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Grief I1s normal out its rarely talked apout
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"My grandmother and | had mature conversations
about death before she passed. | really appreciated
those moments.”

“Grief Is something you can talk out. You
shouldn’t hold It In because It might build up. |
don't think It's something that can actually
heal; it'll flare up once in a while.”

‘It's hard to talk about grief and loss when Its
iImmediate. You need to learn how to navigate the
conversation to minimize the [negative] effects.”
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s there a way to encourage conversations around
griet, loss, and emotions?
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Have you thought
about your own
legacy?

Physical or digital
legacy?2 Both?

What do you think

you'll leave behind in
your own legacy?
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Acceptance

Acceptance will grant
you a way to get of
Grief Island if have the
following items to
offer her:

10 Monster remains
5 pieces of food

3 tools

Monster of Guilt

The Monster of Guilt tries
to take everyone’s items
away. They claw at you
and some members get
scratched.

To appease the Monster of
Guilt, one player must give
up all their items.

In order to fully conquer
the Monster of Guilt, ask a
teammate the following
question:

What is your relationship
to guilt and grief?

Acceptance

Acceptance will grant
you a way to get of
Grief Island if have the
following items to
offer her:

15 Monster remains

5 tools

Monster of Regret

The Monster of Regret
reaches up from the
ground and starts to reel
you in. You’re getting
sucked into the ground.

To appease the Monster of
Regret, everyone must give
up 1 supply item.

In order to fully conquer
the Monster of Regret, ask
a teammate the following
question:

What is your relationship to
regret and grief?

Acceptance

Acceptance will grant
you a way to get of
Grief Island if have the
following items to
offer her:

7 Monster remains

10 supplies

Monster of Anger

The Monster of Anger scares
your group from behind. It
grows bigger from every
scream.

To appease the Monster of
Anger, everyone must give
up any fruits.

In order to fully conquer the
Monster of Regret, ask a
teammate the following
question:

When have you felt anger
from grief?

Grief Island

Each player begins
with 3 cards.

Each player can make
2 moves during their
turn.

The following count as
1 move:

- Drawing a card

- Placing a card in
front of you

- Playing an action
card

The Forest

Each player can make
2 moves during their
turn.

The Swamp

Each player can
make 3 moves
during their turn.

Each player can only
have 2 food items
placed in front of
them. Discard any
extras.

The Desert

Each player can
make 3 moves during
their turn.

Each player can only
have 5 cards in the
their hand. Discard
any extras.

The Tundra

Each player can make
1 move during their
turn.

Each player can only
have 3 cards in the
their hand. Discard
any extras.

Rope

Compass

Leather

Lumber

The team can’t decide
which direction to
take.

Shuffle the deck.

You get lost and can’t
find your way.

Skip a turn.

You find travelers and
they provide your team
some supplies.

Collect 3 cards.

You trip on a sharp
rock.

Discard 2 cards.

You hurt your hands
while cooking for the

group.

Place all your item
cards down.

Everyone is dehydrated.

Everyone loses an item.
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Player 1

Player 2



Player 1

Knife

Player 2



Player 1

Player 2

Stick

Knife

Grief Island

Each player
can make 3
moves during
their turn.

3 moves left



Player 1 2 moves left

Grief Island Acceptance

Each player
can make 3 10 Monsters

e\ Xe[VIdlsle®M 5 Food
their turn. 3 Tools

Stick Knife

Player 2



Player 1 1 move left

Grief Island Acceptance

You trip on a Each player

sharp rock. can make 3 10 Monsters

Discard 2 e\ Xe[VIdlsle®M 5 Food
their turn. 3 Tools

food items.

Stick Knife

Player 2




Player 1 1 move left

Grief Island Acceptance

You trip on a Each player

sharp rock. can make 3 10 Monsters

Discard 2 e\ Xe[VIdlsle®M 5 Food

_ their turn. 3 Tools
food items.

Stick Knife

Player 2




Player 1 1 move left

Grief Island Acceptance

You trip on a
sharp rock.
Discard 2

food items.

Each player

can make 3 10 Monsters
e\ Xe[VIdlsle®M 5 Food

their turn. 3 Tools

Knife

Player 2




Player 1

Player 2

Canteen

You trip on a
sharp rock.
Discard 2

food items.

Knife

Grief Island

Each player
can make 3
moves during
their turn.

Acceptance

10 Monsters
5 Food
3 Tools

O moves left



Player 1

Player 2

Canteen

You trip on a
sharp rock.
Discard 2

food items.

Knife

Grief Island

Each player
can make 3
moves during
their turn.

Acceptance

10 Monsters
5 Food
3 Tools

3 moves left



Player 1

Canteen Axe

Monster of
Stress

To appease the Monster
of Stress, one player must
give up 1 tool.

Grief Island Acceptance

You trip on a Each player
sharp rock. can make 3 10 Monsters

Discard 2 moves during R elele
food items. their turn. 3 Tools

In order to fully conquer
the Monster of Stress, ask
a teammate the following
question:

When you think back to
grief, when have you felt
stressed?

Knife

Player 2 2 moves left



Player 1

Canteen Axe

Monster of
Stress

To appease the Monster
of Stress, one player must
give up 1 tool.

Grief Island Acceptance

Each player
can make 3 10 Monsters

e\ Xe[VIdlsle®M 5 Food
their turn. 3 Tools

In order to fully conquer
the Monster of Stress, ask
a teammate the following
question:

When you think back to
grief, when have you felt
stressed?

When you think back to grief, when
have you felt stressed?

Player 2 2 moves left



Player 1

When | felt heard about what happened,
It felt like everything was happening at
once. Everything was out of control.

Canteen Axe

Monster of
Stress

Grief Island Acceptance

To appease the Monster
of Stress, one player must
give up 1 tool.

Each player
can make 3 10 Monsters

e\ Xe[VIdlsle®M 5 Food
their turn. 3 Tools

In order to fully conquer
the Monster of Stress, ask
a teammate the following
question:

When you think back to
grief, when have you felt
stressed?

Player 2 2 moves left



Player 1

When | felt heard about what happened,
It felt like everything was happening at
once. Everything was out of control.

Canteen Axe

Monster of
Stress

To appease the Monster
of Stress, one player must
give up 1 tool.

Grief Island Acceptance

Each player
can make 3 10 Monsters

e\ Xe[VIdlsle®M 5 Food
their turn. 3 Tools

In order to fully conquer
the Monster of Stress, ask
a teammate the following
question:

When you think back to
grief, when have you felt
stressed?

It was also stressful having to know
that everyone around you knew what
happened.

2 moves left

Player 2



Player 1

Canteen

Grief Island Acceptance

Each player

can make 3 10 Monsters
e\ Xe[VIdlsle®M 5 Food

their turn. 3 Tools

Monster of
Stress

Player 2 2 moves left



Player 1

Canteen

Everyone is
dehydrated.
Everyone

loses 1 item

Grief Island Acceptance

Each player
can make 3 10 Monsters

e\ Xe[VIdlsle®M 5 Food
their turn. 3 Tools

uhless
someone has
a canteen

Monster of
Stress

Player 2 1 move left



Player 1

Player 2

Canteen

Everyone is
dehydrated.
Everyone
loses 1 item
unless
someone has
a canteen

Monster of
Stress

Grief Island

Each player
can make 3
moves during
their turn.

Acceptance

10 Monsters
5 Food
3 Tools

1T move left



Player 1

The Swamp

Each player
can make 2
moves.

Players can

only hold onto
3 tools.

Player 2

Canteen

Everyone is
dehydrated.
Everyone
loses 1 item
unless
someone has
a canteen

Monster of
Stress

Grief Island

Each player
can make 3
moves during
their turn.

Acceptance

10 Monsters
5 Food
3 Tools

O moves left



Player 1

Player 2

Canteen

Everyone is
dehydrated.
Everyone
loses 1 item
unless
someone has
a canteen

Monster of
Stress

The Swamp

Each player
can make 2
moves.

Players can
only hold onto
3 tools.

Acceptance

10 Monsters
5 Food
3 Tools

O moves left



Monster of Monster of Monster of
Regret Doubt Anxiety Banana

Canteen =S Elgler  Acceptance
Each player
can make 2
moves.
- 5 Monsters
ayers can
only hold onto 5 Food
3 tools. 3 Materials

Monster of Monster of
Anger Stress




Next steps



Nank you!
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