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




OBJECTIVE
Reduce your opponent’s Health to
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.

2, &
DISCARD

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 coin—the winner of the

toss decides who goes first.

>
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:Target player Discards
1 card from their Hand.

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). Inthe Text
section of the card, you will see a
number of icons.

FATE ‘
ROUTE ‘

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 opponent’s
Hero.

~

Health- Used to heal
~your Hero. Your Hero
ot heal beyond its

banishing. Afte
you've pla?/’
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 il
(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
player’s Discard pile. You may slay
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. Fora
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
Villain

2 Villains VS 2 Villains
3 Heroes VS 1 Villain &1 Hero
3 Heroes VS 3 Heroes .
4 Heroes VS 2 Villains 2

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 ifyou- -
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.

Eliminating all your opponent’s
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.
Remember that the Warlock’s Hero ability
also triggers the Prince of the Air’'s damage
ability—that 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 synergiesin 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 character’s progress, 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.

A VILLAIN’S CAMPAIGN

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.
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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
conclusion with the dreaded words “game
over.”

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
many “tries” your party has 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.

SLAY

After mission 10, whenever you play a card
with the Slay mechanic, yQu may choose to
use the Slay mechanic norm or
substitute it with 6 damage. Thi
substitute may still be used against
campaign enemies that are unslayable.
Any campaign enemy, that does not haye
the unslayable symbol, may be slain with"
the Slay mechanic as though they were a
Recruit.

damage

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 —etegy
Any card that allows you to heal your own :
character can, instead, be used to heal any e

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


http://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
i goblet and smile. The ale’s bitter crisp taste is good, but you’ve
o had better. Just the same, something about this place reminds
\Q’i | | you of your home town, and that is what draws you back every
!

1 few nights.
Jf A man dressed in tattered, blood-stained rags staggers into
/ g the tavern and interrupts your peaceful reflections. He stumbles to J
\ i’ jf your table, hands you a leather-bound satchel, pleads for help, and
}’ gs’ utters something about hiding the satchel before it’s too late.
/, As the new patron darts for the back exit, a lanky figure with
YV a spear stops his escape. Another enters the front with an arrow

# notched in a short bow. Bounty Hunters, you think to yourself, like |

5 f' / & “stills with the guietness of death. You can’t leave without drawing the
#attention of every eye in the room, but keeping that satchel visible to the Bounty
a unters could prove to be just as suicidal.

Ql:{
oY

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

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

(' “That man was unarmed, and he will have justice this day!” (fight the Bounty Hunters)

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

: L}\DEFEAT (Your Hero [and\wa\/l/es]rloses al/ Health ) NO rewa rd
f TN e P 8! (contlnue on page 3) T e s

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 it
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
replace a card in your Hero’s Starting Deck. For the remainder of the

campaign, your Hero’s Starting Deck will keep that adjustment.
(continue on page 2)



- ,Othlng is wrltten on the outside of the Ietter and
)me further clue, the secrets of the parchment’s
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Geneval Ronnel,

Chere is a new thveat to our Ovder. “[Lhe Gluild of Assassins wishes to meet
with the protectors of the Veil to discuss its futuve. Meet me at the monastery
on Blackvidge by wecks end. Bring a guard, but tell no one else. “[here ave
dark fovces at wovk heve.

‘Z;‘eaa cavefully, old 6ﬂen3 ; /Cermm

Y, : o
“ do W|sh you hadn't opened that,” says the Hunter who stands

E‘E‘fore you. He is clothed in fine armor and carries a recurve bow. “I’m not

~ sure how you got past my boys, but I'm afraid | can’t let you live.”

-‘:';:" The Hunter takes his turn second (+30% for each additional Hero in your party).
The Slay mechanic may not be used to instantly kill the Hunter.

.-DEFEAT (Your Hero [and a@ﬂoses aII Health ) No reward
(contmue on page 3) : % e

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.

¢ Each opponent
nage. (continue on page 4) o/ Discards'1 card.




You are dragged into an antechamber by your arms. Your g
body is weak from injury, and a dull throbbing blinds your other 3
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.

“You seem to be causing some trouble for my men. |
don’t like people prying into my affairs. An example must be ‘
made. | could have you killed. Perhaps that would be best, b"
| 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
prisoner and try and disarm my royal guard. Guard, kill the
~ prisoner.”

The Royal Guard takes his turn first (+1 guard for each additional Herc;in y

ROYAL GUARD (| oYl vour party). Your Hero begins with only 25¥. You can win by killing ', 2

Campaign Enemy \

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

g :"D/EFEAT: (YouriHer(\J\f[End dlliqé] loses all Health.) As\'th‘e ‘R?oyal Guard

~ stands over your body, the-Crime Lord frowns. “Someone clean up R 28

“this mess. What a waste.” (game bver) o i e

BATTLE VICTORY: (The Royal Guards lose all Health.) The Crime Lord’s
smile fades to a grimace. “l believe | told you to disarm my guard.

You are an ambitious one, aren’t you. Perhaps Vishnar can teach
you the meaning of obedience. We shall see soon enough.“

DISARM VICTORY: (You end with only blue Control cards in your Fate Route.
The Crime Lord claps at the show. “Very good, my prisoner. We may have some use for you yet. Slave,
= clean up the prisoner and fetch me Vishnar. We have ourselves another soldier for our war.” |

¢
B

REWARD: Choose a 2 or 3 cost Control card from your Fate Deck and replace a card in your Hero's
~ Starting Deck. For the remainder of the campaign, your Hero’s Starting Deck _wiII kee;f) that adjustm

continue on page 5)

.




1icampment on the Western shore, only a half day’s walk from here.
rhaps you could find this General Ronnel and deliver Xernon’s

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

C 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
e of mangy wolves stares at you with blood still dripping down their
FERAWorveS snouts. They look feral...evil somehow.

Campaign Enemy
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
Iess wolves still alive, the remaining wolf (or wolves) run away.

DEFEAT (Your HeroIand allles] Iases,all Health.) Yog faII into the
4 bloody mud and the onves;qo\unce onto you. Y u feel yoUrﬂesh

P

% b&\g torn from your bones, and the Wlees begin tearing- ut Vur

3

entralls before you begin to Iose conscmusness (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.)

¥y A




The Assassin, Vishnar—garbed 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.
“The Boss can be cruel at times, but he keeps these regions in
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.

“We travel now to Blackridge. A gathering is taking place at
the monastery. Even now forces of darkness converge on our cities
and plot to destroy the remnants of man. And humanity is all buta A

blind to it. You know of what | speak.” a

“The Veil?” you whisper hesitantly. ;

“Indeed,” Vishnar answers. “It is an ancient enchantment, a

/' kind of magic—if you are familiar with the term. Our ancestors cast thé'_._

§ spell to protect mankind. But now it only makes men as sheep to a
: slaughter.”

“Why are you telling me this?” you ask.
“1 believe a slave can never be an ally. The Veil must be destroyed.”

b
i
&

ﬁ Return to the city of shadow and kill the Crime Lord. (continue on page 9)
B Leave the Assassin for the military encampment to inform the Emperor. (continue page 6)
C Journey with the Assassin. (continue on this page)

Vishnar hands you a blade. “Your training begins now,” he smiles. “You are no good to me, if you
cannot defend yourself.”

I You take your turn first. Vishnar cannot be defeated through damage.
{-\”ﬁfﬁﬁfl“lﬁl ' B To impress him, you must purchase a card that costs 6 or more by turn 4
: ‘ ; 4 The Slay mechanlc may not be used to mstantly kill the Assassin.

r—w(No feward Contane on page 7. )

VICTORY: (Your Hero(es) purchases a card that costs 6 or more before the end of turn 4.)
“Very good,” Vishnar smiles. “Perhaps the boss was right about you.”

REWARD: Choose a 2 or 3 cost Agro card from your Fate Deck and replz
a card in your Hero'’s Starting Deck. For the remainder of the campa ‘n
your Hero’s Starting Deck will keep that_adjustmént (continue on pagq' )

ﬁ all cards w1th at of 5
- loymoreifrom| all Fate Routes.
oA oY .
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éﬁﬂjmg ti:ie_military encampment, you notice the usual bustle of
digrs has been replaced with frantic commands barked from a

ultitude of undead. The sight of reanimated corpses chills your soul.
“General Ronnel,” the woman bellows in a voice ringing with magic.

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

; B You can’t defeat her. Join the Skeletons and kill the Milites.

"& fl'he 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
4 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.

SKETETON DEFEAT: ( Kbur.Hel!'o (and allies) loses all »
i Campaign Enemy Health.) The armies fight on as ypu
" collapse into the soil. You are trampled
again ar{d agai the battle ;ages,‘\ N4
Soon your arms'cannot push back -~
= against the weight df,tﬁe soldigrs, and
your last agqnizing.g'asp“for air fills your,
. lungs with mud, (gameover) .

SKELETON VICTORY: (All the Milites are
killed.) “Thank you,” Be’alla smiles.
“That coward, Ronnel, fled to the
monastery. Join me and we will show
him the price of his hubris.”

MILITES VICTORY: (All the Skeletons are
killed.) “Well fought,” says General Ronnel, as the last Skeleton is crushed
‘p, under your boot. Without a word, you hand him the parchment from the satchel. As he reads it, his face goes =
» pale. He drops the letter and rallies his remaining troops. “No time to wait. Come on,” he yells.

REWARD: Choose a 2-4 cost Control card from your Fate Deck and replace a card in your Hero’§ Siarj;ni‘
For the remainder of the campaign, your Hero's Starting Deck will keep that adjustment. (;éntih" j

g



You step out of the woods towards the Eastern gate of the monaste
A guard calls behind the high wall, and a man dressed in armor carrying a
heavy iron maul comes to greet you.
“Welcome to Blackridge, stranger,” the man says. “l am called
Stephen, the Cleric. Tell your friend to come out of the shadows into the
light, where we can see him.” You look back at the Cleric with a puzzled 3
look on your face. o
Vishnar, the Assassin, steps out of the darkness into the glowing
torchlight of the monastery walls. e, L ‘q‘i
“The only question is, are you in league with this assassin or were
you simply followed?” the Cleric exclaims. “No matter. The gathering f
to take place in the main hall. We all honor the conditional truce provide
by the Veil, so disarm yourselves here and you may enter.” b
You look back at the Assassin, who makes no move toward
disarming his weapons. The Cleric raises his maul in a defensive stance.
The Assassin steps forward and speaks, “The Veil will soon be no more, ¢
and you will find yourself with none who desire your protection. You misguidegi pe
fool.” .
Stephen grits his teeth in zealous anger, “You will honor this truce or you will
die, Assassin!” He charges towards the Assassin with the maul raised above his head to i

o

strike. The Assassin leaps into the air and throws several knives at the Cleric. At

g Help the Assassin, but avoid killing the holy man.
ASSASSIN

Campaign Enemy

B Help the Cleric, but avoid killing the assassin.

Cleric and Assassin take their turn first. If you end your turn with all slots of
your Fate Route (and all slots of your allies Fate Routes) containing only Control
cards, you have disarmed the Assassin and Cleric, gaining victory.

DEFEA b (either the Assassin or the Cleric dies) A
youhg\'ma,n,in,‘prieStIy robes steps beyond
the walls-and blinds you and your ally with -
a spell of holylight. “I C?Dfﬁevi\\l‘e‘-yoﬁ'(‘ i
victim, but if you keep up this pointless
R - : bi;kéring, Il take your sighf*p@ma‘neﬁtly!" ®
ﬂ :j]’é{to thelr?c"campaign Enemy. (No reward. Continue on page 10.) 3

g n);;‘y AN
{4&0 tClcric for/each \ 1;1 your }‘c Route.
DA N b ¢
b e ¢ 5

 Campaign Enemy

| ’ CLERIC

CONTROL VICTORY: (You end a turn with all the

slots of your Fate Route containing Control cards.) “Enough,” you yell. “I’'ve just about

had it with both of you. We will honor the truce and hear what the order has

to say, agreed?” The Assassin looks at you for a moment and then throws his =
remaining weapons at the feet of the Cleric. : \ P -

N

‘g‘

K WARD: Choose a 2-4 cost Support card from your Fate Deck, and replacea ﬂ :51@!10 the Assassin Campaign Enemy. |

ard in your Hero’s Starting Deck. For the remainder of the campaign, your ~ N@PIEEREERNC farmtg o
0’s Starting Deck will keep that adjustment. (continue o I R e ; PO




« uickly dismounts his horse and charges up the stone
ery causeway. Several of his soldiers chase behind

cromancer, Be’alla walks toward the church.
“Ah, this must be the gathering of the Veil,” Be’alla cackles.

id you forget to invite the practitioners of the dark arts? Perhaps

ybu need to be reminded who rules this world?”

| ﬂ The Necromancer may yet reward your loyalty.
(fight the knights, without the aid of the zombies)

| e
% B Ssend these corpses back to the grave. : ZOMBIE
(fight the zombies, without the aid of the knights) Campaign Enemy

The zombies take their turn second. There are 5
- zombies (+5 for each additional Hero in your party).
OR
The Knights take their turn second. There are 5
knights (+5 for each additional Hero in your party).

‘ DEFEAT (Your Hero (qnd allies) loses all Health.) A young
manin prlestly robe,g steps out of the church mtothe =
: i caqseway and. casts a spellthat dlsmtegratés the

- remammg ghouls ”Breathe, my fruend There i |s till

B

some |Ife in you yet.” (No rewqrd Contmue on page 10) B e T

it to full Health if the coin lands tails.
VICTORY: (You kill all the zombies.) “Back to the earth

with you, foul creatures of death,” you cry. You look back and see other Clerics ; g
and soldiers fighting off the last remaining ghouls. Good has triumphed over : uﬂ?ﬂTﬁmx
evil this day. And now for Be’alla. ==t

> VICTORY: (You kill all the knights.) “Be’alla,” you whisper as the last knight you
slayed falls to the ground. “Let us show these fools the consequences for those
who would defy the power of the dark arts.”

R}-WARD: (Cleric, Priest, or Paladin only) Righteous Aura- For the remainder of
the'campaign, whenever you use your Hero ability, you may also heal 5 Health
distributed to the Heroes in your party as you choose.

\

REWARD: (Your Hero is not a Cleric, Priest, or Paladin.) Choose a 3-5 cost Agro card
from your Fate Deck, and replace a card in your Hero’s Starting Deck. For the ﬂ %}
remainder of the campaign, your Hero’s Starting Deck will keep that

C! ju stment. (continue on page 10) {k for cach@m your Fate Route.



You kick down the door of the antechamber. A number of
guards ready themselves. The first approaches with a lunging
spear attack. You parry the attack, and with your follow-
through, you splatter the floor of the chamber with the hot
blood from the guard’s throat. A few guards run, and several
others back-off.
“Your days of running this city are over, Crime Lord,” -
you bellow with rage in your voice.
The Crime Lord chuckles to himself and stands. “Perhaps"
I’'ve underestimated the whelp. Do you think you have what ;
takes to run this crime ring? Can you work the markets, stave
off the assaults of the Empire, and keep your own men from
turning on you like jackals? Try me then. For sport, let’s say the e
winner of this duel retains the operations of my criminal empire. “
The loser, which will be you, drowns in a pool of his own blood. Come
on, you insolent bastard!”

your party. The Slay mechanic may not be used to instantly kill the Crime Lo_rd. -

DEFEAT: (Your Hero (and allies) loses all Health.) Tlf_le,,,C"rim\e Lord laughs over
‘your dying body. Yo f,e‘elfy’bmself slipping into darkness as he accosts SR
you with a final terrifying thought. “I will find your family'and make = i

~ slaves of them all. The only blanket they will receive to kee pthem
~ warm in the cold, naked nights will be your skinned hide.” (game over)

./’

CRIME LORD

VICTORY: (You kill the Crime Lord.) The jeering chamber silences as the
Crime Lord collapses to the ground. You look around the room,
satisfied with yourself for ending the hubris of this monster. Several of
his guards are already bowing to you. You speak to the room, “I hold
you all to the wager he made. The Guild of Assassins is now mine.
There are going to be some changes around here when | get back, but
for now, help me prepare for travel. There is a meeting | don’t want to

” =¥y No pl hei
e AT o v e
REWARD: Choose up to 3 cards costing between 1-3 gold from your Fate Deck, and replace a card in.\j" ur

~ Hero’s Starting Deck for each card you chose. For the remainder of the campaign, your Hero’s Startil
- Deck will keep that adjustment. (continue on page 10)

Al




£

llow Be!.al.la into the foyer of the Church. It seems every eye in
uary watches her suspiciously. As you approach her, you cannot

de its walls.”
You watch the necromancer closely as she steps further into the
nctuary. There are soldiers and casters from every order. At the

“Most of us are enemies now and will leave here as enemies still.
~ But one thing we all have in common, the Veil. Our ancestors vowed to
%’ﬁn_rotect this world from the corruption of the dark worlds beyond the

~ Veil. My spies have found an ancient temple. There warlocks seek to
. open a gateway. If we cannot stop them from their task, all the world
. could be consumed by death and shadow.”

s A raspy voice from the dark interrupts, “It is far too late for any of you to

stop me.”

A bearded man in ashen robes steps into the light. He extends a withered
hand to the window. “Your little enchantment will not stop the teeth of my
demons.”

“Stephen!” shouts Xernon, the wizard. “Quickly, lower the enchantment! We are
defenseless!”

Groal vanishes into the shadows as a hulking, winged demon crashes through the church window.

The demon takes his turn first and has 66¥ (+66¥ for each additional Hero in your
DEMON AP Ak party). The Slay mechanic may not be used to instantly kill the Demon.

4+ Campaign Enemy i

.~ DEFEAT: (Your Hero (and alligs)Jb;e Il Health.) The demon crouches 9ve’r~ydy and -
smiles as its razor teeth sink into your throat. (gameover) 3

VICTORY: (You kill the demon.) After you land a killing blow, the demon crumbles
into ash. You look behind you and see Be’alla sneak out of the church. At the
front of the sanctuary, Stephen the Cleric approaches Xernon.
“I’'m going to find that defiled temple and destroy it,” Stephan says.
“I'm coming with you,” General Ronnel interjects. 2
Xernon nods, “Good. That Warlock, Groal, has a fortress to the eas
here. If there is more to what he’s planning, I'll be able to find it there.”
“The Emperor must be informed of all of this,” Vishnar concludes.

P o
e
- —

ﬂ\ O cach Hero, then Say and Banish AL/ Wrath of Agency- For the remainder of the campaign, whei "

jaRectuitirom cach Hero if able. a card or ability would provide the Slay mechanic, you may instead
damage. : 3

ﬁ Follow Be’alla the Necromancer. There is something more going on here. (continue on page 14)
B Join Stephen the Cleric and Ronnel the Legionnaire to the Temple of the Damned. (continue on page 13)
C Go with Xernon the Wizard to Groal’s fortress. (continue on page 12)

D Travel with Vishnar the Assassin to seek an audience with the Emperor. (continue on page 15)



You squint as your eyes adjust to the dark. This church is familiar. It"‘
seems a life time ago when last you saw this place. Is the memory even
yours? A web of confusion seems to entangle your mind. You are here for
a purpose-- some great and terrible task.
“Do you know where you are?” the Chronomancer asks.
Your mind clears at the sound of your guide’s voice. “Blackridge
Monastery,” you reply. “But when?”
“Groal just attacked the gathering,” the Chronomancer sneers.
“Xernon is preparing to investigate the Warlock’s fortress. Do you
remember why you are here?”
Xernon hurriedly steps into the room. His gray robes are clean anc
new, far different from the tattered rags of the wizard you met in your E
time. He seems young, perhaps even spirited. Misguided fool. '% :
The wizard stops mid-stride, illuminates his crystal orb, and speaks,
“Who’s there?”
“It’s all your fault,” you mutter. “I have to stop you.”
“What? Who are you?” the wizard looks at you, his eyes filled with
“concern. Isit pity he feels staring at you now? Is your madness so plain to see? If
your journey with the Chronomancer has taught you anything, it is that explanations
serve no purpose. Only one persuasion can alter the dark path he is about to unW|ttmeg~; v
unleash upon the world. o
“Goodbye, Xernon,” you snarl as you prepare for combat.

Xernon takes his turn first (he has +25% for each additional Hero in your

party). The Slay mechanic may not be used to instantly kill Xernon. , ; | XERNON ‘

L ampaign Enemy

corporal form scatfers like drled leaves. " (game overA . \

VICTORY: (You kill Xernon.) The wizard tries to crawl away from your
wrath. His breathing is faint and raspy. “Why?” he slurs under his
breath. “To save the world,” you reply with conviction. The
Chronomancer reaches down and grabs Xernon’s crystal orb. “Our
work here is done, my friend,” The Chronomancer says. “Only one
task remains.”

rl}l IL‘LE“(‘J,i?éfﬁfifiil"é:fﬁ‘ié“lf
REWARD: Choose a 6 or 7 cost card from your Fate Deck, and replace
a card in your Hero’s Starting Deck. For the remainder of the Xermon takes no damage from Recruis or (@)

campaign, your Hero’s Starting Deck will keep that adjustment.
(continue on page 20 of Campaign 3)




ice Eackles with the sound of age and cmidence,
“g' inder the wizard’s hood is younger than you
i _"éailt“,érf],‘d pepper hair is pulled back in a knot, and his
0 a sharp Vandyke. On your journey, he has answered
' stions, but you always get a sense that he is holding
k ng back.
} : ou approach a black gate hewn from the side of a high
obsidian wall. You see before you a number of armored
cers and a grotesque man-shaped creature, who looks to be the
der.
Xernon speaks with a volume that echoes through the
inyons, “We have come for the Warlock, Groal. Tell him we are
e to discuss his recent happenings.”
] 'The captain steps forward and bellows in response, “I'll give him
- your head, wizard. My front lines will tear you to ribbons.”

‘ ' . There are 5 Battalions (+5 Battalions for each
Eﬁ?ﬁ}lﬁlg\h‘ @2 additional Hero in your party), and they take
q

their turn first. Damage is dealt first to your

Shield Recruits, then to your non-Shield Recruits,

and then split as you choose among all remaining Heroes
in your party (including Xernon).

Xernon must survive.

DEFEAT: (Your Hero or Xernon dies.) After several additional piercings from

- the Battalions”spears, you collapse into the mud'a‘t/ the foot of the

: fortresé\walk) As you n-to lose consciousness, you Eearltﬁe\éép\t;a’i‘n >

~ cry to his troops, “Bring me the Wizard’s head and start a fire on}'\éhti\,? 3
we feast on their flesh.” (gameover) = B e

VICTORY: (You kill the Battalions.) The captain flees beyond the gate of the
fortress wall. Xernon looks at you with admiration. “Well fought. Still
we may be in a little over our heads. | think | had better cast an
enchantment on us before we continue.”

REWARD: (Wizard, Druid, or Sorceress) i
Wizard’s Enchantment- For the remainder of the campaign, yo
has +25%. (continue on page 16) i s

-t

+15%. (continue on page 16)

ﬁ :1L@rt0 Campaign enemies as you

choose. All Heroes may draw another card. }




Your traveling companions remained silent most of the journey. After a
long time, you decide to speak.
“How did you know of this place, General?”

“My soldiers told me rumors of some ancient ruins. They spoke of
strange noises coming from an old temple. A week ago, | sent a scout to
investigate in this region. He never returned.”

Stephen speaks, “We had best be vigilant.”

As you walk beyond the ridge, the temple comes into view, and you
immediately regret your decision to find it. An unnatural vortex in the sky s |
high above the temple walls. A moat of water surrounds the temple, and a

wicked priestess appears to be hovering over the waters. She holds a large ba
of liquid and begins to pour it into the moat. Something ethereal, vile with

a

&%
o

' tendrils begins to swirl beneath the waters. X
“You're too late,” the priestess laughs. “The three will be unleashed once

more, and Groal will serve as their great counselor in the destruction of this world.”

-’

The Priestess goes first. The Slay mechanic may not be used to instantly kill the
PRIESTESS {0Vl Priestess.

Campaign Enemy
-

" DEFEAT: (The Priestess lives to the end of turn 6.) / ONNEAIﬁ & STEPHEN
L Heguih \ ampaign Ally
The priestess drops the basin into the waters e
and Iowers herself into the deep as she

screams, ”I am yours, (0] great serpent Your

\StI"S. Her body\e plodes lnihe water\s anda -
huge blue and black démon emerges d{ pping
with her blood. Before you qan\turn t)o rt}n
his serpentme body lurches at you. Y

ﬁ : Slay all Hero and Villain Recruits ‘the demon $ thorny fist push thrOUgh your
and summon 3 Arcane Armor for each Hero. chest (game over)

&
ﬂ )Itf‘)'to Lam&glzn enemies

VICTORY: (You kill all the Arcane Armors and the as you choosc

Priestess before the end of turn 6.) The Priestess

screams, and she drops below the waters. The creature she was summoning thrashes
around her, and the waters turn red. It slowly rises from the water, a serpent demon
with a blue and black thorny husk, encasing pure evil. General Ronnel charges at the
demon and is torn in two at the waist. The demon slithers out of the far side of the
moat and into the temple.

REWARD: Horn of Valor- For the remainder of the campa}gn, you may dra
additional card on your turn. (continue on page 17) A




y ye-cén’\e to;stop me, don’t bother,” the Necromancer says. “I’m not
i@vitl;’_,Grbal. I’m going to put an end to this. Help me, and together we
this madness.”

t are you trying to achieve?” you ask.

ose pompous fools would maintain the Veil, even after Groal sets forth

‘the Iégions of Hell on this earth. But we can stop this. The Veil continues as
ng as 3 Druidic rune stones are active. If we destroyed but one of them, the
e nchantment will fall.”
“You know where these rune stones are?” you question further.
e Be’alla smiles, “l only know of one of their locations, but | am not powerful
~ enough to destroy it. The stones get their magic from the life force of the earth.
; I;only know of one with enough knowledge of those energies to be able to
- corrupt it. Will you help me find him?”

7 ﬂ Destroying these stones may be the only way to help mankind defend themselves
: against Groal’s coming onslaught. You must help Be’alla. (continue on page 18)

B She can’t be trusted. Kill the Necromancer. (continue on this page)

Be’alla goes first. The Slay mechanic may not be used to instantly kill Be’alla.

DEFEAT: (Your Hero (and lies) loses all Health.) Yo‘urrbody is broken and bleeding,oﬁt.iﬁs you feel your life o
begin to slip away, something far more sinister begins to occur. You feel yourbody twitching and pulling itself upright

without your efforts. Your body begi s to-move. bvsp\meopg;elﬁi\qiﬁl[?bi 1he;ﬁugglg"5gair?§t{t is excruciating. You
realize now that this body is no longer yours and your torment as a corpsgs\layei the daﬂ; arts P*"“W&“ﬂr\,,,, &
(gameover) - e Lo s Fn : =

=5

BE'ALLA VICTORY: (You kill all the Skeletons and the " 4 SKELETON

: Campaign Enemy

EH aign Enemy
AR R Necromancer.) The Necromancer has a strange

look on her face as she begins to die. “Ah,
the cold embrace of death. At long last!” she
utters. Her vile sorcery has come to an end,
but her plan to destroy the Veil frightens you.
The Warlock’s plan must be stopped if this
world is to have any chance of survival. You
must find this temple and help destroy it.

REWARD: Choose a 3-5 cost Agro card from
your Fate Deck, and replace a card in your
Hero’s Starting Deck. For the remainder of
the campaign, your Hero’s Starting Deck will
keep that adjustment. (continue on page 17)

ﬂ 91 2( , summon 2 Skeletons for

each Hgi*o, and heals herself for 10.




Vishnar knows the way well, and you travel quickly into the capitol
city. Upon finding the Imperial Keep, he addresses a guard and slips him a
pouch brimming with gold coins. The guard slaps the coin purse to the
ground and draws a blade.
“You dare try to bribe a Praetorian guard?” he yells.
Vishnar speaks sternly, “We seek an audience with the Emperor.

o

We must warn him of danger.” p

The Praetorian guard gestures to the high wall. There are arc ers -
all ready to fire upon your position. “Well, you’re in the wrong spot fdr_ 1
that,” the Praetorian scoffs. “Besides, he’s at the Coliseum for the games.

| Perhaps you should join him there. Survive long enough, and you just

might get your chance to talk.” 2
It’s not long before you find yourself in a slave pit, with the light of
" the blazing sun shining through the narrow slit windows. In the commotion,

GLADIATOR ) ) : . ; :

' Campaign Enemy 255 you were separated from Vishnar, and you wonder if you will ever see him &
again. Suddenly, the large wooded entryway swings open, and you are pushed =
out into the sand of the open Coliseum. The crowd is deafening, as their
champion steps out of an opposing door.

You see a powerful Gladiator draw an axe and a sword. He looks up to

the highest balcony of the Coliseum. You glance up to see what he’s looking at. K‘ :

Of course, you think, the Emperor.
B : \ “We, who are about to die, salute you,” the Gladiator chants. He turns
ﬂ {6} ACARC AR ELRE AL  and runs toward you with his blade readied.

(this damage ignores all Recruits)

K/\' for cachin your Fate Route. Flip a coin to decide who goes first. If you are playing this campaign in a

Banish 6 catdh off{IRSRTIbf your multiplayer party, each player faces their own Gladiator by themselves, without

Fate Deck for each @in your Fate Route. the aid of teammates.

DEFEAT: (Your Hero dies.) Yo'.%hy—to crawl away in the blood-soaked sand. The Gladlator looks questlonmgly to the

> crowd. “Do |t o theEmpe sses. ln a momen;, your whole body feeIS\llke 1% s on flre Your face droops, and

\y\u feel your head Ilfted hlgh into the ir-Yc ur bedy Iles S/tI" |n thesand T\e Iast't mﬁwpu hear is the deafenlng : s

\\-

S applause of the spectators ‘(game over) [ When plailmg wrth\multlple pIayeLl aII who kill theu; Gladi }tor opponent gain vigory
and. the reward. Only players killed by their Gladlator are eliminated from the game.] ok '\

~—

— /‘ - ; \\

VICTORY: (You kill the Gladiator.) “Your hlghness ” you yell to the Emperor. “A Warlock named Groal seeks to destroy
your kingdom. Let me help you put an end to his defiance.” The Emperor stares at you for a moment and then

gestures to the Gamekeeper at his side. Several gates open, and a multitude of lions charge into the stadium. You =
take a defensive stance and ready yourself for another battle.

v -
. Fo




( .:_q%,m_ake your way through the winding maze of the inner
] tain of the Guard tries to ambush you, but Xernon’s magic stops

our master here?” Xernon questions.

..Groal don’t live here no more?” the Captain utters in a feeble use of

~ Wizard?”
= Xernon scowls, “l have no mas-.” Xernon stops mid-word and the Captain
- guffaws a horrible laugh. You look at the Wizard, and a terror has crept onto
face. Xernon drops the Captain and backs against a wall. The Wizard throws
reball, which engulfs the Captain in flames, and he dies screeching in agony.
“What was he talking about?” you ask reluctantly.
“My order, “ Xernon says, “we were schooled in the ways of magic by a
¥ sorcerer. A man of great power. But he disappeared into solitude nearly a century
- ago. He can’t be alive now.”

As you and Xernon make your way to the top of the fortress tower, you both
discover he is wrong. A great spire of energy crackles with electricity. Stone runes and
magic incantations swirl and circle about the structure. Three great elemental beasts stand
blocking your path to the spire.

:?

The 3 golems go first. The Slay mechanic may not be used to instantly kill these enemies.

i DEFEA'f; (Your Hero (and ql!i%es all HEalth.} Pieces of your body are‘s‘trrgwnac\r'dé"s“t‘heto?wer. A red-robed figUre \StEps -

"\ past yqudeard the spire; his long white beard trailing bebjljdﬁhimff"\lefyf good,—ﬁiypétsf;",:t\h\é\l-}rgﬁp\age laughs. “Now, /l,}:‘{:\ E
- shall begin my ascension.” You feel an evil from him that makes death a welcome release. (gameover) . -

=

e

= ~
e

VICTORY: (You kill the golems.) The final golem is destroyed, and you hear a single pair of hands clapping. A figure robed in
red, with a long white beard, steps out of the shadows. “A new challenger, excellent,” the Archmage smiles.

REWARD: Choose a 4 or 5 cost Support card from your Fate Deck, and replace a card in your Hero’s Starting Deck. For the
remainder of the campaign, your Heroes’ Starting Deck will keep that adjustment. (continue on page 20)

DEPTHS GOLEM | 403
\\//

STORM GOLEM

Campaign Enemy

Campaign Enemy

CoRE GorEM(40)

¥

ﬁ 2 ilé‘to each Hero (ignore shields) : Q ZW to each Hero (ignore shields)
the Hero with the least Health Discards 1 card. \5 for each Hero to the golem with least Health.
\v

A :*‘to each Hero (ignore shields)

Banish the top 3 cards from each Heroes Fate Deck.

\




corridors, you and Stephan see an eerie blue light coming from a long hall.
At the end of the hall, you enter a huge room, at the center of which :
stands the hooded Warlock. A vortex of blue light ripples behind him.
“Stop this madness now,” Stephen yells, and he draws closer to

Groal.
Groal laughs, “Welcome to Hell. My friends thirst for blood.
Yours will do nicely.”
A great blue serpent demon slithers into the room, still dragging
the upper torso of General Ronnel in its twisted claws. From out of the
portal, steps a red demon bright with flames. A third, seated at a thron
stands and moves towards you with dead hollow eyes. '
Stephen charges at Groal, and the two begin to fight. The 3 great
demons close in on you, and you ready your soul for the fight of your life.

You go first. (Each demon gains +66¥ for each additional Hero in your party). The Slay by .
mechanic may not be used to instantly kill these enemies. ¥

D'I/E’FEAT: (Your Hero (and bIQes) IoS?s all Health.) You feel you’rjbod‘y, mind, and Soul being
‘ripped apart by the demons:- The;\uhite’b'lindingvagor?y, o?\it\all\is\;magnif‘ie/d by your

one will be able to stop it. (no reward. ,coﬁtihqe onpage25) ~ v ik e S

VICTORY: (You kill the demons.) Stephen, the Cleric, coIIapsesat the feet of the Warlock. A green mist flows from
Stephen’s body to Groal’s. You fear that the Cleric’s soul may be lost to the darkness now. Groal turns to you

and smiles as he steps into the portal.

REWARD: Choose a 6 or 7 cost card from your Fate Deck and replace a card in your Hero’s Starting Deck. For
the remainder of the campaign, your Hero’s Starting Deck will keep that adjustment. (continue on page 21)

(o
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LORD OF THE INFERNO
Campaign Enemy

X
SLAY

k. v
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2 ) 293 :
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ﬂ@) each Hero and Banish the 2 ,. ﬂqéi‘ to each Hero and they must Banish

highest cost cards from their Fate Route. a card of their choice from their own discard pile.

p & X
wiae oY IF

ﬂ.‘\ 6 to each Hero and Banish the top
© "\ 3 cards from their Fate Deck.

“final'thoughts. These monsters are only the first of many to invade this world, and no -

T A [ pare
’ INSURGENT OF THE EARTH -
Campaign Enemy £
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,,e@romancér, approaches the dwelling place of the

pi &st"s eerie shadows across the blighted landscape.

ons ybu"tp stay back, as the tower’s gate slowly opens and
unearthly green light from within.

i din companion speaks with an unusual caution in her voice, “I
~ am Be’alla, the Necromancer, and | humbly plead for your help. We
_ seek to destroy the rune stone, and you can help us to that end.”
~ The Lich pauses before speaking again, “What gift have you

1)

¥

of vitality. Once you feed, you will know your old strength again.”
0! - The Lich seems to float towards you, and you immediately feel your
energies begin to drain. Small tendrils of green light are drawn from your

~ chest towards the dark form of the Lich. You see Be’alla run into the tower
behind the Lich’s back. Fear grips you, and you know there isn’t much time.

A You go first. (The Lich gains +40¥ for each additional
LICH Hero in your party.) The Slay mechanic may not be
S @8 sed to instantly kill the Lich. In this battle, your
Fate Route dwindles over time.

Turn 3: Your Fate Route is reduced by one slot.
Turn 5: Your Fate Route is reduced by one slot.
Turn 7: Only one slot in your Fate Route remains.
Turn 8: You have no cards in your Fate Route.
Turn 10: You lose if the Lich is still alive.

DEFEAT: (Your Hero (and allies) loses all Health.) Your flesh begins to wither, tighten,

and wrinkle simultaneously. The taunt brittle skin begins to crack and split. Itis

the last thing yo’h see before.your eyes liquefy and YQur}i;nalr"asBbegath is ;
drawn. ;]fhé vhu'sk of your body drqi),s to the ground as t,@du.éi}éf ygiﬁ’fr*corpse B

ﬂ\z’!'g to cach Hero, Slay all Recruits. scatters Off Oflb your bones. (gqme’bVer} 4
—~ LG i
‘ ) y

_to himself for each Hero he damages.

VICTORY: (You kill the Lich.) The creature dies most curiously. Its corporeal form seems to dissipate into the wind like a

morning fog at first light. You feel your strength return to you and something else. A hunger like nothing you have ever =
experienced before. You slowly turn to the tower. High above you, in the embrasure slits of the tower wall, you see
torchlight ascending the spiral stairs. That Necromancer will pay for her treachery.

REWARD; (The Hero, who deals the last point of damage to the Lich, must take this reward.) Lich-
remainder of the game, whenever you deal damage you may gain that much life. (continue on page 22) e s

REWARD: (All other Heroes in the party) Choose a 6 or 7 cost card from your Fate Deck, and replat.:é"év ard ir
- Starting Deck. For the remainder of the campaign, your Hero’s Starting Deck will keep that adjus t.
. % {iqﬂti""e on page 22) oy i



GAMEKEEPER|

C ampaign F]MI”V

U P
Jﬁvﬁ'( i

° :Banish the 1st card in your Fate Route.

O :Banish the 2nd card in your Fate Route.

o :Banish the 3rd card in your Fate Route.

G :Banish the 4th card in your Fate Route.
@ :Banish all cards in your Fate Route.

a :Banish no cards in your Fate Route.

~ (continue on page 23)

SUD R ——— ————

As the lions charge, you see another Gamekeeper calling out
commands to the slaves. They seem to be releasing the animals on
his orders. If you can survive the waves of these ferocious cats,
perhaps you can try to talk some sense into the Emperor. Then
again, it may be better to just kill off this Gamekeeper and show

these lions who is really in charge here.

The Gamekeeper goes first. Each turn he releases lions to deal
damage to you and your party, and he Banishes one card in your 3

Fate Route. Roll a 6 sided dice to determine which card he ¥

eliminates. If you survive all 7 waves of lions, the Emperor will be
impressed and hear your plea. You may only attack the 3
Gamekeeper on turns when you have 4 Agro cards in your Fate

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

' Ga mekeeper.

Wave 1: 4 Damage (to each Hero in your party)

Wave 2 : 7 Damage (to each Hero in your party)
Wave 3 : 7 Damage (to each Hero in your party)
Wave 4: 14 Damage (to each Hero in your party)
Wave 5: 21 Damage (to each Hero in your party)
Wave 6: 28 Damage (to each Hero in your party)
Wave 7: 35 Damage (to each Hero in your party)

- DEFEAT: (Yoixr Hero (and allies) loses all Health.). The Ilons chew and pull
‘relentlessly~éty rentxallf Your body is je\rlged ai'ound and ripped

_to the bone. This cruel turn of events is made all the worse asyou
hear the crowd Iaughmg and jeering at your \nm fgte/{game over)

VICTORY: (You kill the Gamekeeper or survive the 7 waves of lions.) The
Emperor steps into the arena, clapping his hands and laughing.
“Good, good. You are indeed powerful, my friend.” A number of
Praetorian guards circle you as the Emperor walks confidently
toward you. ' J

REWARD: Choose a 6 or 7 cost card from your Fate Deck and replace a card in your Hero’s Starting Deck o
- For the remainder of the campaign, your Hero’s Starting Deck will keep that adjustment.



1 d caster walks slowly around you and Xernon, like a
irc ing its prey. His hands are folded neatly in front of him,

- The Archmage smiles, “You fool. There are many worlds to
plore beyond that gateway. Groal seeks to contend with the

worthy of my powers. Beyond that gateway are beasts of
" unfathomable terror, creatures big enough to crush a castle underfoot,
" and so many horrors desperately in need of a master.”

“You’re mad,” Xernon exclaims.
- The Archmage smiles wickedly and gestures to one of the floating
spellbooks. It opens, and pages flick by until suddenly stopping. The Archmage
contorts his hands, and the energy spire behind him changes color to a bright
orange hue. An unstable portal begins to open. The Archmage levitates Xernon with a
wave of his hand and casts him into the portal, like a lifeless doll.

“No!” You scream. Butitis too late. The Wizard has passed beyond this world into another. All
that remains is to contend with the Archmage.

P You go first. (The Archmage has +50% for each additional Hero in your party).
| ﬁﬁ‘i",','}ﬂ'ﬁ,f;”E S /& The Slay mechanic may not be used to instantly kill the Archmage.

‘: 1 DEFEAT (Your Hero (and allies) Ioses all Health.) You feel your body going
- limp. He has defeated y:hkbut_sgmt,'e_hgw jeath eludes you. You feel »
your body Ievita"fe‘intdtshéa'rrf\g ‘ hovje['_t;gwa‘rgs{tﬁ/e'-Orange portal. | -~
“Something special for you, my dear,” the'Arc| mage sneers. A}:nu’mbérv '_’
of black oily tendrils reach out of the portal and pull you into the bright
gateway. Agony spr'/eads through your body as youfféél your limbs i

- being violently ripped from their 4f|eshy sp;kefsi (game over)

VICTORY: (You kill the Archmage.) The Archmage stumbles before his body
dematerializes. His red robes fall weightlessly to the ground. The
A 187 Banish the highest cost spellbooks clatter down, and you step uneasily towards the portal.

card in each player's discard pile. The orange glow casts an eerie light into the room. “Xernon!” you call.
“Can you hear me?”

REWARD: Choose a 6 or 7 cost card from your Fate Deck, and replace a card in yq‘ r

) ck. For the remainder of the campaign, your Heroes’ Starting Deck will keep
ntinue on page 24)
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You see the silhouette of Groal, the Warloci j’_ust on the othei'i_;' e
side of the blue portal as it turns fiery red. He contorts his handsto £
conjure some final spell, and you instinctually dive for cover behind al
stone column. 3
“You’ll have to excuse me, Hero,” Groal bellows from beyond ;j';-
the dark portal—his voice like rushing waters. “l have aworldto
conquer. Fret not, | shall return with an army of demons. But u ',f,r_.:
that day, a parting gift.” e
You see the portal is now twice your height, and a hulking :
mass of spiked marrow and twisted sinew skitters through the por
with staggering speed. The flaming gateway remains, but slowly
begins to fade, as the creature opens its jagged mandibles and smell
the air. You sense in that moment, you cannot hide. It knows wh e
you are.

B The Hellspawn goes first and has 66¥ (+66Y for each additional Hero i
l:l{E:‘Lill-fﬁl-}I\\NN QY PN rparty). The Slay mechanic may not be used to instantly kill the
~ ' Hellspawn.

_ DEFEAT: (Your Hero (and all@és) loses all Hea{th.) The Hellspawn looms over
you a moment, before slowly pushing its bony claw into your stomach.
.The agony that grips your mind drives you to madness. You can’t quite  \
fathom it, but you f¢el your flesh unravelling and merging with the
- beast. Your'bones becoming part of its talons, your muscle éddjng,tci__,. o
~ its own strength and mass, your flesh becoming part of its vile k-
covefing—your body is the final mockery of thisdemon’s triumph. =
< ) (THE END—Your Hero gains the title VESSEI; OFEVI L.) ‘ 4
¥, = VM =
ﬂ 3{6& to alllHeroes and Recruits.

Heroes and Villains/cannot gain health.

VICTORY: (You kill the Hellspawn.) The demon’s constricting legs twitch uncontrollably, as you remove your
blade from its hissing corpse. The Warlock, Groal, is gone, and the mysteries of his machinations have
gone with him. What was that he said? A world to conquer? Surely this demon you just vanquished
could only have come from Hell itself. Someone has to stop him, you think to yourself. As you step -
through the flickering portal, it closes behind you. Your fate is sealed. If Groal is to be stopped, it will ﬁ
be by your hand. (THE END—Your Hero gains the title GROAL’S BANE.) O

‘;’/‘Qq. g’)\\‘;
A /&0 g\\ h
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p of the spiral staircase, only to find the floor is now a great
. th s ,:' ge circular carvings covering its face. Be’alla stands at
t on the tower’s high edge. You approach slowly. Perhaps a
k can send her off to her fate.
a-éﬁéaks'to you without turning, “l knew you could beat him. The
/is almost ready.”

u said we needed its help,” you growl.

3 @E’alla smiles, “We needed the Lich’s corruption of life energies. And
w we have ft," she gestures to you. You look down and see that familiar

ething is very wrong! You peer over the tower’s edge to see hundreds of
odland animals writhing in death throws at the foot of the tower, with that

~ “What have you done?” you howl.
~ “Look around you!” Be’alla scoffs. “The tower’s apex IS the Druidic rune stone.
Those sadistic Druid’s trapped the Lich here as their guardian and kept him weak by
~ focusing his energies into the rune stone’s magic. But you are not weak, and the
creatures of the woods felt the call as you drew closer to the Druid’s stone. We’ve done it.
" The Veil will break, and all will know of the existence of magic in this world.”
Just one more thing to do.

You go first. The Necromancer has 35 (+35¥ for each additional Hero in your party). If you cannot kill the
. Necromancer by the end of turn 8, you are defeated. The Slay mechanic may not be used to instantly kill the
Necromancer.

DEFEAT: (Your Hero dies or can’t kill the Nggrbngqncer by the end of turn 8) You
stumble to your knees onto the crack@g obsidian floor. The energy is consuming
~— - you. Embers of life and death are swlrllngabout you in a final glittering chaos. .
£—"_ The great tablet fissures, anda burst of green light flows through your body high _
b . 5 s T = i e S
into;thq night sky, like a beacon to all. You cease to exist, but in your end, t‘he
~truth is known to all. The world is full of magic and insurmotntable darkness. -
(THE END—Your Hero gains the titte DOOM OF THE V‘EH,-/)A

VICTORY: (You kill the Necromancer.) You lift Be’alla to the edge of the Spire.

“Please,” she winces, “don’t kill me. We can still destroy the Veil. It’s what you

wanted.” You glance over your shoulder and see the obsidian of the rune stone

begin to crack. Be’alla smiles, “We will be remembered forever.” You look back

into her eyes and nod slowly, “Yes, | think we will.” You leap off the edge of the ; & 2
tower, clutching Be’alla to your chest. Her screams are muffled, as the air rushes NS
passed you. You and Be’alla slam through the mountain of animal corpses, and ﬂ;jl Olfto cach Hero. Be'alla heals 15.
whatever unearthly powers, you once possessed over life and death, end with eallasainsicontroforiall Recruisluntiithey dic);

the sickening crunch of your broken bodies breaching the sanctity of the earth.

(THE END—Your Hero gains the title SAVIOR OF THE VEIL.)




Your majesty,” you begin. “What do you know of Blz
The Emperor smiles, “Those priests are harmless, |
of my affairs.”

“Those priests are part of some generational pact to keep a great secret
from the rest of us,” you retort, as you hand the Emperor the folded parchment--
written and signed by Xernon. It seems like a lifetime ago when you first - =

received that parchment from the hand of that poor soul in the tavern. : e
As he mutters to himself, the Emperor’s lips purse, “The protectors of
The Veil?” "y
Behind you the ground shudders, and you hear a thunderous rumble. '
you turn, your eyes (as well as the eyes of everyone else in that Coliseum) are
drawn towards a beam of green light reaching high into the clouds. It is mid iz
yet somehow the beam seems to compete with the brightness of the high sun.'
“We are too late,” you hear yourself utter. : oy
Something wizzes over your shoulder, and you hear a gruesome qu d of
blood and bone split by the broad head of an arrow. The Emperor drops to h(i's,,_ ;
knees; a second arrow pierces his throat. He gurgles on his own blood, as the
Praetorians rush to surround their dying Emperor. You look towards the shboté
see Vishnar, the Assassin. The incoherent mutterings of the Coliseum’s patrons ¢
turns to panicked screams. The crowd begins their stampede down the stone-briél{#g

you rush to face Vishnar once more. &7

a0

—

You go first. (The Assassin has +45¥ for each additional Hero in
your party). If you end your turn and have no blue Control cards in
your Fate Route, you lose sight of the Assassin in the crowd and are -~ ﬁﬁsﬁﬁﬂm
unable to find him again.

DEFEAT: (You begin a turn with no Control cards in your Fate Route.) “Vishnar,” you
scream into the running crowd. “You coward! .Fight me, damn you.” Your eyes
dart tro_fﬁ face to face, but it is no use.\The assassin is gone. You look back into
—+_the gky to see the green light ha§.vanished\50ﬁ1ehqw, that doesn’t comfort y@u.
~<_—Something has happened.. But:lf the world all saw it wij:h youy.perhaps the Veil =
has finally been destroyed. Perhaps the truth you sdgght willfi aliy‘rbe_mpvgn;.

' Pe;habé humanity will prepare:itself to face the coming evil.,
v (THE END—Your Hero gains the title ASSASSIN’S ACCOM PLICE.)

VICTORY: (You kill the Assassin.) Vishnar lies at your feet in a pool of blood. He

looks at you with vacant and empty eyes. Still he manages to speak, “I didn’t

want to fight you.” You scowl back at him, “You used me. The Emperor was :

beginning to understand, and you killed him anyway.” Vishnar frowns, “He r d'fi r's)Fal
doesn’t matter anymore. Neither do we. The light!” You take a knee by him as

his voice is becoming hoarse and weak. “The light is the end. The Veil is breaking,” Vishnar

mutters and breathes his last. (THE END—Your Hero gains the title IMPERIAL AVENGER.)




erno _,’_i‘ép!ies. “There are creatures here. They are trying to
| can’t hold them off for much longer.”

gh. Goodbye, my friend. Protect the Veil. You are its keeper now.”
As the portal begins to flicker, you see one of the creatures Xernon spoke
has the humanoid stance of a man, but its flesh is riddled with moss and
‘  As it steps into your world, you feel as though the vitality of every
}ﬁl"hg will soon come to an end. The creature moves, and the dark spores
moss seem to drift from its body. You instinctually cover your mouth and
>se with a cloth from your hood and prepare yourself.
. For the first 6 turns, the portal spawns one
= ~N Blighter (+1 Blighter for each additional Hero in
’ E‘;{gﬂ{%ﬁ \ | your party). The Blighters go first. After turn 6,
: the portal closes, and the Blighters no longer
spawn from the portal (Continue to spawn one
additional Blighter for each of your Recruits that are slain.)

=

DEFEAT: (Your Hero (and allies) loses all. I;’I:ealth.) Your lungs burn,
and yoixr vision blurs.. You couglw\$:/'5putter blood, al!ong with some
strange green powder. Yodr body begins to twitch and rise under the control of an :
entity you are scarcely aware Ofr,A/rthick ay fi_Igj achumulatgs/a’fross your skin, and = -
your mind drifts to memories. ’Blackrid\’g‘e' monasts he guild; the soldier’s
~ encampment, the Emperor’s city—your mind is a flutter with the places in which
4 people dwell. Before your m’ind blinks out completely, you see the oth‘gf Blighters
( _~begin their Iurchijngstt;ide_ t\6wards'those ciwelling places. You Wéxactly how to
) travel to reach each of those locations and now, so do these mossy horrors.
ﬁ:z‘z_“to each Hero. Slay all R RO i . Sl . !
Hero Recruits and create a new Blighter ( THE END—Your Hero gains the title BLIGHT OF THE ,WOR LD.)

for each Recruit slain in this way. N

VICTORY: (You kill all the Blighters.) The fortress stones are bleak with gray and green moss. Your make-shift facial covering
seems to have protected you from the foul poisons of these creatures. You look back to the archway, where the portal
once stood. There is no gateway of light now, only the stonework hollows of an empty stronghold. Xernon’s absence is a
great loss. You hardly knew him, but your survival ensures his sacrifice will be long remembered. His final words echo in
your memory for years to come. Protect the Veil. You are its keeper now.

(THE END—Your Hero gains the title KEEPER OF THE VEIL.)




]

the dim but oddly colored light swirling into the room. You remember dying... but
how could that be? How did you end up here? Where are you? "‘
A pungent smell builds in your lungs. There are large cocoons
everywhere around you. The hard carapace shells seem to pulsate in rhythm '
with your frightened steps. At their apex, these pulsing shapes stand almost to
your waist. No. Not cocoons. Eggs! Hundreds of them. But what is layi ng
eggs? 1

Once more you hear the frightful sound of cracking shells. Behind y u,
beak the size of your head begins to crack through one of the giant eggs. The
hardly time to wait, for every beast is born of hunger, and you stand little char
if even 10 of these monstrosities hatch now. You run as fast as your legs c':e_rf"
you and turn the corner at full sprint, only to find your exit blocked by a gl:ea‘ '
abomination. &

It is some kind of Cluck Queen! This ghastly creature stands 3 time
height. Its chicken head cants as it locks eyes with you. About the creature_;}-’ '

l \{ fate worse than death. If you are truly dead, then this is no nightmare, it is he
POULTR‘}YGEISTK ‘
Campaign Enemy

You take your turn first. (The Poultrygeist has +100¥ for each additional plﬁ}c‘é} n
party). The Slay mechanic may not be used to instantly kill the Poultrygeistij."

DEFEAT: (Your Hero (and allies) loses all Hq@lth. ) With your spine nearly severed at the

neck, youare dangled above the h lings. Slowly, the Poultrygeist-lowers you to

their snapping beaks. As your flesh ';d\boweISIare' torﬁ from:youﬂr, bpdy, the torture

: does not cease. You are raised bgcléa‘lﬁfoz_ e ir,randixgiyou,r;hb(’r'or;‘ the colorsand
lights surrounding thi§ hgllish creature seem to reg ;_\ ¢ your flesh. The pro/gessi {545
of this carnal regrowth is as agonizing as when you were ripped apart,\as}thOUgh firee
were reforming your flesh. Just as your body rematerializes and the torment

;subsides, you are I(ﬁlergd 'ba‘ck into the hungry mouthspf;h}e/hafchlings. Torment
and eternity-- a fowlpairing indeed! (THE END—Your Hero gains the title FEED SACK.)

N

ﬂ > | @[ to each Hero and S~ -
create a Hé"ttc'hling for each Hero. BATF:HUNG

VICTORY: (You kill the Poultrygeist and the Hatchlings.) The stench is worse now, as
the room is littered with raw meat, feathers, and broken shells. There is a light
up ahead, different than the eerie colors surrounding that grotesque bird you
just dispatched. You step toward the long corridor and find another portal.
Could any place be worse than this? You hear more of the sickly cracking of
shells behind you and decide to take your chances with whatever lies beyond
this Veil. You step into the portal and towards your destiny.

(THE END—Your Hero gains the title CHOKER OF CHICKENS.)







Thank you for playing.
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1 - 5 PLAYERS.
Requires THE VEIL deck building game to play.
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