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Introduction 
 
  Arkham Horror is a game which has a lot of rules especially some ambiguous rules. 
Which mean that we need to play the game at least 4 times before actually playing it right. In 
almost all games I have played, there are a few things that bugs me the most: First, taking a 
turn takes a lot of time. The fact that each phase is played by each player separately adds a lot 
of downtime and breaks the game flow of the game. Second, the difficulty of the game is 
badly scaled with the number of player. 
 
 So I started to look for Arkham Horror variants on board game geek and find many 
interesting stuff. One of the variant suggested and adventure book with paragraph to be read 
to simulate a real investigation. But the variant that catched my eye was called “Consistent 
difficulty” written by “Jonathon Wong” (according to BGG). The goal of this variant was to 
balance the game according to the number of players. There was a lot of interesting stuff the 
only drawback is that it added too much. This variant can be found here. 
 
http://www.boardgamegeek.com/thread/104909 
 
 I wanted a variant that did not add any components to the game. I wanted to make sure 
that my variant would be almost 100% compatible with every expansion available since that 
was important for compatibility issues. So I found a way to make everybody play 
simultaneously and balanced the game according to the amount of players. I added a few 
more things which are optional. So depending how you want your game to be, pick the 
variants you want and leave what you don’t like. 
 
 If you have any comments or question, just e-mail me at ericp[at]ariel.bdeb.qc.ca 
 
Have Fun! 
 

Gate Cracks - Rule changes 
 
 First you need to know the rules of the original game, else you won’t understand a 
thing of what I am saying. The original rules can be found on the Fantasy Flight Game 
website. First I’ll list the basic modification, then I’ll list the optional rules that you can add or 
remove as you like it. If this variant does not talk about a rule leave it intact like in the 
original game. 
 
 
 



Setup 
 
Ancient One: The ancient does not start with a doom token on his track. 
 
Rumor cards: Remove the following rumor cards from the mythos deck since they are not 
balanced with the number of players or they conflict with the new rules.  
- The great ritual 
- The terrible experiment 
 
When playing with the expansions if you find such rumor cards, remove them as well. A 
rumor card must have almost the same difficulty to pass what ever the number of players 
(from 1 to 8). In the basic game, remove these cards: 
 
Gate Cracks and Gate opening 

 
The core of the variant’s rules is based around the fact that the gates need 2 turns to 

open. When a gate would normally open place a doom token over the gate on the board. This 
identifies the gate as a gate crack. No monsters appear on a gate crack and clue tokens do not 
disappear. If another gate appears at the same location the turn afterward, place gate’s the 
doom token on the ancient’s track and now the gate is opened. Place one or 2 monster on the 
location like in the original game, any clue tokens will be absorbed 

 
When moving on a location with a gate crack, you do not get absorbed by the gate. 

You can decide to willingly enter the gate or have an encounter at that location. Of course, if 
the gate finally opens on a location you investigated last turn, you get absorbed like in the 
original rules. 

 
As you can see, gates now takes 2 turn to appear and 3 turns to close. If you ever run 

out of gates when a gate should appear on the board, pick one randomly from your trophies or 
from other player’s trophies if you don’t have any. 
 
Mythos Phase 
 
 At the beginning of the game or when reaching the mythos phase, you will draw 1 
card for each player in the game. Make a row of face up cards, while drawing them, from left 
to right. If you draw a card which has the same location than a card you already drawn, place 
it over the top of that card. Continue until you drawn a number of cards equal to the number 
of players. 
 
 For example: If you draw graveyard, black cave, unvisited isle, black cave, the 4th card 
will be placed over the 2nd card which would leave only 3 visible cards. 
 
 You now resolve each card in the order you placed them, which mean from left to 
right. For each of the cards visible (the top card) you do the following: 
 
- Open a gate at the indicated location, there are 3 possibilities: 

• Open a gate crack if there is no gate at the selected location. 

• Open a gate if there is a gate crack at the selected location. 

• Monster surge if there is an open gate at the selected location. 
-Place a clue token at the specified location. 



-Move the monsters 
-Resolve the special event 

• Headline: resolve all of them in order. 

• Environment: resolve the last environment in the list. 

• Rumor: resolve the last rumor in the list 
     

So multiple gates can open, multiple clue token appears, monster moves more than 
once but only 1 environment or 1 rumor can appear. If for any reason, you lack of gate or 
monster to place in play, you pick them from the player trophies starting from the first player 
token. 
 
Monster surge, limit and terror track 
 

Since multiple gates can open, multiple monster surges can occur. Monsters will only 
appear on the gates that triggered the monster surge. Each of these gates will spawn a number 
of monsters equal to the number of players. 
 
 The monster limit is equal to the number of players x 2 (2-16 monsters), the limit of 
the outskirt is the same as the original game. Since multiple monster surge will easily break 
the monster limit, take the monsters below the limit and share them between the gates where 
there is a surge. 
 
 For example, if you have 3 monster surges in a 5 player game (monster limit 10), it 
means that only 7 monster can come into player. So distribute randomly the 7 first monster 
between the 3 gates (3, 2 and 2 monsters) and the 8 leftover monsters goes to the outskirt. 
 
 If the terror track reaches 10, the monster limit is doubled and each time the terror 
track should increase, add a doom token to the doom track.  
 
 Flying monsters does not count in the monster limit and the outskirt limit. If exceeding 
monsters placed in the outskirt happens to be flying monsters, they stay in the outskirt and 
count for the outskirt limit. 
 
Awakening the ancient and winning the game 
 

The ancient can awaken in 2 different ways: 
 
- The doom track gets filled up completely 
- A certain number of gates has been opened (do not count gate crack). Use the table below: 
 
 1-2 players  5 gates 
 3-4 players  6 gates 
 5-6 players  7 gates 
 7-8 players  8 gates 
 
 The players can win the game in 2 different ways: 
 
-  Close all the gate and have a number of seals in play equal to the number of players. (You 
do not need to keep gate trophies, so spend them all) 
-  Defeat the ancient. 



Simultaneous Play – Rule changes 
 

Collaboration: Closing gates 
 
   Two or more investigator can attempt to close a gate crack if at least one of the players has 
actually traveled on the other world and got back. To close the gate, each player rolls and adds 
their success together dices. The penalty of the gate is applied to each player. For example, if 
the gate is -3, both players roll -3 dice but only one of them needs a success.  
 
Simultaneous Play 
 
 In theory, everybody could play the game simultaneously. Especially when playing 
with new players, I suggest that the first few turns, you play in order. Then when everybody 
learned the game, players play at the same time. 
 
 So all players update their character, move, take an encounter card and wait for the 
mythos to be resolved when everybody finished their turn. There are only 2 conflicts which 
are explained below: 
 
- Open gate absorption: You only get absorbed by an open gate at the end of the 3rd phase. So 
you can collaborate with other players to close the gate and if the gate gets closed, you do not 
get absorbed. Else when all closing attempt has be done you get absorbed and resolve another 
world encounter. 
 
- Combat is resolved at the same time at the end of the movement phase (get more than 5 
dices). Most of the time, players will fight their own stack of monsters. But it could happen 
that 2 players fight in the same area. In that case, if there is more than 1 monster, each player 
take a monster and fight a combat round. Winners select a new target; loser must continue to 
fight that same monster. If there is more investigators than monsters, players can team up on 
the monster by rolling separately and adding up their success. If they fail the attack, the 
monster damages all players that attacked that monster. 
 

Optional Rules 
 
   Use these rules at your own discretion. There rules are pretty modular so you can select the 
rules you want and there should not be any conflict. 
 
Location special abilities 
 
 In order to save time, you can use a location’s special ability twice if you are ready to 
pay the price. Doing so will double the price to pay. For example: selling a gate at the river 
docks gives you 5$ for 1 gate, if you want to sell again on the same turn, it will cost 2 gates 
for 5$. Selling a 3rd time will cost 3 gates for 5$.  
 
 Shops works differently, if you do not like what you have draw you can discard the 
cards and draw again but with 1 less card and all prices are increased by 1$. So the 2nd time, 
you would draw 2 card and play +1$ per item. A 3rd time would mean 1 card at +2$. Spell 
shops works like non-shop, the 2nd time you pay 10$. 
 
 



Balancing ability cost 
 
 The special abilities of some building have been changed to make sure they are fair. 
 
Ye old magic shop: Pay 5$ to draw 3 spell cards and keep 1 card. 
Library: Pay 8$ to draw 3 skill cards and keep 1 card. 
Science building: Gain 3 clue tokens for spending 1 gate. 
 
Face down Gates 
 
 The gate tokens are placed on the board face down until the location gets visited once. 
 
Seal Breaking 

 
 The Dunwitch horror expansion has mythos cards with red location to indicate that it 
breaks a seals. If there is a seal at that location, simply remove it from the board and no gate 
will appear. The next time that location gets drawn a gate crack will appear. 
 
 
Ancient Battle 
 To make the final battle more difficult, any leftover success at the end of a combat 
round are not kept for the next round. For example, if in a 5 player game, you made 12 
successes, you inflict 2 damage (5 success per damage) and the 2 leftover success and 
discarded. 
  
 


