
Goal Trancend all enemies

Spreading JoyBB8

but hopefully with time you will recover 
more of your former skills. Maybe you can 
figure out how to manifest other things into 
this formless void as well.

Only set up the monsters marked  at the 
start of the scenario. At the start of each 
round, spawn one of the other depicted 
monsters that is closest to a character and 
hasn’t been spawned yet. If there is a tie in 
distance, players decide.

Instead of starting at their maximum hit 
point value and suffering damage normally, 
all figures start at a hit point value of 0, and 
any damage they would suffer heals them for 
the same amount instead. Heal actions also 
heal figures, and monsters can be targeted 
by character or character summon heals, 
which are unaffected by Shield or attack 
modifiers. No figure can be killed, and 
instant kill abilities have no effect, however, 
any ability that triggers off a figure being 
killed will instead trigger off it Trancending.

When a monster reaches its maximum hit 
point value or higher, it Trancends. When 
a monster Trancends, it stays on the board 

As your psyche grows more accustomed to 
the new reality you exist in, you are able to 
conjure up a crude representation of yourself 
upon an infinite plane of nothingness. In 
time, surely you will have little need of such 
crutches, but for now, it helps to anchor your 
consciousness.

Your previous life was one of constant battle 
and struggle, but you have moved beyond 
that now. Now is the chance to change 
everything. And so, standing upon the 
infinite plane, you express a desire for peace 
and happiness.

Slowly, other crude forms materialize in 
front of you. They resemble the shapes of 
the blacksmith, the bear, and other spirits. 
They are not angry at you, however. Nothing 
here has any interest in conflict. They are all 
at peace and full of joy now as well, and they 
want to spread that joy to you.

You have the same desire. You want to bring 
joy to all the spirits here, and do so before 
you are filled with so much joy that you will 
no longer be able to function. Your options 
for doing so are crude at first, like your form, 
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and will still act, but it now permanently has 
IMMOBILIZE    . Its hit points can no longer 
be affected in any way. When a monster 
Trancends, it drops a loot token in its hex 
as if it were killed. A Trancended monster 
may be moved through by characters and 
character summons as if it were an ally, and 
character summons will not focus on it.

At the start of the scenario, each character 
selects their normal amount of starting 
cards, then shuffles them up and draws only 
two cards to compose their starting hand. 
The rest of the shuffled stack is placed face-
down in their lost pile.

Whenever a character would lose card, a 
card is drawn from the top of their lost pile 
instead and added to their hand. Playing an 
action with a lost symbol also causes a lost 
card to be drawn, and then the lost symbol is 
ignored for all other purposes.
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If a character were to be healed to their 
maximum hit point value or higher, they 
must draw a card from their lost pile into 
their hand to negate the heal.

A character may only short rest, and doing 
so brings all of their discards back into their 
hand along with a random card drawn from 
their lost pile (instead of losing a card).

If a character ever needs to draw a card 
from their lost pile and none remain, that 
character Trancends and is removed from 
the scenario as if exhausted. If all characters 
Trancend, the scenario is lost.

If a character summon is ever healed to its 
maximum hit point value or higher, it is 
removed from the map and its active card 
is discarded.

At the start of each round, characters may 
collectively manifest two separate 1-hex 
overlay tiles—either an obstacle, hazardous 
terrain, or difficult terrain—and place them 
in any empty hex.

When playing with four characters, you will 
not have enough elite monster stands. Just 
use normal stands and remember that all 
enemies are elite.

Conclusion

You are just so happy that everything has 
worked out so well. Peace is so much better 
than violence. It somehow feels very similar, 
but also the opposite. It is quite strange.

As you sink into a state of bliss, however, 
you sense something strange on the edge of 
your consciousness. A negative energy. Dark 
tendrils creeping into your perfect infinite 
plane.

Rewards

2       each
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