
 Miskatonic Madness Rules 
Strange things have been happening at Miskatonic University since the arrival of 
Professor Langley to the Anthropology Department. There have been at least two 
students disappear, the sound of chanting heard in woods near the university, and 
yesterday a withered corpse of a once young athlete was discovered on the campus 
green! Drawn by the series of curious events is a small band of Investigators. They 
come to Miskatonic to learn the secrets, but are they prepared for the dark and 
deadly events that will unfold on the quant campus? Are they strong enough, and 
sane enough, to stand the madness that has come to Miskatonic University? We can 
only hope so, for the fate of all mankind may rest with them. 
 

Game Overview: Strange things indeed are happening at Miskatonic University since 

the arrival of Professor Langley, an ancient wizard and worshiper of Nyarlathotep. Since his 
arrival, he has started a Coven to assist him in the summoning of his dark god. All appeared to 
going as planned until some outsiders showed up. Langley knows they are more than mere 
curiosity seekers, they are out to unravel the madness he has been weaving and will stop him if 
they discover his plot.  
 
Now the race is on between the wizard and his cult following and the investigators on the trail 
of the madness. Who will win? - that is up to you, the players.  
 
Miskatonic Madness is a two player game in which one player takes the role of the ancient 
wizard weaving his evil plan to summon Nyarlathotep. The other player takes the role of the 
Investigators seeking to uncover the mad plot unfolding and prevent the summoning from 
being completed.  
 

Winning & Losing:  
 

The INVESTIGATOR: The Investigator can win by doing one of the following: 
1) Gain 20 Mythos Points prior to the Cultist Player achieving 20 

Summon Points to complete bringing Nyarlathotep into the world.  
2) Defeat Nyarlathotep in Combat when summoned (Not Likely – See 

Final Combat with Nyarlathotep) 
 
The CULTIST: The Cultist Wins by successfully summoning Nyarlathotep and defeating the 
  Investigators in Final Combat. 
 

Setting up the Game:  
1) Place the board in the middle of the playing area between the two players.  
2) The Investigator Player Takes the 4 Investigator Tokens Marked at the Top with 

Starting Investigator.  
3) The Cultist Player takes the 2 Cultist Tokens marked at the Top with Starting Cultist.  
4) All other Card Tokens are placed face down beside the board and shuffled. The game 

is now ready to play. 
5) You will need several six-sided dice (10 - 15) and 2 items to use as markers to track 

the Mythos and Summon Points as they are gained. 

6)    Final Combat: This phase occurs only when the Cultist achieves 20 Summon Points prior 
to the Investigator gaining 20 Mythos points. When Nyarlathotep is Summoned, the game 
immediately goes into the Final Combat Phase. 

Resolve Final Combat by following the steps below: 
 

1) Investigators face Nyarlathotep – place them in a line, and give any the items you 
want them to possess for the final combat – including the Ancient Tome if possessed.

  

2) Make a Sanity Roll for each Investigator – placing any that fail in the Temporary 
Insanity Space on the board along with any items they possess. If all are lost to 
Temporary Insanity, the game is over and the Cultist wins. 

 

3) If any Investigators remain Sane, there is combat. 
 
- Nyarlathotep Rolls 10 dice plus 1 die for each point difference between the 

Summon Points of 20 and the current Mythos Points the Investigators have 
achieved. Designer Note: These points represent they things they have learned 
about the creature that will hopefully help them defeat him. 

 
- The Investigators Roll 1 Die per Investigator (Fight values are worthless 

against Nyarlathotep) and any dice for Magic Items and Tomes they possess.  
 

Combat Resolution – If the Investigators roll more 5s & 6s than Nyarlathotep, 
they defeat him and win the game. If the Cultist rolls more 5s & 6s than the 
Investigators – 1 Investigator is killed for each success point greater than the 
Investigator Roll.  

 
In the event that Investigators are still alive after the first round of combat 
with Nyarlathotep, roll on the Temporary Insanity Chart for any Investigators 
there and return to combat any that regain their Sanity and then conduct 
another round of combat. Repeat process until Nyarlathotep is defeated or all 
Investigators have been eliminated from combat by Insanity and/or Death. 

 
 

Note on Using Items: When an item is gained, it may be assigned to the Investigator (and 
sometimes to the Cultist) and used by them. To assign an item to an Investigator, place the 
item under their token when played to the board. Any Bonus may now apply to that 
Investigator. If 2 or more Investigators are in the same location, the Item may be used by one 
of them, not all.  

 
The Cultist player does not place the item with Cultist, but may assign it to a Single Cultist 
after the Tiles are revealed. This gives them a little more flexibility, but maintains secrecy.  

 


