
E
m

berdeep
Q

uest

A
ction:

R
ew

ard:

A
 child’s doll, half m

elted, w
as found clutching a tiny

iron key. N
obody know

s w
hat it once opened. A

 village
E

lder suggests laying it upon the island altar.

C
arry the scorched doll to the altar and

spend 1 action. If com
pleted, see entry #

4
in the L

ost A
ppendices.

+
 1 G

lory Point

W
illow

m
ere

Q
uest

T
hey say a bell from

 W
illow

m
ere, if rung w

ith
intention, can cut through illusions or disturb dark
energies. A

 frail and bent old w
om

an pulls you close
and gives you a sm

all silver bell, then w
hispers in your

ear. See entry #
13 in the L

ost A
ppendices for m

ore
story.

A
ction:

R
ing the bell on any grave m

arker.

R
ew

ard:
C

ancel 1 m
onster action. O

ne use per gam
e,

does not cost an action and playable at any
tim

e.

D
olm

ar’s R
each

Instant R
eward

H
igh above the sea cliffs stood D

olm
ar’s R

each, hom
e

to eagle tam
ers and sky-runners. T

he villagers
fashioned gliders of bone and hide, claim

ing they could
ride the w

inds of the G
ods. M

ost thought them
 m

ad,
until the skies turned black. D

uring W
rathm

ore’s
purge, they took to the sky rather than surrender. T

heir
village now

 lies in ruins, but a single glider rem
ains.

R
ew

ard:
U

se the glider to jum
p over tiles or off a

cliff. A
llow

s travel up to 2 tiles aw
ay. O

nly 1
use.

M
irebrook

Q
uest

Y
ou find a sm

all w
ooden idol...a frog. T

ouching it
tingles your fingers. Just beyond is a stone w

ith a
person offering a frog to the sky gods upon a m

ountain
top.
A

ction:

R
ew

ard: O
ffer the frog idol to the m

ountain gods,
upon the closest m

ountain tile. O
nce

com
pleted see entry #

3 in the L
ost

A
ppendices.

Im
m

unity the next B
anshee W

ail or L
ava

B
urst effect. 

C
inderm

oor
Q

uest
C

inderm
oore w

as the glassblow
ing heart of Storm

vale.
T

heir forges burned w
ith a sacred flam

e, said to com
e

from
 the heart of the island itself. W

hen W
rathm

ore
seized the village, he tried to bend the flam

es to pow
er

his w
ar m

achines. T
he flam

es resisted. In his fury, he
shattered every kiln and the sacred fire fled.

A
ction:

R
ew

ard: T
ake a glass shard from

 a ruined kiln &
toss it into the L

ava B
urst or E

ruption tile.

G
ain 5 additional G

lory Points.

B
ram

blethorn
Q

uest

Y
ou arrive upon a vine-covered m

ap stone resting at
w

hat m
ust have been the village center. R

ising from
 the

center of the m
ap is obelisk. T

he capstone of w
hich is

carved w
ith runes and is w

arm
 to the touch.

A
ction:

R
ew

ard: Place your hands on the capstone and close
your eyes for one full round. (T

ake no
actions.)

R
ead entry #

10 in the L
ost A

ppendices.

D
eadw

ood Follow
ing

Q
uest

Y
ou find a sm

all, yet seem
ingly w

ell organized village.
E

m
pty. A

 pull in you chest brings you dow
n, a sorrow

as if som
ething inside you just broke. L

oose 1 action.
Y

ou find a sm
all leather book...it looks like a child’s

journal, but is m
agically sealed w

ith w
ax. Y

ou hear a
voice, calling you to the ocean.
A

ction:

R
ew

ard: M
ake your w

ay to the oceanside, (any
coastline) and break the seal at nightfall. (end
of round)

G
ain an action for your next turn and read

entry #
1 from

 the L
ost A

ppendices.

Stonem
arrow

Q
uest

Y
ou kneel am

ong the broken bones of Stonem
arrow

’s
tem

ple. T
he glyph-carved stones are cold, but not dead.

Som
e still pulse softly, like a fading heartbeat. B

eneath
the dust lies a child’s toy, carved of stone. Som

eone
placed it w

ith care. A
 nam

e is etched into the toy’s base:
“M

ira” A
 w

hisper curls around you. It’s not w
ind.

A
ction:

R
ew

ard: Spend 1 full turn in silence, m
editating on the

rubble. (N
o actions) R

ead entry #
16 in T

he
L

ost A
ppendices.

G
ain 1 tem

porary shield.  (A
bsorbs 1

physical hit, then is gone.)

Veilgrove
Instant R

eward
T

he people of V
eilgrove lived lightly, sleeping in

ham
m

ocks high in the trees, cooking w
ithout fire and

dancing w
ithout drum

s. T
hey believed joy w

as a kind of
m

agic that kept the darkness at bay. B
ut w

hen T
alon

arrived, the songs died and the silence w
as deafening. It

is said that the last villagers tied their m
em

ories into
w

ind-ribbons and left them
 for the forest to keep. O

ne
ribbon still flutters despite the lack of w

ind.

R
ew

ard:
T

ie the ribbon to a hero’s w
eapon &

 gain the
ability to re-roll 1 m

issed attack per round
for the rest of the gam

e.





E
m

berlock B
astion

Instant R
eward

H
eavy stone gates stand ajar. B

lack scorch m
arks line

the w
alls. O

nce a m
ilitary stronghold, E

m
berlock w

as
said to be im

penetrable. It held for decades - until 
T

alon infiltrated it from
 w

ithin, corrupting one of its
com

m
anders w

ith prom
ises of dark im

m
ortality. O

n the
night of betrayal, the gates w

ere opened from
 inside

and flam
es devoured everything. O

ne w
eapon rem

ains,
a gleam

ing obsidian blade, hum
m

ing w
ith restrained

fury.
R

ew
ard:

T
ake the blade and add to one attack of your

choice, +
2 dam

age. (O
ne use.)

R
edbone

Instant R
eward

T
his village w

as a place of sacrifice. W
hen crops failed

or illness spread, each fam
ily volunteed one day of

silence and fasting to lift the village burdens. Y
ou see a

post w
ith nam

es... not of the dead, but of the devoted.
O

n the night T
alon’s m

en surrounded R
edbone, the

villagers stood together, hands joined and eyes closed.
N

one raised a w
eapon. N

o cries w
ere heard. A

t the base
of the post lies a w

oven band m
ade of reed and hair.

Y
ou w

rap the band around your w
rist.

R
ew

ard:
T

his hero gets im
m

unity from
 1 attack that

alters m
ovem

ent.

Farsong R
efuge

Q
uest

F
arsong w

as a haven for bards, poets, and m
usicians.

T
hey believed that each soul could sing a note that

w
hen com

bined w
ith others could form

 a harm
ony

strong enough to bend fate. D
uring the rebellion, they

com
posed a final sym

phony m
eant to aw

aken the
island’s spirits.

R
ew

ard:

A
ction:

Spend 1 action to search and find only one
bar of m

usic.
H

um
 the forgotten m

elody aloud w
hile

standing at the altar. A
ll players gain 1 life

point. (M
ay play anytim

e.)

D
ustm

ere C
rossing

It w
asn’t a village so m

uch as a passage, w
atched over

by sentinels. T
he belief w

as sim
ple: N

o evil could cross
the bridge. W

hen T
alon cam

e, the last sentinel stood
alone. R

ather than let the enem
y pass, she collapsed the

bridge herself, drow
ning in the w

ild river below
. Som

e
say she still stands a ghostly w

atch. Y
ou see a charm

 in
the shape of bridge near the chasm

 edge.

Q
uest

A
ction:

T
ake the charm

 to the Sacred Spring and dip
it in the holy w

ater.
R

ew
ard:

A
bsorb 2 dam

age on the next attack.

H
ollow

fern G
rove

Q
uest

H
ollow

fern G
rove once sang w

ith birdsong and the
hum

 of life. It w
as a place villagers cam

e to seek the
“Second B

irth,” a m
om

ent of clarity w
hen life’s true

calling burned aw
ay all doubt. T

hat ended w
hen

W
rathm

ore’s beasts tore through it. In the center of the
grove is m

oss black w
ith dried blood. Y

ou kneel,
brushing it back, and find som

ething else: a snapped
string of prayer charm

s. B
eside it, deep gouges in the

earth w
here som

eone w
as dragged, struggling. F

rom
w

ithin the tree line a soft w
ind carries the sound of

w
eeping. See entry #

14 in T
he L

ost A
ppendices.

Silverm
ere A

bby
Q

uest
T

he clerics at Silverm
ere w

ere once spiritual guardians of the
island. T

heir prayers kept the island’s borders blessed and its
w

aters pure. W
hen the N

ecrom
ancer arrived, they sang

through the scream
s, keeping their chant, even as the roof

caved in. T
he final verse w

as never sung- etched instead into a
glass relic, an holy am

ulet long believed destroyed, but now
carefully hidden behind the charred altar.

A
ction:

D
iscover w

hy the N
ecrom

ancer had such an
interest in Silverm

ere A
bby. T

ravel to the
W

rathm
ore m

ansion and spend an action searching
for clues, then see entry #

9 in T
he L

ost
A

ppendices.

B
one C

arver C
aves

Q
uest

T
he B

one C
arvers believed they could keep their dead

ancestors w
ith them

 if they carved their bones into
jew

elry. Sm
aller fram

ed and hairy, these people nearly
escaped the terror of W

rathm
ore. T

hey dug them
selves

deep into the heart of the m
ountain. Y

ou discover the
m

outh of the cave, discreetly hidden am
ong the trees &

brush. A
 pile of skulls offers w

arning.

A
ction:

R
ew

ard:
Y

ou pick up a torch, allow
ing you to peer into

the darkness ahead. See entry #
20 in T

he L
ost

A
ppendices.

E
nter the caves.

G
aleshade

T
here are only cracked stone footings left w

here hom
es

used to stand. G
aleshade served as a secret rebel base

during the fight against T
alon. T

he first seeds of the
uprising cam

e from
 a secret underground w

ell. In the
now

 em
pty room

, you hear the w
ind blow

 and feel a
w

hisper close to your ear. Y
ou spin and at the edge of

your vision you catch a glance of a spirit close by. Y
ou

keep seeing it in your periphery, but never fully
exposed.

Instant R
eward

R
ew

ard:
Y

our next 2 searches allow
 you to draw

 2
cards, keep 1 and discard the other.

O
ak’s Perch

Instant R
eward

T
he T

alakie people lived high in the trees in a
suspended village. Y

ou see a ladder that clim
bs to one

of the highest oak trees. A
s you clim

b to the top, you
feel the trees sw

ay in the breeze. A
t the top you see into

all adjacent tiles.

R
ew

ard:
W

hile standing on this tile you get advantage
on all attacks. In addition, any ally on
adjacent tiles are also advantaged.





M
isty M

ire C
rossing

Q
uest

A
s you approach a cross roads you see the signs of a

possible village dow
n a sm

all obscured trail. Y
ou don’t

get far before a blood curdling cry splits the m
isty air

and a spear flys over your head, sticking into the trees
behind you. T

hrough the m
ist, you see w

ild eyed
w

arriors charging dow
n the hill, ready to chase off

anyone w
ho gets too close.

See entry #
24 in T

he L
ost A

ppendices.

T
he O

ld H
om

estead
Instant R

eward
T

he hom
estead is one of the few

 old villages w
ith

inhabitants. T
he village E

lder greets you w
ith a loud cry

for all in the village to com
e and see their protector and

savior. T
he hum

ble people com
e and throw

 flow
ers at

your feet and shout praises that you’ve com
e to free

them
 and their island from

 the C
urse of T

alon
W

rathm
ore. T

hey feed you their finest food and kiss
your cheeks.

R
ew

ard:
G

ain 1 health and 1 G
lory point.

T
he C

liff D
w

ellers
Instant R

eward

T
hese people have becom

e experts at scaling the steep
m

ountains of Storm
vale Island. T

hey have m
astered the

ability to live on a m
ountainside by carving into the

stone w
alls. T

he C
liff D

w
ellers evaded the w

orst of
W

rathm
ore’s attacks by retreating into their carved

village. T
hey com

e and offer their friendship and w
hat

little they can. 

R
ew

ard:
G

ain 1 repelling kit. A
llow

s a one tim
e use to

scale up or dow
n a cliff.

W
ellshire G

ardens
Instant R

eward

R
ew

ard:
G

ain 1 healing potion.

T
he Sham

ans of W
ellshire have spent years serving the

people of Storm
vale by healing the sick w

ith their
ancient herbal rem

edies and spirit dances.T
hey see you

&
 take heart that a great healing is com

ing. T
hey invite

you to their fire and sing their cerem
onial acceptance

song that m
akes you an official m

em
ber of the tribe.

T
hey offer you a sm

all leather flask, sealed w
ith a cork

stopper. Y
ou feel the squishy contents and can’t help

w
onder w

hat it w
ill taste like.

R
avenloch

Instant R
eward

R
ew

ard:
G

ain 1 R
avenloch crystal. A

llow
s the player a

one tim
e use to avoid being seen during

nightfall by H
ulkings, Z

om
bies and Spiders.

G
ood for only one player.

T
his village sits on the edge of a gaint body of w

ater
that illum

inates a light blue during the full m
oon. T

he
bottom

 of the loch is hom
e to thousands of crystals,

w
hich faintly reflect the m

oonlight. A
 M

atriarch pulls
one from

 her pocket and offers it to you saying it w
ill

shield you for a short tim
e from

 the forces of evil.

Ironpine O
utpost

Instant R
eward

R
ew

ard:
G

ain 1 Ironpine horn, good for 1 use. A
llow

s
the player to instantly transport 1 ally to your
tile, no actions required.

N
estled betw

een jagged cliffs, Ironpine O
utpost once

served as a refuge for scouts &
 m

essengers. W
hen T

alon
struck the outpost w

as abandoned, but w
hispers say the

scouts left behind a single horn carved from
 blackened

pine. It’s said a single blast can call aid from
 the

surrounding cliffs. See entry #
28 in T

he L
ost

A
ppendices for m

ore history.

M
oonw

ell Springs
Instant R

eward

R
ew

ard:
G

ain +
2 dam

age to your next attack.

In a hidden glade, w
ater bubbles from

 a silvery spring
that glow

s faintly in the m
oonlight. V

illagers believed
that drinking from

 it grants clarity and courage. T
he

spring has survived T
alon’s assault, though the paths

leading to it are overgrow
n. A

s you drink from
 its

w
aters you feel added strength com

e upon you. See
entry #

22 in T
he L

ost A
ppendices for m

ore history.

A
shen H

ollow
Instant R

eward
A

shen H
ollow

 w
as once a village of scholars w

ho
chronicled every w

ind, storm
, and tide. T

alon’s fire
consum

ed their libraries, but one ironbound journal
survived the flam

es, detailing secret passages beneath
the island.  F

or m
ore history, see entry #

23 in the L
ost

A
ppendices.

R
ew

ard:
G

ain know
ledge of a secret path: m

ove 2
tiles in any direction w

ithout triggering a
m

onster spaw
n.

Sunspire R
uins

Instant R
eward

H
igh above the southern cliffs lies Sunspire, once a

lighthouse and observatory. Its stone w
alls are cracked,

but its glass prism
 glow

s faintly, catching the last rays
of sunlight. V

illagers believed that the sunlight
channeled through the prism

 could reveal hidden truths
and banish lingering shadow

s. F
or m

ore history see
entry #

27 in the L
ost A

ppendices.
R

ew
ard:

A
s you rotate the prism

 to catch the
sunlight, it reveals the contents of one
adjacent tile. D

raw
 one search card for that

tile and ignore any m
osters that m

ay spaw
n.




