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With no time to react, you embrace the giant, 
white bear as the darkness washes over you. 
You can feel your spirits begin to merge in 
the ensuing chaos, and you hope it gives you 
the strength you need to fight.

You feel the tendrils of shadow trying to rip 
you apart, but the bear holds them at bay—
for now. Instead of fighting back, however, 
your new animal instinct give you just one 
overwhelming urge—to flee.

You cannot fight this thing. Anything you do 
only feeds into its power. But maybe you can 
leave this place behind. Escape its grasp and 
trancend to some other realm. The vestiges 
of its wrath block your escape, but you are 
hoping the strength of the bear is enough to 
break through.

Introduction Special Rules

Each separate character draws a Cave Bear 
ability card each round when monster 
ability cards are revealed. In addition to 
their normal turn, characters will also take 
a separate turn using their Cave Bear ability 
card for the round, acting on the specified 
initiative to perform the abilities listed using 
the base stats of a normal Cave Bear at that 
scenario level. Characters can control how 
they perform these abilities. At the end of 
the round these cards are discarded, and, if 
any shuffle cards were drawn, the discard is 
shuffled into the draw deck as normal. This 
gives characters two turns each round.

Door  cannot be opened until all Stone 
Golems in this room are killed. When the 
door is unlocked and opened, read section 

 on the following page.
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The flames and shadows lash against 
your form as you push farther away from 
the epicenter of this tumultuous hate. 
Unfortunately, there are more agents of 
doom here, ready to block your progress and 
consume your soul.

Door  cannot be opened until all Stone 
Golems in this room are killed. When the 
door is unlocked and opened, read section 

 below.

Special Rules
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The night is darkest before the dawn, or 
some such nonsense like that, right? The 
shadows are closing in. You can barely see 
the way forward, but your bear aspect is 
relentless. It drives you to keep charging 
forward, destroying everything in your path.

Door  cannot be opened until all Stone 
Golems in this room are killed. When the 
door is unlocked and opened, read section 

 below.
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Just as you think you have pushed through, 
one final vestige of this evil menace emerges. 
It is your final obstacle, but its strength is 
immense. You have been feeding it the entire 
time as you broke through the previous 
waves. Now your success will be brought to 
bear against you.

The Stone Golem is the Final Vestige. It has 
CxH hit points, were H is the regular hit 
point value of an elite Stone Golem.

When the Final Vestige is killed, the scenario 
is complete.

Special Rules



The malicious creature explodes into the 
ether, but you know it is only temporary. 
Already you can feel its energy gathering to 
return. You cannot fight hate with hate.

And so, you take the opportunity to run. You 
leave this corrupted realm, charging away 
like a bear fleeing a forest fire. You can feel 
the shadowy tendrils reaching out for you, 
trying to grasp at your will and pull you 
back in, but you put those thoughts behind 
you and sink deeper into the infinite void 
between planes.

Eventually, the malevolent presence fades, 
but you don’t stop moving. You will make it 
as difficult as possible to find and take hold 
of your spirit. You hope that the dark force 
will give up, that one group of souls is not 
worth the effort. But still,  you don’t rely on 
that hope.

Instead, you continue to chase after peace, 
with the bear guiding your way. Perhaps one 
day you will find it.

Conclusion


