Stranger Things
. Prepare for a trip to the small town of
Hawkins, Indiana, as you step into the
. story depicted in season one of
Stranger Things. Stranger Things can
be played as a standalone scenario, or
as a side-story during any campaign.
Expansion Symbol

The cards in the Stranger Things
scenario can be identified by this
symbol before each card’s collector
number.

{ .. ..D0 NOT I}EH,D ;
until the end of the scenario

Resolution 3: Days have passed. The

_ town is quiet. After fruitless searching,

- you were never able to find Will Byers.

- He was lost to the Upside Down. A
funeral was held to bid him goodbye, but

unfortunately no one will ever know

exactly what befell him. You can only

take solace in the fact that Eleven was

not recovered by those who would use

her as a weapon. With a solemn farewell,

I8 you leave the town behind, hoping it can

find a way to recover on its own.

* In your Campaign Log, record that Will
Byers was never found.

* If The Monster is in the victory
display, record that The Monster was
destroyed and the town is safe.
Otherwise, record that The Monster
survived and the town is still in danger.

* Each investigator earns experience
equal to the Victory X value of each card
in the victory display.

Welcome to Hawkins

“Look, I wouldn’t have called you in
here, if this wasn 't important,” the sheriff
says, pausing to take a sip from a
- steaming mug of coffee. “Normally, my
mornings are reserved for some well-
earned contemplation, but there have
been some...strange things happening in
the town.” He gestured out the window
towards a town painful in its normalcy.
“The Byers boy has fallen off the face of
the planet, we 've had our first murder in
God knows how long, and I get this
feeling that...” He clears his throat
suddenly, as if cutting off what he was
about to say. “Well the long and the short
of it is I wouldn 't mind having someone
else taking a look at things, someone who
isn’t connected to this town.”
If experience has taught you anything, it’s
that only a fool trusts the calm exterior of
a quaint town. You must find young Will
Byers and get to the bottom of what is
turning this town upside down.

Stranger Things

EASY / STANDARD

A -1 for each Agent enemy in play
“Q (max -4).

. -2.If you fail, the enemy at your
«@ | location with the greatest fight
* attacks you.

(& -2. If you fail, spawn The Monster
B2 at your location, engaged with you.

3{9” , -3.If you fail, place 1 horror on
Eleven, if you control her.

] Additional Clarifications

Invincible
The Monster in this scenario has the

~ invincible keyword. When an enemy with

the invincible keyword is defeated, it is
removed from play. Various effects in the
scenario can then bring the enemy back
into play. However, if an enemy with the
invincible keyword is in the victory
display, then it can no longer enter play.

The Upside Down

While investigators have “entered the
Upside Down,” they are not considered to
be at the same location as other enemies
and investigators at the same location.
This means that they cannot engage,
evade, attack or be attacked, or otherwise
interact with enemies. The Monster is the
only exception to this rule. This also
means that they cannot commit cards to
skill tests performed by other
investigators or otherwise interact with
other investigators, unless that other
investigator has also “entered the Upside

- DO NOT I}EH,D .
until the end of the scenario
Resolution 1: Days have passed. Young
Wil Byers has managed to make a full
- recovery from his horrific ordeal and the
time spent in that strange other world.
There isn’t much fanfare as Hawkins
seems to want to forget the whole ordeal
like an errant nightmare, but those who
know better give you thanks as you depart.
* In your Campaign Log, record that Will
Byers has been rescued. Any one
investigator may choose to add Will Byers
to his or her deck. This card does not
count toward that investigator’s deck size.
* If The Monster is in the victory display,
record that The Monster was destroyed
and the town is safe. Otherwise, record
that The Monster survived and the town is
still in danger.
. * Each investigator earns experience equal
- to the Victory X value of each card in the
victory display. Each investigator earns 2
experience as he or she reflects on what
has taken place.

R -




i (DO NOTREAD
until the end of the scenario
Resolution 2: Days have passed. You

. managed to recover Will Byers from

that strange, dark world, but

unfortunately you were too late, and he

did not pull through. You can take

solace in the fact that you were able to

bring his mother some closure at least,
and the strange girl known as Eleven

did not fall into the hands of those who

would harm her.

* In your Campaign Log, record that

Will Byers didn’t make it.

* If The Monster is in the victory

display, record that The Monster was

destroyed and the town is safe.

Otherwise, record that The Monster

survived and the town is still in danger.

* Each investigator earns experience

equal to the Victory X value of each

card in the victory display.

DO HNOT READ .
until the end of the scenario

"~ If no resolution was reached (each

_investigator was defeated): You awake

on the outskirts of Hawkins. Entering
the town again, you find that strangely
weeks have passed. Will Byers was
never found and several more people
have gone missing. There are no leads,
no trace of what happened, and the

L people of the town seem to ignore you

and quickly leave when you try to talk
to them. It appears that you have failed,
and it is time to move on... .

* In your Campaign Log, record that
Eleven was taken, The Monster
survived and the town is still in danger,
and Will Byers didn’t make it.

* Each investigator earns experience
equal to the Victory X value of each
card in the victory display.

@1 -3. Spawn The Monster at your

Setup

. * Gather all cards from the following

encounter sets: Stranger Things, and

. Upside Down. These sets are indicated

by the following icons, respectively:

& <

* Put the 9 locations into play. Each
investigator begins play at the Byers
Residence.

* Shuffle the cards from the Upside
Down encounter set. Place 1 card
facedown underneath each location.

* Set the following cards aside, out of
play: The Monster, Eleven, Christmas
Lights, and all copies of Into the
Upside Down.

* Shuffle the rest of the cards from the
Stranger Things encounter set to build
the encounter deck.

Stranger Things

HARD / EXPERT

. -1 for each Agent enemy in play.

-4. If you fail, the enemy at your

@ location with the greatest fight

~ attacks you.

location, engaged with you.

F Standalone Mode

] 0 NOT REA
- until th'De end oflsche‘%cenario

When played as a standalone scenario,

- Stranger Things has only two difficulty

modes. Construct the chaos bag with

- the following tokens:

Standard: +1,0, 0,0, -1, -1, -1,
;é, 34,5080 4 0, %,

Hard: +1,0,0,0,-1,-1,-2, -3,-4, -5,
6,228 4 0¥ S %

Side-story (Campaign Mode)

Playing the Stranger Things side-story
costs each investigator 2 experience.

Resolution 4: Days have passed. The

. town is quiet. There is no sign of the

girl named Eleven, nor the agents that

" pursued her at every turn. Without

Eleven’s help, you were never able to

" find poor Will Byers, and he was lost to

the Upside Down. On a dreary
morning, you are forced to leave the
town behind, hoping it can find a way
to some kind of peace.

* In your Campaign Log, record that
Will Byers was never found and Eleven
was taken.

* If The Monster is in the victory
display, record that The Monster was
destroyed and the town is safe.
Otherwise, record that The Monster
survived and the town is still in danger.
* Each investigator earns experience
equal to the Victory X value of each
card in the victory display.
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Doctor Brenner
Victory 1.

ght and +1 health.
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»»: Take control of 1 copy of Into the Upside Down

and place it in your threat area.
»: Remove Into the Upside Down from your threat

area and set it aside, out of play.

Laboratory.
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Are you sure you want to do this?
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Hawkins.
The house looks normal enough. It sits up against a

* heavily wooded area, and there is a small shed in the back. As

far as anyone knows, Will never made it home the night he
went missing, but there may be some sign of what happened

Hawkins. Covert.
The entrance is blocked to unauthorized

visitors. You cannot move into Hawkins National

- Laboratory.

The large building stands at the edge of town. A fence
surrounds it, and a guard station blocks the only entrance.
There seems to be no way in unless you have a very good
reason.

Hawkins.
There is a small makeshifi fort located in the woods not
far from the Byers Residence. A sign on the front reads
“Castle Byers.”

Hawkins.
The yard is filled with old cars and vehicles of every

~ descriptions. No one seems to be around and it doesn’t seem

like this place gets paid much attention to.

Downtown ’

Hawkms Central.
1t’s not much of a downtown, but there are the usual

* suspects. A hardware store, a general store, a movie theater.
Perhaps supplies can be found here that might prove useful.

lO(‘ATIO\l

Hawtkins.
What catches your eye most about the quarry is the

ol prectpttom drop in front of you. It is likely that nothing would

survive such a fall.

Hawkins Middle School

Hawkins.
The town’s middle school sits right next to the adjoining

~ high school. There is a large gymnasium that might be useful

Jor extracurricular projects.

LCATION

Hawtkins.
Agent enemies cannot move into the Wheeler

" Residence unless it is Agenda 3.

This was the last place that Will was seen before his
disappearance. The home seems warm, inviting, and
comfortingly quiet.




o @ Hawkins Middle School M ‘ Downtown s : : (astle Byers v ' Byers Residence

3 2 2,‘ LOCATI
Hawkins. =S A Hawkins. Central. = - Hawkins. e { > ~ Hawkins. S
» Spend 3 resources and exhaust Eleven: ?\ » Spend 1 resource: Place 1 ammo token Y"‘\ As an additional cost to investigate this 7.-\ - f,;; l:ei‘glaaéa'gm:““‘Z;‘f‘;rfgns‘h;&?}ais < o )
" Look at one card underneath a location. on a Firearm asset you control. (Limit once per R !ocathn, test 903).If successful, resolve the } Th% Mglnster engaged,wit}l.yzlu GEThS N}Ilonste; 15 already
During school hours, the building is filled with students and game.) investigation as normal. cherWIS(?’ you must either in play, it engages you and makes an immediate attack).
staff, but right now it feels eerily quiet and abandoned. »» Spend 3 resources: Take control of the set- ; cance_l Fhe eff@cts of the investigation or lose all | Otherwise, gain a clue from the token pool. (Limit once
~ aside Christmas Lights asset.  remaining actions. per turn.)

= 3 : / s There is little indication of anything amiss, except for Will's em,
The general store fortunately has a generous selection of The inside of the fort is adorned with pillows, comic books, room. However, the lights_'f/Iick)er asiou enter, arfd'tfhere isa Stn}”nge

weapons and other supplies. and drawings made by a child’s hand. charge to the air.

Illus. Stranger Things 49 B
4
4

' Wheeler Residence

\!

LOCATION X N \ \ r . NS { \ \ r 4 LOCATION

Hawkins. Covert. 5

Hawtkins. N \ . : A Hawtkins. Hawtkins.

Agent enemies cannot move into the \ Forced — After a 8, A, §b, ¥, or §2 \ R When an enemy would engage you: »: Parley. Test ® (4). If you succeed,
Wheeler Residence unless it is Agenda 3. ' symbol is revealed during a fight test: Test H#@. T Test 3¢ (3). If successful, that enemy cannot = you have “gained access to the Upside Down.”
»» Spend 2 resources: Heal 1 damage or 1 Ifyou fail, take 2 direct damage. o 3 engage you until the end of the round. »: Fight. Test @ (4). If you succeed, you have

| horror from an Ally . * Forced — After a < symbol or positive number is £ gy, Regign, “Ill just hide here “til this all blows | gained access to the Upside Down.”

revealed during a fight test: The enemy is E
immediately discarded if it is non-Elite .
Watch your step.

Getting in is one thing. But it’s going to take some smooth
talking or swinging fists to find out what’s in the basement of
this place. ;

Over...”

i The house is quiet and peaceful. It is almost as if you could B
: That old bus seems like a likely place to hide...

E, shut out the world and its problems, even if for just a moment.

Victory 1

NV, el

1049 &



Hawtkins.
The library is an old-looking building in the center of
town. There may be public records to help in unraveling the
- mystery of the laboratory and the strange goings on in town.

) Monster. Elite.
Hunter. Invincible.

Forced — If The Monster is exhausted and there
“are no investigators at its location: Remove it
from play.

Forced — At the start of the enemy phase: Deal 1

damage to each enemy at the same location as
The Monster.

W

llus. Stranger Things

Ally. Weirdo.
M—: Exhaust Eleven and deal 1 horror to her:
Deal 1 damage to each enemy at your location. -
»: Parley. Test ®& (3). If successful, take control
of Eleven.

. Forced — When Eleven is defeated: (+R4)

€4 @
Ilus. Stranger Things i L,

. State Trooper
i J 3 —

[E—

4

o

Police.
Spawn — The location with the most

" Forced — When State Trooper is defeated:
Take 1 clue from the token pool.

Illus. Stranger Things

| same location that have ‘entered the Upside Down.

Light.
» If you are the only investigator and have “entered
the Upside Down”: Trigger the action on Byers
Residence as if you were at that location. |
A—: Attach to your location. 4
The attached location gains: “3p: Test ®& (3). If
successful, you may trade clues with investigators at the

27

Ilus. Stranger Things

Security.
Spawn — Hawkins National Laboratory.

' Into The Hpside Down |

Upside Down.
You have “entered the Upside Down.” All enemies
(other than The Monster) and all other investigators
(unless they have “entered the Upside Down”) are not
considered to be at your location.
If you have “researched alternate realities,” Into The
Upside Down gains: “3p: Test ®& (4). If successful,

i discard 1 Upside Down treachery in your threat area.”

Illus. Stranger Things

19149 &

. Lab Security Guard
— V(T ——

2/\—’4

Security. :
Spawn — Hawkins National Laboratory.

Forced — After Lab Security Guard attacks yoﬁ: :
‘Discard an Item you control.

y




Library
—r—

»: Test B (4). If successful, you have
~ discovered a lead about Doctor Brenner. Treat his
text box as blank until the end of the round. (Limit
once per game.)
»: Test & (4). If successful, remember that you have
“researched alternate realities.” (Limit once per game.)
There are endless shelves and records as far as the eye can see.

&t 16




" Government Agent . Government ngnt
I e =

N2 2 L2

/" Forced — After Government Assassin N8/  Forced — After Government Assassin 4 ) ] Government Agent gets +1 fight and +1 .
ngages you: Test # (3). If you fail, take 1 : engages you: Test ¢ (3). If you fail, take 1 AWN# e ion. ade for each other Agent at the same location. _‘.\;

v,

Rius Stranger Thisgs 2749 HE 23 Illus. Stranger Things 27/, & 23 Tilus. Stranger Things

Government Agent & by Lab Scientist

Government Agent gets +1 fight and +1 \
evade for each other Agent at the same location.
P “only take 1 action next turn.

your location or discard 1 card.
~ The case seems solved. The mystery is over. As open and
shut as a body on a slab. So why do you have the nagging
suspicion that something is still amiss...

Tilus. Stranger Things






erenere

Revelation — Test ¢ (4). If you fail, you lose
& control of 1 non-story ally you control. Place
- that ally facedown under your location and take
| horror. If you don’t control any non-story
L allies, place 1 doom on the current agenda
instead.

Revelation — Test ®& (3). For each point you
% fail by, you must either place 1 of your clues on =
your location or discard 1 card.
" The case seems solved. The mystery is over. As open and.

shut as a body on a slab. So why do you have the nagging
suspicion that something is still amiss... 5

play, spawn The Monster at your location,

~ engaged with you. 3
The lights suddenly cut out. Then back on. Then out again. &
Something is coming...

play, spawn The Monster at your location,

- engaged with you. :
The lights suddenly cut out. Then back on. Then out again. ‘: ¢
Something is coming... -

d they go? You left them alone for just a secondz

Tllus. Stranger Things Tllus. Stranger Things Tllus. Stranger Things 3849

/a =
REACHERY

Scent of J}lo

Revelation — If there are no Agent enemies in

¢ play, discard cards from the encounter deck

until an Agent enemy is discarded. Spawn the

- discarded enemy at your location, engaged with

b you. If there are 1 or more Agent enemiesin

play, each of them moves 1 location toward
leven, if able.

S

Revelation — Put Scent of Blood into play in
% your threat area. Limit 1 per investigator.
Forced — At the end of a phase in which you
' take damage: Spawn The Monster at your ;
" location. If The Monster is already in play, take
1 damage and 1 horror instead. Then, discard =
; cent of Blood.
R T

31 Tllus. Stranger Things 4549 & 31

Revelation — Put Scent of Blood into play in
% your threat area. Limit 1 per investigator.
Forced — At the end of a phase in which you
' take damage: Spawn The Monster at your :
" location. If The Monster is already in play, take
1 damage and 1 horror instead. Then, discard =
ent of Blood.
B

Revelation — Test ¢ (4). If you fail, you lose
. control of 1 non-story ally you control. Place
that ally facedown under your location and take
1 horror. If you don’t control any non-story
. allies, place | doom on the current agenda
instead.

¢'d they go? You left them alone for just a secondz =

Ilus. Stranger Things 4049 HE 29
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Revelation — Test @ (3). If The Monster is in
& play, increase the difficulty of this test by 2. If
you fail, take 1 horror for each doom on the
'~ current agenda (to a maximum of 3).
There are some things you can never forget.

Revelation — If there are no Agent enemies in
& play, discard cards from the encounter deck
until an Agent enemy is discarded. Spawn the =
- discarded enemy at your location, engaged with

¢ you. If there are 1 or more Agent enemiesin
* play, each of them moves 1 location toward
leven, if able.

Revelation — If there are no Agent enemies in
& play, discard cards from the encounter deck

until an Agent enemy is discarded. Spawn the =
- discarded enemy at your location, engaged with

¢ you. If there are 1 or more Agent enemiesin
* play, each of them moves | location toward
leven, if able.

Revelation — Test @ (3). If The Monster is in
% play, increase the difficulty of this test by 2. If
“you fail, take 1 horror for each doom on the
-~ current agenda (to a maximum of 3).
There are some things you can never forget.

Tllus. Stranger Things

Hlus. Stranger Things
: &

oy SIS

the Dark World

Upside Down.
Revelation — Put Black Slugs into play in your
& threat area. Limit | per investigator.
‘While you have less than half of your health
- remaining, you get-1 @, -1 ®, -1, and -1 4.

Revelation — Test @ (3). If The Monster isin
& play, increase the difficulty of this test by 2. If
you fail, take 1 horror for each doom on the
'~ current agenda (to a maximum of 3).

There are some things you can never forget.

Revelation — Put Friends Don’t Lie into play in

i your threat area. :

The text box of allies you control are considered

-~ to be blank.

b Forced — At the end of your turn: Test @ (3). If

* you succeed, discard Friends Don’t Lie. :

Otherwise, if you control Eleven, lose control of
er-and place her at your current location.

Revelation — Put Friends Don’t Lie into play in

i your threat area. -
The text box of allies you control are considered
' to be blank.

b Forced — At the end of your turn: Test @ (3). If &
you succeed, discard Friends Don’t Lie. e
Otherwise, if you control Eleven, lose control of
etand place her at your current location. .= ~

Tllus. Stranger Things Stranger Things &t 3 Hlus. Stranger Things 4349 HE 30 Hlus. Stranger Things 4349 H& 30 Tlus. Stranger Things
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Black Slugs
Upside Down.
Revelation — Put Black Slugs into play in your
b threat area. Limit 1 per investigator.

‘While you have less than half of your health
' remaining, you get-1 @, -1 @, -1, and -1 4.

Tllus. Stranger Things
=

TREACHERY
Toxic Air
] Upside Down. BV
Revelation — Put Toxic Air into play in your
b threat area. Limit | per investigator. 2

Forced — At the end of the round: Take 1 direct
- damage. 3

Tlus. Stranger Things 4/9 &t 35

b threat area. Limit 1 per investigator. 2

O

/) a
IREACHERY

Don t. Move.

Upside Down.

Revelation — Put Don’t. Move. into play in your

threat area. Limit 1 per investigator.

Forced — After you move: Test ¢ (4). If you fail and
" The Monster is not in play, spawn The Monster at

your location, engaged with you. If you fail and The

* Monster is in play, move it to your location. Then,

discard Don’t. Move.
Seriously. Read the title.

/ﬂ.\

IREACHERY

Toxic Air
Upside Down. BV
Revelation — Put Toxic Air into play in your

Forced — At the end of the round: Take 1 direct
~ damage. 3

Ilus. Stranger Things 4/9 &k 35

Don t. Mov.

Upside Down.

Revelation — Put Don’t. Move. into play in your

threat area. Limit 1 per investigator.

Forced — After you move: Test ¢ (4). If you fail and
The Monster is not in play, spawn The Monster at

' your location, engaged with you. If you fail and The
b Monster is in play, move it to your location. Then,

discard Don’t. Move.
Seriously. Read the title.

£,

IREACHERY

Toxic Air

Upside Down. BT

Revelation — Put Toxic Air into play in your

b threat area. Limit | per investigator.

Forced — At the end of the round: Take 1 direct

~ damage.
Ilus. Stranger Things B 4/9 &35

£,

IREACHERY

Don t. Move.

4 Upside Down.
Revelation — Put Don’t. Move. into play in your
threat area. Limit 1 per investigator.
Forced — After you move: Test ¢ (4). If you fail and
~ The Monster is not in play, spawn The Monster at
your location, engaged with you. If you fail and The
Monster is in play, move it to your location. Then,

¢ discard Don’t. Move.

Seriously. Read the title.

BEPFETPTRINIS S A SN T TR P .m =

*~Will Byers

Ally. Hawkins.
You get +1 §.
R After you fail a # test, exhaust Will Byers:
Gain 2 resources.

llus. Stranger Things vy &t







The Chief

The Nerds

Friends.
R After you perform the same

Each non-Elite enemy engaged
with you gains: “3 Parley. ‘

Test € (3). If you succeed,

action two times in a row during

!
!

your turn: You may immediately
take another action of the same

evade this enemy and deal 1

damage to it.”

type (this action does not count
toward the number of actions

you can take each turn).

X effect: +1. If successful,

discover 1 clue at your location
for each exhausted enemy at

your location.

¥ effect: +2. Draw X cards. X

is the number of investigate

|
!

actions that you have taken this

You know what I would give? For a
chance? You know what I would

Friends don 't lie.

p——tc—= >
_ (offee and Contemplation
Routine.
Jim Hopper deck only.
Play only during your turn if there are no
engaged enemies at your location.
Heal 2 horror. Then, gain 1 clue from the
token pool if there is an exhausted enemy at |
your location.

Vehicle.
Lucas, Dustin, and Mike deck only.
You get +1 3.

Y After you evade an enemy: Exhaust Bicycles
to move to a connecting location.

Hlus. Stranger Things

Self~medicated

WEAKNESS

g »n
Flaw.

Revelation — Put Self-medicated into play in your
threat area, with 3 supplies on it.
Forced — At the end of your turn, take 1 direct horror
if you have not used a supply from Self-medicated.
R When your turn begins: Spend 1 supply. You get
-1 skill value during skill tests until the end of the
round. Then, if Self-medicated has no supplies on it,
tscard it

*Troy and James

WEAKNESS

Bullies.
Retaliate. Hunter.
Prey — Lucas, Dustin, and Mike only.
You must test @ (3) as an additional cost to fight
Troy and James. If you fail, the fight test
automatically fails.

Step right up, ladies and gentlemen. Step right up and
get your tickets for the freak show.

Tllus. Stranger Things
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SFTIEF S

+Wall of Lights

o
&
o~

&

Believer.

M— Take | direct horror:

Maybe I am a mess, maybe I'm
crazy, maybe I'm out of my
mind! But, God help me, I will keep
these lights up until the day 1 die, if I
think there’s a chance that Will’s
still out there!”

Your location gets -2 shroud

for this investigation.
X effect: +1. If this skill test

is successful during an
investigation, heal 1 horror.

(e

’ e S g z
= y . e - No One Believes
w  Joyce Byers deck only. Uses (X charges). '} WEAKNESS
> X is the number of clues on Joyce Byers (to a ; Doubt.
maximum of 4). = Revelation — Put No One Believes into play in
M— Exhaust Wall of Lights and spend 1 charge: “ your threat area.

Look at the top card of the encounter deck. Youmay £ Forced — After an investigator fails a test while
place the looked-at card on the bottom of'its deck. = investigating: Take 1 direct horror.

The Mother

»» Place 1 doom on the current agenda (this
effect may cause the current agenda to
3 ﬁd}ang@): Discard No One Believes.
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Loner
WEAKNESS

Flaw.
Revelation — Put Loner into play in your threat
area.
Forced — At the end of your turn: Take 1
horror if there are more than 2 connections to
your location.

» 3 Test @ (4). If you succeed, discard

:]:Qﬂer, _

Item. Device.
Jonathan Byers deck only.
You get +2 € and +2 ¢ against enemies with the same
title as an enemy that “you have photographed.”
» Exhaust Jonathan’s Camera: Test @& (2). If you
succeed by X, where X is the remaining health of a
non-Elite enemy at your location, remember that “you
have photographed” an enemy with that title.

—
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The Student

~Nancy Wheeler
{

\‘v

*Steve Harrington

WEAKNESS

Ex-boyfriend. Arrogant.
Steve Harrington cannot be engaged,
attacked, evaded, or damaged (except by using the
action on this card).

Revelation — Discard any non-story allies you
control.

Nancy Wheeler may not play allies.

» Parley. Test @ (3). If you succeed, place 1
».damage on Steve Harrington.

Hlus. Stranger Things

Nancy Wheeler deck only.

Ally. Best Friend.

You get +1 §.

N After Barb is defeated: You may immediately take 2

actions as if it were your turn (these actions do not count

toward the number of actions you can take each turn).
Come on. You are not this stupid.

RIS SIS | TR
*Steve Harrington

Redeemed

Ally. Boyfriend. Brave.
Nancy Wheeler deck only.

Play only if the Steve Harrington weakness is in your
discard pile.

S After an enemy engages you, exhaust Steve
Harrington: The next action you take does not trigger an
attack of opportunity.

I'm stealthy, like a ninja.

Hlus. Stranger Things

(ourag To A Fault

Q WEAKNESS N
Flaw.

Revelation — Move 1 location toward the

nearest enemy. Then, each enemy engaged with

you attacks. If there are no enemies in play or

no enemies made attacks this way, shuffle

Courageous To A Fault back into your deck.
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In

Upside Down. Upside Down. Upside Down.
You have “entered the Upside Down.” All enemies You have “entered the Upside Down.” All enemies You have “entered the Upside Down.” All enemies
(other than The Monster) and all other investigators (other than The Monster) and all other investigators (other than The Monster) and all other investigators
(unless they have “entered the Upside Down”) arenot = (unless they have “entered the Upside Down”) arenot = (unless they have “entered the Upside Down”) are not
considered to be at your location. +  considered to be at your location. © considered to be at your location. '
If you have “researched alternate realities,” Into The If you have “researched alternate realities,” Into The If you have “researched alternate realities,” Into The
Upside Down gains: “3p: Test ®& (4). If successful, Upside Down gains: “3p: Test ®& (4). If successful, Upside Down gains: “3p: Test ®& (4). If successful,

discard 1 Upside Down treachery in your threat area.” ; discard 1 Upside Down treachery in your threat area.” ; discard 1 Upside Down treachery in your threat area.”
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