!
A



Campaign 1: Into The A

Campaigns challenge players to complete a sequence of Scenarios, each of which involve
unique rules and challenges that can't be found in the core gameplay. These Scenarios reveal
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this story ends.

Campaigns can be played by one to four players, and can require a few hours to complete.

Starting a Scenario A empt:

Each attempt at a Scenario begins following the standard rules for beginning a new game, with
the following exceptions;

Players keep their completed Quests, Traps tokens and the cards in their hands between each
Scenario attempt. This is in addition to the cards each Protagonist gains during setup. This
applies even when they change Protagonist.

Protagonist Starter Iltems:  When changing Protagonists, if you still have your Starter Item,
return it to the stock beside the map. You only gain your new Protagonist’s Starter Item if it
has not been discarded during this Campaign. When Starter Item cards are discarded for any
reason, they are returned to the game box and remain there for the rest of the Campaign.

Each Scenario may be attempted up to 2 times. If players fail their second attempt at a single
Scenario they must move on to the next Scenario, earning no Hope points for it ( though they
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Scenario they will earn Hope points as indicated under the rules for that Scenario.

During Campaign Play:

When a Protagonist is killed, increase the Darkness track by 2. If this does not fail the Scenario,
they will then place their standee as directed by the Scenario’s Setup rules. All standard rules
for a Protagonist being killed are ignored.

How To Win rules are unique for each Scenario. Ignore the How To Win rules in the core
-rulebook..

Campaign Setup:
Return the 5 ‘Radio Parts’ Loot cards to the game box. They are not used during this
Campaign.

Place the Explorer, Priest, and Psychic Protagonists in the game box. Only use the Soldier,
Investigator, Madam and Captain for this Campaign.

Place all components of the ‘Western Shores’ expansion back in the game box; do not use
these for this Campaign. This includes the 6 Quest cards and 12 Spawn Cards.

Decide whether you wish to play with any of the Rule Variants found in the core rulebook. The
‘Deadly’ and ‘A Plausible Simulation of Hell' can be used if you wish, however these will likely
make some Scenarios impossibly hard to complete.

Locate the special Campaign tokes shown below.
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' Eva Rasslear, who had gone missing on the island the previous year. It cost th
Madam only a patient gaze at the Captain to convince him to join her on her ret
to the island, despite the many grim tales that originated there. The Captain see
a lost soul, but he cut through life like a prow through waves and was always g
company on a rainy day.

The Madam offered a lazy wave to two figures on the boat and two others ap-
proached, one sturdy of build and one sharp eyed. /
Setup How To Win:

. Place one Scrap of Paper token at the Old Manor and onelave the Madam spend an Action at each Scrap of Paper
-!M the Cemetery. Place each player's chosen Protagonist abtten's Location to remove that token from the map. If no
Harbour, one of which must be the Madam. tokens remain on the map and the Madam is at the Har
_ bour, this Scenario is completed.

Optional Cha enge: Memory Lane
e Madam cannot play any cards from their hand during
this attempt.

Scenario 2: Situation Report

“Got that old man wrapped around her finger. You'd think he’d hate the Rasslea
for the trouble they’'ve brought him.” The man that spoke had the look of an
over-hammered sword; sharp, but weathered in the typical ways city folk tended
to be. The Investigator Edward Crownbe had long been keen to learn the secret
the Rasslears, though he was sure to keep this a secret from the Madam, and ¢
to have a man such as Maximilian Fargo at his side, a Soldier by both professi
and by nature.

“They say you never really know someone until they face death.” The Soldier
responded as he calmly checked over his service pistol, a long time companion
he had never been willing to dispose of. He was hired to protect the Madam ang
her associates, though he was keen to know what situation he was getting him
into first.




Setup: How To Win: 2

Place one Scrap of Paper token at the Harbour. Place édokie the Scrap of Paper token to the Old Military Comple>§.
player's chosen Protagonist at the Harbour, one of which

must be the Soldier. Optional Cha enge: K p It Together! 4‘

s ¥ les: Protagonists cannot play Rituals or leave Locations con-e-
cenario Rules: taining Creatures during this attempt. (
- = Esort: Any amount of times during their turn, when at the >
o Scrap of Paper token's Location a Protagonist may spend 1 7
Action to move the token to an adjacent Location, so long 3
as neither Location contains a Creature. e token can be 3
moved through Tunnels. =
Each time a Creature enters the Scrap of Paper token's Loca
tion, the Sample token is moved one space towards the Old
Military Complex.

Scenario 3; Paths Le Tro en

Maximilian returned to find Madam Rose and Captain Yeats discussing, rather
one-sidedly, some of the Madam'’s sister’s diary scraps that they had found. The
Captain seemed concerned, but supportive of Rose’s desire to find her sister.
Edward, the Investigator, logically questioned how anyone might have survived
alone on the island after it had been abandoned for so long.
Tired from exploration, the crew slept on the boat. The next morning they woke

~ to find the Madam frantically preparing to set out, her journals and notes scat-
tered across the table. She’d illustrated some runes she seemed to think were
important, and something hidden in the Old Manor.
The Captain seemed alarmed and insisted that she not search the island alone.

Setup: How To Win: 3
- Place each player's chosen Protagonist at the Harbour, Ibrférotagonists have conducted at total of 4 or more Lc;it
of which must be the Captain. Actions at the Old Manor during this Attempt, and all Pro
tagonists are at the Village, the Scenario is completed. Play
Scenario Rules: ers can place a token on the Darkness track to keep trachf

Seach e Manor: During each Loot Action taken at the how many Loot Actions have been taken at the Old Manor.

Manor, immediately a er resolving its ‘Move one close; - . X

Creature’ e ect, reveal Spawn cards as you would durﬁptlonal Cha enge: Bad Memories

‘Phase 1: Spawn Creatures. e Captain begins this attempt with 3 Curse cards. is
attempt can only be completed if the Captain has no Curse
cards.




Investigator Edward Crownbe was able to piece together a few of the scraps
paper collected from across the island. He found ‘THE ISLAND’ and a little lat
ALIVE'. The Madam appeared to show a hint of genuine expression, for the first
since she had arrived. :
Tracking back through other notes, the Investigator laughed as an idea sprung
his mind.

“| see now. A private island belonging to a multi-millionaire and suddenly eve
starts killing each other? It's a cover up! They want us to think there’s some sof
outbreak to scare us off! It's a cult! Well, I'll not fall for such ruses, this will be t
making of Edward Crownbe!”

The party tried to keep up with the Investigator, who sprang off into the darkné
of the island. By the time they caught up with him he was pushing some strange!
and told them that it would explain everything that was going on.

~ Setup: How To Win:

~ Place one Sample token at the Old Military Complex. $iethe Sample Token is at the Harbour, this Scenario is com
the Darkness Track to 4. Place each player's chosen-Prqpiated.
onist at the Village, one of which must be the Investigator. |

Optional Cha enge: Unstable Load

Scenario Rules: At the start of the Spawn Phase if the Sample token's
Noisy Escort:Any amount of times during their turn each-0cation contains no Protagonists, reveal and activate 2
Protagonist can spend 1 Action to move the Sample toléiglitional cards from the Spawn deck.
from their Location to an adjacent one, so long as neither .
Location contains a Creature. Whilst within 1 space of the
Sample token Protagonists roll 1 less dice any time they roll
dice (down to a minimum of one dice).
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_"Scenario 5:'Home Is Where The Heart Is

Investigator Crownbe gathered everyone around so that he could demonstr\atet
function of the machine he’d found. He seemed convinced it was some form of
torture device, though to everyone else it looked exactly like a mobile workbench
with some random tools and contraptions thrown on top.

The Captain, seemingly aware that the island was getting into everyone’s head,
prepared his ship for a hasty departure. He approached the others to find them
bickering about what their priorities should be, and told them he’d be settlng sail
in one minute, regardless of who was and wasn't on the ship.

He was true to his word, and the Soldier was the last one to crack and leap aboa
the ship moments before it cleared the dock. The Madam was already begging t
Captain to turn the ship around, the Investigator waving some strange device he
built, then the Soldier joined in, yelling in the Captain’s face.

“How can you run from ghost stories, is that all it takes? You will not desert you
post! A coward cannot be allowed to guide this ship” The Soldier yelled, pulling @
the wheel of the ship. The ship shook with a crunch, rising high into the air befor
crashing down and throwing everyone to the floor.

The party awoke to heavy rain through the black of night, a bright rotating light
above them. The lighthouse was lit, and a voice yelled from the path beneath it.
“I don't have another battery for that, we've got about 5 minutes to get to safety.
before darkness swallows us.” The Captain yelled. Battered and beaten, the parts
retreated to a nearby Cave to treat their wounds. J

Setup: How To Win: 3
~ Place a Crawler at the Swamp, Abandoned Hut and Ot least 4 Traps are on the map and all Protagonists ar'ia
Mine. Place each player’s chosen Protagonist at the Caviie Cave at the start of a Round, the Scenario is complet

) , Optional Cha enge: Sl p Is For The Ne
Scenario Rules: Remove all tokens from the Eastern Gate during Setup. If &
~ Cave RefugeDuring this Scenario the Cave Location is ti@@ate Destroyed token is placed on the Eastern Gate duri
Heart of Darkness, except that Curse cards are still drahis attempt, the attempt has failed.
for entering the original Location, not the new Location.
Creatures Placed at the Cave are instead placed at the origi
nal Heart of Darkness Location.

Trappers: During this Scenario Protagonists may pay 2
_Actions on their turn to place a Trap at their Location.
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Scenario 6: A Gr.d Upon Plan

The party managed to locate medical materials and treat their injuries within
safety of the Cave. The Soldier seemed to be obsessed over the importance of
turing some of the Creatures so they could be tested to prove they were not t
product of some magical force.

“We can't keep letting people use ghosts and bogey men as an excuse to dese
posts!” The Soldier seemed like an animal to the Captain, backed into a corl
looking for something solid to cling to. He was adamant that they needed to ca
some Creatures for testing and prove the island was nothing more than a biola
weapons experiment gone wrong.

The Captain mentioned a Stranded Ship he saw from the top of the Light
thinking that it might be in usable condition. The team agreed to capture a num
Creatures and then repair the Stranded Ship.

> Setup: itk Hadankiong How To Win:

Place one Ancient Rune token and a Devour at each; Réhove the Ancient Rune token from each Location in

Manor, Cave. Place each player's chosen Protagonlst ‘anttieh at least 2 Devourers are killed within a single player
_Turn or Advance Creatures Phase. e Scenario is complete
once there are no Ancient Rune tokens and no Devourers

Optional Cha enge: Thorough Inveétlgaﬁewap

During Setup also place a Devourer and one Ancient Rune

Cave.

3 ~ token at the Ritual Cavern.

Hope Point Re
SIS

Scenario 7: And They Lived...

After securing the Sample container on board the hulk of the Stranded Shi
Soldier seemed appeased, though no less shaken by his experiences on the IS
his comfort, the remainder of the team had come up with a means of getting
the island.

It was a long way out, but the Old Military Complex had plenty of engineering
ment and a spare engine that could be used to fix the boat. The Captain
suggested that Maximillian would be the best candidate for recovering the tool

[ With the Soldier gone, the Captain explained that the darkness would not let

leave, but that he had recognised something from the Investigator’s notes and
drawings on the wall of the Cave they had taken refuge in. It seemed Co
Rasslear hadn'’t been so clueless as to the true nature of the island, havmg)‘

_ Wwayto suppress the forces there.
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Setup: How To Win:

Place an Ancient Rune token at each; Ritual Cavern, Chafiedn Ancient Rune token is at the Southern Tunnel and
Old Mine. Place a Sample token at the Old Military €orifi the Sample token and all Protagonists in play are at the
plex. Set the Darkness track to 5. Place each player's ct®sanded Ship, the Scenario is complete.

Protagonist at the Stranded Ship.

Optional Cha enge: Sealed Tight

Scenario Rules: To complete this Scenario there must be an Ancient Rune

token at the Northern Gate, Eastern Gate and Southern
Spawn PhaseReveal two extra cards from the Spawn degkte.

each round.

Escort Mission: e Sample token is now considered the
Heart of Darkness Location (ignore card text that states
otherwise), however entering the Heart of Darkness
(original or Sample token) does not cause a Protagonist to
draw a Curse card. At the end of each Round, if there are
any Protagonists at the Sample Token's Location, the most re
cent player to take a turn moves the Sample token 1 space
towards the Stranded Ship.

Warding Stones: Any amount of times during their turn
Protagonists can spend 1 Action to move an Ancient Rune
token from their Location to an adjacent one, if neither
Location contains a Creature ( is does not allow the token
to be moved through Tunnels).

Creatures that would Move into the Location of an Ancient
Rune token will instead move as though the Locatior con
taining the token is not on the map, OR if the Creature at
that point has no path by which it could eventually reach
its target (typically a Protagonist or the Sample token), that

Creature is killed.
CinpdigniCorn



ARG 9 TH102 85 THE 55

I



GRS ¥ SR

Setup: How To Win:
Place one Ancient Rune token on the rst space of thethe end of each Round, if there are any Protagonists at
Darkness Track. Place each player's chosen Protagonlﬁ%eabld Military Complex. move the Ancient Rune token
the Harbour, one of which must be the Soldier. » y piex, )

up one position on the Darkness track. If it reaches the 5th
Optional Cha enge: Catharsis position, this Scenario is completed.
At the end of each Spawn Phase place a Devourer at the
Soldier’s Location. e Soldier can only play Weapon and
Curse cards during this attempt.

GRS 5 SRR Y



Setup: How To Win:

Se the Darkness track to 6. Place one Sample token atQnee the Sample token and all surviving Protagonists are at
Old Military Base. Ensure all Gate Locations have a GheMausoleum, this Scenario is completed.

Destroyed token and no Gate Damaged tokens on them.

Place each player's chosen Protagonist at the Old Milit@ptiona| Cha enge: Hazardous Cargo

s:rsn% peiiornlanlextalSpanlphaselbeioe begmnmqftg%reature enters the Sample token's Location, this

Scenario attempt fails.

Scenario Rules:

Hunted: Crawlers on the map are instead considered De
vourers for the duration of this Scenario.

Escort:Any amount of times during their turn when at the
Sample token's Location a Protagonist may;

- Spend 2 Actions to move the token to an adjacent Location
and then conduct a Spawn Phase. e Sample token can be
moved through Tunnels. A er each time the Sample token

moves to another Location, conduct a Spawn Phase.

- Spend 1 Action to look at up to 4 cards from the top of the
Loot discard pile and add one of those cards to their hard,

returning the rest to the discards.
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Setup: How To Win:

Set the Darkness track to 4. Place each player's chosen\Riten 5 Creatures are placed next to the Darkness Track,

tagonist at the Mausoleum. this Scenario is completed.
Reminder: When instructed to place a Creature on the map,
Scenario Ru]es: if no standees for that Creature are available in the stock,

8Iayers must place a dierent Creature if one is available,

WD GRS STED HiD & WED [ [ENEE e G hosen by the player who most recently began their turn
map, the most recent player to begin their turn must take Y play Y beg !

one Creature killed by that Trap and place it next to the

Darkness Track, where it is considered removed from p@/ptionaj Cha enge: Selective Samp“ng

until the end of this Scenario attempt. . . s
If a single Trap would kill more than one Creature, it is
discarded, kills no Creatures and causes no damage to the
Guardian.
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Setup: How To Win:

Place the 3 Ancient Rune tokens and each player's chd3ece there is an Ancient Rune token on the Mausoleum,

Protagonist at the Artifacts. Northern Gate and Lighthouse Locations, this Scenario is
complete.

Scenario Rules:

Escort:Any amount of times during their turn, when at alOptional Cha enge: Take No Chances

Ancient Rune's Location each Protagonist may spend @irotagonists break o the protective seals on the runes to

Action to move the token to an adjacent Location, so loggsure nothing dilutes their power.

as neither Location contains a Creature. e token can be

moved through Tunnels. If a Protagonist has more than one Curse card each of their

dice rolls involves 1 less dice (to a minimum of 1 dice).
End of Round:At the end of each round, each Protagonist

within 1 space of any amount of Ancient Rune tokens will
gain 1 Curse card.
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Setup: Any number of times during their turn a Protagonist may
Place each player's chosen Protagonist at the Swamp. spenq 1 Action to place a Fire token at thgir Locgtion if
there is not one there already, or spend 2 Actions to increase

. the Darkness Track by 1 and remove a Fire token from a

Scenario Rules: Location adjacent to their own.

Desperate CreaturesWhen Spawn cards are revealed

during the Spawn Phase, the top Location is ignored axidhe end of each roundReveal and discard 1 Spawn card

both the middle and bottom Location Spawn Creaturgf.it is an Event then discard it and reveal another). Check

e current Darkness level does not a ect which Locationthe revealed Spawn card and place a Fire token in each of

is used. the three Locations that is adjacent to a Location containing

a Fire token and does not already contain a Fire token.
Hunted: Crawlers on the map are instead treated as

Devourers for all purposes. How To Win:
Fire: During this Scenario the Strength and Sanity tokeligll 18 ‘Fire’ tokens are on the map and all Protagonists are
that are used to track lost Strength and Sanity are instggghe Harbour, this Scenario is Complete.

used as ‘Fire’ lgke_ns. Eac_h time a Protagonist would lHﬁﬁ: Fire spreads more slowly across the Western Shores, ¢
Strength or Sanity, instead increase the Darkness Track tr’% ]k .
ake sure you ignite plenty of res there.

Protagonists and Creatures that move into a Location

containing a Fire token are killed. Resolve Creature . .
Movement as though Locations with Fire tokens are felptional Cha enge: Preserve the Eviden
part of the map. If this means the Creatures cannot mogeScenario cannot be completed whilst the Ritual Site or

atall, they are killed. Ritual Cavern contain Fire tokens.
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