PHASE 2: PLAYER MOVEMENT

Trading 2. 30
Before combat starts, 2+ investigators in OTHER ELAYED +

the same street area, Arkham locaton, or
Other World space’ may trade mone;', WORLD LOST IN

Common Items, Unique Items, and Spells.

TIME AND

‘ SPACE?

IN JAIL? NOT IN JAIL?

Stand up & move to the Spend movement points.
main Police Station.
Skip the rest of this turn. AREA 1
(See "Arrested".)

Stand up (you're no
longer delayed) but skip
the rest of this turn.

Leaving a location with
an open gate and an

explored marker? Discard AREA 2
the Explored marker. Any gates with
NOT DELAYED? matching symbols

open in Arkham?
Move to Area 2, unless

Ignore open gates

during the
Movement phase!

Monsters at the start, the previous encounter
end, or en route? card said "Stay here
’ next turn". r Find Gate
\J " | Spell card.
DELAYED?
Stand up your Yes No
"Evade or Combat': investigator token.
1. Do this for all monsters along your route:
» If you evade all monsters, continue moving.
» Once you start combat, your movement ends.
2. Combat continues until you become unconscious,
temporarily insane, or defeat all the monsters. RETURN TO ARKF{AM LOST IN TIME
Choose any open gate matching the Other AND SPACE
World symbol and move your investigator token . :
Complete the to that location. Place an Explored marker See "Bad Stuff’
Sane and M%viment P{lase. under your investigator.
: ake any clue Note: You don't need to fight any monsters
l)
consclous: tokens at end here this turn, but you will need to evade or
destination. fight them next turn.
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PHASE 3: ARKHAM ENCOUNTERS

SPECIAL ENCOUNTER

Follow the instructions on
the board.

RANDOM ENCOUNTER

Shuffle the location deck
& draw a card.

i. A GATE OPENS

All investigators in the location are drawn through the gate.
Move your investigator marker to Area 1 of the Other World
and place your marker on its side; you are delayed.

Check the gate limit:

1. Adjust the terror track, if necessary, and apply the effects.

2. If the terror track is full, add a doom token to the Ancient
One's sheet.

3. If the Ancient One's doom track is full, skip the rest of this
turn and go to Final Battle.

iii. A GATE OPENS
AND A MONSTER
APPEARS

You are drawn through
the gate before fighting
the monster. The
monster remains on the
board. Apply the steps
from (i) above.

ii. A MONSTER APPEARS
Evasion & Combat

ii. (cont.) Return any
monsters that appeared as a
result of the location
encounter to the monster bag,
except if taken as tropies.

Trading
Before combat starts, 2+ investigators in
the same street area or Arkham locaton

may trade money, Common Items, Unique

Items, and Spells.

STREET AREA
No encounter.

EXPLORED

MARKER? A,

r

WHERE DID YOUR
MOVEMENT BEGIN?

!

'

ARKHAM

not delayed.

You are drawn through the
gate. Move your investigator
marker to the first half of the

Other World. Don't place your

marker on its side; you are

OTHER WORLD

Place an explored marker under
your investigator marker.
The first round you return from
an Other World, you can ignore
any monsters in the location
(but only the first round).

MOVED TO AN
OTHER WORLD?
Go to Phase 4.

STILL IN

ARKHAM?

Go to Phase 5

&ato
"Close and/or
Seal Gates"

Flowchart 2: Phase 3,
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PHASE 5: MYTHOS« PHASE

1st
Player

Draws a
Mythos
Card

—

OPEN GATE? NO ELDER SIGN OR OPEN GATE A MONSTER ELDER SIGN
Monster Surge! A GATE OPENS! APPEARS!
1. Draw monsters equal to the 1.Increase the Ancient One's doom track. o For 1t-4 :
number of players or open 2.Discard any clue tokens at the location. glves lg?:i 01‘157 1
gates, whichever is greater. 3.All investigators here are drawn through the raw and place PLACE A CLUE AT
. If the number of monsters gate. Move their markers to the Other gon;ter.
in Arkham & the Sky will World, Area 1, and place them on their side; _p» *.°F t+ : THE LOCATION
exceed 3+the number of they are delayed. glves lg?i Orls’ o
players, decide where to 4.Check the gate limit. If there are too many nf(?rvl‘;tigs |

place monsters before gates, increase the terror track and apply
drawing monster tokens. the effects, unless the terror track is full. If
. Distribute monsters as it's full, add a doom token to the Ancient to fight monsters

evenly as possible between One's Sheet instead. If the Ancient One's in Phase 5. MOVE MONSTERS
locations with open gates. doom track is full, skip the rest of this phase |

e You don't need

See "Monster
Movement."

and go to "Final Battle".

OUTSKIRTS, TERROR TRACK, DOOM TRACK, & THE FINAL BATTLE

. Place any monsters that exceed the monster limit on the Outskirts.

. If the number of monsters in the Outskirts exceeds the maximum (8 - the
number of players), return all the monsters in the Outskirts to the monster

Apply Mythos card special
ability (Headline,
Environment, Rumor).
Pass 1st Player Marker
anti-clockwise.
Return to Phase 1.

bag and increase the Terror level by 1.

. Apply the new effects of the terror track, unless the terror track is full. If it is
full, add a doom token to the Ancient One's sheet instead.

. If the Ancient One's doom track is full, skip the rest of this phase and go to
Final Battle.

Flowchart 3: Phase 5,
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EVASION & COMBAT

L

EVASION
(Skill
Check)

FAIL

The monster deals
its damage to your
investigator. Then
go to "2. Combat."

MORE MONSTERS
bl e = N AT THE LOCATION?

NO:

YES: Keep moving
Evade or or stop.
Combat

2

COMBAT

\

1. HORROR

CHECK

SANE?

\

CASTING A SPELL?
Go to "Skill Checks' —> [RSIOEGILIECN -

then return here.

FLEE

COMBAT:
Go to "1.

Evasion"

-

INSANE2emep Go to "Ijad
Stuff.

COMBAT

‘ YES
SANE &
CONSCIQUS?
|

NO? MONSTER
Go to "Bad STILL
Stu. ALIVE?

YES
1

MORE

mamal MONSTERS?

|
NO

\

End of Combat!

Flowchart 4: Evasion
& Combat
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