

















Yeel your flesh begin
atanet, fakimg o Rew amed

horrifying shapes.

Take | homor.

You receive 1 Dexterity.

i

While exploring a room, Jenny Barnes reveals a card

that requires her to attempt Alchemy Puzzle #10A. After
setting up the puzzle (see diagram on page 5), she may now
attempt the puzzle as part of her explore action.

Jenny has an Intellect of 4, so she has four puzzle actions.

2. She uses her first puzzle action to swap the position of
two adjacent pieces.

3. She uses her second and third actions to draw a new
puzzle piece. She first chooses a puzzle piece to discard

Attempting an Alchemy Puzzle Example

4. She decides not to use her last puzzle action and must

now test the number of correctly-placed puzzle pieces
(4a), in this case 4. She rolls a die and gets a result of 7.
Since this is greater than the number of correctly-placed
pieces, she has not completed the puzzle and must draw
a Side Effect card (4b). She then consults the card that
initiated the puzzle to determine any additional effect of
failing the test.
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(3a), then draws a new piece (3b) to replace it (3c). The player then shuffles the puzzle pieces facedown into the
Alchemy puzzle piece pile




Epilogués

Each of the stories in Forbidden Alchemy includes EPILOGUES.
An epilogue provides a resolution to the story and lets players
know the consequences of the investigation. The keeper

reads the appropriate epilogue to all players after a game in
which either the keeper or the investigators won. There are no
epilogues for games in which all players lose.

After a game in which at least one player won, the keeper
looks at his #1 story choice marker and notes the choice. He
then consults the Keeper Guide and finds the “Epilogues”
section for the story being played. Finally, he reads aloud the
text that corresponds to the #1 story choice marker that was
selected and whether the keeper or the investigators won.

Other Rules

This section contains a number of rules additions to those in
the base game of Mansions of Madness.

New Wéapon Typé

Forbidden Alchemy introduces a new type of weapon—*sharp
and blunt melee weapon.” This weapon is considered to be both
a sharp melee weapon and a blunt melee weapon. When drawing
Combat cards for an investigator’s attack using this weapon,
resolve the first card drawn that lists an effect for a “sharp melee
" weapon,” “blunt melee weapon,” or “melee weapon.”

Sécrécy and Byakhéés

Unlike other monsters, investigators do not look at the bottom
of byakhee monster tokens when the monster deals damage
or is dealt damage. (Note that Darrell Simmins may look at
the bottom of the token using his “Keen Eye” ability.) When

a byakhee deals damage or is dealt damage, only the keeper
examines the bottom of the token.

When the byakhee makes its special attack, the keeper reads
the initial question printed on the bottom of the token aloud,
but does not reveal the results of the answers. After the
investigator being attacked responds, the keeper then reads the
result corresponding to that answer aloud (but does not reveal
~ the results of the other answer).

Combat Cards

In Forbidden Alchemy, each Combat card has two numbers
printed at the bottom. The first is a unique number identifying
the individual card and the second is the total number of cards
of that type in this expansion. These are for reference only.

attack. g

Example of reference numbers on a Combat card

Combat Cards with Multiple Attack Types

Some Combat cards in Forbidden Alchemy list two different
types of attacks for investigators. When an investigator attacks
and the keeper draws one of these cards, resolve whichever of
the two attack types matches the weapon the investigator is
using. If neither of the listed attack types matches, the keeper
continues to draw Combat cards until he.draws one that
matches the type of weapon being used by the investigator.

\\\\\\\

O
Buunt Mings Wiearos
The ore et fo dosdge

Example of a Combat card with multiple attack types

New Combat Card Tests

The Combat cards in Forbidden Alchemy include new types of
tests, described in more detail below.

Either/Or Tests: Some Combat cards instruct an investigator
to test either one attribute or another, for example, “Test either
Dexterity or Marksmanship.” In these cases, the investigator
chooses one of the two listed attributes and tests it.

Non-Attribute Tests: Some Combat cards instruct a player

to test something aside from an attribute for example, “Test
your remaining sanity.” In these cases, the player determines
the number indicated, rolls a ten-sided die, and compares this
result to the determined number. If the result of the roll is
equal to or less than the number, the player passes the test. If it
is more than the number, the player fails the test. -




Conditional Modifiers Some Combat cards instruct players

to modify an attribute test based on other conditions, for

example, “Test Marksmanship (—1 for each horror you have).”

In these cases, modify the attribute by the appropriate amount

as indicated by the text on the card before rolling. Remember

that when making a test, if the player rolls a 1, he automatically
passes the test and if he rolls a 10, he automatically fails the test.

Multiple Tests: Some Combat cards instruct players to make
two tests, for example, “Test Marksmanship, then choose an
investigator in your room to test Dexterity.” In these cases,
make both tests in the order they are mentioned in the text.
Then consult the card that initiated the test to determine the
effects for passing both, failing both, or passing only one test.

Threat Effects

Some Trauma cards and Side Effect cards in Forbidden
Alchemy have effects that are triggered by the keeper spending
threat tokens. The rules regarding these effects, as well as
when the keeper may spend threat tokens to resolve the effect,
are described on the individual card.

These cards can be identified by their threat cost, which looks
similar to the threat cost listed on Keeper Action cards.

Once during the
keeper’s Action
Step, he may spend
1 threat to move

An example of a Trauma card with a threat effect

Escaping

When investigators-or a monster must escape to win, rather than
moving through an unsealed door, they may instead move across
a white line along the edge of the room they must escape from,
provided that the edge does not connect to an adjacent room.

Hiding

While an investigator is hiding, he cannot be chosen as the
target of a Keeper Action (for example, the Take Sample Keeper
Action card). However, the investigator is still subject to any
status effects affecting the room (Fire or Darkness, for example)
and must still make a Horror check if a monster enters his room.

When a card or effect allows an investigator to choose another
investigator in his room, he may choose a hidden investigator in
his room. By using the Mists of Releh spell, an investigator may
move while remaining hidden. In this case, if he moves into a
room with a monster, he must make a Horror check as normal.
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