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




AGE RECOMMENDATION

The Veil card game contains some graphic and violent imagery.
The card game is recommended for ages 14 and up.

The Campaign Book’s text contains some additional scenarios
that imply torture, disturbing scenes of violence; and some
sexual implications that may not be suitable for children u

the age of 17. We recommend the Campaign books for Matur
Audiences Only.

HOW TO PLAY

Rules and additional game content is available at our website.

[ JEATH ANGEL. ONLINE =



- startled by the all too famlllar sound of the wllage beII An
attack? Of course it would be on your watch. b

dart toward the ground, ‘and you see at least two Drakes,
~ toward the village well. You clamber down the railing and he:
them off, preparing for battle once more. '

each additional Hero in your party).

DEFEAT: (Your Hero [and your a/lles] loses all Hea/tl7/ Ao
~The Drakes ﬂee aiter nearly k|II|ng y ,u;a/-kjyerﬂ others.
ha,t;’?{,wo e, thei\‘/‘i'l‘lts‘\?géfl‘s in ha_’rpbles once more.

o

| Norewar

| VICTORY: (You eliminate the Health of all Drakes.) As you pull
- your bloodied axe from the slain dragon skull, you look up to see
one last Drake flying away from the battle. It is already out of
range from the village archers. There are several fires burning
the huts of your village, but if you can keep up with the small
dragon, you may discover who is orchestrating these attack_s.

’

A The fires need to be doused to save the village. (continue on page 2)
B The Drake looks injured. You may be able to keep up with it. (continue on page 3)




ard they captured one of the b-big ones. A m-mamma,”

3

nother

. “Maybe, you’re a part of the problem too!”
They form a semi-circle around you, gripping their weapons as though you

's confllct but some people don t listen to reason.
) You take your turn second. There are 3 Rebels ,
REBELS (+2 Rebels for each additional Hero in your party)

- Campaign Enemy

=

DEFEAT: (Your Hero [and your allies] loses all Health. ) The grlzzled tovynsman raises his
plckaxe to finish you, off, but)’\e is cut down at tkp knees. The Chle‘f s guards grab the
'remalnmg rebel;,a’s the Ch1ef approaches ”Who sta ; Plcka4xe smlles and

\feetJ‘St/rt w&h hlrﬁ 4 say,s/t—he€h|ef No Reward.\ 3
(contlnue on page 6’)

VICTORY: (You eliminate the Health of all Rebels.) “We are wasting our time
fighting amongst ourselves,” you spit. “If we don’t bring the Chief to Yagon - Y
Mountains, the village is doomed,” the grizzled townsman growls. “Who told you

Banish an Agro card in that?” He just smiles. Sigh. This is going to be a long night.
each player's Fate Route.

REWARD: Choose a 1 to 3 cost Support card from your Fate Deck an

Q These rebeIs know more than they are letting on. (continue on page 6)
B The rebels are a waste of time. Best to ask the coastal folk. (continue on page 7)




have hence been named. You heard these ‘green-skin'ned'
‘,abommatlons were spawned from the depths of heII--empty
'campflre tales to frlghten chlldren no doubt “

| to the ground
You look to your horse to see if you can rouse her to a. sw
'BOWMAN ,\ 10 escape Her dead eyes stare back into the black nothingness beyon
™ /48 mercy! You think to yourself. These Savages would have eaten hera

You take ybur turn first. There is 1 Savage and 1 Bowman
(+1 Savage for each additional Hero in your party).

prq:cecthtm/t Bpwman 15 rlJnatch for you.. Thts close to the camp, you flnaIIy
see it. The White Dragonl Chained and injured. No Reward (cont/nue on page. 4)

SR
VICTORY: (You eliminate the Health of all Orcs.) After dispatching the Orcs,

ﬂ ﬂanh IREVCRUEICERREICEEN  you take in your surroundings of mountainous terrain and barren wastelands.
: You hear drumming and a bellowing cry from some large beast. The Throng
encampment must be close. You stealthily approach the strange sounds and

S-T\VAGE see it there chained to their stone wall, the White Dragon.

Campaign Enemy
& N

REWARD: Chodse alto 3 cost Agro card from your Fate Deck, and replaéé-

Q This Dragon is the threat. Best put it out of its misery. (continue on page 4)
B If you could free this Dragon, it may be of some use. (continue on page 5)




R

éﬁ. you survwe thls, it mlght be W|se to consult his W|sdom
% *,M

Campaign Enemy

You take your turn first. There is 1 : - '
WHITE DRA Z —
Campaign mm? = @ Weak Spot and 1 White Dragon. 4 WEAK SPOT

DEFEAT: (Your Hero [and your al/ies] loses all
Health, ‘)“ You try to stab at the. openiné of the
Dragon scares and the beast. turns agam _
ay0|d|ng tKe full strike of your attack A cham L .
/restraln ing the Dragon sneck rumblesr\‘ou
»are kn0cked to'the ground as the cha ,‘
: breaks and’the—Dragoﬁ\uses/up abof%u
Its mouth closes aroundy ‘ur Walst as you

,féel th/swo/d -like teeth smk through your
flesh Your bones crush under ItS‘JaW : “::

’1"' to each Hero if Weak Spot or \ stqength andyoucry a muffled scream as it

White Dragon are damaged. Gain VICTORY; if you eliminate WEAK SPOT

contlnues to chew. (game ove r) \‘\ with 4 Control cards in your Fate Route.

VICTORY: (You eliminate Weak Spot with 4 Control cards in your Fate Route, or you eliminate Health of all enemies.)

The Dragon finally goes limp. With blood pouring from its neck, you turn and see the tribe of green-skins stiII chant



! ~ village. ) & B &
Sl & B You begm to examme the barbed chams that restram th
- Anumber of huge bolts pin the chalns into the old wall of th :
surrounding the Throng encampment It W|I| take you some tl‘ !

detach them.

MINOT

Campaign Enemy -

DEFEAT: (Your Hero [and your allies] loses all Health. ) The Goblins pm you down.
Another of their serrated rus vblades pierces you ‘and the attac twnstgrthe

blade before removmg it, 'garlng ersh and- muscle;l," fu.jw%stuf 50
(o

- back anymore. ﬂ!he Gobllnsno, ce your cbange in de sanor and begm bi ‘
\ ¥ _ your skin. _Y_ d feel t hundreds ofjagged teetﬁxsmkrmto your flesh, rendlng the meat
/ Trom Your ey@roﬂ/back in your flnal‘ moments as you are eaterf alive

by the Throng. (game over)

VICTORY: (You eliminate the Health of all Goblin Soldiers and the Minot).
& st 3
‘\ Exhausted from the battle, you can barely stand. The pile of Goblin corpses teeter

. Put'3 Goblin Soldiers info in the wind. You begin to work loose the Dragon’s chains. As the final pin is

* play for each Hero. broken, the White Dragon rises up and regards you. You pray this wasn’t a mistake.

“You are free to go,” you speak gently. The Dragon makes no move as you glance
toward the ruined tower on the distant horizon.
GOBLIN SOLDIER “l wish to learn more about your kind. I’'m going

: Campaign Enemy

HITE DRAGON
to consult the sage at the old tower.” The L Campaign Ally

Dragon lowers its neck for you to mount it.

REWARD: Add the White Dragon Ally to your
roster. (continue on page 8)




 ‘ave peacsé
nd you believed them? When dld you make this deal with the

DEF EAT: (The informant dies before you have 24 Gold Cost in your Fate Route.) You tlghten /\e rack three
more notches, and you hear the snapplng of/tendons. The man squeals out'in pain ashis I|mbs tear away from his )

- ‘to*rso., The wllagers stare at you in horror/ ”I’m trying to keep you all safe, 87
: i P

You are no wiser now than when: you began, and you have Iost the falth of the vnllage. Perhapslt would be best% ‘
" consult the'sage. No Rewar}i\ >
/(contmue on page 8)

VICTORY: (You have 24 or more Gold in your Fate Route.) You bring your hand -

to the lever to tighten the rack once more. “I don’t think you can take much
more,” you whisper. “Please,” the grizzled man moans, “I've told you
everything.” “What makes you think the Orcs would honor this arrangement?”
you say with a frown. He whimpers once more, “The Orcs work for the old man
in the tower. He needs the Chief to stop the Dragons.” Finally, something of
value. You release the grizzled man from the rack, and he lays on the ground

’ INFORMANT

Campaign Enemy

weepmg Can it be true? Best to be careful when you confront the sag¢

Informantloses 6 Health: You may
Banish a card of your choice from
your Fate Route.




1 traveled She is dressedina strange fabric that seems comple'

unrestrictive to her movements.

my people?” g :
“My tribe has been havmg some trouble with Dragons
_you reply. “I seek counsel “ s

: and save our wllage. j
She shakes her head, “As | said before, we do not control our Dragon.

DEFEAT: (Your Hero [and your allies] loses all Health. ) The Ninja throws another blade mto y/our back. You stumble
toward the ground A pool of your blood t’ralls behlnd you as your crawl ck towar s the&path ”Plty, she says.

rmg,\and you-lose Yy rb\reath Your ED roIls to the side of the road Pamckmg, the pain amphfles in your final
moments. As consciousness begms to fade; all you can think is how bad your Iegs hurt. (game over)

VICTORY: (You eliminate the Health of the Ninja.) She falls backwards, and

hold your final attack. “I should kill you for your trouble,” you spit angrily. "o'uif
Dragon,” she pants, “it strikes at us too. The man in the tower knows how to
control them.” You glance behind you and see storm clouds forming above the
tower at the furthest reaches of the horizon. “If | let you live, will you promise not
to kill me?” The ninja nods and mutters, “I feared you would attack my village for
our Dragon.” You nod, “l was considering it. But now I think it would be best to
have an ally when | visit the old man who tames Dragons.” The Ninja slowly rises
and smiles, “Perhaps you aren’t as foolish as you look.”

ﬁ,iaiNinja takes no damage if you have less
*“Wv. than 2 Control cards in your Fate Route.




It your head questioningly, “Then why are you here?”
: ",Liéh's tower held the green Runestone,” the old man scoffs.

ﬂ Help Xernon. (continue on page 9)
B He is untrustworthy. (continue below)

r'unge at the old sage, and he steps back, pulling a lever at the base of the tower. A group of
Ieased from the tower and mstlnctually rush to kill you. -

- DEFEAT: (Your Hero [amiyour allies] loses all Health. ) The creatures begin to ¢ /ﬂsh
HORROR R >
' Campaign Enemy the bones of your extremlt(es, blood pourmg from your wounds. “Sto ,”‘Xer,non
commandsfﬁls horrmc éasts; “I heed hlm\allve.’f A green

magic for all. tlme. (game over)

VICTORY: (You eliminate the Health of all Horrors.) Xernon cowers in fear as you
drop the body of the final beast. You grab the old man by the throat and growl,
“Where are the other Runestones?”

REWARD: Choose a 2 to 4 cost Agro card from your'Fate Deck‘ and re ylac

to the Hero or Ally
with the most Health.




the great tower, you see he shattered stone
once the Green Runestone. In the Ilght of the moon, there

return to your rightful prison.” Maglcal armor encases the skeleto ¥
| stares at Xernon.

body. Xernon smiles, “And with you here, | can feel my m‘agip p

A Time for a better ally. Stop Xernon. (gain the Death knight as an ally)
B Xernon needs help. Stop the Death Knight. (gain the Archmage as an ally)

/ You take your turn first. The Archmage (campaign [ DEATH KNIGHT
enemy) attacks Shields first, non-shields second, _ Campaign Enemny

then Death Khight Ally.: The Death Knight'’s

(campaign enemy) Skeletons attack Shields,

_ non-shields second, then Archmage Ally.

DEFEAT (Your Hero [and your allies] Ioses al/ Health. )

The two speII casters hurl lightning and e

dralnlng maglc back' and forth Xernon th‘rQW&q_ A Y

flrebaII%c theﬂeathK,mght who\reflects it bag/
ne-fire baII hlts your chest, and yautgnlte Your

flesh sears and melts a/you stumble from the

SR

towershe»ght (game over) W =

/ VICTORY: (You eliminate the Health of your
%, DEATH KNIGHT : 5 —
)] Campaign Ally Campaign Enemy.) Standing victorious over the ARCHMAGE
corpse of your enemy does not bring you - FUSTPRIETEIGTIY
satisfaction this day. You feel the looming dread F
of a long journey that has only just begun. You
slowly turn to your new ally and mutter under

your breath, “Now what?”

If Archmage was your ally continue on page 12
If Death Knight was your ally continue.on page 13

. Put up to 2 Skeleton Tokens into

i

p

Lﬁ play with 2 Shield and Exhaust: 2 Damage.
) (When one dies, Banish it.)




