
 

1 | P a g e  
 

 



 

2 | P a g e  
 

DARK DREAMS OF DAGON 
AN ARKHAM INVESTIGATIONS CASE BY OLD MAN WHATELEY    REVISION 3 

 
Introduction  

 
This is an updated and edited version of Dark Dreams of Dagon. With the aid of 

feedback from the Arkham Investigations website, I have gone back to give it, as 

one reader mentioned, a slight polish. I also took the opportunity to fix a few other 
portions of the casebook that had garnered mention in the comments of the 

Arkham Investigations website. I am very glad to have had the comments and 

feedback, since it made detecting the errors that much easier. 

Of course, the grammar mistakes were cleaned up - something that would have 
been easily caught if I would have done more thorough proof-reading. Another 
point that was made concerned the notion that the casebook was geared towards 

one Investigator. As one person commented, Also, the story always addresses 

exactly one recipient; it should probably played with just one investigator alone. 
The texts often feel wrong and out of place, because as part of a player group, you 

don’t feel as the addressee. Also, it is not clear that you have to make sure to take 

the last step together as a team, or some player will be left behind during the end 

game. 

Another point mentioned concerned that there were too few monsters included in 
the casebook, and that the investigation very felt dangerous. I solved this by a 

revision of the Timeline and the manipulation of the story overall. 

Cheers,  

Old Man Whateley 

THE STORY SO FAR 

It has been quite a long time since you last seen or spoke to your uncle, Samuel 

Osgood, who has been considered somewhat of a black sheep on your father’s side 
of the family for decades. So, it came as quite a shock when you recently received 

a letter from Uncle Osgood in his home in Newburyport, MA. Despite your 

familiarity with your uncle’s eccentricity, the letter did little to reverse this belief. 

However, daily obligations prevented you from following up on your uncle’s strange 
letter or attempts to contact him. That is until this morning. 

This morning, while reading the Arkham Advertiser over breakfast, you by chance 
find an article towards the back. It detailed a rescue of a man off the coast of 

Glouchester, MA who was snatched from the chilly waters by a passing boat. What 
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you are unprepared for is the identity of the hapless victim - your uncle. 

Immediately, you telephone the Arkham Asylum and discover that, indeed, Mr. 
Osgood has been transferred there. Being the nearest relative, and probably the 

only one willing enough to help out the estranged man, you inform the doctor that 

you would most happy to visit Samuel and help uncover what lead up to this 

unfortunate accident. 

See Handout #1 and #2 

MONSTERS 

Place the following monster tokens in the cup: Cultist, Maniac, Spy (x2), Witch, 

Warlock. 

 

LOCATION INDEX 
Arkham Asylum  
[A] 

Glouchester  

[D] 

Library  

[F] 

Miskatonic U. Streets  

[G] 

Newburyport  

[C] 

Southside Streets  

[E] 

Train Station  

[B] 
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VIGNETTE INDEX 
 

[A1] Event 1: Read paragraph 51.  

Otherwise: read paragraph 39 

[A2] Read paragraph 11 

[A3] Read paragraph 40. 

[B1] Read paragraph 54 

[C1] If you wish to journey to Newburyport, pay two dollars for the ticket. 

Event 1: Read paragraph 41  

All others:If you have fled from the police but were not Arrested: read paragraph 

3.Otherwise read paragraph 14. 

You may also return to Arkham 

[D1] If you wish to journey to Glouchester, pay two dollars for the ticket. If it is 

before Day 12, read paragraph 50. Otherwise, move to [D3]. 

If you are not ready, return to Arkham. 

[D2] Read paragraph 33. 

[D3] If you are ready to chase after Osgood, visit the Train Station, pay $3 and 

move to [D2]. Then read paragraph 21. 

Otherwise, return to Arkham. 

[E1] Event 1: Read paragraph 60  

Event 2: Read paragraph 47.  

Otherwise: Read paragraph 57. 

[E2] Read paragraph 55 

[F1] Event 1: Read paragraph 35  

Otherwise: Read paragraph 53 

 

[G1] Event 1: Read paragraph 63 
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[H1] Event 1: Read paragraph 22 

CASE PARAGRAPHS 
1 You must do battle with Father Dagon. At the start of the combat, each 

Investigator must make a Will (-4) check or lose 3 Sanity. For each round of 

combat, 1 or more Investigators can choose to recite the spell, Appease Dagon as 
an Assisted task. 

All Investigators must pass a Fight (-1) check each round or be swept up by 

Dagon’s massive and scaly hand and Devoured 

If the spell, Appease Dagon, is successful cast, read paragraph 64. If all 

Investigators are Devoured, read paragraph 20. 

2 After a search of the study, you find the book and strange tiara your uncle spoke 

about. Take the Tiara card and Handout #3 and #4. This Vignette is Complete. 

Gain 2 Clue tokens and return to Arkham. Unlock [F]. 

3 If you had fled from the police, and have not been Arrested, read paragraph 15. 

Otherwise, read paragraph 14 

4 Left with no other choice, you are forced to break a side window to gain access to 

the house. Make a Luck (-2) check. If successful, read paragraph 23. Otherwise 

read paragraph 5. 

5 The sound of breaking glass alerts a noisy neighbour who promptly dials the 

police. Before you know it, a police car pulls up in front of the house, its siren 

blaring. If you wish, you can make a run for it. Make a Speed (0) check. If 

successful, read paragraph 45. Otherwise read paragraph 6. 

If you decide to try to talk your way out of this embarrassing situation, make a 

Luck (-1) check. If you succeed, read paragraph 9. Otherwise read paragraph 6. 

6 You are handcuffed and thrown roughly into the back of a patrol car and driven 

down to the Newburyport police station. Despite your pleas of innocence, you are 

placed into a small cell and left in silence. 

Make a Luck (-1) check each turn. Place 1 Clue token on this vignette for each 

success. Once you have 4 tokens on this vignette, you convince the police of your 

innocence and can move back to [C1]. Otherwise remain here until next turn. 
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7 Quietly searching the ground floor windows, you by chance find one slightly open. 

Make a Sneak (-1) check as you climb through the window. if you fail, read 

paragraph 27. Otherwise read paragraph 43. 

8 The crew definitely does not like all your questions. Brandishing clubs, knives and 

even their fists, they swarm upon you. 

Fight as many Fishermen as there are Investigators. Use the stats of a Cultist for 

each in regards to combat. 

If you are defeated, read paragraph 16. If you win the battle, read paragraph 17. 

9 A quick explanation of your relationship with Osgood and of his recent illness 

seems to persuade the police officer of your innocent intentions. After looking at 

your identification, he apologizes and lets you go on your way. Read paragraph 23. 

10 Captain Joshua S. Briggs is a lanky, rough-looking man, his features hardened 

and leathery from innumerable hours spent at sea in all sort of weather. His hands 

are gnarled but very strong, attached to arms of corded muscle. His hair is a thick 
shock of peppery grey, turning white at the sideburns. Despite his ‘severe’ 

appearance, Captain Briggs is a kindly man commanding discipline on his boat by 

mutual respect rather than fear. 

He is very open and matter-of-fact when asked to recount how he and his crew 

rescued Dr. Osgood: 

“The Divine was about a half hour out of harbor, when I myself noticed what I 
thought was a large seal or big fish or god knows what, in trouble. As we got closer, 

I realized that ‘twas a man, all alone, way out here, kickin’ and a-wavin’ his arms 

around. Looked like he was tryin’ to duck under but kept bobbing up. The boys used 
boathooks and we managed to hook ‘im with a bit of trouble. Was like he didn’t 

want to be saved. He was a big feller, so it took a bit of doin’, but we managed to 

get him on board after a bit of a fuss. The man seemed delirious - kept yapping 

that he had to get to “Yannalay”, whoever or wherever the devil that is. I had the 
man brought below deck and warmed with blankets and broth. I radioed back to 

the Harbormaster, and, since me and the boys weren’t that far out, brought the sad 

feller back to land, to the authorities. Then we headed back out.” 

The captain can offer no other information. Gain 2 Clue tokens and return to 

Arkham. 

11 At Osgood’s bedside - with Dr. Holt just outside the door - you find your uncle in 

an obvious delusional state. Normally a fat, jovial fellow, Osgood has become 

alarmingly emaciated since you last saw him. His face is thin and sunken, drawn 

with deep lines of worry and restlessness. Seemingly unaware of his visitor, Osgood 
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shifts uneasily in his bed, as if in the throes of a nightmare. With his face half-

pressed into a sterile white hospital pillow, he utters: 

“The reef…sunken city… town…no, out of …the water…Never. 

Tiara…ceremony…dead…waves”. 

Osgood continues to babble the same phrases for a minute or two before gradually 

waking to behold his visitor. At first Osgood recoils in fear; then, recognizing your 

familiar face, noticeably relaxes. Though very weak, Osgood appears pleased to see 

you, and greets you by name. In a wheezy voice, he asks why you are in his 

bedroom, and why you’ve brought a doctor to his house. 

Your uncle’s strange condition fills you with an uneasy sense of dread that you 

cannot explain. However, you feel it necessary to try to help out the unfortunate 

man as best you can. Make a Will (-2) check. For each success, take a Clue token 

from this location. If you fail, add a Clue token to this location. 

If there are no more Clue tokens here, read paragraph 30. Otherwise, Osgood is 

still too incoherent to be able to help you make sense of it all. Stay here until next 

turn or return to Arkham if you wish. 

12 You come to lying on the street, a nasty bump on your head and several 

wounds from the maniac’s knife. You are not sure why the man let you live, but you 

thank your good fortune and stumble down the street, just in case he returns. Draw 

a random Injury card and return to [E1]. 

13 As you stand there blinking at the strange sounds and haunting environment of 

the asylum, you notice a pair of orderlies walking a patient past the front desk. For 

a moment, the man, his hair disheveled and a mad gleam in his eyes pauses and 

looks hard at you. Then, with a burst of maddened strength, he twists from the grip 
of the orderlies and launches himself at you, all the while screaming, “You won’t 

take me, by God! I won’t go back there, I tell you. Not to that place!” 

Fight a Maniac for three rounds. If the Investigators do not defeat the maniac at 

the end of the third round, read paragraph 32. Otherwise, read paragraph 38. 

14 You arrive back at Osgood’s home determined to search his premises. However, 

as you approach the front door, you spot a couple of darkened figures in the bushes 
to the side of the porch. Someone else is here also! Fight 2 Innsmouth Hybrids. If 

you defeat them, read paragraph 23. 

15 Returning to your uncle’s home, you step from the sidewalk, glancing about 

nervously. About a block away from the Osgood’s home, you notice a police car 

slowly following you from down the street. Before you can react, the car’s siren 

begins to bellow and you are forced to make a run for it. Make a Speed (-1) check 

to avoid capture. 
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If you succeed, you shrug off the police pursuit and make your way back to the 

house. Read paragraph 23. Otherwise, read paragraph 6. 

16 Overwhelmed by the tough and scrawny fishermen, you are soon knocked down 

to the ground. As your head swims and darkness creeps into your head, you hear a 
harsh voice call out and, without warning, the beating stops. You open your eyes to 

see a rough-looking man standing over you. Read paragraph 10. 

17 Suddenly, a harsh voice rings out from the deck of the Divine. The crewmen 

back away from you slowly as Captain Briggs steps onto the dock. Glaring at his 

crew, he demands to know what is going on. Quickly you explain the reason for 

your visit. Read paragraph 10. 

18 The darkened figure lashes at you with a bloody knife slashing into your arm. 

It’s the Southside Slasher! Lose 1 Stamina. Make a Fight (+0) check. If you 

succeed, read paragraph 48. Otherwise read paragraph 12. 

19 A strange figure clad in a heavy overcoat and hat steps from a dingy alleyway. 

He appears harmless but the strange gurgling sound coming from the man tells you 

otherwise. 

Fight an Innsmouth Hybrid. If you defeat him, you can decide to try questioning the 

neighbors. Read paragraph 57. 

20 Despite your feverish chanting, you sense something wrong. As your chants 

reach their crescendo, the sea around the Divine begins to boil - then explodes 
upwards as the great dark form of Father Dagon rises up to blot out the stars above 

you. You scream in horror as the vessel rocks and is nearly overturned in the 

boiling sea. Suddenly, you are flung over the edge and into the sea. Your last 
scream is choked off by the swirling waters as you all sink beneath the waves, 

followed by the massive form, whose submergence beneath the waves forms a 

massive wave that rocks the Divine and finally overturns it. 

You have failed. 

21 You immediately head out for Glouchester by train, hoping to catch up with your 

uncle. After a tense train ride, you arrive in town and begin searching for signs of 

Osgood. 

Near the wharfs, you find the stolen and abandoned paddy wagon, yet no sign of 
Osgood. However, the old man did seem lucid enough to leave you, a note on the 

seat, apologizing for getting you involved with this entire, horrible mess. Osgood 

goes on in the letter to state that he is going to finish this monstrous business once 
and for all by, in his words, reciting the ritual of “appeasing the Father of the 

Depths” as laid out in the Kanakas Fragments. 
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Read paragraph 24. 

22 If you wish to study this tome, you may not move in the same turn. Make a 

Lore (-2) check. For each success, remove a Clue token. If you fail the check, 

make a Will (-1) check or lose 1 Sanity. 

If there are no more Clue tokens here, read paragraph 46. Otherwise, you are 
unable to grasp the strangely written and worded text. Stay here until next turn or 

return to Arkham if you wish. 

23 Osgood’s house appears quite ordinary. A small study off the front parlour is 

cluttered with hundreds of books, papers and personal effects (souvenir 

paperweights, brass letter-opener, small globes, etc.). Make a Lore (-1) check. If 

you succeed, read paragraph 2. Otherwise remain here until next turn. 

 

24 Fearing both for your uncle’s safety and sanity, you rush down to the docks, 

hoping to catch Osgood before he has had the chance to head out to sea. 

Reaching the wharfs, you run into old Captain Briggs, finishing up the business of 

the day aboard the docked Divine. Though gruff and brisk, you quickly discovered 

from Briggs that Osgood had been seen down along the wharfs some time ago, 
shortly before a small dingy was discovered stolen. Despite his misgivings in getting 

involved in this entire matter, you able to convince Captain Briggs to carry you out 

to where he and his crew had first found the floundering Osgood. 

Read paragraph 31. 

25 Furtively, you gently knock on the aged paneled door and, after several 

moments, the sound of a deadbolt being unlocked can be heard. Presently, the door 
opens to reveal a swarthy man standing behind it. “What do ya want?”, the man 

says bluntly. He seems nervous and wipes his hands several times on his trousers 

while throwing darting glances over your shoulder and into the street. 

You may confront him about his nervous behavior (read paragraph 59) or you can 

apologize for the intrusion and leave (read paragraph 34). 

26 You have the sense to check under the doormat and find your uncle’s spare key. 

Unlocking the door, you step into the house. Read paragraph 23. 

27 Your sneaking about has roused the inhabitant of the house! Fight a Maniac 

armed with a revolver (add 3 to its Combat rating and 1 to its Toughness). If, after 
5 rounds of combat, the Maniac is not defeated, reduce its Combat Rating by 3 as 

its revolver is empty. If you win, read paragraph 61. 
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28 Turning from the open door, you dive towards the street as the sound of 

another shot rings out behind you. Make a Luck (-1) check or suffer 1 Stamina 

loss. Read paragraph 34. 

29 Approaching the crew, you ask to speak to the captain. “What do you want, 

fella?”, several rough-looking crewmen ask gruffly. Obviously, these fishermen 
don’t like strangers asking questions. Make a Luck (+0) check. If you succeed, 

read paragraph 10. Otherwise, read paragraph 8. 

30 You have finally gotten through to Osgood and manage to piece together his 

tale from his ramblings. In his fleeting moments of lucidity, Osgood becomes quite 

grim, apologizing for having involved you in all this, and that this has all but 
interrupted his nephew’s/niece’s life. Finally he urges you to visit his home in 

Newburyport, where you can find the book on Innsmouth lore in his study as well 

as the strange tiara. He implores you to uncover the dark mystery surrounding the 

strange tiara. Then, with a coughing gasp, Osgood falls back into a glassy-eyed 

stupor and can answer no further questions, seemingly lost in another world. 

Dr. Holt ushers you out of the room, thanking you for all your help. “The worst is 

past, I believe, but I think it’s prudent that your uncle remains here for more 

observation.” 

Unlock [B], [C] and [D] and return to Arkham. 

31 Several miles out from port, the seas begin to grow angry and the waves begin 

to swell and crest menacingly. Even over the growing gale and darkened ocean 
waves, you soon catch the resonating sound of chants somewhere in the darkness 

ahead. Of this chant, you are unable to comprehend beyond the tantalizing and 

repeated words of “Dagon” and “Y’ha-nthei”. With the aid of the Divine’s spotlight, 

you soon spy a small dingy bobbing up and down in the angry waves. Standing in 
the center of the small boat is Osgood, uttering a long, ululating chant, barely 

audible above the growing storm. 

Suddenly, Osgood becomes distracted by your arrival and, as his chanting dies out, 

only to be replaced by shouts, apparently at you, as if you had interrupted 
whatever the old man was trying to accomplish. Without warning, the sea around 

the small dingy begins to boil and burst - then explodes upwards as a great dark 

form rises up to blot out the stars above the small boat. Osgood screams in horror 
as the small boat rocks back and forth, nearly overturning, before he is flung over 

the edge and into the sea. As the Divine’s searchlight scans the boiling sea, you see 

that the water between the Divine and the dingy seems to be teeming with hordes 

of scaly shapes rising up and down in the sea as they swim towards dingy. 

As you on with horror, a massive and shadowed scaly hand sweeps Osgood from 
the sea, his last scream choked off by the swirling waters as the massive form sinks 

beneath the waves. Captain Briggs desperately strains to turn the Divine for shore 
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amidst the churing seas. However, you realize that you all are far from safe, and 

soon are in grave danger as the sea along the side of the Divine bursts forth as the 
massive, scaly horror rises up from the depths. With a great scaly and clawed hand, 

Dagon grapples with the deck of the Divine, seemingly to threaten to overturn the 

much dwarfed vessel. One crewman is swept up, screaming, by the scaly claw 

before anyone react. Captain Briggs desperately tries to turn the Divine aside, as its 

belabored engines struggles against the monster’s massive grasp. 

Read paragraph 1. 

 

32 With incredible and seemingly inhuman strength, the crazed man shrugs off 

your blows like a man would to a biting fly. But just then, he is tackled from behind 

by the orderlies, who wrestle the man to the ground. Even then, it all the orderlies 
can do to prevent him from rising as they struggle to pin him to the floor. A nurse 

appears suddenly as the man thrashes upon the ground, and holds up a syringe. 

Poking it into the man’s upper arm, his struggles begin to cease almost immediately 

and his eyes glaze over. 

Now heavily sedated, the orderlies pick up the man and drag him down the hall. 

Read paragraph 38. 

33 After waiting most of the afternoon, it is getting close to dusk when you begin 

to spot vessels slowly sailing into port form the open sea. Keeping an eye peeled, 

you make out the words ‘The Divine’ painted in faded letters on the bow of an aged 

trawler. That’s the ship you’ve been waiting for. Even so, you are forced to wait 
some more as the crew pulls up to the dock, hauls the daily catch onto waiting 

trucks, payments are to be tallied, and the boats rigged for the next morning. 

These working folk are very busy and have no time or patience for ‘well-dressed 

city types’ interrupting their business. Finally, after all the hubbub of business has 

ceased, you approach the crew of the Divine and speak with Captain Briggs. 

You have two choices: the Captain is hungry and tired from a hard day’s labour and 

offering him a meal at the local diner will be gladly received and allow you to 

question him. Pay $3 and read paragraph 37. 

If, on the other hand, you wish to speak to the captain immediately or do not have 

$3, read paragraph 29. 

34 Although there are signs within the house of someone home, the heavy curtains 

prevents you from gleaning anything of what could be going on inside. You may try 
to find a quiet way into the house (read paragraph 7) or knock on the door (read 

paragraph 25). 
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35 Located at the Miskatonic University, Miskatonic Library is the gem of the 

university, a repository for over 400,000 chosen books and pamphlets. The marble 

halls of the three-story Gothic structure are cold and drafty but well-lit by tall, 

arched windows. 

From reading the book, Innsmouth: Superstition and the Sea, found in your uncle’s 

home in Newburyport, you determine that there is much more to this mystery and 

that it is imperative that you complete whatever research your uncle was working 
on with this strange book. In hopes of discovering more, you decide that the library 

is a good place to start. 

Place 3 Clue tokens on [F1] and read paragraph 53. 

36 The cries of seagulls and sounds of the constant surf lulls you into a pleasant 

mood along the wharfs. Make a Luck (+0) check and consult the table below: 

Successes:  

0) You bump into a couple of dock men who immediately take offense to a ‘city 

slicker’. Make a Fight check. If you fail, you suffer a beating at the locals’ hands 

and lose 1 Stamina. 

1) Staring out over the gentle waves, you are startled by the sight of something 

malignant swimming in the surf. Although you cannot make it out clearly, whatever 

it was humanoid and scaly. Lose 1 Sanity. 

2+) Falling asleep against some crates and netting, you experience comforting 

dreams of a life of a simple fisherman. You awaken refreshed. Gain 1 Sanity. 

Go to [D2]. 

37 Escorting the captain to the local diner, Briggs gratefully accepts your invitation 

to dinner. Over a bowl of clam chowder, cornbread and a halibut dinner, you are 
able to tease from him of how he and his crew rescued Osgood from the sea. Read 

paragraph 10. 

38 Dr. Holt is a large, kindly man in his early fifties with chestnut coloured hair 

which is turning slightly grey at the temples and who sports an enormous 

moustache of the type regarded as fashionable by an earlier generation. Holt is 
genuinely courteous to you and relates that, while Osgood is in good physical 

shape, he is still vacillating between states of delusion and lucidity. However, 

although Dr. Holt has unable to bring Osgood out of the stupor he is currently in, he 
believes that a friendly face might be enough to bring Samuel out of his strange 

state. 

Place 5 Clue tokens on [A2] and move there. 



 

13 | P a g e  
 

 

39 Dr. Holt greets you as the hospital front desk. Smiling as he warmly shakes your 

hand he informs you of your uncle’s progress. “I am afraid that there has been no 
improvement in your uncle’s condition. However, perhaps a familiar face might 

help.” He motions for you to follow and leads you back to Osgood’s hospital room. 

Read paragraph 38 

40 As soon as reading about Osgood’s escape, you immediately pay a visit Dr. Holt 

out at Arkham Asylum. It seems that your uncle overpowered an orderly, managed 
to exit the hospital and escaped the grounds in a stolen ambulance. Dr. Holt is, 

understandably, concerned for Osgood’s safety, explaining that, for several hours 

before the escape, he seemed frantic and manic before entering a strange, almost 

resolute, quiet calm. He spoke of the town of Glouchester several times and of 

“Having to finish what has started.” 

Unlock [D3]. 

41 After an hour train ride, you arrive in the sleepy town of Newburyport. You are 

anxious to examine your uncle’s house to get to the bottom of his mysterious 

illness and recent accident. 

Located not far from the Newburyport train station, Osgood’s domicile is a small, 

unobtrusive, two storied affair, nestled in a small yard shaded by oaks and a stand 
of pine trees. A weather-worn but sturdy three-foot picket fence with a latched (but 

unlocked) front gate surrounds the premises, while a slightly rusted mailbox on a 

leaning wooden post displays Osgood’s name painted imperfectly on its side. 

You test the front door, only to discover that it is locked. Make a Luck (-2) check. 

if you succeed, read paragraph 26. Otherwise, read paragraph 4. 

You may also return to Arkham is you wish. 

42 The crazed man, promptly slams the door shut and the sound of the deadbolt 

sliding into place can be heard. 

You pause for several long minutes, but the mad man does not appear. The heavy 
curtains prevents you from gleaning anything of what could be going on inside. You 

may try to find a quiet way into the house (read paragraph 7) or return to Arkham. 

43 The living space of the house is in shambles, as if no one has done any 

housekeeping for quite some time. Newspaper clippings are nailed about the walls 

and filthy dishes lie everywhere. A perusal of the clippings tell that they are of 
recent stories concerning the rash of nightmarish dreams and of the Southside 

Stranger himself. You also uncover a battered book that appears to be a notebook. 
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Make a Sneak (-1) check. IF you fail, read paragraph 27. Otherwise read 

paragraph 52. 

44 Although stunned by the unprovoked attack, you have enough sense to defend 

yourself against this madman. Fight a Maniac armed with a revolver (add 3 to its 
Combat rating and 1 to its Toughness). If, after 5 rounds of combat, the Maniac is 

not defeated, reduce its Combat Rating by 3 as its revolver is empty. If you win, 

read paragraph 61. 

45 Jumping over the porch railing, you sprint through the back yard of the house 

and down the narrow back alley. A distant siren screechs in the distance alerting 
you to the police pursuit. You decide to try to double back to the house, Make a 

Sneak (-1) check to avoid the local police. If you succeed, you are able to double 

back to Osgood’s house and enter. Read paragraph 23. If you fail, read paragraph 

6. 

46 The author of the English translation of the Kanakas Fragments is unknown, but 

is reputed to be a written version of the oral traditions of a Polynesian tribe now 
long extinct. It cites references to the Tuamotu Archipelago of French Polynesia of 

the worship and trafficking with “fish-devils” that came out of the sea to early 

mankind. These early tribes practiced human sacrifice and then slowly turned into 

fish-devils themselves, and eventually taking to the sea themselves. 

The Fragments ties together several beliefs: 

1. That all ancient religions of the world are derived from the worship of the 

incarnation of a dying and reviving god.  

2. It draws the various myths of the Hindus, Australian Aborigines, Polynesians and 

American Indians of the legends of a former land similar to Lemuria that long ago 
sank below the ocean surface and is the original home of mankind.  

3. That human history is much older that ever suspected, dating back as far as 

200,000 to 1 million years.  
4. There are many references to a god called Dagon. Dagon is mentioned in the 

Books of Judges and I Samuel, and was the chief deity of the Philistines, 

worshipped in the form of a fish-god, mermaid or triton. The name is derived from 
the Hebrew word, ‘dag’, meaning small fish. Dagon’s largest temple was in the city 

of Gaza, but destroyed by Sampson who pulled the building down upon the heads 

of the mocking Philistines. The Bible also tells of a “House of Dagon” at Ashdod. 

Here, the Ark of the Covenant toppled a statue of the god and then cut off its head 
and hands. Later ages found Dagon in the role of an agricultural deity, providing a 

second possible derivation of the name Dgn, the Semitic word for corn. He was 

worshipped also by the Babylonians under yet another name. Further derivations of 

the name link it to clouds and rain, implying a fertility function of the god. 
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The book also possesses a spell, Appease Dagon, in the form of a prayer referred to 

“an appeal to the Father of the depths“. Take the special Spell card, Appease 

Dagon. 

This Vignette is Complete. 

 

47 Despite the late hour, you return to the Southside to continue to search for the 

Southside Strangler. A chilly mist has fallen over the area, and shadows form 

enemies everywhere around you. Suddenly, a darkened figure leaps from the 

darkness of a dingy alleyway, the glint of a knife in its hand. Make a Fight (-1) 

check. If successful, read paragraph 62. Otherwise read paragraph 18. 

48 With a cry, the darkened figure turns to run back down the unlit alleyway. You 

decide not to pursue the murderer into the dark. Return to [E1]. 

49 You have the sense to question the curator about the town of Innsmouth. He 

can relate what he knows of the strange town: 

· Innsmouth was first founded in the 1600’s by four prominent families from nearby 

Newbury. The Marsh family has acted (and run) as the patriarchs of Innsmouth 

since the 1820’s. 

· Nobody has seen Old Man Barnabas Marsh, the grandson (and current head of the 
Marsh family) of Obed Marsh, for over ten years. His sons are now running the 

refinery. 

· In the 1820’s, Captain Obed Marsh began a series of successful voyages to the 

South Seas that brought prosperity to the Marsh family. 

· Obed Marsh’s second wife was a South Sea islander - several of Marsh’s sailors 

also took South Sea islander wives. It is believed that these islanders introduced 

some sort of awful disfiguring disease into the Marsh blood. 

· A plague said to have been brought back from the East Indies swept through 

Innsmouth in the 1840’s, killing many residents. 

· Obed Marsh brought back the strange heathenistic religion known as the Esoteric 

Order of Dagon from the South Seas. 

· The fishing off Innsmouth is said to be excellent - but only for the Innsmouth 
fishermen. Outsiders who have tried their luck in these waters have met with little 

success, or have been run off by the locals. 
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· The only industries left in Innsmouth are the fish packing houses and the old 

Marsh refinery Company. The refinery seems to produce a lot of gold, at least 

compared with the amount of raw ore they buy. 

· Folks round Innsmouth won’t marry into an Innsmouth family - they seem to fear 

infection by whatever disfiguring disease it is that causes the ‘Innsmouth look’. 

Return to Arkham. 

50 Gloucester is the archetypal New England fishing town, tucked into the northern 

shoreline of Massachusetts. Thankfully, the train arrives on time and you depart 

from the station and stroll down to the wharfs in search of the ‘Divine’. After 

speaking with locals at the fisherman’s wharf, you are informed that Captain Joshua 
Briggs’ fishing boat, ‘the Divine’, heads out to sea just before sunrise and returns 

late each afternoon. Having arrived just before noon, you may have several hours 

to wait before the Divine returns to the harbour.  

 
While you wait, you may visit a local diner, (read paragraph 58) or wait along the 

wharfs, (read paragraph 36). 

Otherwise, return to Arkham. 

51 Even the completely sane are unnerved when first gazing upon the asylum’s 

disturbingly angular, over sized buildings. Numerous wooden outbuildings and small 

copses of elm, maple and pine trees dot the property’s vast acreage, although they 

fail to soften the hospital’s cold, formal and Gothic facade.  
 

Arriving at the Kirkbride administration building, an orderly leads you to the ward 

where Samuel is being held for observation. Osgood is currently under the care of a 
Dr. Wade Holt, who is phoned as soon as you arrive. The interior of the hospital is 

reasonably well lit and smells strongly of antiseptic. Inmates lounge listlessly in 

hallway chairs or are locked away behind stout metal doors with small, thick-paned 
windows. An occasional shout or bark of giddy laughter echoes from a distant 

hallway, punctuating the general lassitude and silence that surrounds the hospital. 

Make a Luck (+0) check. If you succeed, read paragraph 38. If you fail, read 

paragraph 13. 

52 The handwritten diary details Wright’s growing affliction of strange dreams at 

night that has seemingly snapped his sanity and driven him to murder. The diary 

rambles on about submerges cyclopean cities and of nameless horrors from the 

depths. 

With the evidence uncovered at the row house and the diary in hand, you now 

know the identity of the Southside Strangler. Each Investigator gains Handout #3 
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and the Tiara item card as a reward and the Terror track drops by 2 as the city 

breathes a sigh of relief. This Vignette is Complete. 

53 You spend hours cross-referencing various items in the Innsmouth book, trying 

to find some common thread of the mystery. 

Make a Lore (-3) check. For each success, take a Clue token from this location. If 

you fail, add a Clue token to this location. 

If there are no more Clue tokens here, read paragraph 56. Otherwise, you find no 

useful information. Stay here until next turn or return to Arkham. 

54 From the Train Station, you may travel to either Newburyport or Glouchester. 

When you are ready, pay $2 for your ticket and move to either [C1] or [D1]. 

If it is the 12th day or after, move to [D3]. 

NOTE: It costs nothing to return to Arkham from either location, as the $2 fee is 

considered a round-trip ticket. 

55 After an exhausting investigation and questioning of the neighbourhood in the 

Southside, you have pieced together enough evidence that points to a local man 

named Walter Wright, a tanner by trade. Known for his violent temper and general 

dislike of almost everyone, Walter is not much liked by his neighbours. 

Following directions gleaned from the inhabitants of the neighborhood, you make 

your way to Walter’s dingy row house. From the street, the run-down home seems 

empty. You may try knocking at the door (read paragraph 25) or wait a while (read 

paragraph 34). Or you may return to Arkham. 

56 After long hours of research, you uncover some interesting information 

concerning a certain tome described in the Innsmouth book, that being The 

Kanakas Fragments. You are in luck, as the library possesses a copy of the very 

same book. Take the special Kanakas Fragments card. Unlock [G]. This Vignette is 

Complete. 

57 Place 5 Clue tokens on the Southside streets. Each turn while in the Southside 

streets, an Investigators can make a Lore (-1) check. For every success, take 1 
Clue token from this location. Once there are no more Clue tokens on this location, 

move to [E2]. During any turn, an Investigator may opt to return to Arkham. 

Ongoing Effects: Until this Vignette is failed or completed, return 1 Ally from the 

Ally deck to the box at random each turn during the Mythos Phase. The Southside 
Strangler has struck again! If there are no Allies to return to the box, this Vignette 
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has Failed. Lock [E]. Each player must lower either their maximum Sanity or 

Stamina by 1 for the rest of the game. 

58 Though somewhat small and cramped, the diner looks pleasant enough, and 

you easily find a seat at the short counter. The stocky middle-aged waitress comes 

over to you to take your order, “What will it be, hon?” 

Make a Luck (+0) check and consult the table below: 

Successes:  

0) You eat some bad clams. Lose 1 Stamina. 

1) Not only is the fish plate fresh, but it also gives you 1 Stamina. 

2+) You find some crumpled bills under your chair. gain $3. 

Go to [D2]. 

59 Without warning, the man draws a revolver from his coat and fires. Make a 

Luck (-1) check or suffer 2 Stamina. You can either fight him (read paragraph 44) 

or you can flee (read paragraph 28). 

60 You believe that the recent plagues of strange dreams of late are somehow 

connected to the string of grisly murders in the Southside. To try to uncover more 

of this sinister plot, you take a walk down to the Southside to look for clues. 

Despite the daylight hours, it seems that the neighbourhood is under the grips of a 
feverish fear. Many shops are closed and people give you furtive glances before 

shutting their doors. Your goal is to uncover the identity and location of the so-

called Southside Strangler. 

If you wish to question neighbours, read paragraph 57. If you simply wish to 

wander around, read paragraph 19. 

Or you can return to Arkham. 

61 The living space of the house is in shambles, as if no one has done any 

housekeeping for quite some time. Newspaper clippings are nailed about the walls 
and filthy dishes lie everywhere. A perusal of the clippings tell that they are are of 

recent stories concerning the rash of nightmarish dreams and of the Southside 

Stranger himself. You also uncover a battered book that appears to be a notebook. 

Read paragraph 52. 
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62 The darkened figure lashes at you with a bloody knife and you managed to leap 

back to avoid being slashed. It’s the Southside Slasher!. Make a Fight (+0) 

check. If you succeed, read paragraph 48. Otherwise read paragraph 12. 

63 From your research at the library, you discover that the Miskatonic University 

has in its collection several pieces of what is described as Innsmouth jewelry. 
Hoping to uncover some information on the strange tiara, you pay a visit to the 

University Exhibition Hall. 

Among the exhibits is a large natural history section including a mounted 

“brontosaur” skeleton and many other, smaller fossils. A series of halls contain 
geological samples, stuffed animals, and dramatic dioramas concerning primitive 

man. 

In a dusty display case in a dark corner of the Miskatonic University Exhibition 

Museum are specimens of Innsmouth jewelry, residing in the American Folk Arts 

collection. According to the curator of the exhibition, the specimens were sold to 
the museum in 1844 by a seaman from the Marsh family vessel, the Sumatra 

Queen. The Marsh family is considered the prominent family of Innsmouth. 

These strange items have been tentatively described as Polynesian-influenced, 

East-Indian or Indo-Chinese in origin over the years since specimens of these 
pieces began popping up around New England over the past century. Although 

believed to originate from pirate hoards discovered by Obed Marsh of Innsmouth, 

the true origin of these pieces is unknown. 

The jewelry all hold a common appearance, that being of a whitish-gold alloy and 

chased with odd geometric designs, marine motifs, and bizarre ichthyic or 

batrachian figures depicting disturbingly human-like half-fish, half-frog creatures. 

The curator further explains that the Marsh family has occasionally, but 

persistently, sought to purchase these pieces, often for ridiculous sums of money, 

despite the possessors’ unvarying determination not to sell. Specimens of 
Innsmouth jewelry are known to be on display at the Newburyport Historical 

Society and the Miskatonic University Exhibition Museum in Arkham. 

Gain 2 Clue tokens and make a Lore (-1) check. If you succeed, read paragraph 

49, otherwise return to Arkham. This Vignette is Complete. 

64 Knowing that the Divine cannot break free from the horror’s vise-like grasp, you 

are resolved on a desperate chance; pulling out the Kanakas Fragments, you begin 

reciting the strange ritual laid out in the terrible book. Gunshots ring out from the 
deck as the crew of the Divine fire desperately at the massive horror in the sea, but 

to no seeming affect, no more a nuisance than flies to a human, as the awful fish-

thing comes again at the Divine. 
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The horrible Tiara begins to glow with an infernal light as your chanting reaches its 

crescendo. The moonlit waters between the Divine and Dagon seems far from 
empty in the dim light; in fact, it seems alive with a teeming horde of shapes 

swimming towards the vessel. The Tiara begins to give off a great amount of heat 

and quickly begin to melt into a liquid puddle of molten metal on the deck. A great 

croaking and barking erupts from the swimming figures as your chants die off and 
slowly the figures disappear beneath the waves. A momentary flash of strange light 

illuminates the darkened sea round the vessel and, with a long, croaking, cry, 

Dagon slips slowly beneath the waves. 

Though damaged, the Divine limps back into port, and not a word is spoken aboard 
for quite some time. Whatever evil Osgood had called up from the darkened depths 

of the sea is gone. By the time you reach port, the stormy clouds overhead have 

faded away and you are greeted by crisp, blue skies. You weep for the fate of your 
uncle, but you are thankful that the horror has been defeated. For the time being, 

you realize, as somewhere in the depths off the coast of Massachusetts waits Father 

Dagon, far beneath the waves… 
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TIMELINE 
Day 1    Heavy Rains — Environment (Weather)  

Heavy rains have been plaguing New England for days, swelling rivers and turning 

waterways into torrential floods. While the storm lasts, Speed checks in Arkham or 

Special Locations are made at -1 and Movement is reduced by 1, to a minimum of 
1. Clues appear at the Arkham Asylum and Hibb’s Roadhouse. Unlock [A]. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 2    Strange Dreams Reported by Doctors — Headline  

Doctors at Arkham Asylum report strange dreams plaguing some of the hospital’s 

patients of late. More disturbing is the bizarre similarity being reported of these 

dreams between patients. Patients tell of vivid dreams containing imagery of the 
sea and of horrific veiled secrets concealed by the endless waves of the sea. Clues 

appear at Arkham Asylum and St. Mary’s Hospital. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 3    Dream Illness Becomes Epidemic — Environment (Urban)  

The strange dream illness first reported at Arkham Asylum have begun to afflict 

others all over the city. Sufferers all report the sheer vividness and realism of the 
dreams and nightmares, and doctors are overwhelmed with the influx of new 

patients. Worse still, is the civil unrest that has spilled into the streets of Arkham. 

Some folk have taken to protesting the seeming lack of official response, while 

others, driven by madness, have swept into the streets with crazed violence. 

While this Environment is in effect, Investigators may not regain Sanity at Arkham 

Asylum. 

Place one Crazed Mob in Downtown, Northside and Rivertown neighborhoods.  

Raise the Terror level by 1. 

For each turn that there is at least one Crazed Mob on the board, raise the Terror 

level by 1. If all Crazed Mobs are defeated, reduce the terror track by as many as it 

was raised during this Environment. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 4    Family Found Butchered as Slum Murders Continue — Headline  

A family of four have been found horribly murdered in their home and is the latest 
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of brutal slum murders acted out in the Southside slums. Coined by the local media 

as the Southside Stranger, this latest killing is spreading terror across the city. 
Clues appear at the Southside streets and Ma’s Boarding House. Raise the 

Terror track by 1. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 5    The Voice on the Phone — Environment (Urban)  

Late that evening, you receive a strange telephone call from an unknown person. 

The voice on the other end strikes you as particularly queer with its strange 
gurgling quality, as if the person was attempting to speak while drinking a glass of 

water. The person only asked your name and your address before hanging up. 

Pass a Will (-2) check or lose 1 Sanity. Place The Voice on the Phone and 2 

Innsmouth Hybrids at the Train Station. Then move all Monsters currently on 

the board. 

Each turn thereafter, while this Environment is in play, place 2 additional 

Innsmouth Hybrids at the Train Station. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 6    Southside Strangler Strikes Again! — Headline  

Police responded to a call about screams in the Southside last night, only to find a 

woman found strangled in the street. This latest victim of the Southside Strangler 
has prompted calls all over the city to the police and mayor to end this terror 

spreading across the city. Clues appear at Hibb’s Roadhouse, Police Station 

and Velma’s Diner. Unlock [E]. and raise the Terror level by 1. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 5–6 

Day 7    The Dream — Environment (Urban)  

You wake from slumber and your room is unusually dark. There is a thickness in the 

air that causes your feet to drag and blurs vision. Your body feels cool. Shockingly, 
you find yourself not in your bedroom but on a bare slab in a drab, near lightless 

cell. Have you been drugged and thrown in some sort of prison? There is one 

triangular window across the small room, unbarred, just large enough for a man to 
squeeze through. Moving to the window, you look down upon a vast, lightless city, 

dark towers rising in the gloom, much like the one you must be in. There is an 

impression of movement down below and among the towers, but it is too dark to 
make out any details. After a minute or two you suddenly feel movement nearby 

and then something huge rises to fill your field of vision. A massive shark, razor-

toothed mouth agape, rushes in for the kill. Your scream is somehow muted, a 

torrent of bubbles rising from your throat. You are underwater! The shark slams 
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into the wall, snout first; it cannot breach the window. It makes several ramming 

attempts at the opening, probing with its snout and dead black eyes. You are 
trapped while the shark circles without and noses at the window opening.  

 

There is another sound, an odd song-like vibration, and the shark half turns. The 

massive fish retreats from the window. You get the merest glimpse of that which 
called the shark. The vision is too much. You throw your hands up to cover your 

eyes and wake up screaming in your own bedroom, bedclothes soaked with sweat. 

Make a Will (-2) check or lose 2 Sanity. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 8    Shadowy Figures — Environment (Urban)  

Whether it’s the work of a overly suspicious mind or the rising tensions of your 
investigations, you have begun to sense that you are being followed and watched 

almost daily. Everywhere you look you spot shadowy figures in doorways and in 

dingy alleyways. 

These furtive shadowy figures are dark, unkempt men of sullen visage and 
somewhat youthful cast, though odd, deep creases in the sides of their necks make 

them seem older. The have narrow heads, bulging, watery-blue eyes that seem 

never to blink, flat noses, and receding foreheads. Their fingers a striking short in 

proportion to their hands and they walk with a shambling gait. 

Despite the lack of actual physical threats, you feel a growing sense of danger as 
each day passes. Place 2 Innsmouth Hybrids at the Train Station and raise 

the Terror track by 1. Clues appear at the Train Station and Northside 

Streets. Then move all Monsters currently on the board. 

Each turn thereafter, while this Environment is in play, place 2 additional 

Innsmouth Hybrids at the Train Station. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 9    Break-in! — Headline  

That evening, you are dismayed to find that your home has been ransacked. The 

back door, though shut and securely locked, has been forced. The wood around the 

small deadbolt has been split asunder. Inside, the house has been ransacked, with 

the furniture toppled and sliced open, cabinets and drawers flung wide and their 
contents strewn everywhere. Though it may at first look like a typical robbery, you 

are certain that the shadowy figures you have suspected of following you of late 

came here to search for the tiara! 

Place 2 Innsmouth Hybrids at the Train Station. Raise the Terror level by 1. 

Each Investigator also loses $1 if they possess any cash. 
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Then move all Monsters currently on the board. 

Each turn thereafter, while this Environment is in play, place 2 additional 

Innsmouth Hybrids at the Train Station. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 10    Dreams of the Deep — Environment (Urban)  

It is an unusually sunny afternoon as you walk along the gentle beach, the air filled 
with a gentle ocean spray. Clambering over a rise of breaker rocks, the view of the 

gentle beach melts away to be suddenly replaced with a scene of horror.  

 

There was nothing within hearing, and nothing in sight save a vast reach of black 
slime; yet the very completeness of the stillness and homogeneity of the landscape 

oppresses you with a nauseating fear. The sun is now blazing down from a sky 

which seemed to you almost black in its cloudless cruelty; as though reflecting the 
inky marsh beneath your feet.  

 

Ahead, you spy something. Down a long embankment is a wide river whose 
wavelets wash the base of a Cyclopean monolith; on whose surface you can trace 

both inscriptions and crude sculptures. The writing is in a system of hieroglyphics 

unknown to you, and unlike anything you have ever seen in books; consisting for 

the most part of conventionalized aquatic symbols such as fishes, eels, octopi, 
crustaceans, mollusks, whales, and the like. Several characters obviously represent 

marine things which are unknown to the modern world, Of their faces and forms, 

they are damnably human in general outline despite webbed hands and feet, 
shockingly wide and flabby lips, and glassy, bulging eyes. Curiously enough, they 

seem to have been chiseled badly out of proportion with their scenic background; 

for one of the creatures is shown in the act of killing a whale represented as but 
little larger than himself.  

 

Then suddenly you see it. With only a slight churning to mark its rise to the surface, 

a thing slides into view above the dark waters of the dark river. Vast, Polyphemus-
like, and loathsome, it darts like a stupendous monster of nightmares to the 

monolith, about which it flings its gigantic scaly arms, the while it bows its hideous 

head and gives vent to certain measured sounds. Screaming, you wake up in your 
own bed, your sheets soaked in sweat. The memory of a foul fishy smell hangs in 

the air, as if something vile had just left the room. Make a Will (-2) check or 

lose 2 Sanity. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 11    Dream Epidemic Continues — Headline  

The strange dream epidemic continues to spread across the city, inflicting more 
suffers daily. Doctors are still at a loss to explain or find a cure for this malady. 
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While this Environment is in effect, Investigators may not regain Sanity at Arkham 

Asylum. Raise the Terror level by 1. 

At the start of the next Mythos phase, proceed to the next timeline event when:  

proceed on 4–6 

Day 12    Asylum Patient Escapes Arkham Asylum! — Headline  

Late last evening, a patient by the name of Samuel Osgood managed to surprise 
and overpower an orderly at the Arkham Asylum, found his way out of the asylum 

and fled in a stolen ambulance. Unlock [A3]. 

 


