
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

OBJECTIVE 
wŜŘǳŎŜ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ IŜŀƭǘƘ ǘƻ 
zero. 

SET UP 
Each player chooses a Hero card.  
Every Hero has an accompanying 8 
cards for their Starting Deck and 36 
cards for their Fate Deck.   

Shuffle your Fate Deck, place it to 
the right of your Hero, put the top 4 
cards from that deck face-up.  Those 
4 cards are called your Fate Route.  
You will purchase cards from your 
own Fate Route throughout the 
game.    

Before beginning their first turn, 
players have an opportunity to 
mulligan a card from each of the 4 
slots in their Fate Route once.  To do 
this, take a card in your Fate Route, 
place it on the bottom of your Fate 
Deck, and replace the empty slot in 
your Fate Route with a card off the 
top of your Fate Deck.   

Separate from your Fate Deck, 
shuffle your Starting Deck and Draw 
5 cards. 

 

WHO GOES FIRST 
The Hero with the lowest Health 
goes first and begins the game with 
one less card on their first turn (4 
cards).  If both Heroes have equal 
Health, flip a coinτthe winner of the 
toss decides who goes first.  

  

PLAYING CARDS 
You may only play cards on your 
turn.  All cards in your hand may be 
played in any order, at no cost 
(because you started with them, or 
you already purchased them from 
your Fate Route).   In the Text 
section of the card, you will see a 
number of icons. 

Gold Coin- This 
generates wealth for 
your Hero, which you 
use to  purchase cards 

from your Fate Route (cost is 
indicated at the top right of a card). 

Damage- Tally up all 
damage you generated 
this turn and deal it, as 
you choose, to Recruits 
and/or your ƻǇǇƻƴŜƴǘΩǎ 

         Hero. 

Health- Used to heal 
your Hero.  Your Hero 
cannot heal beyond its 
starting Health.  

X- This card is self-
banishing.  After 
ȅƻǳΩǾŜ ǇƭŀȅŜŘ ƛǘ ŦƻǊ ƛǘǎ 
normal ability, you 
may choose to Banish 
this card to cause the  

          described effect.   

Synergies- There are 3 
types of cards you will 
see with synergy 
bonuses: Agro (red 
dragon), Control (blue 

lock and chains), and Support (green 
cornucopia).  If you play more than 
one Agro card in a turn, all your Agro 
Synergies trigger once that turn 
(including Recruits already in play).   

Whenever a card is purchased from 
your Fate Route, you immediately 
replace the empty slot with the top 
card from your Fate Deck and place the 
purchased card into your Discard Pile. 
 
After you have utilized all the abilities 
on the cards that you played this turn, 
put all non-Recruit cards into your 
discard pile and draw 5 cards for your 
next turn (If your Starting Deck is 
empty, shuffle your Discard Pile.  It 



becomes your new Deck).  Let your 
opponent know they can now begin 
their turn. 

RECRUITS 
Recruits have Health similar to your 
Hero.  They remain in play until they 
have received damage equal to their 
Health.  At the end of any turn, if a 
Recruit is not killed by damage, it is 
fully healed.  Killed Recruits are 
placed in your Discard Pile (to be 
later reshuffled into your Deck). 

 

A Recruit uses its abilities by 
exhausting (turning the Recruit 
sideways).  This serves as a 
reminder that you cannot use that 
ability more than once per turn.  At 
the end of your turn, you ready any 
exhausted cards you have in play 
(by turning your Recruits and/or 
Hero right-side-up). 
Some Recruits have the Shield 
ability.  A Recruit with Shield must 

always be killed before 
any other Recruits or 
the Hero can  
be damaged. 

 

SLAYING A RECRUIT 
There are card effects that allow 
you to slay a Recruit.  Slaying a 
Recruit instantly kills it without 
damage, putting it into that 
ǇƭŀȅŜǊΩǎ 5ƛǎŎŀǊŘ ǇƛƭŜΦ  ¸ƻǳ Ƴŀȅ ǎƭŀȅ 
Recruits without Shield even when 
other Shield Recruits are in play. 

BANISHED CARDS 
Cards that are Banished are gone 
for good.  Place them in a distinct 
pile near your Fate Deck.  

HERO ABILITY 
Your Hero card will also have an 
ability that compliments its deck 
and play style.  You may only use a 
Hero ability once per turn by 
exhausting your Hero in the same 
way you would a Recruit.  There is 
almost always a condition to using 
the Hero ability.    

AURAS 
The Champions of Faith- Fate Deck 
(Priest, Cleric, Paladin, and 
Templar) contains 6 Auras.  Those 
Auras create an effect for that 
player only when they are in the 
Fate Route.  They cannot be 
purchased.  During their turn, the 
player of that deck may Self-Banish 
an Aura in their Fate Route and 
replace that slot with the top card 
of their Fate Deck.     

CONCLUSION 
Players alternate taking turns 
(purchasing cards from their Fate 
Route, healing, playing Recruits 
and cards, and damaging their 
opponent) until one of the players 
is reduced to zero Health. 

VILLAINS 
Villains were designed to oppose 2 
Heroes.  They are stronger, faster, 
and usually more aggressive.  

When playing against a Villain, the 
2 Heroes combine their Health and 
take their turns simultaneously, 
coordinating their attack.  This is 
the suggested method of play to be 
used in any team games.  For a 
greater challenge you may keep 
your teams Health separate. 

SUGGESTED MATCH-UPS 
1 Hero VS 1 Hero 
1 Villain VS 1 Villain 
2 Heroes VS 1 Villain 
1 Hero VS 1 Hero VS 1 Hero 
2 Heroes VS 2 Heroes 
1 Hero VS 1 Hero VS 1 Hero VS 1 
Hero 
1 Hero & 1 Villain VS 1 Hero & 1 
Villain 
2 Villains VS 2 Villains 
3 Heroes VS 1 Villain & 1 Hero 
3 Heroes VS 3 Heroes 
4 Heroes VS 2 Villains 

TIPS & STRATEGIES 
You do not want too many expensive 
cards in your Fate Route at the start 
of the game.  Consider a mulligan for 
any slots in your Fate Route if you 
begin the game with several cards 
that cost 5 or more. 

Heroes with very low starting Health 
often need to focus on either Shield 
Recruits or cards that provide your 
Hero with Health in order to 
compete. 

The Notoriety and Dispel card 
cannot Banish itself, because it is no 
longer in your Hand once you play its 
ability. 

9ƭƛƳƛƴŀǘƛƴƎ ŀƭƭ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ 
Recruits each turn is often the best 
way to make sure you are not 
overwhelmed.  

 



The Warlock Hero has a lot of interesting 
combos between cards and its Hero ability.  
wŜƳŜƳōŜǊ ǘƘŀǘ ǘƘŜ ²ŀǊƭƻŎƪΩǎ Iero ability 
ŀƭǎƻ ǘǊƛƎƎŜǊǎ ǘƘŜ tǊƛƴŎŜ ƻŦ ǘƘŜ !ƛǊΩǎ ŘŀƳŀƎŜ 
abilityτthat damage continues to 
accumulate each time you cause any player 
(including yourself) to Discard or Banish a 
card. 

Some Heroes have natural advantages over 
others.  If you are having difficulty defeating 
a particular Hero, consider altering what 
types of cards you purchase from your Fate 
Route. 

You can play cards from you hand in any 
order, but look closely at the abilities and 
synergies.  Triggering synergies in a 
particular order can sometimes be 
advantageous to you.  

There are a few cards in the game that 
permit you to interact with Banished cards, 
however, they are rare. 

CAMPAIGN MODE 
This mode of play involves individualized 
missions, which can be played solo or with a 
cooperative group of players. 

Basic set-up remains the same (Fate Deck, 
Starting Deck, Hero, etc.), however, each 
mission will provide a different challenge 
and objective.   

The game is still turn based, and the 
campaign enemy will have an automatic 
action taken on their turn.  When you are 
playing with allies, you and your allies will 
take your turn simultaneously.  If the 
mission says you take your turn first, 
remember that your first turn begins with 
one less card in your hand (4 instead of 5).   

As you (or any of your allies) are victorious 
in the mission, you (all) may receive the 
reward and then continue to the 
appropriate page of the adventure. 

TRACKING REWARDS 
Campaign adventures may take more than 
one gaming session to complete.  In order 
to track your charactŜǊΩǎ ǇǊƻƎǊŜǎǎ, we 
recommend making photocopies of the 
Character Sheet provided in the back of the 
campaign book. 

Use a pencil to mark your starting cards, 
which you will exchange for better cards as 
your character progresses. 

! ±L[[!LbΩ{ /!at!LDb 
You may choose to play your campaign as a 
Villain, instead of a Hero.  If you do choose 
to play as a Villain, treat your Villain as if it 
were 2 Heroes.   

Most of the campaign enemies you face will 
become more powerful against multiple 
Heroes.  You may choose to have a 
cooperative team of Villains and Heroes.  
Just remember to scale your campaign 
enemies as the mission indicates (counting 
each Villain in the party as 2 Heroes). 

A Villain only receives one reward (as listed) 
upon completing a mission.  

 

DEATH OPTIONS 
You (and your teammates) have an 
important decision to make.  Hardcore or 
Casual? 

It is possible you (and your teammates) will 
die at some point in the campaign.   When 
you are defeated, you will read the DEFEAT 
ŎƻƴŎƭǳǎƛƻƴ ǿƛǘƘ ǘƘŜ ŘǊŜŀŘŜŘ ǿƻǊŘǎ άƎame 
over.έ 

If you choose to play Hardcore, when you 
(and your teammates) are defeated that is 
the end.  You must restart at page 1 with 
your original starting deck. 

Casual mode is far more forgiving.  If you 
permit your defeated team of characters to 
replay a particular mission, it is 
recommended that all players decide how 
Ƴŀƴȅ άǘǊƛŜǎέ ȅƻǳǊ ǇŀǊǘȅ Ƙŀǎ at the beginning 
of the campaign.  

In either mode of play if one player survives 
and wins the mission objective, then the 
entire party may advance to the next 
mission.   

UNSLAYABLE 
This symbol indicates that 
the Slay mechanic may not 
be used to instantly kill this 
particular campaign enemy. 

After mission 10, whenever you play a card 
with the Slay mechanic, you may choose to 
use the Slay mechanic normally or 
substitute it with 6 damage.  This 6 damage 
substitute may still be used against 
campaign enemies that are unslayable. 

Any campaign enemy, that does not have 
the unslayable symbol, may be slain with 
the Slay mechanic as though they were a 
Recruit. 

DAMAGE DISTRIBUTION 
Most of the campaign enemies deal damage 
on their turn.  Unless the mission states 
otherwise, campaign enemy damage is 
always dealt to targets in the following 
order:  Shield Recruits, Non-Shield Recruits, 
and then to the Hero (or Villain) with the 
most Health. 

HEALING TEAMMATES 
Any card that allows you to heal your own 
character can, instead, be used to heal any 
Hero or Villain in your party.  

Remember that you cannot heal any Hero 
(or Villain) higher than their starting Health. 

DIVERGING PATHS 
As your party makes decisions in the 
campaign, you may come to a point where 
several characters wish to journey a 
different path than others.  This is 
permissible, and if you have only one copy 
of the Campaign book, remember that the 
PDF is available at our website.    

www.theVeil.online
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 The tavern is almost warm enough to be called comfortable as 
the usual crowd of rabble jokes and sings their drunken songs.  This 
place smells of cheap pipe smoke and stale beer.  You sip from your 
ƎƻōƭŜǘ ŀƴŘ ǎƳƛƭŜΦ  ¢ƘŜ ŀƭŜΩǎ ōƛǘǘŜǊ ŎǊƛǎǇ ǘŀǎǘŜ ƛǎ ƎƻƻŘΣ ōǳǘ ȅƻǳΩǾŜ 
had better.  Just the same, something about this place reminds 
you of your home town, and that is what draws you back every 
few nights. 
  A man dressed in tattered, blood-stained rags staggers into 
the tavern and interrupts your peaceful reflections.  He stumbles to 
your table, hands you a leather-bound satchel, pleads for help, and 
utters something about hidinƎ ǘƘŜ ǎŀǘŎƘŜƭ ōŜŦƻǊŜ ƛǘΩǎ ǘƻƻ ƭŀǘŜΦ 
 As the new patron darts for the back exit, a lanky figure with 

a spear stops his escape.  Another enters the front with an arrow 
notched in a short bow.  Bounty Hunters, you think to yourself, like I 

need this tonight.  The hunters make short work of the man who left you 
his satchel.  What was once a bustling tavern filled with energy, suddenly 

stills with the quietness of death.  ̧ ƻǳ ŎŀƴΩǘ ƭŜŀǾŜ ǿƛǘƘƻǳǘ ŘǊŀǿƛƴƎ ǘƘŜ 
attention of every eye in the room, but keeping that satchel visible to the Bounty 

Hunters could prove to be just as suicidal.

   Keep calm and hide the satchel until the Bounty Hunters leave.  (continue on page 2) 

   You owe that fool nothing; toss the satchel to the Bounty Hunters.  (continue on page 3)  

   ά¢Ƙŀǘ Ƴŀƴ ǿŀǎ ǳƴŀǊƳŜŘΣ ŀƴŘ ƘŜ ǿƛƭƭ ƘŀǾŜ ƧǳǎǘƛŎŜ ǘƘƛǎ ŘŀȅΗέ (fight the Bounty Hunters) 

 

You take your turn first.  There are 3 Bounty Hunters  

(+3 Bounty Hunters for each additional Hero in your party).   

DEFEAT:  (Your Hero [and your allies] loses all Health.)  No reward.   
(continue on page 3) 

 

VICTORY: (You eliminate the Health of all Bounty Hunters.)  Justice was served  

this day.  The man who gave you the satchel has been avenged.  After 

checking the pockets of the Bounty Hunters, you find several coins that 

will help you along your way.   

REWARD:  Choose a 1 or 2 cost Support card from your Fate Deck and 

ǊŜǇƭŀŎŜ ŀ ŎŀǊŘ ƛƴ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪΦ  CƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ 

ŎŀƳǇŀƛƎƴΣ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪ ǿƛƭƭ ƪŜŜǇ ǘƘŀǘ ŀŘƧǳǎǘƳŜƴǘΦ   

(continue on page 2) 



 

          LǘΩǎ ŀōƻǳǘ ǘƛƳŜ ȅƻǳ ŦƛƴŘ ƻǳǘ ǿƘŀǘ ŀƭƭ ǘƘƛǎ Ŧǳǎǎ ƛǎ ŀōƻǳǘΦ  ¸ƻǳ 
step into a secluded alley and open the satchel.  Inside are a few 
scraps of dried food and a folded piece of parchment, sealed with 
a wax crest.  Nothing is written on the outside of the letter, and 
ǿƛǘƘƻǳǘ ǎƻƳŜ ŦǳǊǘƘŜǊ ŎƭǳŜΣ ǘƘŜ ǎŜŎǊŜǘǎ ƻŦ ǘƘŜ ǇŀǊŎƘƳŜƴǘΩǎ 
contents would die along with the man who brought it to you.  
You break the seal and read. 
 

  General Ronnel, 
  There is a new threat to our Order.  The Guild of Assassins wishes to meet  
  with the protectors of the Veil to discuss its future.  Meet me at the monastery  
  on Blackridge by weeks end.  Bring a guard, but tell no one else.  There are  
  dark forces at work here.   
  Tread carefully, old friend.      -X ernon    

 

          άL Řƻ ǿƛǎƘ ȅƻǳ ƘŀŘƴΩǘ ƻǇŜƴŜŘ ǘƘŀǘΣέ ǎŀȅǎ ǘƘŜ IǳƴǘŜǊ ǿƘƻ ǎǘŀƴŘǎ  
ōŜŦƻǊŜ ȅƻǳΦ  IŜ ƛǎ ŎƭƻǘƘŜŘ ƛƴ ŦƛƴŜ ŀǊƳƻǊ ŀƴŘ ŎŀǊǊƛŜǎ ŀ ǊŜŎǳǊǾŜ ōƻǿΦ  άLΩƳ ƴƻǘ  
ǎǳǊŜ Ƙƻǿ ȅƻǳ Ǝƻǘ Ǉŀǎǘ Ƴȅ ōƻȅǎΣ ōǳǘ LΩƳ ŀŦǊŀƛŘ L ŎŀƴΩǘ ƭŜǘ ȅƻǳ ƭƛǾŜΦέ 

The Hunter takes his turn second (+30Ǆ for each additional Hero in your party).   

The Slay mechanic may not be used to instantly kill the Hunter.   

DEFEAT: (Your Hero [and allies] loses all Health.) No reward.  

(continue on page 3) 

VICTORY: (You eliminate the Health of the Hunter.) This parchment 

must be even more important than you thought.  Whoever this 

Xernon fellow is, he sure has brought a heap of trouble into 

your life.  You decide to make your way to the Blackridge 

Monastery, to have a word with him.    

REWARD: (Assassin, Hunter, or Thief only) IǳƴǘŜǊΩǎ vǳƛǾŜǊ- For the 

remainder of the campaign, whenever you would cause an 

opponent to discard a card, you may instead deal 4 additional 

damage.   (continue on page 4) 

 

REWARD: (if your Hero is not an Assassin, Hunter, or Thief) Choose a 1 or 2 cost Agro card from your Fate Deck 

ŀƴŘ ǊŜǇƭŀŎŜ ŀ ŎŀǊŘ ƛƴ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪΦ  CƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ ŎŀƳǇŀƛƎƴΣ ȅƻǳǊ IŜǊƻΩǎ 

Starting Deck will keep that adjustment.   (continue on page 4) 

 



 

 You are dragged into an antechamber by your arms.  Your 
body is weak from injury, and a dull throbbing blinds your other 
senses.  Your attempts to reason with the Hunters went poorly.  
It seems to be a day of regrets.  There is a throne here, but 
something about the man sitting in it assures you he is not 
royalty.  He looks at you intently for some time, before 
speaking in a low gravelly voice. 
 ά¸ƻǳ ǎŜŜƳ ǘƻ ōŜ ŎŀǳǎƛƴƎ ǎƻƳŜ ǘǊƻǳōƭŜ ŦƻǊ Ƴȅ ƳŜƴΦ  L 
ŘƻƴΩǘ ƭƛƪŜ ǇŜƻǇƭŜ ǇǊȅƛƴƎ ƛƴǘƻ Ƴȅ ŀŦŦŀƛǊǎΦ  !ƴ ŜȄŀƳǇƭŜ Ƴǳǎǘ ōŜ 
made.  I could have you killed.  Perhaps that would be best, but 

I am a business man.  I prefer to seek opportunities over 
senseless bloodshed.  If you can prove yourself not entirely 

worthless, we might have some use for you in the Guild.  Stand 
prisoner and try and disarm my royal guard.  Guard, kill the 
ǇǊƛǎƻƴŜǊΦέ   

 

The Royal Guard takes his turn first (+1 guard for each additional Hero in 

your party).  Your Hero begins with only 25Ǆ.  You can win by killing 

the Guard or by ending a turn with all blue Control cards in your 

Fate Route. 

DEFEAT: (Your Hero [and allies] loses all Health.) As the Royal Guard 

ǎǘŀƴŘǎ ƻǾŜǊ ȅƻǳǊ ōƻŘȅΣ ǘƘŜ /ǊƛƳŜ [ƻǊŘ ŦǊƻǿƴǎΦ  ά{ƻƳŜƻƴŜ ŎƭŜŀƴ ǳǇ 

ǘƘƛǎ ƳŜǎǎΦ  ²Ƙŀǘ ŀ ǿŀǎǘŜΦέ  (game over)  

BATTLE VICTORY: (The Royal Guards lose all Health.) ¢ƘŜ /ǊƛƳŜ [ƻǊŘΩǎ 

ǎƳƛƭŜ ŦŀŘŜǎ ǘƻ ŀ ƎǊƛƳŀŎŜΦ  άL ōŜƭƛŜǾŜ L ǘƻƭŘ ȅƻǳ ǘƻ ŘƛǎŀǊƳ Ƴȅ ƎǳŀǊŘΦ  

¸ƻǳ ŀǊŜ ŀƴ ŀƳōƛǘƛƻǳǎ ƻƴŜΣ ŀǊŜƴΩǘ ȅƻǳΦ  tŜǊƘŀǇǎ ±ƛǎƘƴŀǊ Ŏŀƴ ǘŜŀŎƘ 

ȅƻǳ ǘƘŜ ƳŜŀƴƛƴƎ ƻŦ ƻōŜŘƛŜƴŎŜΦ  ²Ŝ ǎƘŀƭƭ ǎŜŜ ǎƻƻƴ ŜƴƻǳƎƘΦά  

DISARM VICTORY: (You end with only blue Control cards in your Fate Route.) 

¢ƘŜ /ǊƛƳŜ [ƻǊŘ ŎƭŀǇǎ ŀǘ ǘƘŜ ǎƘƻǿΦ  ά±ŜǊȅ ƎƻƻŘΣ Ƴȅ ǇǊƛǎƻƴŜǊΦ  ²Ŝ Ƴŀȅ ƘŀǾŜ ǎƻƳŜ ǳǎŜ ŦƻǊ ȅƻǳ ȅŜǘΦ  {ƭŀǾŜΣ 

ŎƭŜŀƴ ǳǇ ǘƘŜ ǇǊƛǎƻƴŜǊ ŀƴŘ ŦŜǘŎƘ ƳŜ ±ƛǎƘƴŀǊΦ  ²Ŝ ƘŀǾŜ ƻǳǊǎŜƭǾŜǎ ŀƴƻǘƘŜǊ ǎƻƭŘƛŜǊ ŦƻǊ ƻǳǊ ǿŀǊΦέ  

REWARD:  Choose ŀ н ƻǊ о Ŏƻǎǘ /ƻƴǘǊƻƭ ŎŀǊŘ ŦǊƻƳ ȅƻǳǊ CŀǘŜ 5ŜŎƪ ŀƴŘ ǊŜǇƭŀŎŜ ŀ ŎŀǊŘ ƛƴ ȅƻǳǊ IŜǊƻΩǎ 

{ǘŀǊǘƛƴƎ 5ŜŎƪΦ  CƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ ŎŀƳǇŀƛƎƴΣ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪ ǿƛƭƭ ƪŜŜǇ ǘƘŀǘ ŀŘƧǳǎǘƳŜƴǘΦ  

(continue on page 5)    



 

 You stir the small campfire and turn the impromptu spit to roast 
the rabbit you caught earlier.  The meat is toasting nicely, and your 
stomach gurgles at the prospect of a full belly.  It has been two days 
since you set out on your journey, and it has been mostly uneventful.  
By this time tomorrow, you may finally have some answers.  What is 
ǘƘƛǎ ǎƻǊŘƛŘ ƳŜǎǎ ȅƻǳΩǾŜ ŦƻǳƴŘ ȅƻǳǊǎŜƭŦ ƛƴΣ ŀƴŘ ǿƘŀǘ ƛǎ ǘƘŜ ±ŜƛƭΚ  
 You ponder the letter once more and remember the military 
encampment on the Western shore, only a halŦ ŘŀȅΩǎ ǿŀƭƪ ŦǊƻƳ ƘŜǊŜΦ  
tŜǊƘŀǇǎ ȅƻǳ ŎƻǳƭŘ ŦƛƴŘ ǘƘƛǎ DŜƴŜǊŀƭ wƻƴƴŜƭ ŀƴŘ ŘŜƭƛǾŜǊ ·ŜǊƴƻƴΩǎ 
message.  He might even reward you with some treasure for your 
efforts. 
 You hear a strange howl to the East.  An injured animal?  Low 
growls and murmurs continue from that direction as you finish eating 
the spit-roasted rabbit.   

Travel west and look for General Ronnel.  (continue on page 6) 

Continue on to Blackridge Monastery and discuss the situation with Xernon.   
(continue on page 7) 

You need to investigate the sounds to the east before setting up camp.   
(continue on this page) 

 As you pass beyond the thickness of the grove, you see the hollowed out husk of a great bear.  A pack 
of mangy wolves stares at you with blood still dripping down their 
snouts.  They looƪ ŦŜǊŀƭΧŜǾƛƭ ǎƻƳŜƘƻǿΦ 

You take your turn first.  There are 3 wolves (+3 Wolves for each 
additional Hero in your party).  If you end your turn and there are 2 or 
less wolves still alive, the remaining wolf (or wolves) run away. 

DEFEAT: (Your Hero [and allies] loses all Health.) You fall into the 
bloody mud, and the wolves pounce onto you.  You feel your flesh 
being torn from your bones, and the wolves begin tearing-out your 
entrails before you begin to lose consciousness.  (game over) 

VICTORY: (All but 1 or 2 Wolves are killed.) The remaining wolves run 
away, and you begin to tend to your wounds.  These pelts will fetch a 
nice reward at the fur traders outside the military camp.  (take reward 
and continue on page 6)   

COMPLETE VICTORY: (All wolves are killed in battle.)  Something was not right with those wolves.  This 
Xernon fellow has a lot to answer for.  (You may take this reward twice, then continue on page 7.) 

REWARD:  Choose a 2 or 3 cost Support card from your Fate Deck and replace a card in your IŜǊƻΩǎ 
{ǘŀǊǘƛƴƎ 5ŜŎƪΦ  CƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ ŎŀƳǇŀƛƎƴ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪ ǿƛƭƭ ƪŜŜǇ ǘƘŀǘ ŀŘƧǳǎǘƳŜƴǘΦ 



 

 The Assassin, Vishnarτgarbed in ceremonial white, unlocks the 
wrist-binds as you walk along the wooded path.  He speaks now, and 
there is an odd pairing of high education and savagery to his dialect. 
 ά¢ƘŜ .ƻǎǎ Ŏŀƴ ōŜ ŎǊǳŜƭ ŀǘ ǘƛƳŜǎΣ ōǳǘ ƘŜ ƪŜŜǇǎ ǘƘŜǎŜ ǊŜƎƛƻƴǎ ƛƴ 
check and serves as a strong countermeasure to the Imperialists.  
Pray he is never dethroned, or you will see a new kind of cruelty 
from an unaccountable, bloodthirsty Emperor. 
 ά²Ŝ ǘǊŀǾŜƭ ƴƻǿ ǘƻ .ƭŀŎƪǊƛŘƎŜΦ  ! ƎŀǘƘŜǊƛƴƎ ƛǎ ǘŀƪƛƴƎ ǇƭŀŎŜ ŀǘ 
the monastery.  Even now forces of darkness converge on our cities 
and plot to destroy the remnants of man.  And humanity is all but 
blind to it.  Yoǳ ƪƴƻǿ ƻŦ ǿƘŀǘ L ǎǇŜŀƪΦέ 

 ά¢ƘŜ ±ŜƛƭΚέ ȅƻǳ ǿƘƛǎǇŜǊ ƘŜǎƛǘŀƴǘƭȅΦ 
 άLƴŘŜŜŘΣέ ±ƛǎƘƴŀǊ ŀƴǎǿŜǊǎΦ  άLǘ ƛǎ ŀƴ ŀƴŎƛŜƴǘ ŜƴŎƘŀƴǘƳŜƴǘΣ ŀ 

kind of magicτif you are familiar with the term.  Our ancestors cast the 
spell to protect mankind.  But now it only makes men as sheep to a 

ǎƭŀǳƎƘǘŜǊΦέ 
 ά²Ƙȅ ŀǊŜ ȅƻǳ ǘŜƭƭƛƴƎ ƳŜ ǘƘƛǎΚέ ȅƻǳ ŀǎƪΦ 

 άL ōŜƭƛŜǾŜ ŀ ǎƭŀǾŜ Ŏŀƴ ƴŜǾŜǊ ōŜ an ally.  ¢ƘŜ ±Ŝƛƭ Ƴǳǎǘ ōŜ ŘŜǎǘǊƻȅŜŘΦέ 

 

 Return to the city of shadow and kill the Crime Lord.  (continue on page 9) 

 Leave the Assassin for the military encampment to inform the Emperor.  (continue page 6)  

 Journey with the Assassin. (continue on this page)   

 ±ƛǎƘƴŀǊ ƘŀƴŘǎ ȅƻǳ ŀ ōƭŀŘŜΦ  ά¸ƻǳǊ ǘǊŀƛƴƛƴƎ ōŜƎƛƴǎ ƴƻǿΣέ ƘŜ ǎƳƛƭŜǎΦ  ά¸ƻǳ ŀǊŜ ƴƻ ƎƻƻŘ ǘƻ ƳŜΣ ƛŦ ȅƻǳ 
Ŏŀƴƴƻǘ ŘŜŦŜƴŘ ȅƻǳǊǎŜƭŦΦέ  

You take your turn first.  Vishnar cannot be defeated through damage.  
To impress him, you must purchase a card that costs 6 or more by turn 4.  
The Slay mechanic may not be used to instantly kill the Assassin.   

DEFEAT: (Your Hero(es) cannot purchase a card that costs 6 or more by the end of turn 4.)  

ά¸ƻǳ ƘŀǾŜ ŀ ƭƻƴƎ ǿŀȅ ǘƻ ƎƻΣέ ±ƛǎƘƴŀǊ ŦǊƻǿƴǎΦ   
(No reward.  Continue on page 7.)    

VICTORY: (Your Hero(es) purchases a card that costs 6 or more before the end of turn 4.) 

ά±ŜǊȅ ƎƻƻŘΣέ ±ƛǎƘƴŀǊ ǎƳƛƭŜǎΦ  άtŜǊƘŀǇǎ ǘƘŜ ōƻǎǎ ǿŀǎ ǊƛƎƘǘ ŀōƻǳǘ ȅƻǳΦέ  

REWARD: Choose a 2 or 3 cost Agro card from your Fate Deck and replace 
ŀ ŎŀǊŘ ƛƴ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪΦ  CƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ ŎŀƳǇŀƛƎƴ 
ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪ ǿƛƭƭ ƪŜŜǇ ǘƘŀǘ ŀŘƧǳǎǘƳŜƴǘΦ  (continue on page 7)   

 



 

 Upon reaching the military encampment, you notice the usual bustle of 
orderly soldiers has been replaced with frantic commands barked from a 
panicked general.   
 This must be General Ronnel, but there is no time for introductions.  
A woman in bone armor, adorned in dried crow feathers, stands before 
a multitude of undead.  The sight of reanimated corpses chills your soul.   
 άDŜƴŜǊŀƭ wƻƴƴŜƭΣέ ǘƘŜ ǿƻƳŀƴ ōŜƭƭƻǿǎ ƛƴ ŀ ǾƻƛŎŜ ǊƛƴƎƛƴƎ ǿƛǘƘ ƳŀƎƛŎΦ  
ά¸ƻǳ ǎǘŀƴŘ ƛƴ ƧǳŘƎƳŜƴǘ ōŜŦƻǊŜ ǘƘŜ ŀǊƳȅ ƻŦ .ŜΩŀƭƭŀ Σ vǳŜŜƴ ƻŦ ǘƘŜ 
Damned!  For weeks, your soldiers have pillaged the hallowed ground of 
ǘƘŜ {ŀƴŀōǊŀ ǘƻƳōǎΦ  bƻǿ ǎǳŦŦŜǊ ǘƘŜ ǿǊŀǘƘ ƻŦ ƛǘǎ ƪŜŜǇŜǊΗέ  

 This abomination will not stand.  Join the Milites and kill the Skeletons. 

 ¸ƻǳ ŎŀƴΩǘ ŘŜŦŜŀǘ ƘŜǊΦ  Wƻƛƴ ǘƘŜ {ƪŜƭŜǘƻƴǎ ŀƴŘ ƪƛƭƭ the Milites. 

The enemy army takes their turn first.  There are 15 Skeletons (+15 Skeletons for 

each additional opposing player).  On the Skeletons turn, add 3 more Skeletons for 
each opposing player.  Damage is dealt first to your Shield Recruits, then split 
equally between non-Shield Recruits (and Milites) and Heroes.   

There are 10 Miltes (+10 Milites for each opposing player).  On their turn, the Milites gain 1 
more Milites for each opposing player.  Damage is dealt first to your Shield Recruits, then split 
equally between non-Shield Recruits and Heroes. 

 
DEFEAT: (Your Hero (and allies) loses all 

Health.) The armies fight on as you 
collapse into the soil.  You are trampled 
again and again as the battle rages.  
Soon your arms cannot push back 
against the weight of the soldiers, and 
your last agonizing gasp for air fills your 
lungs with mud.  (game over) 

SKELETON VICTORY: (All the Milites are 

killed.) ά¢Ƙŀƴƪ ȅƻǳΣέ .ŜΩŀƭƭŀ  ǎƳƛƭŜǎΦ  
ά¢Ƙŀǘ ŎƻǿŀǊŘΣ wƻƴƴŜƭΣ ŦƭŜŘ ǘƻ ǘƘŜ 
monastery.  Join me and we will show 
ƘƛƳ ǘƘŜ ǇǊƛŎŜ ƻŦ Ƙƛǎ ƘǳōǊƛǎΦέ    

MILITES VICTORY: (All the Skeletons are 

killed.) ά²Ŝƭƭ ŦƻǳƎƘǘΣέ ǎŀȅǎ DŜƴŜǊŀƭ wƻƴƴŜƭΣ ŀǎ ǘƘŜ ƭŀǎǘ Skeleton is crushed 
under your boot.  Without a word, you hand him the parchment from the satchel.  As he reads it, his face goes 
ǇŀƭŜΦ  IŜ ŘǊƻǇǎ ǘƘŜ ƭŜǘǘŜǊ ŀƴŘ ǊŀƭƭƛŜǎ Ƙƛǎ ǊŜƳŀƛƴƛƴƎ ǘǊƻƻǇǎΦ  άbƻ ǘƛƳŜ ǘƻ ǿŀƛǘΦ  /ƻƳŜ ƻƴΣέ ƘŜ ȅŜƭƭǎΦ 

REWARD:  Choose a 2-4 cosǘ /ƻƴǘǊƻƭ ŎŀǊŘ ŦǊƻƳ ȅƻǳǊ CŀǘŜ 5ŜŎƪ ŀƴŘ ǊŜǇƭŀŎŜ ŀ ŎŀǊŘ ƛƴ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪΦ   
CƻǊ ǘƘŜ ǊŜƳŀƛƴŘŜǊ ƻŦ ǘƘŜ ŎŀƳǇŀƛƎƴΣ ȅƻǳǊ IŜǊƻΩǎ {ǘŀǊǘƛƴƎ 5ŜŎƪ ǿƛƭƭ ƪŜŜǇ ǘƘŀǘ ŀŘƧǳǎǘƳŜƴǘΦ  (continue on page 8) 

 


