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Arkham Horror Story Scenario: 

Ye Olde Magic Shoppe 

 
When it comes to obscure occult books and relics, there is no better place to find them than at 

the Ye Olde Magic Shoppe. The proprietor of the shop, Miriam Beecher, is a well-known dabbler 

in the occult and ritual magic. 

 

This morning when you picked up the newspaper, the front page headline immediately caught 

your attention: "LOCAL MAGIC SHOP ACQUIRES RARE OCCULT BOOK." Reading the 

article, you find out that the Ye Olde Magic Shoppe has acquired a copy of the Necronomicon, 

one of the rarest and most sought-after books of occult lore. Curiosity gets the better of you, and 

you decide to head over to the shop to examine the book. You're sure this news will attract the 

attention of others as well, so you need to be alert. 

 

Place the #1 Activity Marker on Ye Olde Magic Shoppe at the start of the game. Use Ithaqua as 

the Ancient One for this scenario. Set aside one gate to Another Dimension. The other gates are 

not used. Any expansions may be used, though Heralds and Guardians may not. 

 

Special Rules: 1 doom token is placed on the doom track as each Mythos card is resolved. 

 

Encounters 

 
Ye Olde Magic Shoppe: 

1) Miriam Beecher greets you as you enter the shop and asks how she can help you. You tell her 

you want to see the Necronomicon. 

 

"You aren't the only ones who have asked about that book. You no doubt read the newspaper? I 

wanted to bring in new customers, and was sure that book would do the trick. It did...more than I 

anticipated. I keep it locked up since it's so rare and popular. I'll fetch the key. Wait here, 

please." 

 

She leaves, heading into a back room. After several minutes, she fails to return. Not wanting to 

wait any longer, you head after her to find out what's taking so long. 

 

Nothing happens during this encounter. The #1 Activity Marker remains on Ye Olde Magic 

Shoppe. 

 

2) The back room opens into a study. As you enter, you notice Miriam Beecher lying on the floor. 

Figures wearing hooded robes stand over her and look up as you enter. One of them yells, "the 

book is ours!" and the figures lunge towards you. 

 

Place one cultist per investigator on Ye Olde Magic Shoppe (minimum of two, maximum of six). 

These cultists cannot be evaded. If the cultists are defeated, the encounter continues: 
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As soon as the last robed figure falls, you rush to check on Miriam. She is alive and conscious, 

though barely. She points toward a door leading to another part of the shop on which is a sign 

that reads "employees only." Miriam mutters, "ceremony...room. Avoid...basement." before she 

collapses into unconsciousness. You can find this ceremony room she mentioned, or head to the 

basement which she warned you to avoid. 

 

If the investigators choose to go to the ceremony room, the next encounter will be #3. If they go 

to the basement first, the next encounter will be #4. Regardless of their decision, the #1 Activity 

Marker remains on Ye Olde Magic Shoppe. Each investigator receives one clue token. 

 

3) It doesn't take long to find the ceremony room Miriam mentioned. It is a large, circular stone 

room with an altar in the middle. A large space on the floor in front of the altar appears to have 

been used to perform a number of rituals judging by the partially erased markings and burn 

marks caused by ritual sacrifices. A book rests on the altar, and a lone figure stands near it. "So, 

you have come for the book as well," the figures says in a deep, almost inhuman voice. "Take it if 

you can!" 

 

Place the High Priest on the Ye Olde Magic Shoppe. He is a plot monster and gains the Ambush 

ability. If he is defeated, the investigator gains the Necronomicon (search the Unique Items deck 

for it), each investigator present gains three clue tokens, and the encounter continues (the #1 

Activity Marker remains on Ye Olde Magic Shoppe): 

 

Tucked inside the Necronomicon is a note written by Miriam Beecher. It says: "a portal to the 

Wind-Walker's domain has been opened in the basement. The portal must be closed!" On the 

page where the note is found is a "Close Gate" ritual. 

 

For this scenario, when an investigator uses the Necronomicon, he/she may search the spell deck 

for a spell of his/her choice instead of drawing a random spell. 

 

4) You enter the basement into a kitchen complete with dining area. In the back corner of the 

kitchen is the closed door of a walk-in freezer. As you open the door, a blinding light fills the 

room. 

 

Place the gate to Another Dimension on Ye Olde Magic Shoppe and add a doom token to the 

doom track. If any investigator at the location has the Necronomicon when an investigator 

returns to Arkham from Another Dimension, any investigator who attempts to close the gate 

gains a +X bonus to his/her Fight or Lore check where X is equal to the number of investigators 

at the location. 

 

Winning the game: The investigators win this scenario if the gate is closed or if they defeat 

Ithaqua if he awakens. 


