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    Arkham Horror


    It is the height of the Roaring Twenties – a fresh enthusiasm for the arts, science, and exploration of the past have opened doors to a wider world, and beyond…


    And yet, a dark shadow grows over the town of Arkham. Alien entities known as Ancient Ones lurk in the emptiness beyond space and time, writhing at the thresholds between worlds.


    Occult rituals must be stopped and alien creatures destroyed before the Ancient Ones make our world their ruined dominion. 


    Only a handful of brave souls with inquisitive minds and the will to act stand against the horrors threatening to tear this world apart. 


    Will they prevail?
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    Greetings Investigator.


    Welcome to Innsmouth.


    By entering the pages of this Investigators Gamebook, you have taken on the role of one of the brave Investigators driven to get to the bottom of a mystery lurking in the half-drowned fishing port of Innsmouth.


    If this is your first Investigators Gamebook, read on. If you’ve previously played one or more Investigators Gamebooks, turn to page 282 and read the section entitled “Continuing the Adventure” before you begin this gamebook. 


    A gamebook is both a book and a game. The choices you make – as well as your success in tests of willpower, intellect, and combat – will determine the route you travel through the book, deciding victory or defeat in your attempts to unravel the unfolding mystery within. If you’ve played other adventure gamebooks outside of the Investigators Gamebooks, you’ll be familiar with the concept, but this is Innsmouth, and a few things are a little… different. So, you’ll want to read over the next couple of pages before your investigation begins. 


    Unlike most other kinds of games, you don’t need to learn the rules before you start to play, but you should embrace what it means to be an Investigator to the fullest. Take note of names, locations, and anything else that might prove advantageous to you on your adventure. Some clues are obvious while others are obscure. If you’re new to this type of adventure, or simply eager to begin, you have the choice to bypass some of the following instructions and leap right in. The book presents the choices you will be required to make and the tests that you will face as you go along. However, if you’re curious to understand the further complexities, there are just a few things you will need before you start and additional pointers it will prove useful to know.


    What You Will Need


    You will need some ordinary six-sided dice – a couple is plenty. Grab them now… good work. You will also need something to keep track of your Investigator’s progress. You can use the character sheet on page 284, or a notepad, or piece of paper. You can also download character sheets from our website, https://aconytebooks.com/aconyte-extra. You’ll need something to write with, and as your Investigator can both acquire and lose clues, resources, health, sanity, [items] and {abilities} over the course of their investigation, a pencil is ideal. Most importantly, you’ll need to choose the Investigator whose role you will be playing once you begin the adventure.


    Choosing an Investigator


    You can find Investigator profiles for three Investigators on pages 14-16: the sailor Silas Marsh, the folklorist Kōhaku Narukami, or the trawler Marion Tavares. Each Investigator’s profile shows all their skills, {abilities}, {weaknesses} and [items], as well as their starting health and sanity. Before you begin, you should copy these over to your character sheet – or simply download the pre-filled version of the character sheet for your chosen Investigator from our website.


    There are more Investigators you’ll find as downloadable characters on our website, but if this is your first time playing through an Investigators Gamebook, we recommend using one of the three Investigators that come with this book first. Each of the Investigators featured in this gamebook has a unique introduction, which will also tell you where to begin your adventure. However, if you choose to play as a character from a different Investigators Gamebook, or a character downloaded from the Aconyte Books website, you will need to start your adventure at Entry 1. As a reminder, if you’ve already successfully completed an Investigators Gamebook, make sure to review the section on page 282 that tells you how to continue the adventure with your chosen Investigator.


    Character Sheets


    Now that you have your character sheet, you are ready to begin, but first it’s useful to know a little more about the information your character sheet presents. Your character sheet represents you in the role of your chosen Investigator. You are them now, and their fate is your fate. The character sheet tracks your progress through a number of game stats, and also provides space to record anything you pick up along the way, such as clues and resources.


    Skills: Willpower, Intellect, and Combat


    Each investigator has three skills: willpower, intellect and combat. Throughout the adventure, you’ll face challenges which test these skills in many different ways. When facing one of these tests, the entry in question will explain how to resolve it. Skills are represented by a number, and this number may occasionally change during the investigation. 


    Health and Sanity


    These two game stats describe your Investigator’s current physical and mental well-being. Like skills, they are represented by a number and tend to go down as the adventure goes on – in fact, they can even go negative, although they can also go up. A lower health or sanity score will negatively impact your chances when faced with various challenges. Once these stats dip below zero, however, things will be continuously affected, and we urge you to reference your character sheet to account for those impacts. Try not to lose your mind, if you please.


    Abilities and Weaknesses


    Abilities and Weaknesses represent special aptitudes or limitations peculiar to your chosen Investigator. Most Investigators start with a small number of each, and you may acquire other types of Abilities and Weaknesses as your investigation progresses. These Abilities and Weaknesses are represented by keywords, which don’t do anything in and of themselves, but which may trigger bonuses or penalties, or other effects, depending on the challenges you encounter during the adventure. You don’t need to memorize your Investigator’s Abilities and Weaknesses. Instead, when an entry mentions an Ability or Weakness, you should check on your character sheet to see whether or not the effects described apply to you.


    Sometimes, however, you may gain an Ability or Weakness as your investigation progresses. The mysteries surrounding Innsmouth are not for the faint of heart and can rattle any hardened Investigator, gifting you with proclivities such as {haunted} or {paranoid} that don’t simply fade away. Yet, great powers and abilities can also be obtained… if one has the fortitude and cleverness to earn them. These too, for good or for ill, do not simply disappear.


    Most Investigators also start with a Major Ability and a Major Weakness. You can only ever have one of each of these, and you can’t lose or gain them during the course of an adventure. These Major Abilities and Major Weaknesses represent key aspects of your Investigator’s personality, and each gives you a special rule, which makes playing the adventure unique to you and your character. They are detailed on your Investigator profile.


    Doom


    The deepening mysteries and their consequences impact not just you, but the world around you. As Innsmouth steadily succumbs to the eldritch mysteries that threaten to claim the town, the state of the environment shifts accordingly. doom will appear as you further unravel the mystery contained within, representing a worsening state for humanity, but a more favorable one for the creatures and Ancient Ones influencing the town. Obtaining doom is most inadvisable. Try not to hand the universe over to the eldritch beings, won’t you?


    Items


    Items are exactly what you would expect: various objects your Investigator might carry with them or pick up along the way. For example, right now you have your [pencil] and your [six-sided dice]. These items are keywords without any special properties, but which may prove useful in certain situations over the course of the adventure.


    Most Investigators possess one starting item, representing an especially useful or cherished personal possession that can be found on their Investigator profile, which also provides you with a special rule that may prove useful at points in the adventure. These items are specific to that particular Investigator and cannot be lost, transferred, or gained. 


    As mentioned, other objects can be found and collected during your investigation as you journey through Innsmouth and speak with its eccentric inhabitants, but you might stumble across other objects on your journey that, unless they are notated in square brackets like your [pencil], alas, cannot be picked up. Record items that you can pick up on your Character Sheet but select with caution. Some items may be used to fight horrific creatures, while others might crumble the sanity you hold dear. Power corrupts, or so we’re told…


    Clues and Resources


    As an Investigator, you are hopefully going to uncover lots of clues along the way, as well as pick up resources that can help you out when things get tough. Investigators begin with 0 clues and 0 resources but can acquire them over the course of the adventure. When you acquire a clue or a resource, add a tally mark to the relevant box on your Character Sheet. There will be times when you have the opportunity to spend a clue or resource to make some of the tests or puzzles you face a little easier. If you choose to do so, strike out the appropriate number of tally marks on your Character Sheet, or reference your Investigator profile for Investigator-specific abilities regarding spending clues and resources.


    Secrets


    Lastly, as you progress you may discover Secrets. You will find a full list of these at the end of the gamebook. When you find a Secret, mark it off this list. You may mark off Secrets you discover across multiple playthroughs. If you’re reading this in ebook format, you will have to keep track of the Secrets you uncover elsewhere.


    Super-secrets are also listed at the end of this gamebook. These are awarded for finishing the investigation with certain items in your position, or for having marked off various Secrets.


    Ready To Begin?


    We certainly hope so. This is not going to be easy but finding the courage to begin is the hardest part. From here on, your chances are going to be decided by the choices you make and the path you choose to follow – not to mention skill and a little luck. 


    This gamebook consists of individual numbered entries. Based on your choices – or your success in various tests, challenges, and puzzles – you’ll be instructed to move to a specific numbered entry at the end of each step. If you’re ready to begin, turn the page, read the prologue for your chosen Investigator, and good luck. Shadow-bound Innsmouth, and the world as we know it, is in your hands.


  




  

    Silas Marsh’s Investigator Profile
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    Kōhaku Narukami’s Investigator Profile
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    Marion Tavares’s Investigator Profile
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    Silas


    It was the first line of the advertisement that grabbed your atten­tion as you were flicking through the newspaper: Adventurous Individual Required. A renowned academic needed help look­ing for a long-lost pirate ship. But when you saw that the ship sank off the Innsmouth coast, you decided the job wasn’t for you.


    You have avoided the rotting fishing town for a long time, and with good reason. There is something wrong about the place… something connected to those who share the Marsh family name.


    But then the dreams returned – of alien cities hidden in the soundless depths of the ocean inhabited by inhuman horrors – and you knew then that you would never be able to rest until you faced your demons. And to do that, you must return to the town of your birth: Innsmouth.


    Now turn to 22.


  




  

 

    


  Kōhaku


  It was your fascination with folklore that brought you from Boston – where your family settled after immigrating from Japan – to Arkham. But since becoming a member of the town’s Historical Society, your eyes have been opened to the peculiar myths and legends of this new world. 


  So, when one of your fellow historians drew your attention to the advertisement in the local paper, asking for assistance in rediscovering a forgotten shipwreck in the coastal town of Innsmouth, you responded with resounding interest.


  After exchanging telegrams with the academic who placed the ad, Dr Stella Addison, you soon find yourself boarding Joe Sargent’s Bus Service one morning that will transport you to the mist- and myth-haunted seaside town.


  Now turn to 107.




  

    

      
					
				


    


    Marion


    As a seasoned trawler captain, hardened by years of hauling nets through the rough waters off the New England coast, you know you have what it takes to help Dr Stella Addison search for a lost wreck after you read the ad she placed in the Arkham Advertiser.


    Those who know you well appreciate your sharp instincts and unyielding determination. But most do not have the slightest inkling that it is those exact qualities that earned you a missing arm while saving the life of your best friend, Annalise.


    You have heard many mariners’ tales about Innsmouth and that particular stretch of the Atlantic coast; tales of bountiful fishing grounds and rich hauls, and darker stories concerning a cult known as the Esoteric Order of Dagon and the strange creatures that are said to dwell in the waters around Devil Reef.


    Anyone looking for a sunken pirate vessel in those waters is going to need the help of someone who knows firsthand the horrors they could end up facing.


    Now turn to 22.


  




  

    1


    The fishing port of Innsmouth lies on the east coast of Massachusetts, at the mouth of the Manuxet River, like the rotting corpse of some marine leviathan washed up on shore to be picked over by crabs and carrion birds. Doomed to decline and decay until nothing of it remains apart from the skeletal vestiges of its buildings – beams bleached bone-white by the elements – it feels isolated from the rest of the world, especially by the surrounding salt marshes and its own strange, inward-looking traditions.


    And yet it is to this place you have come, responding to an advertisement placed in the Arkham Advertiser by one Dr Stella Addison. The academic adventurer has undertaken a quest to find the wreck of a pirate ship that sank somewhere off the coast seventy years ago. This much you learned after contacting Dr Addison by telegram, which is how you also arranged to meet her at the Gilman House Hotel.


    If you have the {sailor} Ability, turn to 22.


    If not, turn to 107.
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    2


    Many lose their way exploring the muddy alleyways of this decrepit backwater, but none as quickly as you.


    If you are reading this because you finished the first section and simply kept on going, we must warn you that you are going to get confused very quickly, which is sure to take its toll on your sanity. This book only makes sense if you hop from entry to entry, according to the choices you make and the directions you’re given. We suggest you go back and make a choice based on whether you have the {sailor} Ability or not.


    Then again, maybe you’re here because you think this section is the solution to one of the puzzles in the book. It isn’t. Whoever said that bringing Innsmouth’s secrets to the surface was going to be straightforward? However, we’ll let you award yourself a Secret on this occasion. Take the Secret: Deep Regrets.


    Then again, perhaps you’re here because you are actively trawling the book for Secrets. Not a bad tactic, and this time you’ve netted a prize. Take the Secret: Secrets of the Sea.


    Now go back to whatever it was you were doing before, which may well mean returning to 1.


  




  

    3


    “I know that Dr Addison had been studying the times of the tides around Innsmouth,” you tell Ropes.


    “And why would she be doing that then, do you think?”


    Deciding you are not going to get anywhere with the policeman if you’re dishonest you say, “She was searching for a pirate shipwreck, but I very much doubt that would be revealed at low tide.”


    “I wouldn’t know about that,” says the deputy constable, “but do you know what is revealed at low tide?”


    “What?” you ask.


    “The tidal tunnels, of course.” The police officer smiles smugly. “They run all the way from the shore right under the town. But it’s easy to get lost in that twisting labyrinth, and you don’t want to find yourself stuck there at high tide.” Take +1 clue.


    Turn to 213.
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    4


    The pillars are made from the same dark stone that forms Devil Reef. And the subjects of some of the busts of jowly old men look a little… fishy.


    Take the Secret: Hidden Six.



    Now turn back to 193 and keep reading.


  




  

    5


    As exotic as Pentapods of the Abyss sounds, it is actually a book about starfish. However, as you open the tome, it automatically settles on a page that includes information about a mythical monster called Asterias, or the Star of the Dark.


    This fantastical creature was supposedly able to regenerate itself from even the smallest existing part. Being possessed of such a godlike ability meant that Asturias was worshipped by certain primitive peoples, who believed that the monstrous starfish could pass on this gift of regeneration to its disciples. Not only that, but someone in possession of a sacred amulet of Asturias could regenerate a missing body part if they, say, lost a limb or a finger. But even more incredible than that, the severed body part could grow another entire person.


    Of course, such legends are pure nonsense. 


    Take +1 clue and the Secret: Hidden Five.


    Now turn back to 62 and keep reading.


  




  

    6


    You put up a brave defense, but the creature is too powerful. As you begin to show signs of weakening, the rest of the monsters rush forward to join in making the kill.


    You soon succumb to their relentless onslaught, but you are still alive when the horrors begin to feed. Take the Secret: Fish Food.


    The End.


            [image: Father Dagon rises]
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    7


    Just as you are starting to fear you are going mad, and your feelings of paranoia are all conjurations of your mind, you turn off Fish Street and walk into an ill-kept rat run called Sawbone Alley. Suddenly, two dockhands step from the shadows, knives in hand.


    You do not know if they have been sent by someone to silence you or are just opportunists who intend to rob you, but you suspect it is the former. It gives you little comfort to know that you’re not going mad when the evidence to the contrary involves being done over by this pair of thugs.


    You may spend 1 resource at the start of each round to add 2 to your total for that round.


    Round one: roll two dice and add your combat. If you have the Weakness {paranoid}, deduct 2. If you have the {fighter} or {rogue} Ability, add 1. If the total is 13 or more, you win the first round.


    Round two: roll two dice and add your combat. If you have the {fighter} or {rogue} Ability, add 1. If you won the first round, add 1. If your total is 14 or more, you win the second round.


    Round three: roll two dice and add your combat. If you have the {fighter} or {rogue} Ability, add 1. If you have the {tough} Ability, you may also add 1. And if you won the second round, add 2. If your total is 15 or more, you win the third round.


    If you won at least two rounds, turn to 190.


    If you lost at least two rounds, turn to 288.


  




  

    8


    When you find your arms are not strong enough to haul you up the drainpipe, you try bracing yourself between the wall and the cannery. But the longer you struggle the more tired you become, until eventually you are forced to give up.


    But you are not out of options yet.


    If you want to try entering the cannery via the slipway, turn to 18.


    If you want to go back to the main entrance and try to bluff your way in, turn to 271.


    If you no longer want to try to gain access to the cannery, turn to 28.
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    9


    Your life experiences up until this point have meant you have acquired certain, ahem, skills, one of which proves useful to you now. Taking a split pin from your pocket and a narrow blade, you set to work picking the lock. It is not particularly complicated, and in a matter of moments you hear a click.


    Turning the handle the door opens, and you enter Room #428.


    Turn to 235.
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    10


    You do not need to be told twice and follow Dr Addison as she sprints back the way you came. She clearly knows these tunnels like the back of her hand, as she suddenly veers off along another passageway you didn’t notice when you had passed it earlier.


    “Don’t stop!” she gasps, panting for breath. “And don’t look back!”


    You run on, uncaring of the sandy puddles you splash through, soaking your legs and feet.


    Roll one die and deduct 1 if you have the {agile} Ability.


    If the total is equal to or less than your health, turn to 40.


    If the total is greater than your health, turn to 30.


  




  

    11


    You manage to get clear of the discarded catch of the day and waste no time in hurrying to the far end of the unloading bay, where you find an unlocked door. Take -1 sanity.


    Lying propped against the wall is a [cudgel] that you imagine is used to stun the fish that are brought here. If you want to take it with you, record it on your Character Sheet and gain +1 resource.


    Getting back to the matter at hand, opening the door, you pass through it and enter the cannery proper.


    Turn to 139.


  




  

    12


    Dr Addison leads the way back through the tidal tunnels, brushing off any questions you have about her recent experiences and clearly not in a mood to talk about what has happened to her.


    Do you have any of the following Weaknesses? {cursed}, {tainted lineage}, {troubled dreams}?


    If so, turn to 33.


    If not, turn to 54.
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    13


    Your travails in Innsmouth have taken their toll on you, both body and mind, and you never wake from the blow your enemies have dealt you. If only you had known what lay in store when you answered that fateful ad in the Arkham Advertiser…


    The End.


  




  

    14


    According to advocates of Numerology, there is hidden power in numbers. If you add together the digits of Room #428 you get 14. Nergal, the Mesopotamian god of death, destruction, and war, was often depicted as being attended by 14 servants.


    Another Mesopotamian god was Dagon, the god of fertility, who was always depicted as being half-man and half-fish.


    Still, at least you’re not in Room #427.


    Take the Secret: Hidden Two.


    Now return to wherever you came here from.


     


    

      [image: Henderson's Oddities]

    


  




  

    15


    You try to follow the same path that led you to this point, but it’s no good; one outcropping of rock or patch of radiant fungus looks much like any other outcropping of rock or patch of radiant fungus.


    After another half hour wandering the tunnels, you are still no closer to finding your way out. However, you press on regardless, not seeing how you can do anything other.


    You eventually find yourself standing at the edge of a great, subterranean lake. Not a ripple disturbs its mirror-smooth surface, in which you can see reflected the glowing fungal growths that proliferate across the domed roof of the cavern.


    But as you stare out over the lake, wondering if you will ever find your way out of this place, something whips out of the water, wraps itself around your ankle, and gives a sharp tug.


    Losing your balance, you sit down hard on the ground. Something resembling a hand has a hold of your ankle, only it is a mottled green and slimy, like the skin of a frog.


    In a pronounced state of shock, you watch, eyes wide with horror, as the hand releases its hold and grabs the ledge where it is swiftly joined by another. The pair then haul something from the water that is neither fish nor man, but a foul hybridization of both.


    Your fight or flight response kicks in, only flight is not possible right now. You are going to have to defend yourself from the horrid inhuman entity that has just emerged from the pool, but how?


    If you want to prepare for battle, turn to 262.


    If you think you are in possession of something that might prove effective against this horror from the blue lagoon, turn to 31.


  




  

    16


    The thugs lay into you with fists like hams, as well as the improvised club. Outnumbered, there is little you can do to defend yourself and ultimately succumb to their blows. They leave you in a groaning heap on the damp ground, giving you one final kick and a word of advice – “We don’t take kindly to strangers in this town,” – before going on their way. Take -2 health.


    When you are sure they have gone, you slowly pick yourself up – wincing with every breath you take, as bruise after bruise reveals its presence – and hobble away down the street, unable to shake the feeling that you are still being watched by myriad watery eyes from behind the shuttered and boarded windows.


    Turn to 36.
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    17


    Despite wracking your brains and going over all the evidence you have available to you again and again, you cannot work out where the pirate queen’s treasure is hidden.


    Therefore, there is only one remaining option open to you. You tell Dr Addison you are going to have to leave Innsmouth as quickly as you can, before whoever captured the academic previously comes looking for the two you.


    Turn to 135.


  




  

    18


    Using the wooden framework of planks and pilings that support the slipway, it is a straightforward matter to scramble up onto the ramp and follow its incline up to the shadowed opening at the top.


    As you leave the chill, gray afternoon light and enter the colder gloom of the cannery’s unloading bay, you believe you hear something muscular flop over in the harbor at the foot of the slipway. 


    You cast an anxious glance backward and while you think you can see ripples in the oily black waters, you do not catch sight of any living thing in the harbor. But you should have been looking where you were going instead.


    As you step in something slimy and ever-so-slightly pliable, your initial reaction is one of revulsion. Looking down, you see that you have trodden on what appears to be waste from the day’s catch that hasn’t made it into tins. But your revulsion turns to shock and horror as what you thought was nothing more than a sloppy pile of dead fish and severed octopus arms moves of its own volition. Several of the rubbery appendages whip around your legs, seizing you in a crushing hold that immediately tightens.


    You are not exactly sure what you are fighting against – you get the impression of fishy spines, gulping gills, and bulbous unblinking eyes, as well as cephalopod-like limbs – but fight you must.


    You may spend 1 resource at the start of each round to add 2 to your total for that round.


    Round one: roll two dice and add your combat. If you have the Weakness {cursed}, deduct 2. If you have the {fighter} or {sailor} Ability, add 1. If the total is 10 or more, you win the first round.


    Round two: roll two dice and add your combat. If you have the Weakness {cursed}, deduct 2. If you have the {fighter} or {sailor} Ability, add 1. If you won the first round, add 2. If your total is 11 or more, you win the second round.


    If you won the second round, turn to 11.


    If you lost the second round, turn to 98.
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    19


    The exact disease that wiped out half the town’s populace has never been identified, but it is rumored it was brought to Innsmouth by a merchant trader.


    What exactly occurred during the plague year remains a mystery to outsiders, although it is known that rioting and looting were widespread. When visitors from neighboring villages arrived, as well as finding half the townsfolk dead, they also found the Marsh family firmly in control.


    Take +1 clue and the Secret: Hidden Seven.


    Now turn back to 107.
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    20


    You wander the tunnels for an hour, following whichever path feels right to you every time you encounter a branching of the ways. Usually, this means sticking to what feels like the main arterial tunnel.


    You slowly become aware that the salty tang to the air has been replaced by a syrupy sweetness, until the fissured path you are following opens out into a large gallery-like space. You are somewhat taken aback to find the cave filled with all manner of large wooden barrels and chimney-like, extruded copper containers.


    It takes a moment for you to realize that what you are looking at is a moonshine still, although it is not in operation at present. Taking a few minutes to discover what else is here, you find a crate of stoneware bottles that contain a previously distilled batch of liquor, as well as various tools and a coil of [rope].


    If you want to sample the moonshine, turn to 92.


    If you want to take a closer look at the tools, turn to 102.


    If you would rather pass on through the gallery, turn to 122.
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    21


    Extending the [brass telescope] to its fullest extent, you point it in the direction of the reef and peer through it. It takes you a moment to focus but soon you are looking at the slab of black rock directly.
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