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A 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 —



" toward the village well. You clamber down the railing and
off preparlng for battle once more. )

DRAKE add:tlonal Hero in your party)

Campaign Enemy

DEFEAT (Your Hero [and your allies] loses all nglt//r At

/jmaf others;

No reward‘ contmue on page 2)

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 attacks.

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)




; You take your turn second. There are 3 Rebels
gﬁgﬁf;ﬁwmy ) (+2 Rebels for each additional Hero in your party). &

=

-DEFEAT: (Your Hero [and your allies] loses all Health. ) The gnz;zled townsr?an raises his
plckaxe to finish you off,. but he |ycut down at the kr@es The Chlef' rds gl:ab the
:':remalnmg rebelsas 1'7he Chlef approache“. 'V Pic

wnto the Chief’s faeé’ The Chlef WS “his face w1th a rag and

W|th,hLmJ"says thé\Chlef No Reward i f :
(contlnue on page 6) \- ' 2o i

VICTORY: (You eliminate the Health of all Rebels.) “We are wasting our time flghj:]ﬂ
amongst ourselves,” you spit. “If we don’t bring the Chief to Yagon Mountains, t

village is doomed,” the grizzled townsman growls. “Who told you that?” He just smile

Banish an Agro card in Sigh. This is going to be a long night.
each player's Fate Route.

REWARD: Choose a 1to 3 cost Support card from your Fate Deck, and rqpr

A These rebels 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)




BOWMAN \ hA\g Her dead eyes stare back into the black nothingness beyond. A merc:

- Campaign Enemy

think to yourself. These Savages would have eaten her alive.

You take your turn first. There is 1 Savage and 1 Bowman

(+1 Savage for each additional Hero in your party).

- DEFEAT: (vour Hero [and your allles] loses all Health. ) The inj red Bowm/a/n binds your

. arms/with rope. rAs he Walks yod back to the Throng enc: nen ; yoél-manage to cut’
> the bmdswnha m/ll concealedkmfe Wlthout the Sava

Dfagon' Chalned and,l " 'ured No Reward (cont/nue on page 4)

S VICTORY: (You eliminate the Health of all Orcs.) After dispatching the Orcs, you
ﬂ iﬁEach IREVCRUEICERREICEN  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 see it there chained

A

S-T\VAGE to their stone wall, the White Dragon.
Campaign Enemy

3 = . REWARD: Choose alto 3 cost Agro card from your Fate Deck, and replace

ﬂ 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)




You take your turn first. There is 1 il N
(IS R @ Weak Spot and 1 White Dragon.. " Y\ﬁﬁl{ﬂ%;ﬁ?
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 ng the Dragon sneck rumblesr\‘ou /
»are kn0cked to'the ground as the cha ,‘
: breaks and’the—Dragoﬁ\uses/up abof%u
Its mouth closes aroundydur Walst as you
,féel th/swo/d -like teeth sink through your
flesh Your bones crush under ItS‘JaW ‘
. ’1"' to each Hero if Weak Spot or \ stqength andyoucry a muffled scream as it

Gain VICTORY; if you eliminate WEAK SPOT

White Dragon are damaged. \
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 still chanting




MINOT
Campaign Enemy =
L

A : DEFEAT: (Your Hero [and your allies] loses all Health ) The Goblins T:/VOU down.
Another of their serrate‘d ‘rus vblades plercesyou ‘and. the atta£ tWISts the blade /o
béfore removmg ity fearmgf esh and. muscle. You gaftturtoo e [ >
- anymore. The?éblms notlceyour changq in demea "/and begln bltmg into your skin. W
~ You feeI hundreds offjagged teeth sink mtc;your flesh, rendmg the meat from your

/ ] bones Your eyes rolfback//n y/r final moments\as you are eaten allve by the Throng.

b

; O -

(gameover) 4\

g \ : b€ VICTORY: (You eliminate the Health of all Goblin Soldiers and the Minot).

i x from the battle, you can barely stand. The pile of Goblin corpses teeters in the wind
. Put'3 Goblin Soldiers into You begin to work loose the Dragon’s chains. As the final pin is broken, the White
* play for each Hero. 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. “I wish to learn more

about your kind. I’'m going to consult the sage at
WHITE DRAGON

GOBLIN SOLDIER

: Campaign Enemy

the old tower.” The Dragon lowers its neck for
you to mount it.

’

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



‘,.‘

/.
b

DEFEAT: (The informant dies before you have 24 Gold Cost in your Fate Route.) You tlghten /the rack three more notches, and
: you hear the snapping of tendons. xThe man/SqueaIs out in pain as hls I|mbs tear away from his- torso. The vrllagers star%

when you began, anMou he{le Iost the falth of the wllage. Pérhaps it would be best to consult the sage. No Reward
»(contmue on page 8) -

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

Campaign Enemy

to the lever to tighten the rack once more. “lI 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
weeping. Can it be true? Best to be careful when you confront the sage.

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




reply. “I seekcounsel g, AR

“We have never seen our Dragon fIy toward your ﬁllagv

our vnllage.
She shakes her head “As I said before, we do not control our Dragon :
' send it to help you.”

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 tralls behlnd you as your crawl baek towal s the p th-JSPJty,” she says. “l had no
quarrel with you. Now \wﬁr wllage W}ILhave ong Iess warrior.” You feel a-sharp pain at your neck.,Your ears rlng, and/
you lose youpbreath Yo\ur head rolls to the side of the road. 7Panlciang, the pain amplifies in your flnal moments. As
conscnousness begms to fade, aII you can think is how bad your legs hurt. (game over)

D

your final attack. “I should kill you for your trouble, you spit angrily. “Our Drago i
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, “l feared you would attack my village for our Dragon.” You nod, “I
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.”

A

{" REWARD: Gain Ninja Ally {cqntinde en ndge 8)

ﬁ ﬂija takes no damage if you have less
v than 2 Control cards in your Fate Route.

2




| 0 Help Xernon. (continue on page 9)

B Heis untrustworthy. (continue below)

HORROR
Campaign Enemy z bones of your ex’tremltles,/ﬁlood pouring from your wound

comme dS/hIS horrrflc beasts. “I need hlmallve. A green ke courses through your
- body, as‘\he Runestone teactlvates. Your dylng soul |II feed this tower’s magic for aII
~ time. (game oVer) ; ‘ By

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?”

to the Hero or Ally
with the most Health.

f»%ﬁg@’ g




' moonhght into the center of the Runestone. A corporeal h

skeleton slowly rises through the shattered stone. -
‘ Xernon breathes excitedly, “Arise, Lich, and return t
- rightful prlson. 3

A The other may be a better ally. Stop Xernon (gain the Death knight as an aIIy)

B Stop the Death Knight. (gain the Archmage as an ally)

" You take your turn first. Archmage (campaign enemy) ¥

{:\RCHMAGE attacks Shlelds first, non-shields second, then Death DEATH KNIGHT
ampaign Enemy Campaign Ally
/ 250 Knight Ally last. Death Knight’s (campaign enemy) : A
Skeletons attack Shields, non-shields second, then
Archmage last.

_/DEFEAT: (Your Hero [and your allies] loses all I-;ea/th ) The

. two great spell casters hurl lightning and Ilfe dr/ammg
magic back and forth Your attacks go unnotlged Xernon
throws a fireball at thd Death Knlght who reflectsflt back.

/The great f|reb?{ﬂ hltyyour chest and’yau' nlte. Your
fiesh sears an(/'l melts_as you stumbief Om the tower s
,helght The |fhpact doesn’t k|II ydu, and you feel your ﬂ - Put ip o 2'Skeleton Tokens info
bones fraetu . Another /llghtnfng strikes and the tower play with 2 Shield and Exhaust: 2 Damage.

itseff Tumble Idrches and falls. The moment befo/re ‘ (Whenlone dics, Banish'it.)

tm

XTI

the tower crushes you, you eagerly‘antlupate the’ end ’ -ﬁ

ARCHMAGE . to your agony. (game over) \ DEATH KNIGHT
Campaign Ally £ C 4mpe 1ign Enemy

VICTORY: (You eliminate the Health of your Campaign
Enemy.) Standing victorious over the corpse of your
enemy does not bring you satisfaction this day. You
feel the looming dread 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 (}:’qntin’ue onpage13) A‘

S



*

llII

ve never

' me maglc'?" you questlon asyou rub your temples.

llwhy me?"
. The Chronomancer looks away toward a distant horizon. ”Changmg our fate

ou se reﬂectron of yourself as a child and
ie madness of Groal’s stronghold N/




wmgs extend from the backs of their robes, you step back in awe. :
“Do not be afraid,” the three creatures speak together. i
”Who are you?” you ask breathlessly :

|mpr|soned there'-’”
They step closer to you and slowly raise their weapons. “Turn back now, \

DEFEAT: (Your Hero [and your allies] loses all Health.) You feel yomself begln to

slump as the wearmess 9f ‘battle sets in. TheA hons swoop in from three
~ directions )aﬁd cross their halberds around your body. A warn | 0
- you from/ wnthm their cr6§§ecrwea’pon ]'he I|ght begl"ﬁfte push throdgh yo"u"r
=t Bde wkh a tanglble/ferce/as the warmth i mcreases to'searing heat. Your eyes
t skull and you screech as your blood bonls within. (game over).

VICTORY: (You eliminate the Health of all Archons.) The three Archons
vaporize to dust as you strike the last one with a fatal blow. You are thankful
those creatures were still mortal. You look to the horizon and faintly see the
old monastery. What are they hiding in that old Church?




ight:t‘he stench.
They were once men, you know,” Xernon smiles. “Maybe some of.

. troop of Orcs and their leader.
; ”Trespassers!" the Chieftain howls.

You take your turn first. There is 1 Berserker and 1 Chieftain "
CHIEFTAIN (+4 Berserkers for each additional Hero in your party).

: Campaign Enemy

you expect your-own .

“be no mercy kill fp/ou. As they growbored W|th the. meal t ey*fander away. Y
- see parts gf/your( fms arid legs around you, and you‘f‘ entralls qullmg to the dusty
}g\round Throug | Qored’ breathm{

/"to the mewtable. (gamé over) N \

N

VICTORY: (You eliminate the Health of all Orcs.) With your final attack, the
Chieftain falls. You turn to Xernon who is still electrocuting another Orc with his

. Put a Berserker into R e Bnallv. hoti Bt nd
* play for each Hero. agic. Xernon finally notices your glance a
scowls, “Are you ready to face your demons?”

BERSERKER

Campaign Enemy

for each Hero, Recruit,
and Ally in your party.




you?" you ask.
“My bride must be returned to me,” the Deathknlght hlsses
- no human can kill me.” : Pl
“How does one achieve that'-’ Tell me of this magic,” you ask
g The Deathknight finds the grave he was searchlng for and cu", «iH P
the dirt with his bony fingers. ”Not magic. A curse. Ikilled my brotifé i d
* was cursed to walk the earth as an |mmortal ” the Deathkmght

“What did your brother do to deserve death'-’” you ask

TEMPLAR :
Campaign Enemy : sockets, a black oily substance pours out from the skull’s openings.

“And this is your bride?” you ask uneasﬂy.

them the essence of their ancestors.” The oil continues to trail from.thevskul |
ground and begins to take the shape of a woman. ; :
‘ A group of paladins led by a mlghty warrior enter the cemetery
“There they are,” the Templar bellows pointing at you. ”K|II them _ I
‘they finish their dark ntual'"

You take your turn first.' There are 5 Paladins and iTempIar
(+5 Paladins for each additional Hero in your party).

ﬁ _ Slay all Recruits and Exhaust DEFEAT: (Your Hero [and your allies] loses all Health.) ﬂno er blade rends through your
i the Allyavitie mest Health. /stomach you collapse to the ground Wrthout hesrtat' g, the Deathknlght mutters an

_~ incantation, -and your ||feless corpse ses to ( inue > the f‘lg‘ t. You are faintly aware :

4  off thebattleyou paftakem. A spectafﬁﬁ n your own I|feIess bodys ”Welcome to o !

PALADIN \ “eternity, my friend. Now you\cannot be killed either,” the Deathknlght smiles. o

Campaign Enemy l
(game over)

~ ‘

4 .
3 -

VICTORY: (You eliminate the Health of all Paladins and the Templar.) Amidst the
mountain of armored corpses, the oily female form begins to solidify into human flesh.
Clothed in a shadowy vapors, she looks more like a ghost then woman.

REWARD Choose a 3 or 5 cost Control card from your Fate Deck and rep
your Hero's Starting Deck. For the remainder of the campalgn,‘y J
Deck will keep that adjustment (contmue on page 16)




\ _ You take your turn second. Each turn, 7 Goblin soldiers and 1 Gobli
fggh‘g‘n SOFDIER mage are generated. The Goblin Soldiers deal 1 damage to Shlel
? Xernon if there are no Shlelds.

X /,.»' _DEFEAT: (Xernon loses all Healfh.) You see the Goblins\{::?l to feast on Xernon as-—
S v . youare overrun. The flaming eye ‘gazes into you, and you-are overcome by dread and
the emptmess of an ummagmable vond. B¢eyond '_rE“‘ol‘apd any sense of self, you

ing more than ‘Empty teachlngs of your

realize the cénstruct\s of your- being rene
tribal ancestors. There'i lsno méanmg No truth. Xernon’s panlcked eyes look to-you
plead‘ﬁgly, but nothing remamsof you. Onlyhunger. Xernon screams as you join in

- e N
\ <

the feast. (game over) /

N\ -

VICTORY: (Xernon survives to turn 7.) The

flaming eye widens, and the fire that once - A
X : GOBLIN MAGE

glowed orange and red has changed to a white - Campaign Enemy

flame. A pulse emits from the Egregore, and !

the remaining Goblins fall lifeless to the ground. You catch your breath, notice the

ground is rumbling, and hear a distant roar drawing nearer. Xernon slowly stands,

“Brace yourself, my friend. The real war is about to begin.”

. R —~

S

st



“They could teach us how to defend ourselves,” you say, mstea

1

concealing the truth from us!”

‘ You take your turn first. The Aeon has 100 Health
(+100 Health for each other Hero in your party).

AEON

: Campaign Enemy

catclyyour breathe. The Aeon floats cIoser to, you andtouc g
vg,lth its fm rtlp* "There, there, chlldf" th
: ing W|th|n, behmd your eyes. The back
e of your skuII bursts open,expellmgfthe mner workmgs of your mmd llke a firecracker.

. ’/Eb ¢ our body collapses to the ground, \and the Aeon fades from your plane of existence.

B
\ <

- (game over) e ; i

~

VICTORY: (You eliminate the Health of the Aeon.) In a desperate attack, you lunge
against the Aeon and push it backward. It crashes into the Red Runestone, and a
¥ shimmer of red light emanates from the stone. The Aeon looks down at its
ﬁ : Slay all Recruits, Z,IE( impenetrable armor casing. The giant Serpent bursts out of the Runestone through =
the Aeon, splattering blood, and glowing white energies. Coiling out of the Aeon’s |
‘ '( he red light from the Runestone fades to darkness, and the enormity of the great Serpent is finally realized.




' ”Father of Lies and Lord of Chaos,” the Death Knight reverently says.
With these three united, the dragons will not stand a chance, nor w‘i4II

A Push the Death Knight through the portal and attack the Wraith.
B Push the Wraith through the portal and attack the Death Knight.

R 15 B

' e S — DEATH KNIGHT
YOU I‘\OW sha!l have no end (gume Over) i = ; = (6F: Empus.n Enemy

VICTORY: (You eliminate the Health of the Death Knight OR Wraith.) A final swing
and your enemy is decapitated. You try to catch your breath as the hairs on the back
of your neck stand on end. Another glowing portal opens, and the corpse of your

- enemy is reformed through some black magic. You are both pulled through the
-p‘,d;rtal to see the great Serpent, coiling through the rubble of the monastery.

Fhoase any card from your Fate Deck, and replace a card in your Hero’s
: or‘ he remamder of the campaign, your Hero’s Starting Deck will

: Put 3 Skeleton Tokens into
play for each Hero.




RED DRAGON
 one could survive thIS, but perhaps wrth a N
' little luck, you can use what’s left of your
life to rid the world of these
monstrosrtles. :
You turn to Xernon and ask “Any
. last words of advice?”

The Archmage nods, "Don’t die.” §
| You take your turn flrst i

‘DEFEAT: (Your Hero [and your allies] loses all Health. ) Or'ie/of the dragons
grabs you and throws you mto Xernon. There is no llfe’[eft in him. Xernon’

¢ wrll not be able to ;hut off the beacon. As theb drams from you, you

' glance up and see the beacon of Ilght‘drawmg thousands more dragons to

’thIS place. Your hubris has brought them all together. They will breed

unchallenged and your world will be overrun. (gqme over)

{
— o
»to each Hero X

ﬂ ;1 ©« in the party.

AN R

BLUE DRAGON
Campaign Enemy

falls to your attack. There are thousands of dragons now circling the beacon
of light. Xernon changes the enchantment of the beacon once more, and the light
changes to lightning, electrocuting each of the flying beasts. As they fall to the
ground it shakes in a great earthquake that must be heard around the world. Your

ﬂ: Banish the highest cost &
card in each Fate Route. =

SILVER DRAGON
: Campaign Enemy

GREEN DRAGON

Campaign Enemy

to the Dragon with ﬁ SES tolthe Herotwith i
ﬂ (%) the lowest Health. > 21 5{ the most Health. P

o ., Wi S _v,\.:&’ Vi l‘y‘ /_/ st

—— ——— fis e .



The Serpent Iaughs atyou, and your souI shlvers. “The Blue
in the womb of the underworld ‘That way was closed off by

Y

0 “What do | have to lose,” you lament. (continue on Campaign 3 page 10)

B “rm tired of trusting liars,” you shout. (continue below to kill the stranger)

ﬁ:

STRANGER

Campaign Enemy

| Sit]

Discard 3 cards, Slay all 5

Allies and Recruits, then

You take your turn first.

down and see age has‘(aken you. Old Ahlte-halred an rely able to move, the

: Strange\r turns and Wa\lks away from you. Consumed by the bitter embrace of time,
you are returned to dust (game over) it :

VICTORY: (You eliminate the Health of the Stranger.) This stranger’s magic is odd.

He moves too fast, and his movements are disjointed. You barely had a moment to -

fight. In a mad struggle, you are able to turn his glowing staff against him. The -~ ‘ﬂv
glowing red circle in the center of his chest dissipates, and the stranger explodes i

dust. “Now for that damned snake,” you cough.



’ThérB) ,‘ thknlg éh theWré?tH

e Serpent eme e from h|s murderous rampage from within t

none shall kill me.”
The Serpent nods and Iooks toward the heavens, ”The Mak

Iove a good curse.” ‘
The Wraith scowls, ”Too Iong have we been |mpr|soned witl &u

powers bridled.”

. The Serpent turns and sees you |n the rulns of the '
- narrowing he cries, "Vengeance is mine.” :

You take your turn First.

DEFEAT (Your Hero [and your allies] loses all Health. ) You are held down by the Wraith w/hsome ethereal spell. The
Serpent smiles, but he does not stnke, as the/ Death Knlght casts some greater incan atrone‘As a black smoke surrounds 5

you, you feel your skin spllt op)én aII overyourbody and your own bloody ske
smew, org\ns,/ancl tissue alike. Your husk of meaty flesh drops tothe ground as the bones that once held you together

/ now follow the command of ahother (game over) ~ : L e ‘ g

AQ’VICTORY: (You eliminate the Health of all Campaign Enemies.) With the Death Knight and Wraith fallen, only th
Serpent remains. With a quick strike that you were not prepared for, the Serpent swallows you whole. As its throat
constricts against you, you find the strength to push your battle worn blade through the flesh of the snake’s neck.

B i /‘ — . J 4
SERPENT ) N j DEATH KNIGHT
Ce ai nemy Campaign Enemy

Campaign Enemy

: Put 3 Skeleton Tokens into
play for each Hero.

. Slays the Recruit with the highest
* Health for each Hero in your party. Pk

T o TP »r




- “Give me the orbs,” you growl. The Chronomancer turns slowly.
“They would destroy you. You cannot keep them,” the Chrdnomancer replies.
“Neither can you,” you bark as you lunge towards him.

“DEFEAT (Your Hero [and y ya\ur a/I/es] loses all Health.) The Chron mancer touches your chest with his staff.

‘Suddenly, time lurches to ‘ahalt. You look down and see your flngkrnalls grow to a foot long. Your hands
: "wrm\le and spot with age. The hair : : i 0
' _ccSugh blood and tééthl.f'rom your mot th Your chest caves in, before you fall to/ne f|0.Qr and shatter to:

&

meaty pieces. (game over) s i : AP/

-

CHRONOMANCER
Campaign Enemy

i @A\ VICTORY: (You eliminate the Health of the Chronomancer.) As you strugg_lel_.tid :

red orb clanks to the floor and cracks. In an instant, the Serpent rises abov‘e‘y :
both and leeches the soul from the Chronomancer, now an empty husk of dried
bones. The Serpent crackles with a distortion of time. “What have | done,” you
weep. “Let not your heart be troubled,” the Serpent grins. “Everything is now as
it should be.” You realize this is how it was always meant to be. The Serpent can
now travel through time and replay any event a thousand times to be the outcome
it desires. In your vain attempt to change a dark future, you have caused it. You
are reminded of an old symbol. A snake eating its own tail. You failed and may.
‘ § have caused every hardship humanity has ever faced, just as you were aIways-
e i | meantto.

& | S5SE)
(THE END—Your Hero gains the title AUROBOROS.)

A soYor Each player Banis!
ﬁ: ;g@r ach player fll‘lls hes a

; card from their Hand.




the damned. : He turns from you and regards the Death Knlght and hrs'brl‘d
,” the Serpent begins, “Be’eala, you are free to roam the earth, and do
what is right in your own eyes.” As you watch them go, the Archmage steps :
forward from behind the ruins of the church. el ‘
“Xernon?,” you exclaim, surprised to see him once more.
“Don’t trust anything this one says,” Xernon says sternly.
“Oh ye of little faith,” the Serpent grins. “Have you come for your reward?” )
“In all my life, I have never sworn allegiance to you,” Xernon scowls.
53 ”Where do you thlnk your maglc comes from"" the Serpent hisses. ”The Ma(ker

A \ ”The Ruler of Darkness chose to contain the demons to Hell, and in turn, I released the

ragons mto your world,” the Serpent begins. “l will permit you to undo the previous exchange.
You look at Xernon confused and speak, “What does it have to gain by this?”
”Unllke the Maker, I believe your kind should always have a choice,” the Serpent smiles.
"But you are our adversary,” you contend. “Either choice will be our doom.”

erythmg you would keep hidden from us.”
”Kneel before me, and | will grant your request,” the Serpent hisses agam.

s You shake your head. “Xernon, no. You said yourself not to trust it.” ;
Xernon dlscreetly hands you a small satchel. “We will test the snake with my life,” Xernon

Q Choose Demons. (continue on page 22)
B Choose Dragons. (continue on page 23)
C Go to the past. (continue on page 24)




T 'e Serpent nods and smlles, “Let there be darkness. Thesun ,j i

RULER OF DARKNESS K
Campaign Enemy

‘the heat. The sensatlon of meltmg flesh is all you feelas you ,sllp m{d
darkness. (game over) gl el

VICTORY: (You eliminate the Health of the Ruler of Darkness.) You maneuver
your opponent to the edge of the ruins and are finally able to knock him into

the rocks. His head smashes into the stone, and the burning fires extinguish.

The Serpent is long gone. But even after your enemy is vanquished, the sky

doesn’t brighten. The sun remains shrouded in darkness. Something has

e ¥ ;jlr fon, 9 Hero, i cach Fiayer Danishes definitely changed in your world, perhaps not for the better. (THE END—VYour
Hero gains the title DEMON HUNTER.)

NS

\)

¥

=7
=




L& BIackrldge monastery. The beast is far greater in size than anyt
% ?\% _you’ve seen before. / 5
%

. “What the hell?” you mutter under 'your breath

‘ LEIIFI)DHEIT XVXRM .S ,DEFEAT: (Your Hero [and your allies] loses all Health.) Weariness has'\
taken you before the Elder Wyrm places its foot on your chest.

| When it shifts |ts welght you WI|| be crushed to pulp. “You'll never

defeat us all 4 ou scream deflantly “Even at our weakest, we
outnumber you~a ousand to one.” The beast Iopks down at.you
-and grins fiendfshly e dragon lifts its foot and a\ multltude of
boulders drop onto youl& ody. You are pinned down, but not
crushed. The boulders have sorpe klnd of slick trans" icent outer/
layer. No, not boulders. Eggs. The EIder Wyrm wasé fémale.
Pregnant Under the mountaln of eggs, |t takes you 'several days
before you die of thirst. You regret the chaIIenge you gave to the

Dragon about humanity.’S strength in numbers. '(game over)

to cach Hero, Ally,
A : 419} a(;lzaﬁemfi? % VICTORY: (You eliminate the Health of the Elder Wyrm.) The Elder

Wyrm lays in the rubble with its eyes wide in anticipation of its own
death. It mutters under its breath, and you understand its words, “It will never end for your kind. There 1
will always be one more dragon to slay.” You nod and retort, “Then we’ll have to look within ourselves to "‘
change the world.” The dragon struggled to say something more, but its eyes roll back. The cold still of o

death overtakes it. “Peace to you, my enemy,” you state with a modicum of respect. Peace. Perhaps I've
finally earned some of my own. (THE END—Your Hero gains the title DRAGON SLAYER.)

\)




You step through the Serpent’s portal and into the ancient city of
Trent. It does not seem so ancient here. Where could the Serpent have
gained the ability to send you to another time? No wonder he is so
difficult to dispatch.

You see a city official and step closer. “Can you point me to a
tavern called the Bony Buzzard?” you ask politely. The guard eyes the
- satchel you hold and extends his hand expectantly. You furrow your
brow and remark, “Nevermind. I'll find my own way.”
The complacent official draws his blade. Great, this whole town
" must be ruled by criminals! You ready your weapon, and an arrow
pierces your chest. You stumble and see an entire troop of guards and

archers running towards you.

You take your turn second. There are 3
Complacent Officials and 1 Ranger. Add 1
Complacent Official and 1 Ranger at the end of
your turn.

DEFEAT: (Your Hero [and your allies] loses all Health.) Laying
in a pool of yo‘ur\bwn blodd, you breathe in‘thé‘liquid taste of

' iron with each gaép‘for brea;h_,":The many é’vr(ow.é’ in your chest rise
and fall as you éﬁé Y ttef d air. The-off_iciél\grabs,thq satchel and X
‘rummages ‘t‘hroﬁgh it. “ Vo coin ‘aftgr'a"i'it_*lﬁ g“qard c\uckles jtp\hims‘g‘lf, as
he finds a sealed note. He opens the parchment and reads it to himself. “
signed by Ehatfbastard, Xernor}!"Gét the C(ime\lord!ff Tﬁé\ﬁunig_\nllay from
your murder, and you exhalg'your last breath, knqﬁyin"g you have\indeed‘?\
changed history. (gamev,,o‘ver) v ‘ :

VICTORY: (You eliminate the Health of the Campaign Enemies).
Stumbling out of the alley, you see the old tavern. Blood pours down your chest and legs as you enter the
saloon doors. You see the adventurer sitting at the table. He looks confused when you hand him the
leather-bound satchel. “l need your help,” you cough. “Hide the satchel and meet me in the back before
it’s too late. I'll explain everything.” As you dart towards the back exit, a
spear tip impales you. Then another. More warriors from the crime

Eﬁﬂgﬁﬁmv N syndicate? They make short work of you. Lying there on the floor, slipping

into darkness, you feel a sense of fulfillment knowing in your heart that your 3
sacrifice in the past may help insure a brighter future. I did it, you think to N
yourself. | have changed the course of history. ;

(THE END—Your Hero gains the title INCITER.)

. Slay the Recruit with the most Health.
* Each Hero Discards 1 card.




will not choose Dragons or Demons. | will not try to change the p
or accept any bargain you offer,” you scowl. “l W|II not accept the
fate you lay before me anymore.”

The Serpent’s frown shifts again to rage. “You can’t even'
here! There was no path for \gou to come to this decision,” the »

Serpent screeches. ”How dld you come to th|s conclusmn?!?,’,'

”NOOOOOO ” the Serpent howls. It opens a portal and s||the‘
through escapmg to some other place.

' alone. You turn to see a man robed in white. He is unimposing, but there is
" strength in him you cannot help but fear. His eyes look upon you like burnmg coag
and you sense that somehow you know hlm, though you are sure you’ve never met
} “Am | dead?" You ask quletly

".

t : nk I’ue managed to step off the path you whlsper. The man robed in whlte steps to \('M r

‘He gently puts h|s hand on your shoulder, and your eyes weII up W|th tears. e
”AII this noise. The moral dilemmas. All the games we’ve pIayed The flghtmg and the hate."

Behmd watching you walk away g f

”I have a future out there somewhere, you call back to the man. “Something tells me we will

%
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DISTRACTING RUMINATIONS
Reward

Play first. Discard 1 card.
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. ORBS OF FATE
7 Reward

:Slay a Campaign Enemy that s
could normally not be slain. g
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