Adrammelech, the chancellor of
hell, calls the infernal court to
order. Shuffle this card and all
Demons on the board or in the

discard pile back into their
} decks. =

? ANGEL KILLER

Stranger

If you are good, lose 1 life.
' Otherwise you may discard an
Angel trophy to look at a
number of cards from the top
of the Adventure deck equal to
its Strength or Craft. Choose 1
Magic Object to keep and
discard the rest. If there are no

Magic Objects, gam
% 1 life instea
4 »o 4

Magic Object
Only evil characters may have
Babalon’s Cup.

You may kill a Follower to heal
a life. If you encounter a
Follower that you cannot gain
because you are evil, kill them
to gain a life.

e e
Enemy - Construct

CRAFT: 6
If you are evil, you must lose a
life when you encounter the
Altar Golem. When you defeat

it, place the Chapel e
g on this space.

ANGEL OF GRACE ™

The Angel of Grace descends
from heaven to guide you
toward redemption. If you are
good, gain a Talisman. If you

are neutral or evil, she converts
you to good
; 3o 4 & a e 7

L " Follower !

Cursed ° Steed
When you move through a space
with an Angel or Demon, your
movement ends.

You may end your 4
turn to evade an =
%@y,  AngelorDemon.

You may lose a life to pray at the

Altar of Baal. Roll 1 die. On a 1-
4, place a discarded Demon on
top of the Adventute deck. On a

5-6, add 3 to your Strength and
Craft until the end of
your next turn.
) & o el )

Roll 1 die and add 1 if your are
neutral, 2 if good.

You are Killed.

Become good.
Replenish all your
Fate.

Heal all your lives.
Take a discarded
Follower.

Gain a Quest

o Us av-

&. _ Reward, ﬁ

BAPHOMET

a5

Stranger

You have stumbled upon
Baphomet’s dark sabbat. If you
are evil, gain a Spell. If you are
neutral, you may become evil.

If your are good, discard a
g Spell or lose a life. =

You may sacrifice any number
of Followers in the fiery Altar
‘of Moloch. Each Follower killed
gives you one die to roll as if
praying at the Temple, and
adds up to 1 to the result. If

you are good, your do not gain TR e e W
a die for the first Follower you P i) s

kill but become evil You may evade Demons.
g instead. } 5

Magic Object

Only evil characters may have
the Amulet of Sin.

i Magic Object

Armour
'Only good characters may have
the Armour of Faith.

If you lose a battle or psychic
combat, make a prayer roll.
Add 2 to the result if fighting a
Demon or an evil character. On

a 6+, the encounter becomes a When you miss a turn,
stand-off. ~ replenish all your
Fate.
4 v 4 o Lo ENSE 5 3 —— & o' S

Cursed
When you gain a Strength or
Craft, miss your next turn.

e
Lunar Event

When revealed, flip the Time
Card to Day.

Before a good or neutral
character fights in battle or
psychic combat, they heal a

life.

When revealed, place the
Baphomet Shrine on the Chapel.
Characters encounter the Shrine

as if encountering the Chapel, Discard when Night falls.

but evil characters are treated
as if good and vice
MErsa Y . .
; y- £ Lou BRSSP ¥ b £ hos BNEEW

Only good characters may have
the Amulet of Virtue.

Add 1 to your Life value.

g You may evade Angels. !

When revealed, flip the Time
Card to Night.

All Dragons and Monsters
become Demons. When a good
character encounters a Demon,

they must lose a life
immediately.

“Discard when Day
% breaks.

Lunar Event

When revealed, flip the Time
Card to Night.

After an evil or neutral
character fights in battle or
psychic combat, they gain a

life.

Discard when Day breaks.




)

" Enemy - Demon

STRENGTH: 2
Although sired by incubi, the
Cambions are still children.
Good characters do not roll
attack dice while in
battle with them.

Magic Object
Add 3 to your Craft.

If the Coat of Colors is ever
removed from your possession,
lose 1 Craft as well.

No good character may have
the Demonic Tutor.

At any time, you may lose a

Follower

life to gain your full

Spells.

compliment of

o B

b

'-finemy - Demon

STRENGTH: 2
Although sired by incubi, the
Cambions are still children.
Good characters do not roll

attack dice while in
g battle with them.

)

Cursed ° Trinket
' When a good character in your
Region loses a life, gain 1 gold.

If a good character in your
Region is killed, you are also
killed.

Ditch Coins of Judas if you are

% good.

Cursed * Trinket
While you have the Devil's
Contract, you always have a
Warlock Quest.

When you lose one or more
lives, lose an additional life.

When you complete a Quest,
you gain an additional Quest

Reward and may ~
% discard the Contract.

If you are neutral, you may
| gain a discarded Follower. If
you are good or evil, you may
convert to neutral. When a
neutral character is killed, after
ditching their Objects and
Followers, they may
immediately move to this space
without losing their Strength or
Craft and discard 5
~ Castle of Limbo. %

.

?'CORRUPT BARGAIN .

i

)

A demon tempts the king with a
Corrupt Bargain. If you are good,
' you may move to the Castle to
stop him; all good characters
gain 2 gold as a reward. If you
are evil, you may move to the
Castle to encourage him; all
good characters lose 1 life. If

g}u are neutral, you may change

your alignment and =
then decide.

STRENGTH: 6
A Dominatio coordinates angelic
efforts throughout the land. He
adds 1 to his attack score for
each additional
Angel on the board.

> = el

Followers, gain
; gain 1 fate instead.

When revealed, place the
Cemetery Angel on the
Graveyard. Characters encounter
the Angel as if encountering the
Graveyard, but evil characters

are treated as if
% good and vice versa.

Stranger

If you are evil, lose 1 life.

. Otherwise you may discard a

Demon trophy to look at a
number of cards from the top
of the Adventure deck equal to
its Strength or Craft. Choose 1
Follower to keep and discard

the rest. If there are no

No evil character may have
Elijah’s Chariot.

When you pray, on a 6+, you
may teleport to another space
in your Region.

You may discard Elijah’s
Chariot at any time
to teleport to the
%y, . Plainsof Peril. . 4

" Enemy - Angel

CRAFT: 9
A Cherubs guards the path to a
lost sacred site. If you defeat it,
you may roll as if visiting the

lose your next turn. . A

Temgle If you
} would be enslaved,
»

Roll 1 die and add 1 if 1your are
neutral, 2 if evil.

. You are killed.

. Become evil.

. Gain 3 gold.

. Gain up to 3 Spells.

. Take a discarded Object.

. Gain a Quest Reward.

U N~

STRENGTH: 7

A valiant Erel upholds the laws
of heaven. If you have a

Demon or Outlaw trophy, you

% may evade him.

gnce per turn, you may spend

Follower

No evil character may have the
Cleric.

Add 1 to your Strength.

a Fate to heal a life.

el

CRAFT: 7
A Demon has appeared from
the Abyss to cause chaos in
this area. It will remain here

% until killed.

’—Enemyrw Angel

CRAFT: 2
An Eshim kindles a holy flame
in mortal souls. You may evade

him, but unless you defeat
him, he teleports
; you to the Chapel.

v




Follower

No good character may have

If you are evil, you may gain a
Ferthur.

. discarded Follower. If you are

'_Enemy: Angel

WhenBleoETE T ithodt o ] Follower 4 good, W%ght a Strelng}tlh 4 | Magic Object ] Magic Object
/ ; : emon. When an evil character
C L Talisman in your Region rolls a No good character may have is killed, after ditching their Only good characters may have Instrument
RAFT: 2 1 for movement, you choose ond : s i
An Eshim kindles a holy flame Gihich dvecrion th}éy Love i the Fiendish Reveler. Objects agfi F(illowers, the}¥ the Gematrian Tome. When you ?fetaﬁ adDemOéltt}/tou
in mortal souls. You may evade ’ Add 1 F. 1 layRUTIOIE d1a TC BgRIONE 10} thig A fii AU W
him, but unless you defeat YOLTORICH AN 1pR0 SN e “BCE L G space without losing their 9d:2 to yougciatt gain a Quest Reward. If a

Whenever you roll equal to
your Fate value,
, replenish a Fate. 4

two fate to atdg 1to glelr You may discard the Reveler at
[ovemen. Loueee the Tavern to gain

o ~ aQuestReward.

Strength or Craft
and discard the
GateiofiDislly

him, he teleports
you to the Chapel.
1 & kou _BOEY

. b o 1 = ¥ g

Demon defeats you, dyou must
& ditch the Gol

/n e
Enemy - Angel

> ey ™
e e CRAFT: 2
£ Y D — ‘ A humble angel adopts the
w Magic Object l"” Enemy - Angel Stranger d Enemy - Angel X7 Stranger v form off a dovf to bestow s
- . g . If you are good,
Instrument STRENGTH: 5 If you are evil, discard an Object. CrAFT: 10 If you are good, discard a CaVEIL S
After you roll a die to pray, you The Hashmal commands the If you are neutral, you may Good characters may evade the Follower. If you are neutral, you YOUFITE‘Y take g:i"; HOIIY Dove as
may ignore the result and storms of heaven. If you are discard an Object to become Hostinsteadiof Aeackint it, THE may discard a Follower to aFo OW%L a llng to your
replenish a fate. good, you must evade him. good. If you are good, take a Host cannot be evaded%y evil become evil. If you are evil, take dle VAR
Before battle, lose a Magic Object from any discard characters. It will a Follower from any discard pile
life if you have a pile then discard the remain here until then discard the
, . Weapon. . Tt 2ol AIVIEE killed. s HellisiEnglAERy . e i il

Follower

| The Imp King wishes to usurp

When you encounter a Place
the throne of hell. You may

‘that would allow any character |

1 5 " to make a prayer roll, you may recruit for him by discarding ] Magic Object Enemy - Demon
- discard it and gain a Spell i Adventure cards equal to your -
If you have no Armour, at the At the end of your movement, your Craft allows. Craft until you reveal a Trinket STRENGTH: 3
beginning of your turn, roll 1 you may discard a Place from . o Stranger or a Demon. If you You may drink the Imp Liqueur If the Incubus defeats you, lose 1
die to pray. On a 5-6, heal 1 life. your space or discard the Horn & When y&)u V%Slt tI}e Chapel, reveal a Stranger, add it to this at any time. When you do, gain Craft and place a Fate t6Kken ol
When another character lands {0 place the Riigshere. e W space. If you reveal a Demon, 1 Strength and become evil. If him. Each token adds 1 to his

discard the Iconoclast to put a

Ruins on your
j space. |
. ape— : b wou el

you were already evil, heal all
your lives.

® wou SEY

discard it, all cards
on this space, and
_ allyour Objects.

on your space, they
heal 1 life.

4 e i

i
— i el

Strength and is lost
; when he is defeated.
-



Stranger
Only angelic blood will satisfy
‘ the patron devils of this Cult.

ou visit them, you may
dlscar an Angel trophy to gain

" Jyey
" Enemy - Demon " Magic Object
your full compliment of Spells. STRENGTH: 10
If you are %ood you must
attack the Craft 7 Cultists. If you

=

defeat them, discard them and

Evil characters may evade the
their captive angel rewards you

Follower
Only evil characters may have
Legion instead of attacking it.

Steed
oo Only neutral characters may
" Enemy - Angel have the Iron Chariot.
No good character may have CRAFT: 4
the Infernal Scroll. the Infernalist.
: Add 2 to your Craft. Add 1 to your Craft.
The Legion cannot be evaded by Y i
good characters. It
with one Strength will remain here 5
. andoneCraft. ! 5 until killed.

The Irin are sworn only to
observe, never to interfere. You
may move him to another space

in this Region
instead of attacking
) him. "

Add 1 to your Strength in battle
for each Steed you possess

You may discard the Iron
Chariot to automatically defeat

an Angel or Demon
é in battle or psychic

Gain a Spell when you
é encounter a
>

Demon.

Whenever a Demon is drawn
E replenish a fate.
»

combat.

Lunar Event

When revealed, flip the Time
Card to Night.

Follower

No evil character may have
Ithuriel.

Instead of rolling for

movement, you may move to
the nearest Demon.
%.

Steed
No good character may have

During psychic combat, neutral
Jan’s Rooster.

and evil characters ma}} make a
prayer roll and add the result

# " Enemy - Demon

For the next three rounds,
when a Stranger or Follower is

Enemy - Demon drawn, discard it and fight a
CRrAFT: 7 CRAFT: 5

to their attack score. A minion of evil has been sent

) to prowl this area. It will
You may add your Craft to your Discard when Day breaks
movement roll.
v

Craft 4 Demon. On their turn,

evil characters may place one
of their Followers on top of the

Adventure deck. If they do,
they gain a Quest Reward and

miss their next two
turns.
- v 4

A Lilin seduces mortals to birth
more demons. You may evade
her. If you do, choose a discarded
Demon and place it on top of the

% Adventure deck.

>

remain here until killed.

? METTRON

r_Enemy - Demon

STRENGTH/CRAFT: 8

The ruler of the Pit Fiends has

emerged from the Inner Region
and claimed this area. If you
kill the Lord of the Pit, you
may teleport to the Plain of

s tranger
" Follower

Mammon is a generous master
No evil character may have the

Lost Sister.

" “Enemy - Angel

Peril. You must choose whether
to attack the Lord of the Pit

using Strength or
Craft.

Add 1 to your Life value.

You may discard the Lost Sister
at the Chapel to gain
_ aQuest Reward.

CRAFT: 3
The Malak delivers the edicts of
heaven. When you encounter
him, you may gain a Quest

instead of engaging
him in %sychlc
N combat.

to those he has corrupted. The
first evil character to visit him
may make a prayer roll and
gain gold equal to the result.
Once a character has done so,
discard Mammon back to the
Abyss.

Metatron, the high priest of
heaven, summons the angels
to worship. Shuffle this card

and all Angels on the board or

i

n the discard pile back 1nto
& their decks.

If there are any Angels in this
region, you may heal up to
your life value. Otherwise, heal
one life instead. If you heal any

li

ives, you may change your -
& alignment to good




i__ Enemy Angel QJ
STRENGTH/CRAFT: 8

' Anvigilant Ofan tests those
who approach the throne of
glory. If you defeat the Ofan,

gain a Talisman. If you already
have a Talisman and are good,

you may evade him.

" Enemy - Angel

& " Enemy - Demon
STRENGTH: 4

A Pit Fiend has emerged from
the Inner Region and is

pillaging this area. It will
& remam here until it
lled. gé

Place one of the following
‘tokens on the Pilgrim when you
visit one of the following
spaces: Life for the Chapel, Fate
for the Graveyard, Craft for the
Village, and Strength for the
City. Once the Pilgrim has one
of each token, you may discard

him at the Temple to draw two
Quest Rewards and
_ keepone. ... X

If ou are good, you may gain
iscarded Follower. If you are
ev11 fight a Craft 4 Angel.
When a good character is
killed, after ditching their
Objects and Followers, they
may immediately move to this
space without losing their

Strength or Craft
g and discard the

Add 1 to your prayer rolls.

If you you would become good,
you may instead discard the
Penitent to gain a Quest

Reward.
) & o

Pearl Gate.

SAMSON S JAW

" Enemy - Demon Stranger

STRENGTH: 3
When encountered, flip the Time
Card. If it is Day, she rolls an
additional attack die and adds it
to her total. If you
are good, you may
i . Cvadeiher Sty X

" Enemy - Demon

STRENGTH: 6
A brutish Shedim coerces

mortals into sin. If you are evil,

you must evade him. If he
defeats you, he —
g converts you to evil.
= o W

Add 3 to your Strength.

If Samson’s Jaw is ever lost
from your possession, lose 1
Strength as well.

Trinket

You may drink the Sacred Wine
at any time. When you do, gain
1 Craft and become good. If
you were already good,

replenish all your
e a6 S A

Raziel teaches the secret
powers of heaven. If you are
this land to fill the unholy void good, gain a Spell. If you are

neutral, you may become good.

ithin itself. If it defeats you,
VR, '} If you are evil, discard a Spell

discard all your
Spells as well as 5 or lose a life.
i losinga life Rl - h

CRAFT: 6
A Qlippah drains power from

" Enemy - Demon

" Magic Object

\ o PR
" Enemy - Angel " Magic Object
CRAFT: 3
If the Succubus defeats you, lose
1 Strength and place a Fate
token on her. Each token adds 1

Only good characters may have
the Staff of Moses.

If your attack die in psychic

Only evil characters may have
the Staff of Baphomet.

When you visit the Chapel you

CRAFT: 6
A host of Shinanim appear,
singing the glory of heaven. If

you are good, you must evade 1 life and instead combat is less than your Craft, |
them. If they defeat ¥ nogtai%sg %pleﬁ ?fn yohnrs 4 4 gain a Spe1}1]. to her Craft and is
you, they convert Crafi lost when she is
you to good. ) B faos” Al e D b’ - defeated.

" “Enemy - Demon

STRENGTH: 4

You may move the Shirker to
any other space in this Region
instead of attacking it.

[ Enemy - Angel

STRENGTH: 10
A mighty Seraph descends from
heaven to purify the land. If you
are good, make a prayer roll. On

a 5+, you may
% evade the Seraph
o - vy

r_linemy - Demon 2

STRENGTH: 2
. If you are good, the Imps roll
an additional die in battle and
use the highest result. If you
do not defeat the Imps by at
least 2 or more, the battle
becomes a stand-off.




Weapon
‘Only good characters may have
the Sword of the Spirit.

Add 1 to your attack score. If
fighting a Demon or an evil
character, add an additional

attack die instead.

" Magic Object

Weapon
' Only evil characters may have
the Torment Trident.

Add 1 to your attack score. If
fighting an Angel or a good
character, add an additional

attack die instead.

Cast on a Demon on your
space. Place this card on the
Demon; it becomes your
Follower. You may discard your
Demon to add its Strength or

g Craft to your own for one

battle or psychic combat.

" Enemy - Angel

CRAFT: 4
Holy fire surrounds the Tarshish,
searing the land. Unless you are
good, you must lose a life as if in

the Desert when you
g encounter her.
) b i y

A half finished Tower rises
. toward the heavens. You may
assist its construction by
discarding Adventure cards
equal to your Strength until
you reveal a Place or an Angel.
If you reveal a Place, add it to
this space. If you reveal an
Angel, discard it, all cards on

this space, and all
. your Followers.. A

Cast at the start of your turn.
| Place this card on one of your
Armours. It is now considered
a Magic Object. You may
discard this card from your
Armour to heal all your lives at
any time, even if you would

have been Killed.

" Enemy - Demon

STRENGTH: 9

A Tartaruchus arises from the
Abyss to torment mortals. If
you do not defeat him, you

must kill a
& Follower.

Lw

When revealed, flip the Time
Card to Day.

During battle, good and neutral
characters may make a prayer
roll and add the result to their

attack score.

Discard when Night falls.

e
Lunar Event

Cast when any character is
. about to encounter a Place. It
becomes a Demon instead and
attacks the characters with
Strength or Craft equal to your
own. If the character defeats it,
they may gain a Strength and
Craft. After the encounter,

i discard the Place. Aé

9 Lunar Event

When revealed, flip the Time
Card to Day.

All Animals become Angels.

When an evil encounters an

Angel, they must lose a life
immediately.

Discard when Night falls.

Magic Object
Weapon
. Add 1 to your Craft in psychic
combat.

If you are required to kill a
Follower, you may discard a
trophy instead.

If you choose to kill a Follower
when you have a
& trophy, ditch

. Zadkiel's Blade. %

?EXORC]SE DEMON
| & r ]

Cast when you complete your
move. Discard a Demon from
your Region. If you are good,
you may take it as trophy
instead of discarding it.

\

e e
Enemy - Construct

STRENGTH: 6

If you are good, you must lose a
life when you encounter the
Tombstone Golem. When you

defeat it, place the

Graveyard on this

- Shage.”

? FACE YOUR
DEMONS

-

Armour
Only evil characters may have
f the Torment Armour.

After rolling your attack die, if
you are losing a battle or psychic
combat, make an Armour roll
and add it to the result. Unless
you are fighting an Angel or good

character, you may
only add enough to
_ result in a stand-off. X

WRESTLE AN
ANGEL

f\;len ou attack a Demon in
battle or psychic combat,
place a fate token on this

card. At the end of your turn,

you may complete this quest
if there is a token on it.

“Baal Zebub has a devil set

aside for you. Face it and

live. Only then will I grant
Jyour request.”

| S

Cast at the end of your move to
. move an Angel to your space
from any Region. If you are
evil, the Angel attacks you
immediately. Otherwise, the
Angel will either grant you 1
Strength or 1 Craft, according
to its own trait. If it has both
Strength and Craft, you
% may choose.

=

)

When you attack an Angel in
battle or psychic combat,
place a fate token on this

card. At the end of your turn,

you may complete this quest
if there is a token on it.

“Saint or sinner, there is a
plan for all of us. Seek out
one of the divine emissaries
and test your might against
it. If it is heaven’s will that
you survive, you will have my
Javor also.”

I

Cast when you complete your
move. Discard an Angel from
your Region. If you are evil,
you may take it as trophy
instead of discarding it.










