Book. Relic. Darkness.
You get +1 @ and +1 .
You get -1 Sanity.
R When an investigator at your location takes a
skill test to fight a Darkness enemy, exhaust The
Harlequin’s Journal: That investigator gets +1 skill
value for this test.

Tllus. Thor Reshetnik oy

/Ae s.\ —

ERY

e Darkness.
Revelation — Attach The Agony of the Light to

& the current Agenda. (The Agony of the Light

counts towards the number of Darkness cards in
* play for the ® Chaos token effect).

Forced — At the end of the round: discard The
* Agony of the Light.

L ..

Tilus. Midjourney 62/65

A e S

r.22

Ttem. Weapon. Firearm.
Uses (4 ammo).

» Spend 1 bullet: Fight. You get +1 € for this attack. If you
reveal a+1, 0 or ¥ during this test, this attack deals +2 damage.
A fusillade burst out under my feet. The pilgrims had opened
with their Winchesters, and were simply squirting lead into that
bush.

—Joseph Conrad, Heart of Darkness

Tilus. Midjoumey
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1890 Model

T ——

Item. Weapon. rearm.

Uses (4 ammo).

» Spend 1 bullet: Fight. You get +1 € for this attack. If you
reveal a+1, 0 or ¥ during this test, this attack deals +2 damage.
A fusillade burst out under my feet. The pilgrims had opened
with their Winchesters, and were simply squirting lead into that
bush.

—Joseph Conrad, Heart of Darkness

Tilus. Midjourney




Medicine Man of the Black Hand g
N %k =

) Humanoid Sorcerer. Darkness.
Spawn — Nearest empty Plains, River or
' Darkness location.
= Aloof. Retaliate.

' Forced — At the end of the enemy phase, if Medicine
‘Man of the Black Hand is not engaged: Each investigator
at its location or a connecting location must test § (2).
> Each investigator who fails takes 1 horror.

Victory 1.

Tllus. Nagy Norbert

- O After you defeat Warrior of the Black Hand: Reveal
- a random chaos token. If you reveal a ¥, +1 or 0 token,
an mvestigator at your location can add to their hand or
put into play under their control a copy of the set-
.~ aside Congolese Warrior Equipment.

Tllus. Nagy Norbert

Humanoid Sorcerer. Darkness.

/ Spawn — Nearest empty Plains, River or
‘Darkness location.

i Aloof. Retaliate.
~ Forced — At the end of the enemy phase, if Medicine
Man of the Black Hand is not engaged: Each investigator

at its location or a connecting location must test § (2).
Each investigator who fails takes 1 horror.

Victory 1.

Tius. Nagy Norbert

S Warrior of the Black ﬂand
' *
_,

Humanoid. Warrior. Darkness.

, Spawn — Nearest Plains, River or Darkness
Tocation.

" Hunter.

L After you defeat Warrior of the Black Hand: Reveal
- a random chaos token. If you reveal a ¥, +1 or 0 token,
an mvestigator at your location can add to their hand or
put into play under their control a copy of the set-
aside Congolese Warrior Equipment.

Tilus. Nagy Norbert




3 Warrior of the Black Hand

' After you defeat Warrior of the Black Hand: Reveal
_, a random chaos token. If you reveal a ¥%, +1 or 0 token,
an mvestigator at your location can add to their hand or

Illus. Nagy Norbert

Humanoid. Warrior. Darkness.
Spawn — Nearest Plains, River or Darkness

' Forced — At the start of the enemy phase, if Concealed
- Archer is not engaged: Concealed Archer deals 1 damage
0 an investigator at its location if able, otherwise at a
B connecting location. If you are at Roi des Belges when
- dealt this damage, you may discard 1 resource from
. Roi des Belges to cancel the damage.

Tllus. Midjoumey

Humanoid. Warrior. Darkness.
Spawn — Nearest Plains, River or Darkness
location.
Aloof.
 Forced — At the start of the enemy phase, if Concealed
* Archer is not engaged: Concealed Archer deals 1 damage
1o an investigator at its location if able, otherwise at a
connecting location. If you are at Roi des Belges when
dealt this damage, you may discard 1 resource from
. Roi des Belges to cancel the damage.

Tilus. Midjoumney

Humanoid. Warrior. Darkness.
Spawn — Nearest Plains, River or Darkness
flocation.
Aloof.

" Forced — At the start of the enemy phase, if Concealed
Archer is not engaged: Concealed Archer deals 1 damage
1o an investigator at its location if able, otherwise at a

connecting location. If you are at Roi des Belges when
dealt this damage, you may discard 1 resource from
Roi des Belges to cancel the damage.

Tilus. Midjoumey




Creature.
Spawn — Nearest River location.
 Massive.

 Forced — At the end of the enemy phase: Reveal a
_ random chaos token. If you reveal a ®, A, &b, ¥
r £ token, the Hippopotamus stays at its
location. Otherwise, discard Hippopotamus.

i Aloof. Retaliate. Alert.

* While an investigator has 3 or fewer remaining
 health, Hyenas loses Aloof, gains Hunter and

Tlus. Ester Conceicao

: loof. Retaliate. Alert.

* While an investigator has 3 or fewer remaining
 health, Hyenas loses Aloof, gains Hunter and
“Prey — Lowest remaining health.”

Tlus. Ester Conceicao

Retaliate.

_ Forced — At the end of the enemy phase, if the
Crocodile is engaged: It disengages. Shuffle the
= Crocodile back into the encounter deck.

Tllus. Jeremiah Humphries




Creature.
Spawn — Nearest River location.

.7 Retaliate.
orced — At the end of the enemy phase, if the

Crocodile is engaged: It disengages. Shuffle the 2

Crocodile back into the encounter deck.

Illus. Jeremiah Humphries

2 Creature.
Spawn — Nearest Plains location.

" Forced — At the end of the enemy phase, if Antelopes
© 18 engaged with an investigator: It disengages.
> When Antelopes is defeated: Gain 2 resources, or
heal 1 damage from an investigator or Ally asset at
your location.

k-

‘Forced — At the end of the enemy phase, if Antelopes
* 15 engaged with an investigator: It disengages.
> When Antelopes 1s defeated: Gain 2 resources, or
heal 1 damage from an investigator or Ally asset at

S S
Tllus. Georges Washington

Creature.
Spawn — Nearest Plains location.

Forced — During the enemy phase, after Hunter enemies
“have moved, if Lion is not engaged: Move it one location
owards the nearest Creature enemy, if able.
orced — At the end of the enemy phase, if Lion is not
engaged: Discard another Creature enemy at its location
- with the least remaining health, if able.

\ Victory 1.

F

N

Tllus. Ester Conceicao




- Read Scenario Interlude The Darkness 1.

. Attach this card to your investigator, story
I side face-up. For the remainder of the
- campaign, your investigator gains:
| “Forced — When you would remove any
- amount of horror from your copy of Darkness
Calls but there are no horror to remove from
it: You must choose and discard that many
non-weakness cards from your hand or your
|l play area, or that many resources, or any
|l combination thereof.
Forced — After you reveal Submerged by the
i il Darkness: Read Scenario Interlude

il The Darkness2.”

Read Scenario Interlude The Darkness 1.

¢ Attach this card to your investigator, story
Il side face-up. For the remainder of the
~ campaign, your investigator gains:

- “Forced — When you would remove any
amount of horror from your copy of Darkness 11
Calls but there are no horror to remove from
~ it: You must choose and discard that many
non-weakness cards from your hand or your
play area, or that many resources, or any
combination thereof.

Forced — After you reveal Submerged by the
Darkness: Read Scenario Interlude
'{ The Darkness 2.”

WEANESS
Madness.

WENESS
Madness.

Permanent. Permanent.

Maximum of 5 horror on Darkness Calls.

Forced — If there is no horror on Darkness Calls:
Flip this card and resolve the text on the other side.

Maximum of 5 horror on Darkness Calls.

Forced — If there is no horror on Darkness Calls:
Flip this card and resolve the text on the other side.

Tilus. Deskridge Tllus. Deskridge

| Read Scenario Inferlude The Darkness 1.

- Attach this card to your investigator, story
| side face-up. For the remainder of the
. campaign, your investigator gains:

“Forced — When you would remove any
amount of horror from your copy of Darkness
Calls but there are no horror to remove from
it: You must choose and discard that many
' non-weakness cards from your hand or your
|l play area, or that many resources, or any
[l combination thereof.
Forced — After you reveal Submerged by the
| Darkness: Read Scenario Interlude

I '! The Darkness 2.”

‘ 3 ‘Read Scenario Interlude The Darkness 1.

¥ A A a

Attach this card to your investigator, story
| side face-up. For the remainder of the
campaign, your investigator gains:
I “Forced — When you would remove any
amount of horror from your copy of Darkness:
41 Calls but there are no horror to remove from
it: You must choose and discard that many
- non-weakness cards from your hand or your
play area, or that many resources, or any
combination thereof.
Forced — After you reveal Submerged by the
| Darkness: Read Scenario Interlude

"} The Darkness 2.”

WEAKNESS WEAKNESS

Madness.

Madness.

Permanent. Permanent.
Maximum of 5 horror on Darkness Calls.

Forced — If there is no horror on Darkness Calls:
Flip this card and resolve the text on the other side.

Maximum of 5 horror on Darkness Calls.

Forced — If there 1s no horror on Darkness Calls:
Flip this card and resolve the text on the other side.
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WEAKNESS ()
Darkness. Madness.
Revelation — Put Submerged by the Darkness
into play in your threat area.
You cannot draw cards or gain resources.
»»: Test @ (3). If you succeed, discard
Submerged by the Darkness.
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Submerged by the Darkness
WEAKNESS ()
Darkness. Madness.

Revelation — Put Submerged by the Darkness
into play in your threat area.
You cannot draw cards or gain resources.
»: Test @ (3). If you succeed, discard
Submerged by the Darkness.

Submerged by the Darkness
i “WEAKNESS (y
Darkness. Madness.

Revelation — Put Submerged by the Darkness
into play in your threat area.
You cannot draw cards or gain resources.
»»: Test @ (3). If you succeed, discard
Submerged by the Darkness.
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Submerged by the Darkness
U WEAKNESS (y
Darkness. Madness.

Revelation — Put Submerged by the Darkness
into play in your threat area.
You cannot draw cards or gain resources.
»»: Test @ (3). If you succeed, discard
Submerged by the Darkness.




Nightmare Nightmare
Terror. Darkness. S * V4 Terror. Darkness.
- Revelation — Test @ (4). If you fail, remove 1 4 Revelation — Test § (4). If you fail, remove 1
horror from your copy of Darkness Calls and take ==

A & horror from your copy of Darkness Calls and take v
1 direct horror. - i 1 direct horror.

And for a moment it seemed to me as if I also were L And for a moment it seemed to me as if I also were
buried in a vast grave full of unspeakable secrets. ¥ 3 buried in a vast grave full of unspeakable secrets. ’
-Joseph Conrad, “Heart of Darkness” ‘ -Joseph Conrad, “Heart of Darkness”™
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Srage Disease

Strange Disease
4 Darkness. Curse. Hazard. 3 e : N Darkness. Curse. Hazard.
- Revelation — Test § (4). If you fail, remove 1

- Revelation — Test € (4). If you fail, remove 1 -
horror from your copy of Darkness Calls and take = i horror from your copy of Darkness Calls and take "%
1 direct damage. \ E

1 direct damage.
They were dying slowly. Nothing but black shadows of

& They were dying slowly. Nothing but black shadows of 5
| disease and starvation, lying confusedly in the greenish disease and starvation, lying confusedly in the greenish =3
gloom. 3 3 gloom. ;
-Joseph Conrad, “Heart of Darkness” 5 -Joseph Conrad, “Heart of Darkness”
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The Darknespens

4 Madness. Terror. Darkness.
Revelation — Test § (4). If you fail, remove 1

L horror from your copy of Darkness Calls and put
this card into play in your threat area.
You cannot deal damage to Darkness enemies

Tllus. Alena « Aenamiy» Velichko
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Journey to Daress

Ve Hazard Madness. Darkness.

I Revelation — Test § (6-X), where X is the number of
horror on your copy of Darkness Calls. If you fail, take
1 damage and 1 horror.

(...) you must fall back upon your own innate strength,
upon your own capacity for faithfilness. Of course you

* may be too much of a fool to go wrong—too dull evento

know you are being assaulted by the powers of

darkness.
—Joseph Conrad, Heart of Darkness —_——
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Th arkness Dpens

. Madness. Terror. Darkness.
Revelation — Test § (4). If you fail, remove 1
& horror from your copy of Darkness Calls and put
this card into play in your threat area.
L You cannot deal damage to Darkness enemies
. nor activate Parley abilities on Darkness cards.
. » »: Discard The Darkness Deepens.

Tilus. Alena « Aenami » Velichko
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Journey to Darkness

Hazard Madness. Darkness.

" Revelation — Test @ (6-X), where X is the number of
horror on your copy of Darkness Calls. If you fail, take

1 damage and 1 horror.

(... ) you must fall back upon your own innate strength,
upon your own capacity for faithfillness. Of course you

may be too much of a fool to go wrong—too dull evento &

know you are being assaulted by the powers of
darkness.

- = Joseph C o»nfad, H ea}t of arkness
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* Cannot be damaged except by Sorcerer, Spell, Ritual :

. or Relic cards.
3 : Parley. Test § (4) to try to repel this strange
presence. If you succeed, discard Dark Presence.
~ If you fail, remove 1 horror from your copy of

Tllus. Midjoumey
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(Congolese Warrior Equipment

Traditional Spear and Shield ||

Item. Weapon. Melee.
»: Fight. You get +1 € and ignore the Retaliate
keyword on enemies for this attack. If you succeed by
1 or more, this attack deals +1 damage.
»» Place 1 damage on Congolese Warrior Equipment:
Evade. Use your € instead of g and ignore the Alert
keyword on enemies for this evasion attempt.

Tllus. Midjoumney.

Dark Presence

‘Cannot be damaged except by Sorcerer, Spell. Ritual 1’ ¥
L or Relic cards. )

Tilus. Midjourney

(Congolese Warrior Equipment

y Traditional Spear and Shield ||
\ A\

Ly

»»: Fight. You get +1 € and ignore the Retaliate
keyword on enemies for this attack. If you succeed by
1 or more, this attack deals +1 damage.

» Place 1 damage on Congolese Warrior Equipment:
Evade. Use your @ instead of J# and ignore the Alert
keyword on enemies for this evasion attempt.
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Vars sene

bush

\ Obstacle. Hazard.

" Revelation — Attach Bushfire to the nearest Plains
location. Place 2 damage tokens on that location, which
represents the fire.

Attached location gains +1 shroud and the Burning trait.
Forced — At the end of the round: Discard each non-

" Elite enemy at the attached location. Each investigator at

© attached location takes 1 damage. Remove 1 damage
from attached location. If no damage was removed by
g effect, discard Bushfire.

Illus. Malte Madsen

Congolese Warrior

J Humanoid. Warrior.
4 Spawn — Nearest Plains, River or Heights
“location.

& copy of the set-aside Congolese Warrior
N\, Equipment.

Tllus. Midjourney

Bushfire

g Obstacle. Hazard.
Revelation — Attach Bushfire to the nearest Plains
location. Place 2 damage tokens on that location, which
& represents the fire.
Attached location gains +1 shroud and the Burning trait.
Forced — At the end of the round: Discard each non-

- Elite enemy at the attached location. Each imvestigator at

® attached location takes 1 damage. Remove 1 damage
from attached location. If no damage was removed by
s effect, discard Bushfire.
a\‘ .

Tllus. Malte Madsen

Congolese Warrior
A e f

‘ Spawn — Nearest Plains, River or Heights
“location.

7 token, an investigator at your location can add to

their hand or put into play under their control a

£ copy of the set-aside Congolese Warrior

Equipment.
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Suffocatit

3 Obstacle. Hazard. ¥
. Revelation — Test ¢ (2). If you fail, lose 1 action
for each point you fail by during your next tum.
1 had a white companion, too, not a bad chap, but
rather too fleshy and with the exasperating habit of
. fainting on the hot hillsides, miles away fiom the least
bit of shade and water.

-Joseph Conrad, “Heart of Darkness”

-

Illus. Malte Madsen
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Sudden Dopour

g Hazard.
" Revelation — Remove 1 damage from each Burning

location (if able). Attach Sudden Downpour to the

current agenda.

Each investigator gets -1 J¢ and cannot discover more

than 1 clue at each location.

Q' Forced — At the end of the round: Discard Sudden £
. Downpour. x

. Tropical rains are common at this time of year, they come down.

S suddenly and stop as quickly as they start. /

9/12 @ 150
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ocating Heat

Obstacle. Hazard.

Revelation — Test € (2). If you fail, lose 1 action

for each point you fail by during your next tum.

I had a white companion, too, not a bad chap, but
rather too fleshy and with the exasperating habit of
. fainting on the hot hillsides, miles away from the least
bit of shade and water.
-Joseph Conrad, “Heart of Darkness™

Tllus. Malte Madsen
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Sudden Downpour
Hazard.
Revelation — Remove 1 damage from each Burning
location (if able). Attach Sudden Downpour to the
current agenda

Each investigator gets -1 ¢ and cannot discover more
than 1 clue at each location.

* Forced — At the end of the round: Discard Sudden
= Downpour.
Tropical rains are common at this time of year, they come down &

suddenly and stop as quickly as they start. M
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ile you are engaged with Cloud of Mosquitoes, you get  © & / \ O " 3
~ -1 @ -1 ®and-1 health. A / | QAR O é " -1 4§, -1®and -1 health.
You cannot attack Cloud of Mosquitoes using basic Fight & y ) {14 B\ Lt » You cannot attack Cloud of Mosquitoes using basic Fight
ctions, or by activating Fight abilities on Weapon assets. \i= # | L { actions, or by activating Fight abilities on Weapon assets.
Forced — At the end of the enemy phase, if Cloud of = f 1 \ - AN > Forced — At the end of the enemy phase, if Cloud of
Mosquitoes is ready and not engaged: Discard it. / \ : - Mosquitoes is ready and not engaged: Discard it.
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