Abandoned Well 4 L Darkened Paths A Tall Tree ' ‘ The Forest a

: -E);at'efior o 3 : iEg’Eefior

szl&t‘erior = : =N Exterior

LOCATION » = r / LOCATION 4 LOCATION SN = LOCATION

» Test 3¢ (3) If successful you may

/ = Forced — When entering this location, test 3¢ (3) ‘Q"\\ \ 7 » Test @ (4) If this test is succesful \"\ Ve ¢ \'f\

, discard up 2 resource tokens to heal up to 2 { or @ (3). If passed, discard any number of enemies in your " discard all non-elite enemies in any direction : Revelation — A
damage or horror. If failed, discard 1 obiject from engagement area. Otherwise, Discard Compass (if possible). 3 3 - ,

[‘ la: i } : : » Test & (3) Gain C if it has b ious] (d}agonals mclude_d). If.thls last fa_lls, Tes_t #0)1f ‘When you enter this location choose an adjacent
B e 4 ar)ly IGoSion). 7 b A ‘ fallﬁd’ Xou (gach mvestlﬁato; ‘:jt this location) and forest card and turn it faceup.
| Maybe some water can be found in this well.. F I L2 sc CiCreatiie laK e ATt £
E o You've never -seen- such darkness.... o i o ; o A
L, % ._‘L The tree seems to break, maybe It could use a little help. & The moon shines bright through the trees.. 1

“S]N0S 1S0] f0 SWa.40S i) ADIY UDD NOL . “S]10S 1S0] f0 SWDa.10S YY) DAY UDD NOL “'S]N0S 1S0] J0 SWD2.0S 2] ADAY UDD NOJ Y “'S]NOS 150] JO SWDa.108 YY) DAY UDI NOL
A0112)X75] AN A0LI2IXTT AN A0LIIXTT AN A0112)XT]

Aouv.)m ‘. — A > — bllv.)0'1 “ V7= —_——_— 3 })11\*.)0'1 ' NoTvooT f///////////

983107 AL



The Forest

Exterior

The Forest 7 y The Forest»

_E{tenor Exterior

LOCATION

LOCATION ) 2 7 LOCAT]ON» S 77/ S5

Z LOCATION S
: —————_——————————— . — —_—
- O 2 Forced — After this location is succesfully < Zs
F d— Aft : ded at thi investigated (do not take clues into your pool) 1’\ VF R e e
. orced — €r an enemy 1§ evaded af 1S " mark this location with a doom token. This Location gains N Forced — After this location is ly investigated, discar K. g . . &
~ location it is discarded and you take 1 Horror. - the following ability. 2 doom tokens from the Agenda. This will increase the Forced — Each time you enter this location draw

rounds limit indicated by the Agenda. ~ an encounter card.
» Spend 1 Resource token, place your Investigator mini-card

in the Hallway. Any clues gained here immediately go to the shared supply.

Non-Massive monsters can follow you once fully investigated.

A hole in the ground.. but, where does it lead to? = I think I've found a way out of this nightmare..
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The Pathway :

~ Exterior
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__ Interior_
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Entrance Hall 7
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F " : L 3 3 s g —~When you would discover a Clue at this location place it as :
B tist ® (3) the shroud value is decreased b 2‘\ If this location is succesfully investigated gain B o on your myatptcant s S » Test @ (3) If successful gain
" > SHOUC Y A e e CUD ' the compass and immediately put it in play B sciion (e i A access to the Forrest. Otherwise, take 1 damage.
for the remainder of the round.(requires Compass) hcoune G, dacard | doom 0, e docs o Engag o e t n s
\ ation. . .
. After this location is fully explored advance the g " Forced - When there are no clues lef atthis location, take 1 Horror. 4 » Test ® (3) Flip the adjacent Forest card.
~ Act deck You wake up in a strange room.. with no recollection of what 3~

happened or how you got here, B Test ® (3) Flip the adjacent Forrest card

§ You try the door, but it seems to be locked.. you could kick
There seem to be rotten food on the able, noboxy has been here in a long time. R 4 your way through it, you think.
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‘When there are 6 doom tokens in play, the
shroud value of all locations increases by one
(up to +2 shroud value). When the 15th Doom
oken is added to this Agenda, turn this card

facedown and read the text.

| -Place The Compass Aside.

* 9SO NOX - | _Massive enemies cannot enter The House.
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LOCATION
You feel dizzy, pressing your palm against the
wall while moving.. only to keep yourself on your feet.
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*Dark Mist

Forced -
- Attach to your location.

Add +2 Shroud to location.

1 can't see a thing!

*Dark Mist

. Forced —
~ Attach to your location.

Add +2 Shroud to location.

Forced —
Place this card into your threat area,

- -1 to all skills checks.

. Otherwise, the card’s effect is now -2 to all skill
checks until the end of the next round(place 1

~ doom token on it). Then, discard this card.

*Possesed!

" Forced —

. Test @ (3) If failed, place this card into your threat area.

If, at the end of the round you are at the same location
- with another investigator, that investigator takes 1 horror.
Otherwise, you take 1 damage.

. 3 Test @ (2) If succesful, discard Possesed!

It’s like I've been here before..

” Forced — Draw Worms into your hand, discard 1 resource each time
yyou spend more than 1 action to move.

te

Discard 2 resources. When you have Worms in your hand, place worms at
‘your location. When any investigator enters this location, Test # (2) If failed,
draw worms into hand.

1t's hard to get rid of them, they infected me with some sort of virus

Virus, Elite

‘Forced — Draw Worms into your hand, discard | resource each time
you spend more than | action to move.

When you have Worms in your hand deal 1 additional damage when attacking an
enemy, if the attack is esful you also take | damage and place worms at your

 location.

Discard 2 resources. When you have Worms in your hand, place worms at
your location. When any investigator enters this location, Test # (2) If failed,
draw worms into hand.

I’ hard to get rid of them, they infected me with some sort of virus




Thunderstruk

- Revelation - Put Thunderstruck into play in your threat area X
- and place 2 Doom tokens on it. A

Forced - At the end of the round: Discard 1 Doom token
from Thunderstruck.

You may not use The Compass as long as Thunderstruck is
. in play.

'-\ 1 should 've stayed inside...

Creature

After you engage Rabb-Eat take 1 Horror.

" Forced - When a non-Elite enemy enters the location with Rabb-Eat:
Discard Rabb-Eat and that enemy. If it is an Elite,
discard Rabb-Eat, the enemy takes 1 dmg.

his enemy’s Forced ability is still available if exhausted. It does not
perform Attacks of Opportunity

These rabbits aren't afraid of humans.. but there are more vicious beasts in
these woods

Elite, Creature
Hunter, Retaliate

* Revelation, Forced — If you are at an exterior location
the Ghost spawns at the Center rightmost location of
- The Forest.

The Ghost may move move through Interior locations
regardless of location connections.

The look in their eyes..such evil.

. Spawn - Top rightmost The Forest location card.

This enemy does not move diagonally through The Forest.

They can smell you from afar.. there’s no point in not making
noise..

Creature, Elite
Retaliate, Hunter, Fast.

‘Forced — When this enemy is drawn, all investigators at the
location Test ¥ (2) Each investigator that failed, takes 1 dmg.

Flying rats!

& Revelation - Put Thunderstruck into play in your threat area
- and place 2 Doom tokens on it.

Forced - At the end of the round: Discard 1 Doom token
from Thunderstruck.

You may not use The Compass as long as Thunderstruck is
. in play.

) Creature
= Aloof.

s> After you engage Rabb-Eat take 1 Horror.

= Forced - When a non-Elite enemy enters the location with Rabb-Eat:
i “at and that enemy. If it is an Elite,
es | dmg.

This enemy’s Forced ability is still available if exhausted. It does not
perform Attacks of Opportunity

These rabbits aren't afraid of humans.. but there are more vicious beasts in
these woods.

N e

Elite, Creature
Hunter, Retaliate

Revelation, Forced — If you are at an exterior location

" the Ghost spawns at the Center rightmost location of

- The Forest.
_ The Ghost may move move through Interior locations
regardless of location connections.

The look in their eyes..such evil.
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TREACHERY

Forced — Test @ (4) - If failed, Take 1 Horror
(Each investigator at an interior location only).

Should have expected that ...

. Forced — Test @ (4) - If failed, Take 1 Horror
(Each investigator at an interior location only).
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Lost Souls

Forced Attach to your location, at the end of
i each round deal 1 horror to each investigator at
this location.

» Test @& (3) Discard Lost Souls

Hearing them.. is something you can handle, but now
~ seeing them is something else..

Object, Item

‘While this asset is in play you may move diagonally through The Forest.

»» Put this card back into your hand.
»» Decrease the value of the Fast ability of the Act by 3 for the
remainder of the round.

Hopefully this will show me the way...
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TREACH ERY

. Revelation — Place this card in your threat area with 2 Doom

tokens on it.

Forced — The first movement each round at exterior
locations costs 2 actions (For all investigators).

' -Discard one doom token fro
round. This card is discarded w
been discarded.

ard at the end of each
he last Doom token has

The raindrops felt heavier than e

Revelation — Place this card in your threat area with 2 Doom
tokens on it.

Forced — The first movement each round at exterior
locations costs 2 actions (For all investigators).

is card at the end of each
the last Doom token has

" _Discard one doom token from
round. This card is discarded w
been discarded.

The raindrops felt heavier than ever..
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TREACH ERY

Forced -

Discard 1 Clue

- Test @ (2) If failed, discard 1 resource token or

1 random card.

* Forced -

Discard 1 Clue

~ Test @ (2) If failed, discard 1 resource token or

1 random card.

Lost Souls

Forced Attach to your location, at the end of
each round deal 1 horror to each investigator at

* this location.

» Test & (3) Discard Lost Souls

Hearing them.. is something you can handle, but now
- seeing them is something else..




Creature, Elite
Retaliate, Hunter, Fast.

Creature, Elite

Massive, Fast, Hunter

This enemy does not move diagonally through The
Forrest.
Giant beasts that cannot be tamed..

Victory 1

== Cem
1 1

SH ¢

Creature

If there are no clues at the Location this enemy is at, it loses: Aloof,

~ It gains Hunter until the next location with clues. May use The

» Tunnel (both ways, even if the location isn’t fully investigated- it
- must be explored)

£ ) This enemy does not move diagonally through The

g Tunnel (both ways, even if the location isn’t fully investigated- it

Creature, Elite

Massive, Fast, Hunter

Forrest.
Giant beasts that cannot be tamed..

11 S 1

" Hungry Rat
S Y S

# Aloof, Spawn — Dining Room C
; \
orced - At the end of the round discard 1 clue from this location.

If there are no clues at the Location this enemy is at, it loses: Aloof, \
- It gains Hunter until the next location with clues. May use The B

F* must be explored)

These little demonic squirrels are everywhere..
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Dark Room ||Dining Room

O

Hallway

o

ntrance Hall

The
Pathway

Shuffle the Pathway with 2 other cards as indicated on the scenario map (right
row). Shuffle all the other Forest cards and place them as indicated. SEtUp

The Compass -You may not move diagonally through the woods without the DI
compass. As an action, you may give The Compass to any investigator at your CompaSSO
location.

You start in the Dark Room (top leftmost card of the indicated map) With 1 Clue. Sta rt O

"he/she" -wakes up-. The game ends, You keep any experience you have

“Whenever you, or any other investigatér reaches his Damage or Horror value,
gathered until that point (for Dark Horses basically) and get the trauma. End I

Dark Room

If you explore the Pathway while the Compass is still in the -Dark Room- you
gain 2 Additional victory points. Extra| ©

Cards with "*" before their names are only used in 3 or 4 player
games (8 cards total).

FAQ: -You may move the enemies wherever You like(towards You) for it's one (or two) movement,
however they will not enter a location with a Rabb-Eat unless it's the only way to get to you in that
same activation.

-If a Rabb-Eat spawns at your location and you are engaged with an enemy, it deals 1 dmg or
you discard both if it's a non-elite enemy.




