
231 N  4  WADE north through the mysterious swamp: Encountering the 
gauntlet rattled your thoughts. Go to 236.

231 S  6  CLIMB south up the cliff: Enough handholds in the otherwise sheer 
rock face make the ascent manageable if tiring. Go to 226 and gain 1 morale.

232 N  2  WADE or TRAILBLAZE north through the shimmering muck:
• WADE: Several energy sentients curse you for the disrespect. 

Gain curse 1395 and go to 237.
•  TRAILBLAZE: Roll 1 challenge die from the pool (if none are available, refresh 

a die from the center); if the result is 1 time, lose 1 time and place the die in 
the center (otherwise, refresh the die). Then go to 237.

232 S  6  CLIMB south up the cliff: The glow of countless lamps in the swamp 
below helps illuminate the nearly vertical rock wall, and eventually you pull 
yourself over the grass ledge at the top. Go to 227 and gain 1 morale.

233 N  4  WADE north through the swamp: You don’t want to get lost, but the 
hazy light up ahead lures you closer. Go to 238.

233 S  3  CLIMB south up the cliff-side tower: Rising above the dense layer of 
trees feels like coming up for air. Go to 228.

234 N  3  WADE north through the swamp: Unless you’ve been warned to 
avoid the lily, lose 1 health as the plant smashes against you, leaving welts on 
your skin. Go north to 239.

234 S  6  CLIMB south up the cliff: The peculiar geometry of the mountain 
makes an already challenging ascent exhausting. Go to 229 and gain 1 morale.

235 S  4  WADE south through the swamp: The Traveler’s observation about 
feeling energized keeps your spirits up. Go to 230.

236 N  4  WADE north through the swamp: The metal giving a purple glow is a 
stark contrast to the wood and yellow ambient light. Go to 241.

237 S  2  WADE south through the swamp: Go to 232 and gain curse 1395 for 
disrupting a birth.

238 N  3  WADE north through the swamp: Despite that it’s visible from a 
great distance, the city is silent except for the occasional electrical discharge or 
clang of a lantern. Choose one:

•  Enter the city: Go to city 520 and gain 1 random skill.
•  Wade north past the city: Go to 243.

239 N  4  TRAILBLAZE north through the forest: The structure above you 
looks like the best treehouse a child could want. Go to 244.

239 S  2  WADE south through the swamp toward a large flower: Lose 
1 health as the plant smashes against you, leaving welts on your skin. Go south 
to 234.

240 N  3  TRAILBLAZE north through the dense trees: The tree trunks are 
impressively sturdy to support those chains. Go to 245.

241 N  4  TRAILBLAZE north through the thick woods: It looks easy, but you 
have a feeling not to pass through the opening in the stone. Go to 246.

241 S  4  WADE south through the swamp: To avoid getting lost in the 
swamp, you head for something that doesn’t look like the rest of the trees. Go to 
236.

242 N  6  EVADE north past the elemental (if the elemental is no longer an 
obstacle, reduce this cost to 1): Even from the careful distance of your circuitous 
hike around the monstrous elemental, a sense of creeping discouragement 
weighs on you. Go to 247; if this action’s cost was not reduced to 1, also gain 
1 morale.

243 N  3  TRAILBLAZE north through the trees: You’re careful not to get 
stuck in the mud along with the device. Go to 248.

243 S  4  TRAILBLAZE south: The bright yellow lights of a city belie its eerie 
silence. Move either into the city (520) or around the city (238).

244 N  3  TRAILBLAZE north through the dense forest: Look up ahead! Is that 
a break in the endless trees? Go to 249.

245 N  3  WADE or LEAP north through the wetlands:
• WADE: The reeds sting as you walk past. Lose 1 health and go to 661.
•  LEAP: You hop over some inhospitable-looking reeds. Go to 661.

245 S  3  TRAILBLAZE south through the dense trees: If those flowers have 
roots, there must be SOME solid ground to stand on. Go to 240.

246 N  3  TRAILBLAZE north around the pond through the bushes: The 
bushes look like a deliberate line, almost a hedge. Go to 662.

246 S  4  TRAILBLAZE south through the foggy forest: Visibility decreases 
rapidly as you head into the trees. Go to 241.

247 N  5  SNEAK north around the sentients (if they are no longer an 
obstacle, reduce this cost to 1): You stay behind the runestones, just in case. Go 
to 663.

247 S  6  SNEAK south past a hulking elemental (if the elemental is no 
longer an obstacle, reduce this cost to 1): As you sneak among the dense thicket 
of trees, you feel a sense of wilting demoralization that you can’t quite shake. 
Go to 242; if this action’s cost was not reduced to 1, also gain 1 morale.

248 N  4  WADE north across the river and beyond: You admire the flocks of 
birds high in the sky as you leave the swampy wetland for the pleasant grassland 
to the north and the forest beyond. Go to 664.

248 S  4  TRAILBLAZE south through the dark forest: The pattern on the tree 
has elements of paint, light, and lichen. Go to 243.

249 N  3  WADE north across the shallow river: The river looks ideal for 
irrigation. Go to 665.

249 S  3  TRAILBLAZE south through the dense forest: The unadorned tree 
trunks look plain after the patterns you just left. Go to 244.

250 S  4  SWIM south across the bay: The water looks more appealing than 
the sand right now. Go to 170.

250 W 4  HIKE west toward the cold: Of course deserts aren’t always hot; 
even so, the drop in temperature was bracing. Go to 421.

251 N  2  WALK north around the pit: Are those... teeth at the center of the 
indentation? Go to 256.

251 S  4  SWIM south across the bay: You ponder tying your gear to one of the 
floating rocks, to take the weight off your shoulders. Go to 171.

252 N  1  EVADE north around the sentient: The slow sentient doesn’t 
attempt to stop you. Go to 257.

252 E  4  TREK east toward a treasure chest: Maybe the desert heat has 
weakened the chest. Go to 253.

252 S  6  DESCEND south down the plateau and swim across the water: It’s 
out of the frying pan and into the fire: No sooner is the desert at your back than 
an erupting volcano looms in front of you, and you swim to the south side of the 
inlet to keep your distance. Go to 172 and gain 1 morale.

253 S  4  SWIM south through the warm bay: You feel more buoyant in this 
planet’s water than in the oceans at home. Go to 173.

253 W 4  TREK west toward a large nest: If those are birds up ahead, they’re 
like none you’ve ever seen before. Go to 252.
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404 N  3  LEAP or DESCEND north off the cliff into the water (choose one):
• LEAP: Roll 3 skill dice and gain all look results. Lose 1 health unless you pay 

1 look to avoid a sharp rock on the way down. Go to 405.
•  DESCEND: Roll 1 challenge die from the pool (if none are available, refresh a 

die from the center); if the result is 1 time, lose 1 time and place the die in the 
center (otherwise, refresh the die). Then go to 405.

404 S  5  DESCEND south down the cliff into the crashing waves: The 
cliff face is slippery, and you slip and fall the last meter onto the rocks below. 
Go to 375 and lose 1 health.

404 W 6  LEAP west across the gap to another sky island: Mindful of the 
unruly sea far below, you sprint and clear the gap, landing on the thick grass of 
the island to the west. Go to 304.

405 N  4  WADE north toward the island: The waves lap gently on the shores 
of the nearby island. Go to 406.

405 S  6  CLIMB south up the seaside cliff: While you slowly climb up the 
sheer cliff face, you wonder what forces shaped the bizarre topography of the 
area. Go to 404 and gain 1 morale.

406 N  4  WADE north beyond the island: You wade north through choppy 
waters, but at least your upper half stays dry. Go to 407.

406 E  3  WADE east toward some ancient ruins: You wade east toward a 
rocky shoreline sloping up toward a long-abandoned building. Go to 135.

406 S  4  WADE south toward a purple device: The calm sea is only waist-
deep here, and the breeze is pleasant. Go to 405.

407 N  3  HIKE north around the bay: The shoreline presents only a few small 
obstacles as you head north toward the seaside cliffs. Go to 408.

407 S  4  WADE south toward a tiny island: The shallow waters are almost 
entirely clear here. Go to 406.

408 N  7  SWIM far north across the sea: The swim is even longer than it 
looks, and by the time you reach the far shore and the curious glowing obelisks 
there, your muscles are burning. Go to 409 and gain 1 morale.

408 S  3  HIKE south along the shoreline: You admire the rocky but scenic 
shoreline as you push through the shallow water. Go to 407.

409 S  7  SWIM far south across the sea: As if the swim itself weren’t 
taxing enough, a cliff abuts the far shoreline, and you drag yourself to the top. 
Go to 408 and gain 1 morale.

409 W 3  HIKE west through the bushes: You try to decipher the spires’ 
purpose as you walk. Lighthouses? Power generators? Go to 725.

410 E  2  WADE east into the woods: As you pass, you admire the courage it 
takes to live under that massive rock. Go to 100.

411 N  3  WADE north upstream: There are no paths leading north past the 
runestone, so you roll up your pants and splash forward. Go to 412.

411 E  2  WADE east across the tributary: You should watch your footing in 
the water, but you can’t tear your eyes from the huge rune. Go to 105.

412 north (or northwest) 3  TREK north along the right path or northwest 
along the left path:

• Northwest along the left path: As you move away from the river, you notice 
that the loose rocks here are curiously all aligned in one direction.Go to 729.

•  North along the right path: You follow the river north, where it expands into a 
misty inlet. Go to 413.

412 S  3  WADE south down the river: The gorge is too steep to walk along the 
sides, but fortunately the river is shallow. Go to 411.

413 N  3  WADE north: Mist obscures your view as you wade north across the 
inlet. Go to 414.

413 S  4  TREK south along a winding path: You enjoy a long walk south along 
a riverside path. Go to 412.

414 N  5  TREK north toward the floating stones: You hike along the rough 
coastline—at least the water here is calm for the moment. Go to 415.

414 E  3  WADE east across the inlet: As you head east, ashes fall from the 
sky like dark snowflakes. Go to 120.

414 S  4  WADE south through the calm waters: The mist idly drifting over the 
water refreshes you. Go to 413.

415 N  3  TREK north along the shoreline: You get goosebumps while walking 
under the levitating stones, though their lack of gravity has no effect on you. 
Go to 416.

415 S  4  TREK south toward an old tower: The peculiar shoreline is rocky but 
charming. Go to 414.

416 N  3  HIKE north along the ridge: You hike along a narrow strip of sand 
between the mountain and sea. Go to 417.

416 E  3  WADE east to a small island: You consider burying a treasure chest 
like a pirate, but the island looks too rocky to dig. Go to 150.

416 S  3  TREK south along the shoreline: As you move south, more levitating 
stones appear. Go to 415.

416 W 3  TRUDGE west through the snow: The temperate seaside quickly 
turns cold, with the mountain dividing east and west. Go to 209.

417 N  2  HIDE for a moment until the sentient passes, then move north (if 
the sentient is no longer an obstacle, reduce this cost to 1): The sentient takes 
no notice of you—in fact, you get the feeling that they don’t want anyone to notice 
them. Soon their light grows dim as they ascend the stairs. Go to 418.

417 S  3  HIKE south along the ridge: You stroll along the sandy shoreline 
at the base of a mountain range dividing the warm east from the cold west. 
Go to 416.

417 W 6  HIKE west up the increasingly icy staircase: The temperature 
drops rapidly as you hike up the staircase, which leads to a snowcapped peak. 
Go to 214 and gain 1 morale.

418 N  2  HIKE north toward the distant tower: The tower looks as tall as the 
mountains from this angle. Go to 419.

419 S  2  HIKE south toward a large skeleton: The mostly-intact skull is big 
enough for you to fit inside. Go to 418.

420 N  4  HIKE north onto an icy ridge: You slip on the slush during a short 
but steep hike. Go to 421.

421 E  4  HIKE east away from the cold weather: The cold wind from the 
west makes you eager to arrive in the warmer climate to the east. Go to 250.

422 W 1  ENTER the green gateway to the west: Proceed based on whether 
or not you’ve disarmed the gateway:

•  The gateway is disarmed: Go to 615.
•  The gateway is armed: Lose 1 health and go to 615.

423 W 6  HIKE west over the mountain range: Your breath grows ragged as 
you make the steep ascent to the west. Go to 620 and gain 1 morale.

424 W 6  HIKE west over the mountain range: The mush of melting 
snow grows crisp under your feet as you hike west over the mountain range. 
Go to 625 and gain 1 morale.

425 W 5  HIKE west over the hill: The temperature drops rapidly as you trek 
upward and westward. Go to 630.
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486 N  3  LEAP north across a gap: On the far side, you find an unoccupied 
boat. You may pay 1 move, 1 take, or 1 time to steer it into the water; if so, gain 
vehicle 1014 and $4. Either way, go to 275.

486 E  6  HIKE east up the steep incline: The intensifying heat of the desert 
air makes an already strenuous hike even more exhausting... and even more 
exhilarating to finish. Go to 487 and gain 1 morale.

486 S  2  TRUDGE south through an area of the desert speckled with 
reflective objects: Due to the sheer volume of mirrored glass in the sand, you 
can’t avoid slicing open your leg. Lose 1 health. You can go to 736 and lose 
another health or turn back to stay on 486.

487 N  5  LEAP north across the gap: It takes a running start, but you 
manage to clear the canyon with room to spare. You feel proud, and you look 
around, hoping that someone saw your feat. Go to 276.

487 W 6  HIKE west down the steep dune: The sand slips under your feet 
with every step, making the hike even more tiring, but at least the cool wind off 
the water to the west provides a little relief. Go to 486 and gain 1 morale.

488 N  2  TRUDGE north across the scalding desert: As you approach the 
gateway in the wall, what appears at first to be a mirage is actually a many-
legged beast. Go to 277.

488 S  4  TRUDGE south: A curious fog rests over the desert city. Choose one:
•  Trudge south around the city: Go to 748.
•  Enter the city to the south through a back entrance: Go to city 531.

489 N  3  TREK north across the arid mesa: You plod along the dry desert, 
willing yourself to keep going. Go to 278.

489 S  4  TRUDGE south around the racetrack: You avoid the long trails of 
dust and sand that the riders and their mounts are kicking up. Go to 754.

490 E  3  WADE east across the calm waters: The cool water is welcome 
relief from the hot wind still blowing from the west. Go to 461.

490 S  5  EVADE south through the chaos of battle: The clangor of battle 
rings in your ears. Roll 5 skill dice and gain all overpower results. Then lose 
1 health unless you pay 1 overpower. Go to 760.

491 N  4  WADE north across the shallow pond: The pond may be shallow, 
but you quickly learn to test every step to avoid slicing your feet on the wreckage. 
Go to 350.

492 N  2  SLIDE north down the slippery slope: Unless you pay 1 move, lose 
1 health as you crash into the ground at the base of the valley. Go to 351.

492 S  3  CLIMB south over the building: As much heat as the complex 
produces, a patina of ice still covers most of its topside. Go to 626.

493 N  4  TRUDGE north through the deep snow: The snow gets shallower 
and eventually gives way to mud and grass as you descend into the valley below. 
Go to 352.

493 S  5  BALANCE south into the city: The cables are wide, but they’re slick 
with ice. Gain ability 1501 and go to city 521.

494 N  6  HIKE north down the hill: As you trudge down the long hillside, the 
snowy terrain gives way to slippery mud and grass. Go to 353 and gain 1 morale.

495 N  6  DESCEND north down the steep cliff: The climb down the icy cliff 
face is unforgiving and the handholds are fewer in number than you’d like, but at 
least the view to the north is spectacular. Go to 354 and gain 1 morale.

495 E  6  BALANCE east using the rope as a zipline or LEAP east: You make 
the death-defying maneuver look easy. Go to 496 and gain 1 morale.

496 N  6  DESCEND north to the wetlands below: The 
crunching of the crisp snow gives way to the squelching of mud 
as you slowly plod down the mountainside. Go to 355 and gain 
1 morale.

496 southwest 2  WALK southwest: A giant, tentacled animal 
blocks the route west, so you skirt around it to the south. Go to 629.

497 N  4  SWIM north toward the islands: The water is cold from the melting 
snow to the south, but it grows warmer the farther you swim. Go to 356.

498 N  6  EVADE north past the elemental (if the elemental is no longer 
an obstacle, reduce this cost to 1): The narrow canyon leaves little room for 
maneuvering, but you manage to avoid the monstrous elemental’s attention—or 
at least its interest. Go to 357; if this action’s cost was not reduced to 1, also gain 
1 morale.

499 N  3  TREK north through the cluster of buildings: The sulfides seeping 
through the fissures in the ground nauseate you. Go to 358.

500 N  3  TREK north across the lava field; you may add +2 to this cost to 
move to the northeast or northwest instead:

• Move northwest: You tread carefully to an expanse covered in igneous 
pinnacles. Go to 358.

•  Move north: Suffer 1 heat damage and go to 359.
•  Move northeast: Soon you hear the crash of waves and the sizzle of rapidly 

cooling lava falling into the sea. Go to 360.

501 N  3  TREK north across the lava field: Suffer 1 heat damage and 
go to 360.

502 N  3  WADE north across the channel or add 2 to this cost to TREK north 
along the shoreline: | WADE: The scalding water boils your skin as you wade. 
Suffer 1 heat damage and go to 361. | TREK: The terrain is unforgiving, but you 
can’t help but admire the severe beauty of the volcanic coastline. Go to 361.

503 N  4  WADE north into the sea: The water remains shallow for quite some 
distance from shore. Go to 362.

503 S  2  HIKE south up the seaside cliffs: As you hike along the shore, the 
combination of seaside smells and sounds makes you nostalgic for the family 
reunions of your youth. Go to 447.

504 N  3  WADE north across the calm, shallow channel: A light breeze 
dances across the water as you wade underneath a skyship. Go to 363.

504 S  2  WADE south through the tidepools: The farther you wade south 
away from the ocean, the muddier the water becomes. Go to 340.

505 N  3  WADE north, briefly exchanging pleasantries with the sentient: 
Go to 364 and gain 1 boost. The sentient warns of much deeper waters ahead and 
dangers lurking under the surface.

506 N  4  WADE north through the shallow water: The undertow tugs at your 
legs as you go to 365.

506 S  3  TREK south into or around a city: Just south of the ocean is a 
glimmering city. Choose one:

•  Enter the city: You’ve never seen so much gold before. Go to city 529.
•  Go south around the city: You scout information about the golden civilization 

as you trek. Gain 1 boost and go to 342.

507 N  3  WADE north from one sandbar to the next: A series of sandbars 
ensures your top half remains dry as you wade north. Go to 366.

507 S  3  SWIM south across the canal: As you walk down the long hill to the 
canal, you admire the glimmering monuments to the west. Go to 343.

–473 507
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135 (O) 4  SCAN the ruins for anything useful: You identify a bedroll among the 
rubble. Gain 1 boost and 1 look; go to interior 541.

136 (O) 3  SCAN the area from the tower: View page 45 of the Book of 
Vantages and gain 2 boost.

137 (O) 2  EXAMINE the skeleton: It looks like the beast died long ago from 
blunt force trauma. There is a stillness to the air around the skeleton, and you 
can’t decide whether to use the bones to your advantage or delve underneath. 
Gain 2 boost and continue.

138 (O) 1  SMELL the lotus: The lotus smells a bit like coconut. Gain 1 health 
from the purifying pollen; you may also lose 1 curse.

139 (O) 2  STUDY the lorestone: You feel a surge of wisdom as you study the 
stone and the rune etched into it. For a brief moment you see a vision from the 
not-so-distant past—this confluence is a meeting place between leaf and water 
sentients. Gain 1 boost.

140 (O) 1  LISTEN to the Traveler talk about your mission: “If you’re trying to 
learn magic, the spires to the northwest and southeast of here might expand your 
mind.” Gain 1 boost and continue.

141 (O) 2  EXAMINE the skeleton: It looks like the beast died from some sort 
of projectile, perhaps a hunting weapon. There is a stillness to the air around the 
skeleton, and you can’t decide whether to use the bones to your advantage or 
delve underneath. Gain 2 boost and continue.

142 (O) 1  LISTEN to the Traveler: The wreckage in front of you is from your 
ship, but the Traveler was clearly on this planet before you, so you listen curiously 
as they explain how your ship could be an older model than theirs. “I’m from the 
future—around  100 years from now, based on my current calculations. I crashed 
here after a chronological error caused by a terraforming experiment, so even 
though I’m from the future, I crashed here in the distant past. Frankly I’m amazed 
that my body has survived this long—it’s in my ship far to the east of here.” 
Gain 1 boost and destiny 1605 (place it in the center); you may continue.

143 (O) 2  SEARCH the wreckage: You shouldn’t have a problem squeezing into 
one of the escape pod ports. It’s surprising that, despite the plummet from outer 
space, this part of the ship seems operational. Gain 1 boost and destiny 1605 
(place it in the center); you may continue.

144 (O) 5  LEARN the sentient’s area of expertise: The sentient is hesitant 
to share the secrets of the lotus with you, but they acknowledge your good 
intentions. Lotuses are a source of health and renewal, but they can be highly 
addictive when brewed and consumed. The sentient offers you a map showing 
where lotuses can be found, including one to the southwest of here. Gain item 
1257 and 1 boost; the sentient highlights your current location on the map (view 
page 14 in the Book of Vantages; you are in region O).

145 (K) 6  SPY on the sentient: An injured bird perches on the stone, and a 
splash of energy envelops its body. It flies away in perfect health. Gain ability 
1483, 2 boost, and 1 help; you may continue.

146 (K) 1  SPY on the sentient: The runes behind the sentient pulse with an 
energy similar to that of the sentient. There is both a sadness and a joy to the 
energy, and you can see that the sentient is carrying a cylindrical parchment. 
Gain 1 morale, and gain either 1 engage or 1 help; you may continue.

147 (K) 1  LEARN from your distant crewmates: For each other player, gain 
1 skill matching their character’s leftmost challenge die slot. If you are the only 
player, gain any 1 skill instead. You may continue.

148 (K) 2  SCAN the surrounding area: The landscape is peaceful and quiet 
with not much of note other than the ship wreckage to the south. In the serenity 
of the moment, you almost miss a bird flying too close to the surface of the 
sea and getting swallowed whole by an underwater leviathan. Gain 2 boost and 
continue.

149 (K) 3  INSPECT the ethereal area at the base of the hill: As you stand 
within the green light, you feel a growing sense of connection with and control 
over the varied forms of life that surround you. Gain lesson 1419.

150 (G) 4  OBSERVE the animal: Despite its fiery disposition, the animal 
actually just seems to want to help. As you watch, it darts behind you and blocks 
a volcanic fireball from striking this tiny island, saving you from a nasty burn. Gain 
1 boost and 1 random skill; you may continue.

151 (G) X  FOCUS on the rune: Each player—including you—on a location with 
any rune (a skill icon within their vantage) gains 1 boost. Then you roll X skill dice 
and gain all results matching the rune on this location. Also gain quest 1706 if 
a player doesn’t already have it (add it horizontally to your supply and place the 
first token on it).

152 (G) 2  SMELL­a­flower: The odor has a hint of sea salt and sword blades. 
Gain 1 boost and continue.

153 (G) 2  PREPARE to extract the amulet: You perceptively notice that the six 
large birds nearby are all poised to strike anyone who steps foot onto the island. 
Choose one: Gain 1 random skill and 1 skill of your choice, refresh all challenge 
dice from a row of your grid, or gain 1 boost on each card in a column of your grid. 
Continue.

154 (G) 1  LISTEN to the Traveler: The Traveler looks stoically to the north. 
“Beware of the fire elemental—they will try to trick you into releasing them. It’s a 
more powerful gesture to lay down your weapons to the east of it.” Gain 2 boost 
and continue.

155 (G) 1  LISTEN to the Traveler: “East of here you’ll find a true rarity in this 
world, a portal that sends you to a faraway location. Please be cautious about 
entering such portals, as it’s a one-way trip.” Gain ability 1498 and 1 boost.

156 (G) 1  LISTEN to the Traveler as they communicate with the large insect: 
The Traveler gently coaxes the fiery insect, which perches on a nearby rock. As 
scary as it looks, it seems like it’s looking for a way to help. Gain ability 1500 and 
1 boost.

157 (G) 2  INSPECT the gateway: You toss a pebble through the arch, and it 
doesn’t splash into the water on the other side. Gain 1 boost and continue.

158 (G) X  OBSERVE the sentient: The sentient is distractedly drawing 
diagrams of a vehicle in the sand. As you watch them, you find yourself fixating on 
the rune on the rock. Each player—including you—on a location with any rune (a 
skill icon within their vantage) gains 1 boost. Then you roll X skill dice and gain all 
results matching the rune on this location. Also gain quest 1706 if a player doesn’t 
already have it (add it horizontally to your supply and place the first token on it).

159 (G) 1  SPY on the busy sentients: The scalding lava would instantly wound 
you, but these creatures seem to be bathing in it. There is something ritualistic 
about their movements, as if they are simultaneously relaxing in and guiding the 
lava. One of the sentients sports an elaborate array of tattoos. Gain 2 boost and 
continue.

160 (G) 4  SPY on the building: A pair of burly sentients is guarding the 
entrance from the shadows. Inside the building, you can hear a constant clanking 
and the whistle of bellows—you’re pretty sure this is a forge. Gain 2 boost and 
1 move; you may continue.

Regions (A) – (P) are indicated after each location number.
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278 (H) 2  SEARCH for a gap in the wall: There are a few dark windows in the 
wall that could branch into deeper tunnels. As you draw close to one of them, 
several cloaked figures jump out of it and surround you. Gain 1 boost and read 
entry 278 in the Book of Secrets.

279 (H) 2  INSPECT the orb: The orb is made of a shimmering, glass-like 
substance, and there are markings on the outside with which you might be able 
to interact. You don’t see how to access the interior, but there must be a way 
inside. Gain 1 boost and either 1 engage or 1 take; you may continue.

280 (H) 3  LISTEN to the sentient’s wisdom: The sentient advises you to 
explore the desert to the east if you’re looking for a crystal that will improve your 
ability to help and create. You sense there is something else they want to say, but 
they trail off. Gain 1 boost and continue.

281 (H) 2  SCAN the area: The main entrance to the building—which appears 
to be the only entrance—is wide open, and the campfire indicates to you that 
someone is already inside. You arm yourself with a torch from the fire before 
proceeding. Gain item 1087 and 1 boost; you may continue.

282 (H) 2  EXAMINE the skeleton: It looks like the beast died from thirst. 
There is a stillness to the air around the skeleton, and you can’t decide whether 
to use the bones to your advantage or delve underneath. Gain 2 boost and 
continue.

283 (H) X  FOCUS on the rune: Each player—including you—on a location with 
any rune (a skill icon within their vantage) gains 1 boost. Then you roll X skill dice 
and gain all results matching the rune on this location. Also gain quest 1706 if 
a player doesn’t already have it (add it horizontally to your supply and place the 
first token on it).

284 (H) 2  PREPARE to extract the crystal: As you prepare to extract the 
crystal, you perceptively notice the three treasure chests conspicuously at the 
base of the rock. Why so many chests all in one place? Choose one: Gain 1 random 
skill and 1 skill of your choice, refresh all challenge dice from a row of your grid, or 
gain 1 boost on each card in a column of your grid. Continue.

285 (H) 2  SEARCH the wreckage: You find a tight gap in the wreckage that 
you might be able to squeeze through. It’s surprising that, despite the plummet 
from outer space, this part of the ship seems operational. Gain 1 boost and 
destiny 1605 (place it in the center); you may continue.

286 (H) 3  OBSERVE the sentient: Your eyes don’t fool you—these really are 
three separate sentients merged into one. They don’t seem to notice you or care 
about their valuables, as they’re busy bickering among themselves. Gain 1 boost 
and 1 take; you may continue.

287 (H) 6  NAVIGATE a route to the peak: It is a treacherous ascent, but you 
find a well-worn route leading to a sprawling room inside the mountain. Go to 
interior 592 and gain 1 morale.

288 (H) 4  OBSERVE the animal: The tiny creature seems incredibly nervous. 
Whenever it starts to move to your left, they look up at you expectantly. Gain 
1 boost and 1 move; you may continue.

289 (H) 2  INSPECT the broken natural bridge: The outcropping provides a 
nice foundation for you to build a bridge, though it may be easier simply to get the 
attention of the passing balloon. Gain 2 boost and continue.

290 (H) 2  EXAMINE the skeleton: It looks like the beast was eaten by a sand 
centipede. There is a stillness to the air around the skeleton, and you can’t decide 
whether to use the bones to your advantage or delve underneath. Gain 2 boost 
and continue.

291 (H) 3  INSPECT the pit: Even in the dark, you can sense small tremors of 
movement in the sand near the spiky protrusions. You might be safest moving 
somewhere other than north. Gain 1 boost and 1 move; you may continue.

292 (H) 4  EXPLORE the mouth of the cave: As your keen eyes adjust to the 
darkness, you reach a barrier that requires further attention. Go to cave 025.

293 (H) X  FOCUS on the rune: Each player—including you—on a location with 
any rune (a skill icon within their vantage) gains 1 boost. Then you roll X skill dice 
and gain all results matching the rune on this location. Also gain quest 1706 if 
a player doesn’t already have it (add it horizontally to your supply and place the 
first token on it).

294 (H) 2  SPY through an open seam in the bigger tent, waiting for its 
occupants to get some fresh air: Your eyes light up when you see some climbing 
gear inside the tent. Gain 1 boost and 1 move; go to interior 552.

295 (D) 3  LEARN about glasscrafting: The sentient gestures for you to join 
them. As they work, they explain the basics of creating and manipulating glass. 
They guide you through the process of making a glass trinket (gain item 1091).

296 (D) 2  STUDY the lorestone: You feel a surge of wisdom as you study the 
stone and the rune etched into it. For a brief moment you see a vision from the 
past—this area was the scene of a truce between the sand sentients to the south 
and gold sentients to the north, where it looks a bit warmer. Gain 1 boost.

297 (D) 2  LISTEN to the silence of the expanse: As soon as you become fully 
aware of the quiet, you realize that the desert isn’t entirely silent. A muffled roar 
emerges from deep underground. Gain 1 boost and continue.

298 (D) 1  STUDY the lorestones: You feel a surge of wisdom as you study the 
stones and the rune etched into them. For a brief moment you see a vision from 
the distant past—this area was a meeting place between friendly gold, metal, and 
energy sentients. Their discussion focused on the area to the east that would one 
day host the towers you now see there, as well as their concerns about some 
corrupted runecasters that were causing some issues to the southeast. The 
vision also indicates warmer temperatures to the north. Gain 2 boost.

299 (D) 2  STUDY the tower: The tower has a number of good footholds and 
handholds; you could get a great view of the surrounding area if you scaled it 
or use the tower’s transmission capabilities to contact your homeworld. As you 
study it, one of the lights on the tower changes to a pink hue, and a head begins 
to emerge from it. Gain 1 boost and any 1 skill. Continue.

300 (N) 3  OBSERVE the animal: It’s hard to see at first, but when the beast 
pauses for breath, you can see a large thorn irritating its eye. It may be difficult to 
heal the animal without first calming or subduing it. Gain 1 boost and either 1 take 
or 1 overpower; you may continue.

301 (N) 6  SPY on the ceremony: Ducking behind a rock, you scan the valley. 
In the middle of the circle, a blue sentient is tied to a rock. Pink energy flows 
from them into the surrounding sentients; some of it even reaches you. Soon 
the sentient grows limp, and the ceremony ends. Gain ability 1482, 1 morale, and 
1 boost.

302 (N) 1  LISTEN to the Traveler talk about the birds: “These birds are 
almost biologically identical to those found on your world, and they’re trained 
to deliver messages. In many places you can simply relax to birdsong, and they 
might even inspire you to send a signal to your home planet using a tower.” Gain 
2 boost and destiny 1598 (place it in the center).

303 (N) 5  STUDY the lorestone: As you trace the lines on the stone, three 
distinctly colored icons emerge. You may choose to focus on one of the three. If 
you choose the green icon, gain spell 1236. If you choose the pink icon, gain spell 
1237. If you choose the blue icon, gain spell 1238.

Regions (A) – (P) are indicated after each location number.
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439 (G) 1  SOLVE the artifact puzzle: Find card 802 (it’s a large card) and 
place it on the table. Roll and place 2 skill dice on each of the circles. Also gain 
6 cubes (time tokens). To escape from the time loop, you must manipulate the 
mancala so that all dice of each type are in their own circle—before it’s too late.
Lose a time token to pick up all dice from a single circle and then—clockwise—
place 1 of those dice onto each successive circle. You may skip any circle that 
contains 1 or more dice of a given color and no other dice. Repeat this until you 
either run out of time tokens or all dice of each type are in their own circle (e.g., 
all orange dice are in the same circle, all green dice are in the same circle, and 
so on). When you run out of time tokens or succeed, read entry 439 in the Book 
of Secrets.

440 (G) 4  OBSERVE the animals: As you watch, the animals swarm 
above one of the devices, which rises from the lava and blinks to life. The 
forging process is complete. Roll a skill die and gain the resulting item: 
move (item 1028), look (item 1030), engage (item 1026), help (item 1029), 
take (item 1031), or overpower (item 1027). You may continue.

441 (G) 1  LEARN from your distant crewmates: For each other player, gain 
1 skill matching their character’s leftmost challenge die slot. If you are the only 
player, gain any 1 skill instead. You may continue.

442 (G) 3  STUDY the tower: The tower has a number of good footholds and 
handholds; you could get a great view of the surrounding area if you scaled it 
or use the tower’s transmission capabilities to contact your homeworld. As you 
study it, one of the lights on the tower changes to a pink hue, and a head begins 
to emerge from it. Gain 1 boost and any 1 skill. Continue.

443 (C) 3  YIELD to the onrushing animal: The beast slows their approach 
then sees that you mean no harm. In the best way they can, they communicate 
that their child is lost in this area. Gain animal 817.

444 (C) 3  OBSERVE the animal: You’re not familiar with its anatomy, but the 
creature is clearly injured. It seems possible to heal the animal, but it might be 
just as relieved if you humanely take away its pain. Gain 1 boost and either 1 help 
or 1 overpower; you may continue.

445 (C) 1  LISTEN to the Traveler: The Traveler speaks in a contemplative tone. 
“As serene as this setting is, I think you’ll find true serenity at the horned rocks to 
the northwest of here.” Gain quest 1676 (add it horizontally to your supply).

446 (C) 3  PREPARE to interact with the elemental: Choose one: Gain 
1 random skill and 1 skill of your choice, refresh all challenge dice from a row of 
your grid, or gain 1 boost on each card in a column of your grid. Then continue 
with either the help-RELEASE action or the overpower-SLAY action.

447 (C) 3  SCAN the horizon: From your elevated perch, you can see for miles 
around. To the north there’s a large globe floating in the water; to the east, 
several boats float on and hover above the water. Gain 2 boost and continue.

448 (P) 2  EXAMINE the chest: The chest is sturdy (but a little weather-
worn), with a solid lock and ornate gold trim. Your sensitive nose also catches 
a whiff of the lotus on the shoreline, which smells like the lotion you used at the 
beach as a child. Gain 1 health and 1 boost; you may also lose 1 curse. You may 
continue.

449 (P) 6  LEARN from the sentient: Their eyes never leaving the water, the 
sentient explains that they are a lookout tasked with alerting those in the forest if 
the water sentients invade. They were selected because of their excellent vision, 
even among wood sentients. After giving you some tips about how to look out for 
danger, they send you on your way. Gain ability 1477 and 1 boost.

450 (P) 3  SCAN the area: As you observe your surroundings, you notice some 
large pods on the shore and a monster lurking underwater near the shoreline to 
the north. You may gain 1 boost or 1 skill of your choice; you may continue.

451 (P) 1  SPY on the sentients: Inside the protective bubbles, the sentients 
are heavily armored. They’re here for an attack. They might be open to you joining 
them, or you can defend your fellow landwalkers against them by striking now. 
Gain 2 boost and continue.

452 (P) 1  SMELL the lotus: The lotus smells a bit like coconut. Gain 1 health 
from the purifying pollen; you may also lose 1 curse.

453 (L) 3  SPY on the building: Sparks fly as sentients pound metal around 
a fire. Their craftsmanship is on full display, including an impressively designed 
scythe. Choose one:

•  Learn to craft: Gain ability 1462.
•  Enter the building when the sentients aren’t looking: Gain 1 boost and 

1 overpower; go to interior 574.

454 (L) X  FOCUS on the rune: Each player—including you—on a location with 
any rune (a skill icon within their vantage) gains 1 boost. Then you roll X skill dice 
and gain all results matching the rune on this location. Also gain quest 1706 if 
a player doesn’t already have it (add it horizontally to your supply and place the 
first token on it).

455 (L) 3  SPY on the building: A gatekeeper is lounging near a turnstile and 
collecting fees from entrants. Gain 1 boost and choose one:

•  Pay the $2 fee: Go northeast to 762 and gain 1 random skill.
•  Inspect the treasure chest along the shore: Roll 3 skill dice; you may add 

1 extra die for each engage, take, or overpower you pay. If you have at 
least 3 of a kind, gain item 893. Instead, if you have at least one pair, gain 
item 1160. Otherwise, gain $4.

456 (L) 4  SPY on the building: Several sentients—pirates, by the look of 
them—are removing their armor to take a break. Gain 1 boost and 1 overpower; 
go to interior 576.

457 (L) 2  EXAMINE the chest: The chest is sturdy (but a little weather-
worn), with a solid lock and ornate gold trim. Gain 2 boost and continue.

458 (L) 3  STUDY the tower: The tower has a number of good footholds and 
handholds; you could get a great view of the surrounding area if you scaled 
it or use the tower’s transmission capabilities to contact your homeworld. 
Gain 1 boost and either 1 move or 1 engage. You may continue.

459 (L) 1  SEARCH the wreckage: You find a tight gap in the wreckage that 
you might be able to squeeze through. It’s surprising that, despite the plummet 
from outer space, this part of the ship seems operational. Gain 1 boost and 
destiny 1605 (place it in the center); you may continue.

460 (H) 1  SPY on the boat: The shipwrights are busy enough with the main 
vessel that you could probably take off in one of the smaller boats tied to the 
dock. The workers seem like good company, though. Gain 1 boost and continue.

461 (H) 3  OBSERVE the animal: A tear in the wing of the large pink moth-like 
creature leaves it struggling to fly. You could attempt to bind the wing or relieve 
the animal of its suffering. Gain 1 boost and either 1 help or 1 overpower; you may 
continue.

462 (H) 2  SPY on the sentient: The sentient is preparing for a fight. The more 
you watch them, the more you’re convinced they’re going to attack the massive 
elemental to the north. Gain 1 boost and continue.

463 (H) 3  PREPARE to interact with the elemental: Choose one: Gain 
1 random skill and 1 skill of your choice, refresh all challenge dice from a row of 
your grid, or gain 1 boost on each card in a column of your grid. Then continue 
with either the help-RELEASE action or the overpower-SLAY action.

464 (H) 4  SPY on the building: Several sentients are discussing maps near 
the front entrance. Gain 1 boost and continue.

Regions (A) – (P) are indicated after each location number.
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578 4  TRADE with the workers: The sentients are surprised to find you inside 
the warehouse, but you swiftly set them at ease with some good seafaring 
humor. Choose one:

•  Spend a few minutes chatting with a sentient, learning about trade in this 
region: They turn out to be the owner and captain of the nearby merchant 
ship, and they see potential in your sea legs. Gain quest 1684 (add it 
horizontally to your supply).

•  Sell something to them: A sentient happily accepts your offer. Lose 1 card and 
gain its value plus $1, then exit to 497.

•  Pay $3 to buy a barrel: Gain item 1158, then exit to 497.
•  Pay $4 to buy a rope: Gain item 901, then exit to 497.
•  Pay $20 to buy the boat: Gain vehicle 1015, then exit to 497.

579 5  DEFUSE the situation involving the shocked occupants of the house: 
With great tact, a touch of wit, and a peace offering, you set the sentients at 
ease. Choose one:

•  Entertain the sentients with stories of your interstellar exploits: They give 
you a forcefield generator (982) and an open invitation to visit them in the 
future (gain 1 morale); from now on, the move-ENTER action on 499 is 
always available for you. Exit to 499.

•  Entertain the sentients and give them a memento of your travels (lose 
1 flora, animal, or item): The sentients, honored to have such a treasure, give 
you something of importance to them in return. Gain item 993 and exit to 499.

580 4  SYNC with the mainframe: A surge of information whips through 
your mind: memories from a thousand lives of a thousand circuit sentients, 
schematics for technology beyond your comprehension, research on other 
sentients and regions, and, most recently, plans for breaking the tethers of this 
planet and conquering other worlds. Gain 1 boost and destiny 1606 (place it in the 
center), then continue.

581 3  ACTIVATE the newly constructed creature: When the robots complete 
their work, a frost mammoth—a machine just as much as an animal—rises 
from the assembly line. It needs training, but it imprints onto you instantly. Gain 
animal 812 and exit to 492.

582 3  TRADE with the guards: You swiftly set the alarmed guards at ease with 
some good landwalker humor. Choose one:

•  Spend a few minutes chatting with the sentients, learning about how they 
confiscated these items: Gain 1 boost, then exit north to 641.

•  Sell something to them: A sentient happily accepts your offer. Lose 1 card and 
gain its value plus $1, then exit north to 641.

•  Pay $2 to buy a fish trap: Gain item 932 and promise not to use it in these 
waters, then exit north to 641.

•  Pay $10 to buy a sword: Gain item 887, then exit north to 641.

583 6  COMMUNE with the council: You present a case for your homeworld to 
open official diplomatic relations with this planet. Gain item 891 and exit to 777.

584 3  TRADE with the hunters: The sentients are surprised to find you inside, 
but you swiftly set them at ease with some good hunting humor. Choose one:

•  Spend a few minutes chatting with the sentient, learning about their latest 
hunting techniques: Gain 1 boost, then exit to 662.

•  Sell something to them: The sentient happily accepts your offer. Lose 1 card 
and gain its value plus $1, then exit to 662.

•  Pay $2 to buy a springtrap: Gain item 926, then exit to 662.
•  Pay $5 to buy a bow and arrow set: Gain item 956, then exit to 662.

585 3  TALK to the ambassador stationed at the embassy: The leaf sentient 
flutters into the room, eager to serve. When they realize you can only understand 
a portion of their speech, they give you a universal translator to aid your travels. 
Gain item 885 and exit to 676.

586 5  PERSUADE the sentients to consider an offer for their house and its 
contents (you may pay $X to decrease this cost by X): Choose one:

•  Buy their house and its contents (pay $35; you may later repeat this 
action for this option only if you don’t choose it now): Gain items 916, 995, 
and 997, and structure 1689; you may place each of these items in your 
reserve or your grid.

•  Seek shelter elsewhere: The sentients send you away with some freshly 
picked berries (gain item 1224).

587 3  TRADE with the owner: The sentient is surprised to find you inside, but 
you swiftly set them at ease with some good fishing humor. Choose one:

•  Spend a few minutes chatting with the sentient, learning about the alien 
kraken to the east of here: Gain 1 boost, then exit to 744.

•  Sell something to them: The sentient happily accepts your offer. Lose 1 card 
and gain its value plus $1, then exit to 744.

•  Pay $1 to buy some fruit or fish : Gain either fruit (item 1224) or fish 
(item 1226), then exit to 744.

•  Pay $4 to buy a fish trap: Gain item 910, then exit to 744.

588 5  TALK empathetically with the grieving occupant: You respectfully 
remain on the outskirts of the cottage, showing the owner you mean no harm. 
Choose one:

•  Help the sentient solve the mystery of a murder that happened here: Gain 
quest 1645 (add it horizontally to your supply). You may continue.

•  Entertain the sentient and give them a memento of your travels (lose 
1 flora, animal, or item from your grid or reserve): The sentient, appreciative 
of the distraction from recent tragedy, gives you something of importance to 
them in return. Gain item 898 and exit to 737.

589 3  ASK a sentient about the temple: An elderly sentient breathes warm 
air in your ear as they whisper back. “This is the Founder’s Temple, where we 
honor the origins of life on our world. It was Her divine influence that spread the 
12 elements across the globe. Oh, sorry, look at the time—I must be on my way!” 
The sentient hobbles away. Gain 2 boost and continue.

590 3  TALK with a passing sentient about their travels: The wood sentient 
says that they actually just finished a tree climbing challenge to the south, and 
they offer you their climbing harness. Gain item 904 and exit to 769.

591 3  INTIMIDATE the owner of these items: A distracted sentient rounds the 
corner, and they jump into the ceiling when you surprise them. When they collect 
their composure, they grab the sword, leap onto the flying carpet, and sail away. 
Gain item 990 and exit west to 787.

592 4  ASK the sentient what they’re doing: The startled sentient steps away 
from the beam of light, clutching a mace in one hand and a small vial in another. 
They relax upon seeing you. “Sorry, you surprised me. I’m just collecting an 
incoming memory—a young water sentient’s parent expressed how proud they 
are. I’m glad for memories that don’t need any adjustments.” They explain further 
by teaching you about memory magic; gain lesson 1430 and exit to 287.

597 3  TRADE with the lighthouse keeper: The sentient is surprised to find 
you inside, but you swiftly set them at ease with some good nautical humor. 
Choose one:

•  Spend a few minutes chatting with the sentient, learning about maritime 
trade among the cities of the world: Gain 1 boost, then exit to 305.

•  Sell something to them: The sentient happily accepts your offer. Lose 1 card 
and gain its value plus $1, then exit to 305.

•  Pay $2 to buy an oil torch: Gain item 1085, then exit to 305.
•  Pay $7 to buy a pair of binoculars: Gain item 972, then exit to 305.

601 1  WHISPER to the flowers: The act of talking to a flower is strange but 
also meditative, and you feel better afterward. Gain 2 morale.
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522 2  DUEL the nearby sentient in a card and dice game: The metal sentient’s 
eyes light up at the prospect of playing their favorite game. Place card 798 on 
the table (it’s a large card) and follow its instructions, using card 1523 as the 
opponent’s card.

523 5  PATROL a rock-tumbling spa: Stone sentients relax in the rock-tumbling 
spa. Choose one:

•  Relax in the spa as smooth, warm rocks toss against your exposed skin: 
Roll 5 skill dice. Gain 1 morale for each help result, then gain 1 health.

•  Smash rocks over a sentient’s back, which is a relaxing massage for them: 
The sentient is so content afterward that they offer to show you around. Gain 
sentient 1349.

•  Duel a vacationing sentient in a card and dice game: The stone sentient’s 
eyes light up at the prospect of playing their favorite game. Place card 798 on 
the table (it’s a large card) and follow its instructions, using card 1525 as the 
opponent’s card.

524 6  PATROL a hunting lodge: A group of sentients lounges in the hunting 
lodge, sharing stories of the biggest animal they ever bagged. Choose one:

•  Hunt an animal with a pair of sinew sentients, one of whom takes quickly 
to you: Gain sentient 1333 and quest 1649 (add the quest horizontally to your 
supply).

•  Flex to impress a new sinew sentient friend: Gain sentient 1330.
•  Duel one of the sentients in a card and dice game: The sinew sentient’s eye 

lights up at the prospect of playing their favorite game. Place card 798 on the 
table (it’s a large card) and follow its instructions, using card 1522 as the 
opponent’s card.

525 5  PATROL a tattoo parlor: A fire sentient grins as a tattoo artist etches an 
intricate design into their metal frame. Choose one:

•  Burn your initials onto the sentient’s arm: The sentient explains that they 
earned this tattoo by completing a test of endurance. Gain 1 morale and 
1 boost.

•  Grit your teeth as the tattoo artist etches a small symbol into your 
shoulder: The fire sentients are delighted that someone with flesh as soft as 
yours would accept an honorary tattoo. Gain item 1241 (also, if you have it, 
lose the fire curse) and lose 1 health.

•  Duel a nearby sentient in a card and dice game: The fire sentient’s eyes 
light up at the prospect of playing their favorite game. Place card 798 on the 
table (it’s a large card) and follow its instructions, using card 1520 as the 
opponent’s card.

526 3  DUEL the nearby sentient in a card and dice game: The leaf sentient’s 
eyes light up at the prospect of playing their favorite game. Place card 798 on 
the table (it’s a large card) and follow its instructions, using card 1526 as the 
opponent’s card.

527 3  PATROL the dock: A dock worker invites you to step into the boat as the 
waves gently lap against it. Choose one:

•  Force the sentient to guide you to the Pearl of the Island: Go northwest 
to 733.

•  Coerce the sentient to teach you to fish: Gain ability 1461 and 1 morale.
•  Fish for food: Roll 3 skill dice up to 3 times (always rolling all dice). Gain 

1 health per overpower in the final result.
•  Duel a nearby sentient in a card and dice game: The sentient’s eyes light up 

at the prospect of playing their favorite game. Place card 798 on the table 
(it’s a large card) and follow its instructions.

528 6  PATROL an armory: A pair of guards at the armory are eager to show off 
an extensive collection of weapons. Choose one:

•  Pay $2 for a dagger: Gain item 1231.
•  Pay $5 for a harpoon: Gain item 959.
•  Teach the guards a new technique: The impressed guards express their 

admiration, and they return the favor by sharing their craft with you. Gain 
ability 1478.

•  Duel a guard in a card and dice game: The water sentient’s eyes light up at 
the prospect of playing their favorite game. Place card 798 on the table (it’s 
a large card) and follow its instructions, using card 1527 as the opponent’s 
card.

529 4  PATROL a husk shop: The husk shop owner is impressed—and a bit 
confused—to learn that unlike gold sentients, you didn’t choose your body. 
Choose one:

•  Offer yourself as a research subject: Gain $3.
•  Force the owner to provide a husk upgrade for a gold sentient customer 

who is short on money: The sentient is incredibly grateful that you stood up 
for them, and they offer you their allegiance. Gain sentient 1324.

•  Duel the shop owner in a card and dice game: The gold sentient’s eyes light 
up at the prospect of playing their favorite game. Place card 798 on the 
table (it’s a large card) and follow its instructions, using card 1521 as the 
opponent’s card.

530 4  DUEL the nearby sentient in a card and dice game: The sentient’s eyes 
light up at the prospect of playing their favorite game. Place card 798 on the table 
(it’s a large card) and follow its instructions, using card 1521 as the opponent’s 
card.

531 1  DUEL the nearby sentient in a card and dice game: The sand sentient’s 
eyes light up at the prospect of playing their favorite game. Place card 798 on 
the table (it’s a large card) and follow its instructions, using card 1524 as the 
opponent’s card.

541 4  BREAK an item free of the ruins: A torch is secured to the nearby 
column, so you snap it off. Gain item 1085.

542 4  BREAK an item free of the ruins: A flute is secured to the nearby 
column, so you snap it off. Gain item 949.

543 4  BREAK an item free of the ruins: A pair of shackles is secured to the 
central column, so you snap it off. Gain item 937.

544 4  BREAK an item free of the ruins: A hammock is secured to two 
columns, so you tear it off. Gain item 954.

545 4  BREAK an item free of the ruins: A carabiner is secured to the nearby 
column, so you snap it off. Gain item 890.

546 4  BREAK an item free of the ruins: A water pouch is secured to the 
nearby column, so you snap it off. Gain item 858.

547 4  PLUCK an item free of the ruins: Some mushrooms are growing from a 
nearby column, so you snap them off. Gain item 1136.

548 4  SHOVE an item out of the ruins: A heavy barrel sits in the middle of the 
ruins, so you shove it onto its side and prepare to roll it away. Gain item 1158.

549 3  RAID the tent to gain the deadliest item inside: Wild mushrooms can be 
edible, but the worst of them can poison you within minutes. Gain item 1136 and 
exit to 103 before the occupants return.

550 3  RAID the tent to gain the deadliest item inside: The heat created 
by a torch is feared by some animals and sentients. Gain item 1041 and exit 
to 131 before the occupant returns.

551 3  RAID the tent to gain the deadliest item inside: Your mother once 
dispatched a burglar using a frying pan similar to this one. Gain item 908 and exit 
to 225 before the occupants return.

522
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774 5  ATTACK the sentient: The world seems to slow as the sentient reaches 
for an axe. Before they arm themselves, you’ve pinned them to the ground, 
burning your arm in the process. Suffer 1 heat damage and gain item 872.

775 6  CHARGE the sentient: You have the upper hand at first, but the broad-
shouldered sentient seems more amused than bothered. When you tumble to 
a stop, they chuckle and help you to your feet. It seems that it isn’t often that 
someone pokes the beast, and they ask whether you’d like to accompany them 
on a dangerous quest. If you accept, gain sentient 1334 and quest 1635 (add the 
quest horizontally to your supply).

776 5  RAID the vendor’s shop: The vendor cowers in the corner as you tear 
outfits from the rafters. You stumble over a heavy package and pick it up as you 
walk away. Gain item 1034 and curse 1389.

777 3  TARGET the sentry: The big sentient makes for an easy target, though 
a force field deflects the blow. They swoop over to you and ask for identification. 
You introduce yourself as they scan you. Choose one:

•  If you have any metal composition cards or you pay $2: The guard escorts 
you as a speaker to the Council of Elders. Go to interior 583.

•  If you don’t have any metal composition cards (or choose to hide them) 
and do not pay: The guard nudges you off the path to make room for “more 
dignified attendees”. Gain 1 boost.

778 2  PLUCK some low-hanging fruit: The fruit has a chance of tasting 
good. Roll 2 skill dice up to 2 times. If the results include at least 1 help, gain 
item 1224 and 1 health. Otherwise lose 1 health.

779 4  WEAPONIZE the vines growing along the wall: The rushing water 
reminds you of fishing trips back home. There are no fish in the waterfall, but you 
weave the nearby vines into a fishing net to use later. Gain item 911 and continue.

780 2  TRAP an animal: You notice movement in the bushes, so you set a basic 
trap and wait for it to spring. Set 1 challenge die to time, morale, or health to 
represent the trap (read options below). Then roll 3 other challenge dice; if any 
of them match the set die, gain the resulting benefit once (if none match, gain 
1 overpower instead). These dice can come from the dice pool or the center; 
return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each wood card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 1221.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

781 2  SUBDUE the offensive sentient on the right: As you pin them down, the 
other sentient plucks a large metal plate from their grasp. They thank you with 
hefty reward and heaps of praise. Gain $10 and 1 morale.

782 3  ATTACK a sentient: Choose the sentient to attack:
•  Attack the green sentient nearby: The sentient is easily overcome. Gain $5.
•  Attack the purple sentient on the ledge: They are focused on the green 

sentient, and you catch them off guard. They promise to leave the other 
sentient alone, and you send them dashing away in fear. Relieved, the green 
sentient communicates to you in a series of scents that somehow make 
sense to you. They were being chased, and you saved them. They offer to join 
you as a friend. Gain sentient 1353.

783 2  DUEL the sentient in a card and dice game: The gold sentient’s eyes 
light up at the prospect of playing their favorite game. Place card 798 on the table 
(it’s a large card) and follow its instructions, using card 1521 as the opponent’s 
card.

784 5  CLEAVE a decaying pillar: The stone crashes to the ground, much to the 
dismay of sentients in the area. Despite the disrespectful act, you’re happy to see 
an ornate wand shining from the dust. Gain item 981 and curse 1388.

785 4  TARGET the sentients on the bridge: The crowded 
bridge makes for an easy target... though so do you. You’re 
pelted with stones from above. Roll 4 skill dice and gain all move 
results. Lose 1 health unless you pay 1 move. You dart under the 
bridge and find a quiet path running along the base of the city wall. 
Go northeast to 389.

786 3  CHARGE past the guards and don’t stop until you can no longer 
hear them: The guards apparently rely on intimidation and not on speed. Go to 
interior 591.
787 2  SHOVE the sentient as they zoom by: You send the sentient sprawling 
over the cobblestone street, and they skid to a stop against a building. They glare 
at you, but they seem to have dislocated something, as they make no move to 
defend themselves. Choose one:

•  Rip a device off their belt: Gain item 860 and curse 1391.
•  Apologize and reset their dislocated joint: They thank you profusely and 

offer to share a copy of the map they’re planning to steal. They rush away to 
the north, and a few minutes later they return with a map. Gain item 1264; 
the sentient highlights your current location (view page 21 in the Book of 
Vantages; you are in region I).

788 2  SUBDUE the sentient: The sentient is not impressed with your use of 
brute force, but you still gain item 1264.

789 2  ATTACK the sentient: A merchant like this isn’t trained in the art of 
combat, and you quickly overwhelm them. “Please,” they beg, “take these coins 
and leave me be.” Gain $8.

790 2  CUT down the tree branch: A nice rope on the tree caught your eye, and 
now it’s yours. Gain item 901.
791 3  CUT through the vines: The vines wrap around every inch of the ship, 
including the blinking radio and the cryogenic chambers. You slice through the 
radio, and the signal goes dead. You have cut off the signal that led you to this 
planet. Gain item 1181 and exit to 732.

795 2  ATTACK the hidden sentient: You smash through the glass to your right, 
grabbing the sentient and slamming them to the ground. Caught completely off 
guard, they surrender and beg for mercy, offering you their weapon in return. Gain 
item 1153 and exit to 281.
799 5  DIG out from under the building: You dig through bones, sand, and water 
to reach safety. Gain 1 health and exit to 346.

801 3  RAID the sky island of the shard: You swagger across the island as if 
you own the place and grab the shard. Gain item 1707.

870 2  BURN a small flame: Choose one: Refresh 1 challenge die from your grid, 
gain 1 look, or add 1 boost to an egg. Also, if you have a wood resource (1180), 
you may lose it to gain a bramble torch (1084).

872 3  CLEAVE a stone (if on a location with nearby rocks): Gain a stone 
resource (1179).

873 2  BURN a small flame: Choose one: Refresh 1 challenge die from your grid, 
gain 1 look, or add 1 boost to an egg. Also, if you have a wood resource (1180), 
you may lose it to gain a bramble torch (1084).

910 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

–747 910
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1592 9  CONQUER part of a city (on a city location): It requires great strategic 
planning, a large show of force, and pinpoint execution to conquer a city. Place 
1 token on this mission. If there are 3 tokens here, the mission is complete 
(read 1592 in the Book of Secrets). This action may be used on different cities, 
with the mission completed when the CONQUER action is performed 3 times on 
the same city.

1642 6  CONQUER this location: You help the water sentients conquer the 
location, learning some combat techniques from them in the process. Place 
1 token on quest 1642 to track your progress, then gain 1 overpower per token on 
the quest. You may not perform any actions on this location other than moving 
away. If there are now 3 tokens on this quest, remove them and read 1642 in the 
Book of Secrets.

1659 X  DEFEND the castle from the invaders: On quest 1659, add X tokens, 
then remove tokens equal to the number of dice you didn’t place (including 
blanks). At the end of this action, if there are at least 9 tokens on the quest, 
read 1659 in the Book of Secrets.
1660 3  FISH in the friendly competition: Roll 3 skill dice up to 3 times 
(always rolling all dice); roll 1 extra die if you pay a maximum of 1 boost from 
a food or flora. Based on number of overpower in the final results, gain the 
following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost 
on your character; you may perform this overpower-FISH action again on a 
future turn.

•  1: Catch a small but savory fish; gain 1 health and you may read 1660 in the 
Book of Secrets.

•  2: Catch a medium-sized fish; gain 2 health and you may read 1660 in the 
Book of Secrets.

•  3+: Catch a large fish; gain item 1226 and you may read 1660 in the Book of 
Secrets.

1674 6  SUBDUE the rogue knight: The knight has the upper hand throughout 
the tussle, but you finally get them to submit after cornering them against the 
rock wall. Choose one:

•  Let the knight plead their case: The knight explains that despite living a 
life of violence, they are trying to reform the ways of their warmongering 
brethren. That’s why they left the deep sea with the Blue Blade. If you agree 
not to collect the bounty, they pledge their loyalty to you (lose quest 1674, 
gain sentient 1357, and go north to 133). If you disagree, read the next option 
instead.

•  Turn in the knight to collect the bounty: The knight shouts that you’re making 
a huge mistake as they’re taken away by water soldiers. Gain $15 and go 
either east to 129 or west to 127. Then rotate quest 1674 and add it to your 
grid.

1680 4  DEFEND the bridge from marauders: Three sentients charge across 
the bridge, brandishing weapons and clever wordplay. You throw one into the 
muddy water, another you knock out cold, and you lock eyes with the last 
and don’t blink until they decide you aren’t worth the trouble. Add 1 token to 
quest 1680.

1687 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their dice-rolling dexterity. Place card 798 on the table (it’s a large 
card) and follow its instructions.

1688 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their dice-rolling dexterity. Place card 798 on the table (it’s a large 
card) and follow its instructions.

1689 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their dice-rolling dexterity. Place card 798 on the table (it’s a large 
card) and follow its instructions.

1690 2  DUEL one of your sentients in a card and dice 
game (if you don't have a sentient, select another action): The 
sentient welcomes the challenge and awes you with their dice-
rolling dexterity. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1691 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their dice-rolling dexterity. Place card 798 on the table (it’s a large 
card) and follow its instructions.

1692 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their dice-rolling dexterity. Place card 798 on the table (it’s a large 
card) and follow its instructions.

1694 X  ATTACK the castle: Roll X skill dice. You are trying to have more 
invaders (overpower results) than defenders at each castle entrance (move 
results). For each look result, you may reroll 1 result not mentioned in this 
description. At the end of this action, if there are more invaders than defenders, 
read 1694 in the Book of Secrets.

1696 3  PLUCK a crystal from the tree (remove 1 boost from this card): 
Roll a skill die. Based on the result, gain a crystal (blue: 1160; purple: 1161; 
orange: 1162; green: 1163; yellow: 1164; red: 1165).

1698 2  PLUCK fruit from the tree: Gain item 1224 with only 1 boost on it.

1701 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their dice-rolling dexterity. Place card 798 on the table (it’s a large 
card) and follow its instructions.

1705 10  TARGET the rescue ship as it attempts to land so you can achieve 
victory on your own terms: You attack the ship as soon as it’s within range, 
sending it crashing into the planet. The wreckage reveals precious cargo—your 
power armor. You may replace your character with the corresponding card 
(captain: 1447; navigator: 1448; scholar: 1449; medic: 1450; engineer: 1451; 
marine: 1452); transfer all boost from your original character onto the new card. 
If you already have your power armor, instead gain 3 boost. Lose destiny 1705, 
gain destiny 1600 (place it in the center), and proceed with the next player’s 
turn.

SKIRM QUICK VARIANT
From the spoiler pack, gain 1 random card. Roll 6 skill dice for yourself and 6 skill 
dice for the sentient. Choose 1 of your Skirm cards to play for yourself, then 
randomly select 1 Skirm card from the pack as the sentient's card (or a specific 
card if indicated in the action).

You are trying to have more dice matching the icons on your card than the 
sentient has dice matching their card (ignore all text). If your card has the 
higher speed (upper left number), you may reroll ALL your dice once. If your card 
has the lower speed, you break ties when comparing the dice.

Gain 2  if you win. Win, lose, or tie, keep the card you gained in your reserve 
(your entire Skirm collection counts as only 1 reserved card).

–1554 1705
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012 7  REPAIR the ship from within: Numerous trips to the surface for air are 
necessary as you reassemble the broken ship. The job would have been even 
more difficult were it not for the sturdy construction and water-resistant wood. 
Eventually the ship rises from the depths with you at its helm. Gain vehicle 
1015 and float to the ocean surface with it. Gain 1 random skill and go to the 
ocean location matching that skill: move/look/engage (058); help/take (056); 
overpower (054).

013 X  RELAX in the cozy nook: You curl up in the bedroll within the nook. 
Refresh X challenge dice in your grid (you may not refresh dice placed during this 
action). Then, if there are no challenge dice in your grid, gain 1 health and you 
may continue. Either way, also gain the bedroll (1040).

016 4  RESCUE the trapped sentient: Avoiding the dangerous magma, you 
reach the sentient and free them from their bonds. They embrace you and 
promise to repay the favor. Gain sentient 1336, then gain a random skill and 
move to the dungeon location matching that skill: move (596); look (019); 
engage (018); help/take/overpower (593).

020 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

021 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

022 6  MODIFY the laser array: You position a few icy stones in such a way 
that the multitude of red-hot lasers is reduced to a single beam, which you easily 
step over. Proceed deeper into the planet to cave 082.

023 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

024 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

025 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

026 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

027 6  MODIFY the laser array: You position a few shiny minerals in such a 
way that the multitude of red-hot lasers is reduced to a single beam, which you 
easily step over. Proceed deeper into the planet to cave 087.

028 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

029 6  MODIFY the laser array: You position a few iridescent rocks in such a 
way that the multitude of red-hot lasers is reduced to a single beam, which you 
easily step over. Proceed deeper into the planet to cave 089.

030 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

031 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

032 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

033 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

034 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

035 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

036 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

037 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

038 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

039 1  SHARE information with your crewmates: As you describe your 
vantage, the group feels a sense of camaraderie. Each player may gain 1 random 
skill. If the random skill you gain matches that of any other player, you gain 
1 morale. If not, gain destiny 1599 (place it in the center). You may continue.

040 6  SHARE the artifact with the world: Something this beautiful needs to 
be shared with others, not hidden in the depths of the world. You blink, and when 
your eyes open, you’re back on the surface with the crystal in your hands. Gain 
item 1000 and go to 157; if you have a previous location card for reference, return 
it to the box.

Note: All “SHARE information” entries on this page spread should end with 
“You may continue.”   Tip: mark the impacted entries with a dot (•): 
020, 021, 023–026, 028, 030–039, 050.

012
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911 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this net, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

912 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

913 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this lure, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

921 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 1 boost 
from a food or flora. Based on number of overpower in the final results, gain the 
following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

923 2  TRAP an animal: You set a basic trap and wait for it to spring. Set 
1 challenge die to time, morale, or health to represent the trap (read options 
below). Then roll 3 other challenge dice; if any of them match the set die, gain the 
resulting benefit once (if none match, gain 1 overpower instead). These dice can 
come from the dice pool or the center; return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 810, 813, 
or 829, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

926 2  TRAP an animal: Set 1 challenge die to time, morale, or health to 
represent the trap (read options below). Then roll 3 other challenge dice; if any 
of them match the set die, gain the resulting benefit once (if none match, gain 
1 overpower instead). These dice can come from the dice pool or the center; 
return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 819, 825, 
or 827, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

932 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

947 2  TRAP an animal: You set a basic trap and wait for it to spring. Set 
1 challenge die to time, morale, or health to represent the trap (read options 
below). Then roll 3 other challenge dice; if any of them match the set die, gain the 
resulting benefit once (if none match, gain 1 overpower instead). These dice can 
come from the dice pool or the center; return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 821, 824, or 
854, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

962 2  BURN a small flame: Choose one: Refresh 1 challenge die from your grid, 
gain 1 look, or add 1 boost to an egg. Also, if you have a wood resource (1180), 
you may lose it to gain a bramble torch (1084).

1014 3  FISH for food (use only on a location with water): Roll 3 skill dice 
up to 3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 
1 boost from a food or flora. Based on number of overpower in the final results, 
gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

1015 3  FISH for food (use only on a location with water): Roll 3 skill dice up 
to 3 times (always rolling all dice); roll 1 extra die per boost you pay from this 
ship, plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based 
on number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.
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911 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this net, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

912 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

913 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this lure, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

921 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 1 boost 
from a food or flora. Based on number of overpower in the final results, gain the 
following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

923 2  TRAP an animal: You set a basic trap and wait for it to spring. Set 
1 challenge die to time, morale, or health to represent the trap (read options 
below). Then roll 3 other challenge dice; if any of them match the set die, gain the 
resulting benefit once (if none match, gain 1 overpower instead). These dice can 
come from the dice pool or the center; return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 810, 813, 
or 829, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

926 2  TRAP an animal: Set 1 challenge die to time, morale, or health to 
represent the trap (read options below). Then roll 3 other challenge dice; if any 
of them match the set die, gain the resulting benefit once (if none match, gain 
1 overpower instead). These dice can come from the dice pool or the center; 
return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 819, 825, 
or 827, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

932 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

947 2  TRAP an animal: You set a basic trap and wait for it to spring. Set 
1 challenge die to time, morale, or health to represent the trap (read options 
below). Then roll 3 other challenge dice; if any of them match the set die, gain the 
resulting benefit once (if none match, gain 1 overpower instead). These dice can 
come from the dice pool or the center; return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 821, 824, or 
854, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

962 2  BURN a small flame: Choose one: Refresh 1 challenge die from your grid, 
gain 1 look, or add 1 boost to an egg. Also, if you have a wood resource (1180), 
you may lose it to gain a bramble torch (1084).

1014 3  FISH for food (use only on a location with water): Roll 3 skill dice 
up to 3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 
1 boost from a food or flora. Based on number of overpower in the final results, 
gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

1015 3  FISH for food (use only on a location with water): Roll 3 skill dice up 
to 3 times (always rolling all dice); roll 1 extra die per boost you pay from this 
ship, plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based 
on number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.
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911 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this net, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

912 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

913 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this lure, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

921 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 1 boost 
from a food or flora. Based on number of overpower in the final results, gain the 
following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

923 2  TRAP an animal: You set a basic trap and wait for it to spring. Set 
1 challenge die to time, morale, or health to represent the trap (read options 
below). Then roll 3 other challenge dice; if any of them match the set die, gain the 
resulting benefit once (if none match, gain 1 overpower instead). These dice can 
come from the dice pool or the center; return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 810, 813, 
or 829, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

926 2  TRAP an animal: Set 1 challenge die to time, morale, or health to 
represent the trap (read options below). Then roll 3 other challenge dice; if any 
of them match the set die, gain the resulting benefit once (if none match, gain 
1 overpower instead). These dice can come from the dice pool or the center; 
return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 819, 825, 
or 827, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

932 3  FISH for food (use only on a location with water): Roll 3 skill dice up to 
3 times (always rolling all dice); roll 1 extra die per boost you pay from this trap, 
plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based on 
number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

947 2  TRAP an animal: You set a basic trap and wait for it to spring. Set 
1 challenge die to time, morale, or health to represent the trap (read options 
below). Then roll 3 other challenge dice; if any of them match the set die, gain the 
resulting benefit once (if none match, gain 1 overpower instead). These dice can 
come from the dice pool or the center; return them afterward.

•  TIME (try to study an animal’s behavior): You observe the critter for a little 
while before setting it free. Gain 1 boost on your character and 1 boost on 
each animal card.

•  MORALE (try to gain an animal companion): The animal is scared but 
complacent. You will have to work to gain its trust. Gain animal 821, 824, or 
854, then lose the trap card unless you pay 1 help.

•  HEALTH (try to kill and eat an animal): The trap instantly kills the animal. Gain 
item 1217.

962 2  BURN a small flame: Choose one: Refresh 1 challenge die from your grid, 
gain 1 look, or add 1 boost to an egg. Also, if you have a wood resource (1180), 
you may lose it to gain a bramble torch (1084).

1014 3  FISH for food (use only on a location with water): Roll 3 skill dice 
up to 3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 
1 boost from a food or flora. Based on number of overpower in the final results, 
gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

1015 3  FISH for food (use only on a location with water): Roll 3 skill dice up 
to 3 times (always rolling all dice); roll 1 extra die per boost you pay from this 
ship, plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based 
on number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.
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1283 1  STOW supplies in the shelter: Transfer any number of cards with coin 
values on them between your grid to your reserve.

1284 2  BALANCE your personal and professional goals: You take a deep look 
at your aspirations, motivations, and priorities, and you see a path forward just 
running your own business here. Gain destiny 1601 (place it in the center; you 
have completed it and may end the game when you’re ready) and 1 boost on your 
character.

1285 2  BALANCE your personal and professional goals: You take a deep look 
at your aspirations, motivations, and priorities, and you see a path forward just 
running your own business here. Gain destiny 1601 (place it in the center; you 
have completed it and may end the game when you’re ready) and 1 boost on your 
character.

1286 4  SCALE the tower: You scale the tower and are rewarded with a vast 
view of the surrounding area. Gain 2 boost on your character, then find the region 
where your tower is located (see the look storybook) and use page 2 of the 
Book of Vantages to determine the page where your view is portrayed (view the 
resulting page).

1287 3  GUIDE tourists through the attached crystal cave: The geological 
wonders of your cave awe the tourists and open their wallets. Gain $X (X is the 
number of boost on this structure), then pay 1 boost from this structure.

1288 2  BALANCE your personal and professional goals: You take a deep look 
at your aspirations, motivations, and priorities, and you see a path forward just 
running your own business here. Gain destiny 1601 (place it in the center; you 
have completed it and may end the game when you’re ready) and 1 boost on your 
character.

1289 1  STOW supplies in the shelter: Transfer any number of cards with coin 
values on them between your grid to your reserve.

1290 1  STOW supplies in the shelter: Transfer any number of cards with coin 
values on them between your grid to your reserve.

1291 2  BALANCE your personal and professional goals: You take a deep look 
at your aspirations, motivations, and priorities, and you see a path forward just 
running your own business here. Gain destiny 1601 (place it in the center; you 
have completed it and may end the game when you’re ready) and 1 boost on your 
character.

1292 1  STOW supplies in the outpost: Transfer any number of cards with coin 
values on them between your grid to your reserve.

1293 2  BALANCE your personal and professional goals: You take a deep look 
at your aspirations, motivations, and priorities, and you see a path forward just 
running your own business here. Gain destiny 1601 (place it in the center; you 
have completed it and may end the game when you’re ready) and 1 boost on your 
character.

1434 4  RIDE the partial spaceship (if on land, sky, or ocean location; if not, 
choose another action): The craft is noisy but functional enough to lift you slowly 
through the clouds. Pair your current region (see look storybook) with its sky 
location (page 48 in the Book of Vantages), then go to that location.

1529 1  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1530 4  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1531 3  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1532 2  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1533 4  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1534 2  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1535 1  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1536 3  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1537 3  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1538 4  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1539 2  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1540 1  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1541 4  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1542 3  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1543 1  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1544 2  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1545 1  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.

1546 3  RETREAT from the elemental: Remove all remaining elemental combat 
cards and gain 1 boost. You may later attempt to slay this elemental again, but 
you may not perform any other location actions here.
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552 3  RAID the tent to gain the deadliest item inside: You’ve seen cowboys 
do quite a bit of damage with ropes like this. Gain item 902 and exit to 294 before 
the occupants return.

553 5  RAID the interior to gain the largest item: You muster the strength to 
carry a giant tome. Gain item 1214 and lurch outside (exit to 115).

554 5  RAID the interior to gain the largest item: You muster the strength to 
climb into the mech suit. Gain vehicle 984 and lurch outside (exit to 124).

555 5  RAID the interior to gain the largest item: You muster the strength to 
carry the staff. Gain item 934 and lurch outside through the window (exit west 
to 128).

556 5  RAID the interior to gain the sturdiest item: You are pleased with the 
craftsmanship of the wok. Gain item 907 and tiptoe outside (exit to 204).

557 5  RAID the interior to gain the bottle: A small sip confirms that you’re 
now in possession of some liquid courage. Gain item 856 and stride outside (exit 
to 215).

558 2  DUEL a sentient in the card and dice game: Place card 798 on the table 
(it’s a large card) and follow its instructions, using card 1522 as the opponent’s 
card. Then exit to 271.
559 5  RAID the interior to gain the largest item: You muster the courage to 
carry the serrated axe. Gain item 1088 and exit to 408.

560 5  RAID the interior to gain a powerful item: You’ve seen the damage a 
pair of pliers can do to a finger. Gain item 883 and exit to 673.

561 5  RAID the interior to gain the largest item: You muster the strength to 
carry the time sieve. Gain item 980 and lurch outside (exit to 760).

562 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the pikestaff: Gain item 1229 and exit to 160.

563 4  RAID the interior of the biggest item: You’re eager for the warmth of the 
snow gear you find in the shallow closet. Gain item 928, then choose one:

•  Pay 1 look or 2 boost to inspect the back of the closet: A hidden panel pops 
loose, revealing the open door of an elevator. Choose either to enter the 
elevator (go to city 041) or exit the hideout by shuffling through the clouds to 
location 200, 201, 205, 393, or 706.

•  Exit the bandit hideout: Using no additional information, go to 200, 201, 205, 
393, or 706.

564 4  SHATTER the glass containing the deadliest item: Lose 1 health as 
the security system zaps you in the hand. You muster the courage to wield the 
flamethrower. Gain item 962 and exit to 216.

565 4  RAID the interior to gain the most powerful item: You muster the 
courage to wield the aether lantern. Gain item 953 and exit to 239.

566 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the sword. Gain item 886 and exit to 304.

567 4  RAID the interior of an item: Choose one:
•  Gain the instrument: Gain item 970 and exit to 321.
•  Gain the mask: Gain item 1039 and exit to 321.
568 4  RAID the vendor’s shop: You aggressively push the sentient aside and 
grab the vented jacket. Gain item 967 and curse 1393; exit to 333.

569 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the pickaxe: Gain item 896 and exit to 335.

570 4  RAID the interior of the most useful item: You muster the courage to 
wield the ring. Gain item 994 and exit to 338.

571 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the grenade. Gain item 860 and exit to 376.

572 4  RAID the interior of the most dangerous item: You muster the courage 
to wield the portal generator. Gain item 988 and exit to 396.

573 4  RAID the house of the deadliest item: You muster the 
courage to wield the massive hammer. Gain item 950 and exit 
to 410.

574 4  RAID the interior to gain the deadliest item: You muster 
the courage to wield the scythe. Gain item 938 and exit to 453.

575 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the harpoon bow. Gain item 960 and go either back outside (exit to 455) or 
into the city (exit to 762).

576 4  RAID the interior of an item to protect you in combat: You wiggle into 
the light armor. Gain item 974 and exit to 456.

577 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the night-vision goggles. Gain item 945 and exit to 464.

578 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the harpoon. Gain item 959 and exit to 497.

579 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the force field. Gain item 982 and exit to 499.

580 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the time bomb. Gain item 871 and exit to 613.

581 4  RAID the interior of the most mysterious item: You muster the courage 
to wield the glowing box. Gain item 1083 and exit north to 492.

582 4  RAID the interior to gain the deadliest item: With so many weapons 
in one place, you must decide which is the best for you. Choose to gain the 
dynamite (877), the sword (887), or the trident (item 1090). Then exit north 
to 641.
583 5  RAID the interior: To the dismay of the council, you threaten them with 
violence and back out of the room with an item under your arm. Gain either the 
package (item 1034) or the bodysuit (item 965). Exit to 777.

584 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the snaptrap. Gain item 923 and exit to 662.

585 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the knife. Gain item 1209 and exit to 676.

586 4  RAID the house of its food: The fruits and berries growing throughout 
the house look delicious. Gain item 1224 and exit to 682.

587 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the fish trap. Gain item 910 and exit to 744.

588 4  RAID the house to gain the deadliest item: You muster the courage to 
wield the sword. Gain item 888 and exit to 737.

589 4  RAID the interior to gain a powerful item: Among the purple flowers you 
find a weapon made of bone. Gain item 969 and exit to 763.

590 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the machete. Gain item 920 and exit to 769.

591 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the sword. Gain item 893 and exit west to 780.

592 1  SUBDUE the sentient: You wrestle the sentient to the ground, knocking 
the mace from their grasp. Feeling embarrassed, the sentient won’t explain the 
meaning of this place, so you take their mace. Gain item 1036 and exit to 287.

595 3  PLUCK the prickly flower to clear the passage: You unearth the 
vegetation, shaking dirt from its roots. Gain flora 1065. As you do, the slick, icy 
surface of the dungeon turns into easily traversable mush. Gain a random skill 
and go to the dungeon location matching that skill: move/look/engage (598); 
help (599); take (014); overpower (017).

597 4  RAID the interior to gain the deadliest item: You muster the courage to 
wield the oil torch. Gain item 1085 and exit to 305.

–522 597
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1016 3  FISH for food (use only on a location with water): Roll 3 skill dice up 
to 3 times (always rolling all dice); roll 1 extra die per boost you pay from this 
ship, plus 1 extra die if you pay a maximum of 1 boost from a food or flora. Based 
on number of overpower in the final results, gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

1070 1  PLUCK a golden leaf to use as currency: The metallic leaf shimmers in 
the sunlight. Gain $2 and continue.

1128 3  BURN a flame: You create a small flame that briefly illuminates the 
void before burning out. Choose one: Refresh 1 challenge die from your grid, gain 
1 look, or add 1 boost to an egg. Also, if you have a wood resource (1180), you 
may lose it to gain a bramble torch (1084).

1156 3  FISH for food (use only on a location with water): Roll 3 skill dice 
up to 3 times (always rolling all dice); roll 1 extra die if you pay a maximum of 
1 boost from a food or flora. Based on number of overpower in the final results, 
gain the following:

•  0: You don’t catch anything other than a brief glimpse of fish. Gain 1 boost.
•  1: Catch a small but savory fish; gain 1 health.
•  2: Catch a medium-sized fish; gain 1 health and 1 boost.
•  3: Catch a large fish; gain item 1226.
•  4+: Catch a monstrosity; gain item 1232.

1253 2  BURN a small flame: Choose one: Refresh 1 challenge die from your 
grid, gain 1 look, or add 1 boost to an egg. Also, if you have a wood resource 
(1180), you may lose it to gain a bramble torch (1084).

1265 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1266 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1267 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1268 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1269 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1270 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1271 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1272 2  DUEL one of your sentients in a card and dice 
game (if you don't have a sentient, select another action): 
The sentient welcomes the challenge and awes you with their 
shuffling skills. Place card 798 on the table (it’s a large card) and 
follow its instructions.

1273 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1274 6  DEFEND a sentient seeking refuge: A water sentient slumps against 
the door of the embassy, exhausted from their journey. They are wearing a device 
that allows them to breathe on land. Soon afterward, two massive water soldiers 
appear outside the embassy, demanding that you release the refugee. In the fight 
that ensues, you leave no doubt about your commitment to safe harbor. Gain 
sentient 1356 and 1 morale.

1275 1  WISH for power (pay 1 boost from this structure; perform this action 
at most once per game): Gain 2 health and 3 overpower.
1276 2  DUEL a sentient from the crowd in front of a live audience: A sentient 
welcomes the challenge and joins you on stage. Place card 798 on the table (it’s 
a large card) and follow its instructions.

1277 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1278 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1279 4  DEFEND your stable from predators and poachers: Nothing makes you 
madder than something or someone who would harm the animals you love. Gain 
1 morale and 1 boost on your character.

1280 2  DUEL one of your students in a card and dice game (if you don't have 
a sentient, select another action): The student welcomes the distraction from 
class. Place card 798 on the table (it’s a large card) and follow its instructions.

1281 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1282 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1283 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1284 2  DUEL one of your sentients in a card and dice game (if you don't have 
a sentient, select another action): The sentient welcomes the challenge and 
awes you with their shuffling skills. Place card 798 on the table (it’s a large card) 
and follow its instructions.

1285 2  BURN a flame at the ideal temperature for hatching: Either gain 
1 boost on this structure or gain 2 boost on an egg.

1286 4  TARGET a tasty-looking critter within range of the hunting tower: If 
there is 1 boost on this structure, roll a challenge die and gain the result (if any; 
the die remains in the supply). If 2 boost, gain 1 health. If 3 boost, gain item 1217. 
All boost remain on this structure.

–911 1286
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756 4  DISMANTLE the chest: Despite the solid construction of the chest, some 
of the wood has warped from exposure to the elements. Soon you’ve dismantled 
enough of the chest’s exterior to reach inside. Roll 4 skill dice; you may reroll 
each die once. If you have at least 3 of a kind, gain item 1189. Instead, if you have 
at least one pair, gain item 1162. Otherwise, gain $4.

757 1  FORAGE for a nice rock: Amidst the rubble near a cave, you find an 
excellent stone. Choose one:

•  Keep the stone: Gain item 1179.
•  Throw the stone into the cave: The stone strikes a nearby target—perhaps 

the cave isn’t nearly as deep as you thought. If you dare, you may gain 1 look 
and continue with the look-EXPLORE action.

758 7  CATCH the animal: You climb just above the animal’s snout and hang 
on for dear life, all the while steering it into the jungle until it calms down. Gain 
animal 832.

759 2  DISARM the sentient of its staff: One second you have the staff in 
your hands as you spring away, and the next you’re back where you started. You 
try it again with the same result. Finally you grab the staff and wave it around 
instead of running. You can’t explain the result, but both sentients disappear. Gain 
item 934.

760 4  ACCESS the building via a side window: You pull yourself through a 
second-level window. Go to interior 561.
761 3  PILFER the rope: With a deft flick of the wrist, you dislodge the rope from 
the wall. Gain item 903.

762 2  ENLIST the sentient to join you: The sentient is happy to join you, but 
only if you exit the city to the west or south. If you agree, gain sentient 1328. 
Otherwise, if you prefer to travel elsewhere, gain 1 boost.

763 2  GRAB a tree branch and hold it as if were a precious item as you walk 
toward the entrance: The guards nod appreciatively at your offering and open the 
doors for you. Go to interior 589.

764 X  PICKPOCKET several of the partiers: In their drunken revelry, they don’t 
notice your hands in their purses. Gain $X; you may continue.

765 4  LOOT some of the cargo in the landing zone: You whistle nonchalantly 
while dragging away a large crate. Gain item 1034.

766 3  COERCE the captain to let you board the balloon, threatening to 
otherwise shoot it down: This isn’t a good start to your relationship, but you 
make up a sad story to gain their sympathy. Choose for them to drop you off 
either in the northwest (461), north (345), or northeast (346).

767 X  PICKPOCKET a passing sentient: You embrace the sentient as if they’re 
an old friend, pocketing a few coins from their purse as you do. Gain $X; you may 
continue.

768 4  STEAL a map from the vendor: While the sentient is distracted, you 
snatch a map from the stand and stick it under your shirt. Gain item 1154.

769 5  ACCESS the building via a side window: The window creaks open and 
you slip inside. Go to interior 590.

770 2  LOOT the boat: You furtively reach into the boat and take a rolled-up 
parchment before whistling to yourself and walking away. Gain item 1258 and 
continue; if you pay 1 take, you can loot the boat itself (gain vehicle 1156).

771 8  HIJACK the galleon: Through a series of clever social and legal 
maneuvers, you wrest control of the ship away from the captain. Gain 
vehicle 1016 and $8.

772 3  HIJACK the vessel and dock it away from the sentient: Seeing that 
you’re not leaving the city, the sentient disappears underwater. The captain of the 
ship is just relieved that they avoided the coast guard. Gain vehicle 1015 and $5.

773 X  GATHER intel about the barrier: You recognize a pattern in the stones 
and potential in the tiny gateway. For your next action this turn, decrease the 
cost by X. Continue.

774 6  STEAL the axe when the sentient isn’t looking: The sentient is 
preoccupied by their blacksmithing or too trusting or both. Gain item 872.

775 5  STEAL a parchment from the sentient as you pass on the path: When 
the sentient is out of sight, you open the parchment to find instructions to 
assassinate the King of Souls. Gain 1 boost, 1 overpower, and quest 1635 (add it 
horizontally to your supply).

776 1  SWINDLE the vendor: You weave a web of lies about who you are and 
the poor quality of the garments. You don’t feel good about it (lose 1 morale), but 
your sharp tongue results in a deep discount on a warm coat; you may pay $2 to 
gain item 922.

777 6  COERCE the guard let you enter the building: The guard admires your 
tactics and takes you on a shortcut inside. Gain 1 time and go to interior 583.

778 X  CONSUME a fallen fruit: The fruit looks good on the outside, and you take 
a risky bite. Roll X dice. If the results include at least 1 help, gain item 1224 and 
1 health. Otherwise lose 1 health and gain 1 boost.

779 2  FORAGE for some strong vines along the wall: You find some healthy, 
sturdy vines. Gain item 1181.
780 1  BATHE in the calm, clear water: The water feels great as it flows over 
you, washing off the grime. Gain 1 health.

781 6  DISARM the sentient on the right: With a well-calculated gesture, you 
tear away what at first appears to be a weapon but is actually some sort of metal 
sieve. Choose one:

•  Return it to its owner: They thank you profusely and offer you a reward 
(gain $10) or their services as a guide (gain sentient 1336).

•  Keep it: Its owner yells at you as you walk away. Gain item 980 and 
curse 1390.

782 1  ROB the sentient in their moment of weakness: The sentient puts up no 
resistance. Gain $5.

783 3  COERCE the sentient into granting you access to the bank vault: The 
Traveler is helpless to intervene as you bully the sentient. The sentient leads you 
into a hidden cave-like entrance to the bank. Choose one:

•  Pay 1 overpower to force the sentient to provide a secret phrase to the 
guardian: Go to cave 090.

•  Release the sentient as you face the guardian alone: Go to cave 030.

784 3  LOOT the ruins of any items they contain: You slip deftly into the ruins. 
Go to interior 548.

785 4  STALL until you can’t hear anyone on the bridge: While you wait, 
you may pay 1 boost to gain any 2 skills. You may then go into the city to the 
northwest (780) or follow north atop the wall surrounding the city (786).

786 6  DISTRACT the guards and slip inside behind them: The guards fall for 
your tomfoolery; go to interior 591.
787 6  STEAL from the distracted sentient: It takes guts and guile to 
pickpocket a metal sentient, but you manage to catch this one off guard. Gain 
item 860 and $3.

788 6  STEAL from the sentient: It takes all of your cunning to steal a map 
from the sentient, and they’re so impressed that they offer to accompany you if 
you give it back. You may gain sentient 1339; if not, gain item 1264 (the sentient 
highlights your current location [view page 21 in the Book of Vantage; you are in 
region I]).
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105 3  CATCH the animal: The beast pecks at you as you secure one of its legs 
so it can’t fly away. Gain animal 803.

106 6  SIPHON the essence of the stone: You don’t really know what you’re 
doing, but your instincts lead you to reach into the gateway and tug the 
diaphanous membrane into your mind. When you do, all goes black. You wake 
up on the moss with a throbbing headache, but also a newfound potential. Lose 
1 health, gain lesson 1428, and gain 1 boost.

107 7  HACK the device: The runecaster’s internals are a complex and nearly 
impenetrable array of machinery, but you are able to pair it to your augsuit. Gain 
item 1026 and 2 boost.

108 4  EXTRACT the shield: You nimbly-yet-quietly spring into the grove and 
snatch the shield. Gain item 939. The surrounding mushrooms erupt, spewing 
lava in your path. In an attempt to avoid the scalding liquid, roll 4 skill dice and 
gain all move results. Lose 1 health unless you pay 1 move.

109 1  ROB the sentient: The sentient waits patiently while you empty their 
pockets, extracting a pack of herbs. When it’s clear that you’ve missed some 
coins, the sentient hands them to you too, complimenting your skills as a petty 
thief. Gain flora 1075 and $3.

110 4  CATCH the closest animal: The animal attempts to bite you. Roll 
4 skill dice and gain all move results. Lose 1 health unless you pay 1 move. Gain 
animal 845.

111 2  FORAGE for a broken glass: Large shards of the shattered orb are 
scattered on the ground. Gain item 1194.

112 3  CATCH the animal: As happy as the animal is to have company, it doesn’t 
like being trapped. Gain animal 851.
113 3  CONSUME a lotus petal: The taste of the petal reminds you a bit of 
raw artichoke. Roll 3 skill dice. For each move/look/help result, gain 1 boost/
morale/health (respectively). Then, for each engage/take/overpower result, 
lose 1 boost/morale/health (respectively).

114 1  WISH for fortune: Gain ability 1511, $20, and 1 take.

115 5  ACCESS the building via a forgotten side door: The rusty lock takes some 
convincing, but the door eventually swings open. Go to interior 553.

116 1  BATHE in the swiftly flowing water: The water feels great as it flows 
over you, washing off the grime. Gain 1 health.

117 3  EXTRACT either the crystal or the rowboat: Gain 3 random skills, then 
choose one:

•  Extract the crystal from its invisible tether (pay a total of 1 look, 1 engage, 
2 help, and 1 overpower): Gain item 1011. Each player who contributed at 
least 1 skill gains 1 time, 1 morale, and 1 health.

•  Extract the rowboat: Gain vehicle 1014.
•  Suffer but try again (pay 1 time, 1 morale, and 1 health): Without the sacrifice 

of skills, the dark magic of the crystal resists the extraction but finally 
succumbs to your efforts. You are drained but successful. Gain item 1011.

118 6  GRAB the animal as it flies by: You time your attempt perfectly, and the 
scaled creature goes limp as your arms wrap around it. Gain animal 804.

119 1  CONSUME a petal: Your eyes lose focus for a moment, and after you blink 
a few times, you realize that you can see exponentially farther than before. Before 
the effects wear off, you may look at an adjacent location (north is 124 and south 
is 114). Continue.

120 1  SCAVENGE for a loose board on the dock: You pry off an old but 
serviceable plank. Gain item 1180.

121 5  HIJACK the boat: You quietly push off into open water, careful to ensure 
the owner of the boat doesn’t see you. Gain vehicle 1014 and $4.

122 4  HACK into the tower’s code: Your cerebral implant displays a bypass 
code to circumvent a cavern barrier. Gain item 1178.

123 6  HACK the obelisks to show your location to your companions: The 
device is made to transmit information beyond this planet, including visuals. 
So you hack it to project a map of this part of the world into the sky. Open the 
Book of Vantages to page 4 so all players can see it; you are at the bottom of the 
NE-4 quadrant. Gain ability 1472, 1 morale, and 1 boost.

124 6  HACK the security system so it views you as a metal sentient: Gain 
ability 1472 and go to interior 554.

125 X  GATHER intel about the correct tunnel: You piece together some 
information from the entrance to the tunnels and the surrounding sentients, who 
have gathered to watch you attempt the puzzle. For your next location action here, 
decrease the cost by X.

126 4  DISMANTLE the chest: The heat singes your fingers as you handle the 
chest (suffer 1 heat damage). Soon you’ve dismantled enough of the chest’s 
exterior to reach inside. Roll 4 skill dice; you may reroll each die once. If you have 
at least 3 of a kind, gain item 1164. Instead, if you have at least one pair, gain 
item 895. Otherwise, gain $4.

127 3  SCAVENGE for lost items in the dirt near the lorestones: You mostly find 
tiny trinkets and tokens at the base of the lorestones from other visitors; out of 
respect, you leave them on the ground. You can’t resist picking up a flag that has 
fallen into the mud, along with some coins. Gain item 1188 and $2.

128 7  DISARM the sentient: Despite their strength and combat skills, you 
remove the sword from their grasp and let its power flow into you until it 
recognizes you as its rightful owner. Gain item 1005 and perform no other location 
actions here.

129 4  LOOT the spire: You can see a green light emitting from inside the spire, 
so you find a loose rock and wiggle inside. Gain ability 1511 and go to interior 555.

130 6  STEAL some of the dice: Choose which sentient’s dice to steal:
•  Left sentient: Gain item 924.
•  Right sentient: There’s nothing special about these dice. Gain 1 boost.

131 3  GRAB your choice of the tent or a torch from the fire and scamper 
away: Gain either the tent (1032) or a torch (1041).

132 5  EXTRACT the sword: With patience and precision you ease the sword 
out of the stone. Gain item 889.

133 2  EXTRACT a floating stone: A sharp tug is all it takes to remove a small 
stone, but whatever force kept it afloat instantly dissipates. Gain item 1179; you 
may continue.

134 7  HACK the device: The runecaster’s internals are a complex and nearly 
impenetrable array of machinery, but you are able to pair it to your augsuit. Gain 
item 1027 and 2 boost.

135 3  LOOT the ruins of any items they contain: Gain 1 take and go to 
interior 541.
136 3  LOOT the tower: You pull yourself into the tower and find a rifle inside. 
Gain item 1153.

137 2  FORAGE for a great bone: You don’t settle for a good bone—you find a 
great one! Gain item 1186.

138 2  CONSUME a lotus petal: The taste of the petal reminds you a bit 
of raw artichoke. Roll 3 skill dice. For each move/look/help result, gain 
1 boost/morale/health (respectively). Then, for each engage/take/overpower 
result, lose 1 boost/morale/health (respectively).

139 3  SCAVENGE for lost items in the moss near the stone: Your fingernails 
are caked in dirt by the time you locate some coins. Gain $5.

140 1  BATHE in the calm, clear water: The water feels great as it flows over 
you, washing off the grime. Gain 1 health.

141 2  FORAGE for a great bone: You take a beautiful piece of ivory from the 
skeleton. Gain item 1186.
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