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WELCOME, PRISONER...

Escape the Dark Castle is a casual, cooperative adventure game for 1-4 players,
with a focus on atmosphere, player interaction, and fun — perfect for newcomers
to tabletop gaming. It takes 2 minutes to set up, lasts around 30 minutes, and each
castle is randomly generated so no two games are ever the same.

The rules are simple. You'll be able to get started within 5 minutes and you can
learn as you play.

One word of warning — despite its simple nature this devious game will often
defeat you! If you fail, try again - we hope you'll still have fun exploring the castle
every time, regardless of the outcome.

‘T OBJECT OF THE GAME
Wrongfully incarcerated in the depths of The Dark Castle, you and your fellow

prisoners now embark on a desperate quest to escape. However, the castle is a
treacherous place, filled with horrors, traps, and challenges — each of which is
represented in the game by a large, beautifully illustrated chapter card.

The object of the game is to overcome every card in the castle deck while keeping
everyone in your group alive. If you do this, you all Escape the Dark Castle and
win the game together. However, if anyone dies along the way, the game ends
immediately and you must try again!



COMPONENTS

45 x Chapter Cards
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9 x Chapter Dice
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1 x Scorepad
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SETTING UP THE GAME

1) CREATE THE CASTLE
*  Shuffle the chapter cards and deal 15

face-down to form the castle deck.

*  Shuffle the boss cards and place 1
face-down underneath the castle
deck.

*  Place the Start Card on top of the
castle deck, with the image of the
castle face-up.

*  Shuffle the item card deck and place
it face down to the right of the castle
deck.

*  Place the chapter dice in a pool
above the castle deck.

2) CHOOSE CHARACTERS

Lay out the character cards and
corresponding character dice where
all players can see them. The etchings
on each character’s cell wall show
how well-possessed they are of the

following traits:
WISDOM

MIGHT CUNNING

'The number beside each symbol
shows how many times the symbol
appears on that character’s unique
character dice.

Note: Two sides of each character’s
dice are DOUBLES, which look like

this:

Each player should choose which character they would like to play, place that
character card face-up in front of them, and take the corresponding character
dice. Tip: A balanced team has the best chance of success.

3) SET HEALTH PoINTs

Each player will need to keep track of their character’s health points (1P) using the
pads and pencils provided. The starting Hp for each character varies according to

the number of players in the game:
1 or 2 players: 18HP each

3 players: 14HP each

4 players: 12HP each

During the game characters will gain and lose HP but can never exceed their

starting HP.




PLAYING THE GAME

Gameplay involves turning over the chapter cards one by one, and completing the
challenges revealed.

TurN ORDER

There is no turn order. Instead, you must decide as a group which player

will turn the next chapter card. But be warned, chapters sometimes contain
grisly consequences which only apply to the player that turned the card. Such
consequences are indicated with a bolded you.

TurNING CHAPTER CARDS

When turning a chapter card, place it face-up to the left of the castle deck, as
though you had turned the page of a book. Read the italic text aloud to the group
to set the scene. Then follow the instructions to complete the chapter.

Tip: Don’t skip the italic text. This game is all about atmosphere and storytelling.

CoMPLETING CHAPTERS & WINNING THE GAME

The instructions on each chapter card will explain what must be done to complete
the chapter. You may be asked to make a choice, roll dice, use items, fight an
enemy etc.

When you have completed a chapter, continue turning and completing chapter
cards until you Escape the Dark Castle by defeating the Boss and win, or until a

character is killed and you lose the game.

Good luck, prisoners...



ITEM CARDS

Drawing ITEMS

When instructed to draw a number of item cards, first draw and place them
tace-up where all players can see, the decide as a group how the items will be
distributed.

CARrrYING ITEMS

Each character can carry a maximum of two items, think of it as one item in each
hand. The items a character is carrying should be placed beside their character
card.

Some items are described as ‘two-handed’” which means a character cannot carry
any other items at the same time.

TrapING ITEMS

Items can be traded between characters, but only after a chapter has been
completed, or when new item cards are being drawn. Items can not be traded
during the events of a chapter or during combat.

When trading item cards, or choosing which item cards to take from those just
drawn, characters can temporarily put down items already in their possession, use
items, pass items between characters, or any combination of this.

Unwanted items are left behind and should be placed face-up in a discard pile
beside the item deck.

Using ITEMS

Items can be used at any time unless the item card indicates otherwise. The text on
each item card describes what it does. Some items must be discarded when used,
but unless instructed to do so you can keep an item for as long as you like.

Tip: When a chapter requires a player to roll a certain result ‘in one attempt’, that
single attempt includes the use of items if the player wishes. For example, you could
discard a Liquid Luck potion to re-roll your dice and it will still only count as a single
attempt.



COMBAT

When instructed to begin combat,
follow these steps:

BEFORE COMBAT

*  Place chapter dice beneath the
chapter card, matching the
symbols shown at the bottom of
the chapter card. This row of dice
represents what it will take to
defeat the enemy.

DC-0-001

This symbol means you " iy .
Where there was once flesh and fur, the bones of this skeletal

ShOuld I'Oll a Chapter diCC beast now crackle with the menacing power of dark magic.
for each player in the game Begin combat.. _
Combat Special: Whenever you would remove a chapter dice by
and Place those dice beneath the hitting this enemy, roll it instead. If the result is wispom, do not
A . remove it - put it back, wispom side up.
chapter card in addition to any others

shown. For example, with 4 players (=] *]d] =
you would roll 4 additional chapter

dice when you see this symbol. a . a . . .
You are now ready to begin combat. * @ * *
FiguriNng CoMBAT

Combat is fought in rounds. Each round has two simple steps, Attack and Defend.

1) ATTACK

To begin a round of combat, each participating player simultaneously rolls their
dice to make an attack. Resting players do not roll (see pg.9). Then, in any order
the players choose, resolve the attacks one at a time as follows:

If what a player has rolled on their character dice matches any of the chapter
dice laid out beneath the chapter card, they have scored a hit and may remove
the corresponding chapter dice, placing it back in the pool above the castle deck.
DOUBLES count as two hits of the trait shown, so two dice may be removed.

DOUBLES are also surrounded by a shield symbol. This means that, in addition to
any hits a character may have scored, they have also BLOCKED (see below).

Tip: When resolving attacks, pay attention to the items each character is carrying.
Changing the order in which each player resolves their attack (or uses their items) can
create some useful combinations.



2) DEFEND

If any chapter dice remain after each character’s attack has been fully resolved,
the enemy is still alive and attacks back! Any character participating in the
combat who did not roll a BLock, now takes damage equal to the attack value of

the enemy: {\ZL:?

Characters who take damage should subtract this number from their Hp and
note their new total. Characters who rolled a DouBLE have BLOCKED and take no
damage this round.

'This ends a round of combat.
Begin the next round by simultaneously rolling to make another attack, and
continue fighting rounds of combat until the enemy is defeated or a player is killed

DerFeaTING AN ENEMY

If, after you fully resolve a round of player attacks, all chapter dice have been
removed, the enemy is immediately defeated and it does not make a final attack
against the players.

ArtER CoMBAT

When you have defeated an enemy, draw one item card.
'Then, choose which player will turn the next chapter card and continue the game.

COMBAT SPECIALS

Some enemies have a special combat ability which is explained on the card. These
often break the standard rules of combat in a devious way, making for fearsome
opponents. Keep combat specials in mind while fighting.

RestING

At the beginning of each combat round, before any dice are rolled, one player can
choose to REST — hanging back from the fight to momentarily recuperate. A resting
player does not roll to attack, does not take damage and cannot use items. Instead,
that player gains 1HP for each round they rest.

The resting player can re-join combat at the beginning of any round they choose,
or can rest for the entire combat if they wish.

Tip: While only one player can rest each round, it is possible for multiple players to

rest on different rounds of the same combat by taking it in turns.
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SOLO PLAY

Escape the Dark Castle is designed to be as good with 1 player as it is with
4. To play a solo game, simply choose any two characters and begin the
game as normal. You will make all the decisions and dice rolls yourself.
There are just two things to note:

1) You must decide which of your two characters is turning each
chapter card before you turn it. Any You effects in the text of
that chapter will apply only to that character.

2) When instructed to draw cards, roll dice, or do anything ‘per
player’, in a solo game this should be read as ‘per character’.
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THE ADVENTURE CONTINUES..

Adventure Pack L:
Cult of the Death Knight

themeborne,
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Available now at themeborne.com



Game Design: Thomas Pike, Alex Crispin, James Shelton
Art & Graphic Design: Alex Crispin

Special thanks to all our playtesters and Kickstarter backers
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