MATURE AUDIENCES ONLY This game module contains disturbing,
violent, and graphic text. Not intended for players under the age of 17.




WHO GOES FIRST
The Herowith the lowest Health
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one less card on their first turf@

OI%JI%CTI}/I% ¢ cards) If both Herogs have equal
WSRdzOS €2 dzNJ 2 LJLJ2 P(eét}{,lﬁi&af"coiﬂ e winfleFof tHe?
2L, toss decides who goes first.

SET UP

Each player chooses a Hero card. z

Every Hero has an accompanying &
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 facap. Those
4 cards arecalled your Fate Route.
You will purchase cards from your
own Fate Route throughout the
game.

¥ FIREBALL

o el
Before beginning their first turn, :11‘arse; glayerl?i_sc;rd;
players have an opportunity to I Ca ol e
mulligan a card from each of the 4
slots in their Fate Route once. To d§| povING CARDS

this, take a cardh your Fate Route, v, may only play cards on your

place it on the bottom of your Fate ¢,y Al cards in your hand may be

Deck, and replace _the empty slot inplayed in any order, at no cost
your Fate Route with a card off the (because you started with them, or
top of your Fate Deck. you already purchased them from
your Fate Route). In the Text
ection of the card, you will see a
number of icons.

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

Gold CoinThis
generates wealth for
your Hero, which you
use to purchase cards

goes first and begins the game withg. o1, your Fate Routécost is

indicated at the top right of a card).

Damage Tally up all
damageyou generated

this turn and deal it, as

you choose, to Recruits
and/oryour2 LILJ2 Y Sy i
Hero.

~

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

startin
X- This carchis self
banishing. Aft

& 2dzQdS LI
normal abilifsh u
may choose to Banish
this card tocause the -
describedeffect.

SynergiesThere are3

types of cards you will |
see with synergy
bonuses: Agrdred

dragon) Control(blue

lock and chaing)and Suppor{green
cornucopia) If you play more than _
one Agro card in a turn, all your Agrof:-‘fI

Synergies trigger once that turn =
(including Recruits alregdn 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 thayou played this turn,
put all nonRecruit 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)et your  SLAYING A RECRUIT

opponent know they can now begin There are car@ffects that allow

their turn. you to slay a Recruit. Slaying a
Recruit instantly kills it without

RECRUITS damage, putting it into that

Whenplaying 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

Recruits have Health similar toyour | 5 | '8 SND& 54 &4 OF NRusédinfarfy am garfiedz Fytlag & |
Hero. They remain in play until they pecryits without Shield even when greater challenge you may keep

have received damage equal to their
Health. Atthe end of any turn, if a
Recruit is not killed by damage, itis BANISHED CARDS

other Shield Recruits are in play.

fully healed. Killed Recruits are Cards that are Bashed are gone
placed in your DiscardlP (to be for good. Place them in a distinct
later reshuffled into your Deck). pile near your Fate Deck.

HERO ABILITY
Your Hero card will also have an
ability that compliments its deck

Hero ability once per turn by
exhausting your Hero in the same

the Hero ability.

AURAS
The Champions of Faitkate Deck
(Priest, Cleric, Paladin, and

e © ﬂox@ Templar)contains 6 Auras. Those
‘; —

Support - Recruit

Auras create an effect for that
player only when they are itne

Fate Route. They cannot be
A Recruit uses its abilities by purchased. During their turn, the
exhaustingturning the Recruit player of that deck may Seffanish
sideways).This serves as a an Aura in their Fate Route and

reminder that you cannot use that eplace that slot with the top card
ability more than once per turn. At ©f their Fate Deck.

the end of your turn, you rgady any ~oNCLUSION

exhaustel cards you have in play
(by turning your Recruits and/or
Hero rightsideup).

Some Recruits have the Shield
ability. A Recruit with Shield must
alwaysbe killed before
any other Recruits or
the Hero can VILLAINS

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

and usually more aggressive.

way you would a Recruit. Thereis 3 yarges VS 1 Ville& 1 Hero
almost always a condition to using 3 Heroes VS 3 Heroes

your teams Health separat

SUGGESTED MATGRS

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 .

and play style. You may only use a; ero & 1. Villain\(S 1 Hero & 1

Villain
2 Villains VS 2 Villains

4 Heroes VS 2 Villains

Ny
X

TIPS & STRATEGIES \\
You do not want too many expensiveﬁ
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 s
compete. i

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

9t AYAYFOGAY I | ff e 2
Recruits each turn is often the best
way to make sure you are not

be damaged. Villains were designed to oppose 2 overwhelmed.
Heroes. They are stronger, faster,



The Warlock Hero has a lot of interesting Use a pentito mark your starting cards, = Casual mode is far more forgivink.you
combos between cards and its Hero abilitywhich you will exchange for better cards agpermit your defeated team of characters to

wSYSYoSNI (KI G erd dffity 2 yodkhar@ctefudogrésses. replay a particular missiorit is
Ffa2 GNAIISNER (GKS t NAYyOS 2F GKS ! ANRAa redommedd8dhat all players decide how
abilityt that damage continues to ! L[ ['"LbQ{ /! atYilyBbaidNxSa éat tRepedphding I NI

accumulate each time you cause any player¥oumay choose to play your campaign as af the campaign.
(including yourselfjo Discard or Banish a Villain instead of a Hero. If you do choose

card. to play as a Villajrtreat your Villain as if it In either mode of play if one player survives
were 2 Heroes. and wins the mission objective, then the
Some Heroes have natural advantages over entire party may advance to éhnext

others. If you are havindjfficulty defeating Most of the campaign enemies you face withission.
a particular Hero, consider altering what become more powerful against multiple

types of cards you purchase from your Fatéleroes. You may chooséo have a UNSLAYABLE
Route. cooperative tean of Villains and Heroes.  This symbol indicates that
Just remember to scale your campaign the Slay mechanic may not SLAY
You can play cards from you hand in any enemies as the mission indicates (countingoe used-to instantly kil this
order, but look closely at the abilities and  gach Villain in the party as 2 Heroes). particular campaign enemy.
synergies. Triggering synergies in a
particular order carsometimes be A Villain only receives one reward (as listedfter mission 10, whenever you play a card

advantageous to you. upon completing a mission. with the Slay mechanic,you may choose to

. use the Slay mechanic norqadly
There are a few cards in the game that V o substitute itwith 6 damage. & damage
permit you to interact with Banished cards, ﬂT —~ substitutemay still be used agast
however, they are rare. ) I\jflﬁl;'&-ﬂslfAWN campaign enemies that are slayable.

s,(-')/ N

CAMPAIGN MODE ;} Any campaign enemghat doesnot have
This mode of play involves individualized the unslayable symbomay be slaimwith \\
missionswhich can be played solo or with ¢ !_'? the Slay mechanias though they were a

cooperativegroup of players. Recruit.

Basic seup remains the same (Fate Deck,
Starting Deck, Hero, etc.), howeyerch
mission will provide a different challenge
and objective.

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

The game is still turn basgdnd the order: Shield Recruits, NeShield Recruits,

campaign enemy will have an automatic ff andthen to the Hero (or Villain) ith the
action taken on teir turn. Whenyou are thostHealH
playing with allies, you and your allies will /A ﬁlf o pay@ : - —

take your turn simultaneously. If the HEALING TEAWATES :
mission says you take your turn first, Any card that allows you to heal your own’

remember that your first turn begins with . .
: . character caninstead be used to heal any =
one less card in your hand (4 instead of 5).DEATHOPTIONS Ficro ondlBinind S per &

You (and your teammates) have an

in the mission, you (all) may receive the  casua?

rewardand then continue to the
appropriate page of thadventure. It ispossibleyou (and your teammates) will DIVERGING PATHS

die at some point in the campaign. When
TRACKING REWARDS you are defeategdyou will read the DEFEAT may o A
Campaign adventuremay take morethan O2 y Of dzaA 2y ¢A (K ah& S se\%ﬁglara a3 Wi IOI% ?hey a‘:A{
one gaming session to complete. In order over.

ol ack el e INE & & different path than others.This is
recommend makig photocopies of the If you choose to play Hardcore, when you permissibleand if you have only one copy

Character Beet provided in the back of the (&nd your teammates) are defeatetiat is SIS EL o VIS 4 SR
campaign book. the end. You musestart atpage with PDF is available at our website.
your original starting deck www.theVeil.online

(or Villain) higher than their starting Health.

As your party makes decisions in the


http://www.theveil.online/

The tavern is almost warm enough to be called comfortable az:f,
the usual crowd of rabble jokes and sings their drunksongs. This
place smells of cheap pipe smoke and stale beer. You sip from yo
326tS0 YR aYAftSo ¢tKS ftSQa o
had better. Just the same, something about this place reminds
| | you of your home town, and that is what drasyou back every
| | few nights.
; A man dressed in tattered, bloodtained rags staggers into
! the tavern and interrupts your peaceful reflections. He stumblés;r
| } your table, hands you a leathebound satchel, pleads for help, and
\ \/ / utters something abouthidi@ G KS &l §OKSf ©0ST2
A/ 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.
/ {/,,’;f notched in a short bow.Bounty Hunters you think to yourselfjike | &
~ 4 need this tonight The hunters make short work of the man who left you
& f his satchel. What was once a bustling tavern filled with energy, suddenly =
W'/ stills with the quietness of death, 2dz OF y Ql £ St @S G A U K2%
~# attention of every eye in the room, bt keeping that séchel visible to the Bounty
unters could prove to be just as suicidal.

A Keepcalm and hide the satchel until the Bounty Hunters leaeentinue on page 2)
B You owe that fool nothing; toss the satchel to the Bounty Hunt@rstinue on page 3)

Cac¢cKId YIyYy gla dzyl NYSRZ I yfight t Sountg Huftefs) K |

You take your turn first. There are 3 Bounty Hunters
(+3 Bounty Hunters for each additional Hero in your party).

. DEFEAT(Your Hg%ftawalliesﬁ losestadlalth) No reward.
2 b g p (continue on page 3) = S - ¢ s T

X -

VICTORXYou eliminate the Health of all Bounty HuntejsJustice was served
this day. The man who gave you the satchel has been avenged. Aft_,“
: checking the pockets of the Bounty Hunters, you find severains that =
¢ will help you along your way. : :}'
REWARD Choose a 1 or 2 cost Support card from your Fate Déff(
NBLIEFOS F OFNR Ay &2dz2NJ | SN2 Q& {0
OF YLI AJys &2dNJ | SNRQa { (I NIAy3a 5
(continueon page 2) 4
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62dzi GAYS @&2dz T A yR 2 dgf
*"5‘ lley and open the satchel. Inside are a few
| :arid a folded piece of parchment, sealed wi
othlng IS writtelon the outside of the letter, and

zii 42YS TFTdz2NIKSNJ Of dzS3z
.yé'uld die along with the man who brought it to you.
Aréa;lﬁ the seal and read.

e T TS

General Ronnel

| There is a new threat to our Order. The Guild of Aassins wishes to mee
1 - with the protectors of the Veil to discuss its future. Meet me at the mona
onBlackridge by weeks end. Bring a guard, but tell no one else. There &
darkforces at work here.

- Tread carefully, old friend. .

N = e

GL R2 6AaK 82dz KFRy Qi 2L8ySR i
_a*s-rZNB é2dz<D S A& Ot 20 KSR Ay TA
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: -";f' The Hunter takes his turn secon@3mibr each additional Hero in your party).
- The Slay mechanic may not be used to instantly kill the Hunter.

‘-DEFEA'KYour Herq and@g] Ioses all HeaJ)H\Io reward ,
(Contlnue on page 3) | RS a / .

VICTORXYou eliminatethe Health of the Hunte)) This parchment ,

must be even more important than you thought. Whoever this: “""'*'* 3

i Xernon fellow is, he sure has brought a heap of trouble into P':

4 your life. You decide to make your way to the Blackridge
| Monastery, to have a word with him

R )7
".REWAR[XAssassin, Hunter, or Thief only) dzy” (I S NI &or thedz} ) 5 S
- remainder of the campaign, whenever you would cause an
Each opponent

mage. (continue on page 4) : Discards 1 card.

FYR NBLXFOS | OFNR Ay 22dzNJ |
arting Deck will keep that adjustment.(continue on page 4)
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You are dragged into an antechamber by your arms. Y P
body is weak from injury, and a dull throbbing blinds your othe éa
senses. Your attempts to reason with the Hunters went poorly:
It seems to be a day of regrets. There is a throne here, but
somethingabout the man sitting in it assures you he is not %
royalty. He looks at you intently for some time, before 3
speaking in a low gravelly voice.
6, 2dz aSSY (02 6S OI dzaiyasus
R2yQid fA1S LIS2LS LINEAY3 A
made. | could have you killed. Perhaps that would be bes
| am a business man. | 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 =5
prisonerand try and disarm my royal guard. Guard, kill the ,;f
LINA &2 v S NIb £ AL

The Royal Guard takes his turn firstl guard for each additional Hero in-

ROYAL GUARD x\ Y vour party). Your Hero begins with only 257 You can win by kiIIir:f_ij

‘ | ‘ the Guard or by ending a turn with alilue Control cards in your |
Fate Route. '

, )j’:lnd,lalliés] loses all Healttys the Royal Guard
GdtyRa 205NI 82dNJ 02R8IT GKS
GKAE YSE840® (Jafelové I 61 a0Sde

: :;D’EFEA'-KYOU[ He}r‘b\

/

BATTLE VICTORMe Royal Guards los#l Health)¢ KS / NA YS |
aYAETS FIRSa G2 F ANARYFOSO® GL ¢
. 2dz FNB Yy FYOAGAR2dza 2y SI | NBy(
@2dz GKS YSIyAy3d 2F 20SRASYyOS®

DISARM VICTOR(You end with oty blue Control cards in your Fate Ro
¢KS /NAYS [2NR OflL¥E G GKS aK2¢gd a+SNE 3I22
DESEY dzL) GKS LINRA2Y SN F YR FTSUOK YS A K I
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1 m‘a;ll campfire and turn the impromptu spit to roast
. ;’caugﬁt earlier. The meat is toasting nicely, and your

ﬂ Travel west and look for General Ronnglcontinue on page 6)

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

C You need to investigate theainds 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 pa
e of mangy wolves stares at you with blood still drlpplng down their
snouts. Theylop FSNI §f XSOAET &a2YSK2g D

You take your turn first. There are 3 wolv¢s3 Wolves for each :
additional Hero in your party).If you end your turn and there are 2 or
less wolves still alive, the remaining wo(br Wolves)run away.

. ;»DEFEAT(Your Hero\Lanchllles] loses all Healt) You faH into the
K bloody mud, and the wolve\Qeunce onto you. Yoefeei yaur flesh
7 belng torn from your bones, and the wolves begm teaerglt yoL ’
: entralls before you begin to Iose conscmusnesgar(ne over)/

=

VICTOR\(AII butl or 2 Wolves are killedd 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 camgtake reward
and continue on page 6)

: COMPLETE VICTORNT:wolves are Kled 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.) = =




The Assassin, Vishmargarbed in ceremonial white, unlocks the
wrist-binds as you walk along the wooded path. He speaks now, an
there is anodd pairing of high education and savagery to his dialect,

G¢KS .23daa OFly o0S ONHzSE |0 us
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.
| G285 GNF @St y2¢ G2 . 1O
| the monastery. Even now forces of darkness converge on our Citi
and plot to destroy the remnants of man. And humanity is all bt
blindtoit. Yalz {y2¢6 2F 6KI GO L aLISE | @
G¢CKS +SAtKE @82dz KA ALISNI KS:
GLYRSSRZé¢ *AaKYylIN I YyagSNE®D =
4 kind of magia if you are familiar with the term. Our ancestors cast the /
4" spell to protect mankind But now it only makes men asheep to a 3
Fatl dzZaKd SNDe v
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A Return to the city of shadow and kill the Crime Lor¢tontinue on page 9)
B Leave the Assassin for the militagncampmer to inform the Emperor. (continue page 6)

( Journey with the Assassirtcontinue on this page)

+AAaKYylN KFyRa &2dz I ofl RS® G, 2dzNJ GNF Ay Ay 3
OFyy2i RSTSYR &2dz2NESt Foé

I You take your turnifst. Vishnar cannot be defeated through damage. '
ﬁlsusﬁ]s;?'ﬁ' Yoe)l To impress him, you must purchase a card that costs 6 or more by tqrjg g
¥ The Slay mechanic may not be used to instantly kill the Assassin. % \

G, P dz KEES b 2y {2 323é +AAK
~(No reward.”Continue orlage 7.) ' == = R = e

DEFE ':Eﬂ(iour‘:ﬁ,eré(e‘s) cannot purchase arrcqrd‘ that costs &ore by the end of turn 4. v

VICTORYyour Hero(es) purchases a card that costs 6 or more before the end of tyrn 4. "
Gax+SNE 3J22RXé +AaKyl NJ &YARKUS ado 2 dait S

REWARDChoose a 2 or 3 cost Agro card from your Fate Deck '
I OFNR Ay &2dzNJ | SNRBQ& {dF NIAY:
€2dzNJ | SN2Q& {dl NIAY3 5 Sanfnue dnpab

A N
:IBanishlall cardsjwith ajcost of 5
- orjmoreifromall'Fate Routes.
" o - 3 -




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, dorned in dried crow feathers, stands before
a multitude of undead. The sight of reanimated corpses chills your soul.
GDSYSNYt w2yyStz¢é (GKS g2Yly o0Stt2sa Ay  @2A0S NI
G,2dz aidlyR Ay 2dzZRIYSYy(d o0SF2NB GKS INye 2F .SQltftl |

Damned! For weeks, your soldiers have pillaged the hallowed ground of
GKS {lyFroN (2Yo0ao® b2¢ &adzZFFSNJ GKS gNIGK 2F AdGa 1S

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

B.2dz OLyQil RSTSIi KSNMheMiiAy GKS

The enemy army takes their turn first. There are 15 Skeletegns 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 nonShield Recruitgand Milites)and Heroes.

There are 10 Milteg+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 nonShield Recruits and Heroes.

SKELETON VICTORYthe Milites are

kiled)d ¢ KIy1 &2dzzé¢é . SQlFfftl AYAf Sao
Ge¢KIG 0261 NRX w2yySts FtEtSR G2 0K
monastery. Join me and we will show

KAY GKS LINRAOS 2F KAA& Kdzo NRA & dé
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MILITES VICTORXIl the Skeletons are

kiled)d2 St f F2dAKGZE al &a IpéeyoSidldrushedvz Yy S
under your boot. Without a word, you hand him the parchment from the satchel. As he reads it, his face goes
LI £ So ' S RNRLJA (GKS fSGOUSNIFYR NrtfAsSa KAa NBYIFAYA:
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