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D
eck Size: 25.

D
eckbuilding O

ptions: Rogue cards (
) level 

0-5, Fortune cards level 0-3, G
am

bit cards level 0-3, 
N

eutral cards level 0-5.
D

eckbuilding R
equirem

ents (do not count toward 
deck size): O

n the Lam
, H

ospital D
ebts, 1 random

 
basic weakness.

Additional O
ptions: W

hen you upgrade a  Fortune or 
G

am
bit card, you m

ay instead pay the full experience cost 
of the higher level version and leave the lower level version in your deck (it does not 
count towards your deck size or the num

ber of copies of that card in your deck).
Skids hadn’t planned on a life of crim

e. But som
etim

es doing the right thing m
eans 

getting your hands dirty. H
is cellm

ate, Brad H
ollins, would rant and rave in a quiet 

voice every evening about the “O
ld O

nes”. Skids didn’t give it m
uch thought until 

the night he woke to the sight of his cellm
ate bursting into flam

es. W
hen Skids was 

finally released, he returned to Arkham
, looking for answers.

Th
e Ex-C

on
“Skids” O’Toole
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EVENT

Tactic.

On the Lam

“Skids” O’Toole deck only. Advanced.
Fast. Play during any  window.
Until the end of the round, non-Elite enemies 
cannot attack you. At the end of the round, 
you may disengage from each engaged 
enemy and move up to 2 locations away.

00
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TREACHERY

WEAKNESS

Task.
Advanced. Revelation – Put Hospital Debts into play 
in your threat area.
: Move 1 resource from your resource pool to 
Hospital Debts. (Limit three times per round.)
Forced – When the game ends, if Hospital Debts 
has fewer than 9 resources on it: You earn 2 fewer 

experience for this scenario.

Hospital Debts
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EASY / STANDARD

–3. If you fail, “Skids” O’Toole 
takes 1 horror.

–2. If you fail, lose 3 resources.

–2 (–4 instead if you have 10 or 
more resources).

–1 for each clue you have.

All or Nothing
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HARD / EXPERT

–5. If you fail, “Skids” O’Toole 
takes 1 horror.

–3. Lose 3 resources.

–4 (–8 instead if you have 10 or 
more resources).

–2 for each clue you have.

All or Nothing
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AG
EN

D
A

 
1bThe Mob Always Wins

It’s getting late, and you’ve been gam
bling all night. 

Exhausted, you try to stand up, but stum
ble and spill 

your drink all over a scruffy-looking fellow at your table. 
Slowly turning to you with a wicked scowl, the husky 
hoodlum

 stares at you with contem
pt. Th

e m
an leaps out 

of his seat and lunges at you. N
ow you’ve done it. Th

e 
m

obsters are sure to kick you out...
Each investigator w

ho has not resigned is defeated and 
suffers 1 physical traum

a.
If “Skids” O

’Toole has resigned, proceed to (→R
1). 

O
therw

ise, proceed to (→R
2).
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AC
T 1bFeeling the Heat

Fueled by luck and adrenaline, you’ve won a bit too 
m

uch and failed to keep a low profile. Th
e O

’Bannions 
know you’re here and despise having their m

oney stolen 
by “cheaters.” A com

m
anding voice from

 La Bella Luna 
calls out, “Th

at O
’Toole verm

in is here. Split up and get 
him

!” 
You freeze and your m

ind clears at the sound of your 
nam

e. It m
ay be tim

e to stop. O
nce-oblivious m

obsters 
now rise and pursue you with fierce determ

ination. D
o 

you confront the trouble before escaping out the front, or 
do you try to find the back door?

Spaw
n the set-aside Siobhan R

iley enem
y in La Bella 

Luna. Each investigator spaw
ns 1 set-aside C

lover C
lub 

Bouncer enem
y engaged w

ith them
.
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The Thrill of Victory
AC

T 2b
You run out the door and sprint around the corner, 
winnings in hand. Th

e adrenaline rush is like no other. 
O

nce at a safe distance, you count your m
oney. You take 

a deep breath and are relieved; this outing put a big dent 
in your debts. Surely this night will only add to your 
reputation. Lady Luck is always on your side!

(→R
1)
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ENEMY

Victory 1.

Humanoid. Criminal. Elite.

O’Bannion Enforcer

Forced – After Siobhan Riley engages 
you: For every 5 resources you have, lose 1 resource.
Forced – After an investigator at Siobhan Riley’s 
location gains 1 or more resources during the 
investigation phase: Siobhan Riley readies, engages 

that investigator, and makes an attack.

Siobhan Riley

226655
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ENEMY

Victory 0.

Humanoid. Criminal.
While Clover Club Bouncer is engaged with 

you, it gets +1 fight and +1 evade for every 5 resources 
you have.
 Spend 3 resources: Parley. Test  (2). If you 
succeed, disengage from Clover Club Bouncer and 
exhaust it. It does not ready during the next upkeep phase.

Clover Club Bouncer

11 1133
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ENEMY

Victory 0.

Humanoid. Criminal.
While Clover Club Bouncer is engaged with 

you, it gets +1 fight and +1 evade for every 5 resources 
you have.
 Spend 3 resources: Parley. Test  (2). If you 
succeed, disengage from Clover Club Bouncer and 
exhaust it. It does not ready during the next upkeep phase.

Clover Club Bouncer

11 1133
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ENEMY

Victory 0.

Humanoid. Criminal.
While Clover Club Bouncer is engaged with 

you, it gets +1 fight and +1 evade for every 5 resources 
you have.
 Spend 3 resources: Parley. Test  (2). If you 
succeed, disengage from Clover Club Bouncer and 
exhaust it. It does not ready during the next upkeep phase.

Clover Club Bouncer

11 1133
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ENEMY

Victory 0.

Humanoid. Criminal.
While Clover Club Bouncer is engaged with 

you, it gets +1 fight and +1 evade for every 5 resources 
you have.
 Spend 3 resources: Parley. Test  (2). If you 
succeed, disengage from Clover Club Bouncer and 
exhaust it. It does not ready during the next upkeep phase.

Clover Club Bouncer

11 1133




