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C
o

n
t

e
n

t
s:

- 1 L
ocation tile,

- 2 W
inter Treasure tiles,

- 1 R
ules.

R
u

le
s

 Th
e W

inter’s H
old L

ocation T
ile can be added to any

 gam
e of M

istfall or H
eart of the M

ists. It provides
 you w

ith an extra L
ocation w

hich you can decide to
visit on your Q

uest for som
e greater rew

ards.

1. Setup

 Place the W
inter’s H

old L
ocation face-up in the

 Q
uest A

rea 
, near the rest of the L

ocations, but
 not adjacent to any of them

. Place 2 W
inter Treasures

 (for the norm
al diffi

culty level) or 1 random
 W

inter
 Treasure (for the nightm

are diffi
culty level), and place

 them
 face-up on the W

inter’s H
old L

ocation. Place
 1 W

ound 
 on this L

ocation to indicate that it is
Perilous.

2. Entering the W
inter’s H

old

 You m
ay enter the W

inter’s H
old from

 any Safe
 L

ocation 
w

ith 
a 

Lair 
sym

bol 
. 

Instead 
of

 perform
ing regular m

ovem
ent during the Travel

 Phase, you m
ay m

ove into the W
inter H

old as if it w
as

 adjacent. W
inter’s H

old is not considered adjacent for
 any gam

e effects other than entering and retreating
from

 (but not into) W
inter’s H

old.

3. Encounters at the W
inter’s H

old

 W
hen setting up the E

ncounter, treat W
inter’s H

old
 as if it had all the K

eyw
ords the first draw

n E
ncounter

 has. C
onsequently, the first E

ncounter draw
n w

ill

 alw
ays be the one to becom

e the A
ctive E

ncounter
w

hile at W
inter’s H

old.
 A

fter 
you 

successfully 
finish 

and 
E

ncounter
 in 

W
inter’s 

H
old, 

and 
fully 

resolve 
E

ncounter
 A

fterm
ath, also resolve all of the W

inter Treasures
 on the L

ocation. You m
ay resolve them

 in any order
 you choose.

4. E
xiting the W

inter’s H
old

 You m
ay retreat from

 W
inter’s H

old during an
 E

ncounter. If you do, return to the L
ocation you

 originally entered it from
. If you retreat from

 W
inter’s

 H
old, rem

ove any W
inter Treasures from

 play. If you
 successfully ended an E

ncounter in W
inter’s H

old and
 resolved the W

inter Treasures, you are im
m

ediately
m

oved to the L
ocation you originally entered it from

.
 A

fter you leave the W
inter H

old L
ocation for any

reason, im
m

ediately rem
ove it from

 play.

5. R
esolving W

inter Treasures

E
ach W

inter Treasure has its ow
n gam

e effect:

 • 2 
: Place this token next to the Special

 E
ncounter card. A

fter you resolve Special
 E

ncounter Setup, rem
ove this W

inter
 Token and place 2 O

bjective Tokens 
 on the Special E

ncounter and rem
ove this W

inter
 Treasure from

 play. N
o gam

e effects m
ay interact

w
ith this W

inter Treasure before it is activated.

 • 
, 3 

: R
em

ove 1
 from

 any face-up
 L

ocation (m
ay not be used for the Special

 E
nem

y L
ocation), thus m

aking it Safe
 (if it w

as Perilous), or Perilous (if it w
as

 O
verrun). A

dd 3 R
esolve 

 to the com
m

on pool.
R

em
ove this W

inter Treasure from
 play.

 A
dvent C

alendar Prom
o 

 E
nhance your gam

ing experience of

&

find out m
ore at 

w
w

w.nskn.net




