RULEEGOK

PLAYERS: 4 TO 8 | PLAYING TIME: 30 MIN | AGES: 14+




DON'T LET THE DIM LIGHT OF THE FULL MOON
MISLEAD YOU.

TONIGHT DARK CITY IS SHADOW TERRITORY .

MONSTERS PROWL THE STREETS, CRAVING FOR
BLOOD, AND THEY'LL DO ANYTHING TO KEEP THEIR
HUNTING GROUNDS.

HUMANKIND HAS ITS GUARDIANS, HOWEVER FEW AND
FAR BETWEEN, AND THEY FIGHT FOR THEIR LIVES WITH
MATCHING FEROCITY.

WHO WILL SURVIVE ANOTHER SHOWDOWN ON THE
GLOOMY STREETS OF DARK CITY?
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Survive a series of nightly encounters to achieve the
personal goals of one or multiple monsters/guardians,

then gather experience (xp) to meet one of the victory
conditions.

COMPONENTS

A main cast of 24 monsters @ and guardians (@)
(for the basic rules):




1 PAD OF JOURNAL SHEETS TO
REGISTER YOUR EXPERIENCE (XP)
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" HOW TO PLAY

The rules presented below deal only with the 12 basic
monsters and guardians in the main cast. That's the rec-
ommended setting for your first Dark City games. More
experienced players might enjoy variants that use the
advanced cards and the special cast; those are pre-
sented within blue sidebars throughout this rulebook.
Refer also to the “Special cast” section, p. 19.

We strongly recommend \/nu read suiebars like

SETUP

Each player gets a journal sheet, then fill in the first
experience dot for one—and only one—role at his or
her choice (free xp). Make sure you have enough pens
or pencils nearby, so you all can jot down your experi-
ence points and take notes during play.
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Either the player who has been a role-playing Game
Master the longest or the player who owns Dark City
will be Dark City’s Mayor—the master of ceremony
who runs the game from beginning to end. The Mayor
should always be the same person throughout play to
ensure a fun and well-paced game.

GAME OVERVIEW

The game breaks down into a series of rounds. Each
round stands for a night of deadly encounters involving
monsters and guardians on Dark City’s streets. It covers
five phases, presented here in order:

Phase 1: Role Selection. You select which monster or
guardian you're playing in the next encounter.

Phase 2: Attack! You choose your target(s) and attack.
Phase 3: Withdrawal. You get a chance to withdraw .
your attack.

Phase 4: Resolution. Attacks are resolved in initiative
order.

Phase 5: Experience. If you have achieved the goals of
your role, then you're awarded 1 experience point.

PHASE 1: ROLE SELECTION

You select which role you’re playing in the encounter
that is about to take place.

As the active player, you gather all 12 basic cards of the
main cast into a deck and shuffle them. Now you randomly
discard 3 cards, which remain face down on the table. You
secretly look at the 9 remaining cards and choose a mon-
ster or guardian for yourself, placing the selected card face
down right before you. Then you hand the deck with the
remaining cards to the player on your left.

Each remaining player chooses his or her role in the
same way and hand down the deck clockwise. The last
player to choose a role may either keep one of the cards

he or she has been handed down or—if none of those

strikes his or her fancy—randomly pick one of the three .' 3
face- down cards in the center of the table A
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2 D nce the roles have been chosen, the remaining
‘cards are laid face-down on the table without anyone
seeing them.

In the very first round, the Mayor is also the active
player. In the second round, the active player will be the
one immediately to the left of the Mayor. In the third
round, the active player will be the one immediately to
the left of the previous one, and so on. Play always pro-
ceeds clockwise.

. SPECIAL CAST AND
| ADVANCED ROLES

- You might wafht'f\tnrﬁ*a few new roles and put
into play some cards from the special cast. Before
the very first round, though, your deck should
include:

» some or all of the advanced cards from the main
cast;

+ some cards from the special cast.

You may replace a few main roles with special
roles if your group includes 6 players, or you may
add special roles to the main decR if your group
includes 7 or 8 players. Either way, you should
record any changes on your journal sheet, then
pick one of the roles to get the free xp (see next
figure).

RULES AND RECOMMENDATIONS

» There are a few rules and recommendations
you should be aware of as you play Dark City's
special cast.

« There must be 6 or more players at the table.

« You can’t have more than 14 cards in your decR.

» You can’t have more than 8 roles on your journal
sheet.

il ; '\' ‘ ! 1‘.

You shouldn't add two
guardians at once.

If you want the Creature in,
then both Creature cards
must be in play. Make sure
the decRk won’t end up with
more than 14 cards as you
include the Creatures.

For every Mummy or Voo-
dooist you add to the
decR, you have to remove a Priest
card. If both the Mummy and the Voodooist are in
play, then both Priests must be removed, and you
should write either “Mummy” or “Voodooist” over
the Priest symbol T on your journal sheet. Then
you may add an extra special role to the last slot of
your journal sheet (see next figure).

PHASE 1 WITH DEATH IN PLAY

The active player places the Death card face-up
in the center of the table, next to the three cards
that have been randomly taken from the deck. =
More details under “Death,” p. 19. G




ROLES

Monsters from the main cast include the Devil, the
Vampire, the Werewolf, and the Zombie. The guardians
are the Hunter and the Priest.

Each role follows the same presentation format (see
next figure):

ROLE NAME AND SYMBOL

Initiative. A number that stands for your role’s
position in the attack resolution sequence in Phase 4.
The lower your initiative, the quicker your attacks are
resolved.

Class. It shows whether you're a monster @ or a
guardian @.

Goals. One or more goals you must achieve so you
can gather experience (xP) in your chosen role.

Gesture. A signature gesture that identifies your
chosen role and usually shows unequivocally who's
attacking whom during Phase 2.

The illustration for your role’s gesture also shows its
gender identity—neutrois, feminine or masculine.

Traits. A monster’s or guardian’s features and spe-
cific combat abilities.

Combat Panel. It tells you what happens whenever
your monster or guardian attacks certain roles, and
what happens when some roles attack your monster
or guardian.

As a rule, monsters and guardians may choose one
target only, they can attack any other role—regard-
less of where its player is sitting—and their success-

.:ful attacks kill targets instantly. However, there are
L. fgxqeptlonz to that general rule, and those are the
. extraordinary circumstances that usually show up in
" the Combat Panel.
Text Othen useful mformatzon about your monster

Initiative

Class

(neutrois)

[msculine]

Gesture and gender
identity (feminine)
G

Some_advanced versions of monsters or guard-

_ |§hs have two different sets of ‘objectives: core
~ goals and extra goals.

Extra goals

Core goals
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In each card’s Combat Panel, the blue color tells you
what happens when you—the actor who plays the

card’s role—attack another character. The [ESIEEISE
shows what happens when you're attacked by the role
indicated by the symbol.

For instance, the Hunter’s Combat Panel is:

CQL %

That panel tells us that:

« 3 Hunter can’t see @ the real Devil, so nothing hap-
pens to a Devil who's attacked by a Hunter;

« 3 Hunter won't get any xp 3® at all if he or she attacks
another guardian @;

« a Hunter is immune ) to another Hunter’s attacks;

« 3 Hunter is immune € to a Werewolf's attack.

DEVIL

Initiative: 1.
Class: Monster.
Goals: Survive Q and make a monster or guardian

withdraw one of his or her attacks %3 (see Phase 3:
Withdrawal, p. 14).

Gesture: Make both your hands into fists, drawing
out your index fingers. Now, raise your fists to the sides
of your forehead.

Gender identities: Both masculine and feminine.

Traits: An ® shows that a Devil’s attack is but an
illusion, so you can’t kill monsters or guardians when
you play a Devil, although you still manage to affect and
deceive your target (see text below).

Combat Panel: Only a Werewolf’s attack can kill a
Devil. When attacking as a Devil, you can affect any

~other role, including another Devil. The Prince of Dark-

v

* ness cannot be killed by a Vampire, a Zombie, a'Hunter,

or a Priest (who doesn't attack at all, by the way).

N

Devils happen to be great illusionists, and they hardly are
where people think they are. Therefore, in Phase 2: Attack!
(p. 13), a Devil’s player attacks someone else by making the
signature gesture of any other monster or guardian. If mim-
icking a Vampire, you make the bloodsucker’s gesture, aim-
ing it at another player. Beware, though: when mimicking a
Hunter, you have to pick two different targets. If you are a
Devil and you choose to impersonate a Zombie, you must
attack the player immediately to your left or right. ;

You should only disclose your true identity as a Devil in (
Phase 4: Resolution (p. 14), as the Mayor calls the Devil :
out. Only then you'll make the Devils signature gesture.

&l lasting flames
of the Pit. Regarding
other roles, the Devil's
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attack remains deceptive: it still affects your
target in an attempt to make him or her with-
draw, but it doesn’t damn nor Rill him/her.
Even if you manage to achieve the Devil's .
- core goals and extra goals in a single round,

you'll get only 1 xp for your troubles.
Other special rules:

+ A Devil is Rilled instantly when attached by
the Angel.

- ADevil can't |mpersonate the N
ol he Creature

Bl

"
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VAMPIRE

Initiative: 2.
Class: Monster.
Goals: Survive © and kill a monster or guardian &.
Gesture: You start with all your fingers spread open.
Curl in your ring-finger and little finger, and hold them
down with your thumb. Reach out with your arm, aim-
ing your hand at your target, with your palm facing
down. Now, bend down the tips of your forefinger and
middle finger.
Gender identities: Both masculine and feminine.
Traits: A single attack aimed at any player around the
table @.
Combat Panel: Vampires are effective predators who
pose a serious threat to most monsters and guardians.
‘However, since Vampires can’t see the real Devil, they
‘cannot kill him. And since they don’t cope well with a
strue believer’s faith, they can’t kill a Priest either. By the
‘way, a Vanfpire’s aversion to crosses and holy water gets
him or her killed when he or she attacks a Priest!

T T T —

WEREWOLF

Initiative: 3.
Class: Monster.
Goals: Survive © and kill a monster or guardian .
Gesture: You start with all your fingers spread open,
then bend their tips in. Reach out with your arm, spin-
ning your wrist up, and aim your “claw” at your target.
Gender identities: Both masculine and feminine.
Traits: A single attack aimed at any player around the
table @.
Combat Panel: A Werewolf’s attack won't kill a
Hunter, because the guardian’s crossbow bolts have sil-

ver tips, and silver is the traditional bane of the half-
wolves. And that’s why the Combat Panel informs that, |

if youre a Werewolf and you attack a Hunter, you are
the one who gets killed.

)%

Thanks to their heightened senses, Werewolves can
smell a real Devil’s hellish reek, and so Werewolves are the
only children of the night in the basic deck who are able to
kill a Devil. No monster or guardian, except the Hunter,
has any particular immunity to a Werewolf's attack.

ADVANCED VAMPIRE
' AND WEREWOLF

Basic and advanced versions of Vampires and

Werewolves are one and the same. Those mon-
sters are Rilling machines on their own merit, and
they don’t need any more firepower.
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ZOMBIE

Initiative: 4.
Class: Monster.
Goals: Survive © and kill a monster or guardian &,
Gesture: Choose a target immediately to your left or
right. Cross your left or right forearm over your chest,
depending on where your target is. Spin your wrist,

-4

pointing your hand down. Now, tilt your head sideways
towards your target.

Gender identities: Both masculine and feminine.

Traits: Zombies are morose and stealthy creatures,
but dangerous none the less. As the Zombie’s player,
you make his or her signature gesture in Phase 2, aim-
ing at another player immediately to your left or right
. However, in Phase 4, as soon as the Mayor calls
the Zombie out, you get to choose between keeping
your original target or shifting your aim to the player
on your other side ®. For instance, if you picked the
player on your right as a target, you can shift your aim
to the player on your left as the Mayor calls you out
during Resolution.

Combat Panel: A Zombie’s attack won’t kill a
Devil. Zombies are cannibals in more than one sense;
if youre a Zombie and the player on either side of
you is also a Zombie, then both of you are killed in
Phase 4, provided that neither of you withdrew nor
got killed before that and regardless of whom you
attacked. Dry-aged brains must be really scrumdead-
lyumptious...

%] ADVANCED ZOMBIE

A Zombie is usually able to Rill any other mon-
ster or guardian except a Devil. The Necromancer,
__however, is the supreme master of the dark arts
‘which turn corpses into rotting, mindless ser-
vants, and so a Zombie can't kill the Necromancer.

#

HUNTER

Initiative: 5.

Class: Guardian. j’

Goals: Survive © and kill at least one monster . |

Gesture: Make both your hands into fists,
leaving your index fingers drawn out. Reach out 4
with both your arms and aim at two different \
targets.

Gender identities: Both mas-
culine and feminine.

Traits: Hunters see them-
selves as humankind’s last
resort and they plunge into
battle ready for any-
thing. If you choose
the Hunter as your
role, you must aim ¢
at a different target
with each hand @
when making the Hunter’s
signature gesture in Phase
2: Attack!. In Phase 3, you
may withdraw only one of your




- attacks or both of them, at your discretion (see Phase 3:
Withdrawal, p. 14). PRIEST
Combat Panel: A Hunter’s attacks won't kill a Initiative: % .
Devil or another Hunter. However—there’s always a During Phase 4: Resolution, Priests aren't called out
catch—Priests don't have the infernal powers of illu- by the Mayor. Their predicament resolves as they are
sion or a fighter’s dexterity to dodge a lethal dart. As  killed, or as it becomes evident that they have survived
a Hunter, if you kill a Priest, you won't get any expe-  another dreadful night in Dark City.
rience—after all, you have just wiped out another Class: Guardian.
guardian, and recklessness cannot be rewarded. Goal: Survive Q.

Gesture: Bring your palms and fingers close together,
raising them up to your chest.
Gender identities: Both masculine and feminine.
Traits: A Priest never attacks ®-
Combat Panel: A Priest isn't killed when he or she is
attacked by a Vampire—it’s the attacking Vampire who ,

Thanks to the silver-tipped bolts of your Hunter’s
crossbow, you’ll get an attacking Werewolf killed by
: reflex, even when said Werewolf wasnt your chosen 1 1< the bucket.
l target in Phase 2 (and you might have achieved some
i of your goals just by being attacked!).

Pray to survi

S

ve—literally.

4‘% lv




Amusing variants of the Mayor’s count can make for a

livelier game.

Instead of placing your palms down on the table, try
starting Phase 2: Attack! with your hands up, shoulder-
high. Matching the Mayor’s moves, you all bang your hands
on the table top at each step of the counting: 1, 2, and 3.

Alternatively, in addition to making your signature gesture
on the “go” part of the counting, you may also shout out

a phrase or battle cry to help bring your character to life.
There is no lack of options, and you can come up with your
own calls. A few suggestions:

Devil: (Duh, OId NicR, giving yourself away?!)
Vampire: “Juicebox!”

Werewolf: “Fresh meat!”

Zombie: “Yummmmmy!”

Hunter: “Owned, punk!”

Priest: “Get thee behind me!”

PHASE 2: ATTACK!

You pick your target(s) and attack by making your

chosen monster’s or guardian’s signature gesture.
Each player starts this phase with both palms

down on the table. The Mayor counts “1, 2, 3, go!”.

On the “go”, you make the distinctive gesture of the

role you've selected (see “Roles,” p. 8), aiming at your

chosen target(s). i
Particular cases: 'i'i

« Monsters and guardians who never attack @, such
as the Priest, don’t aim at all.

" Instead of making their signature gesture in this
- phase, Devils attack by making any other mon-
ster’s or guardian’s gesture.

+ Hunters aim at two different targets.

« Zombies cah only aim'at the player sitting on their
immediate left or right.

The Mayor’s count proceeds at the same pace from

round to round. If the Mayor tries to deceive the other
players—by changing rhythm, skipping numbers,
extending the pause between “3” and “go”, and so on—
and benefit from their hesitation somehow, the group
might feel at ease to oust him or her from office and
elect a new Mayor.

You should make quite clear whom you’re attack-
ing and, unless you have picked a role with zero or
two attacks, you must use only one arm and one
hand to make your gesture. To avoid ambiguity and
quarrels, you should stretch out your arms as much
as possible and point preferably to the target play-
er’s chest. Refer to each role’s gesture description and
illustration for details.

PHASE 2: ATTACK!
PARTICULAR CASES

The Alien and the Vi C dooist target a role mstead of
a single monster or guardian.

A Creature targets the playeron his/her Ieft or nght
with a wedding proposal. ,

The Necromancer targets both pla\/ers on each side
of him with simultaneous “raise dead” spells.

The Mummy and the'Demoniac never attack.

The Reporter aims his camera at two different
targets.
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; 'PHASE 3: WITHDRAWAL

 You get a chance to withdraw an attack in order to

1As long as one of the withdrawing requirements

" actions, and not yours, but at the

alitaEl

prevent other players from gaining experience.

Now that everyone is making one gesture or another,
the Mayor gives the players a few seconds to take in the
scene and check out who is attacking whom. Then the
Mayor starts this phase by asking “Who wants to with-
draw?,” and once again counts “I, 2, 3, go!”

On the “go’ if you feel you should withdraw, you
must bring your hands down, touching the table with
your palms. Your monster or guardian has effectively
run away from the encounter and it’s no longer present.

Particular cases:

o As a Hunter, you may choose either to give up
completely, bringing both your hands down, or to
withdraw only one of your attacks by putting just
one of your hands on the table. If you withdraw
only one of your attacks, your Hunter remains a
legal target in the present encounter.

If a Hunter forgoes one of his or her attacks (but not the
other one he or she is entitled to) as he or she goes for
your Devil disquised as a Priest, you still achieve your
goal of making someone withdraw. Passing yourself off
as a Zombie, you'll only gain experience as a Devil at a
withdrawing Zombie’s expense if, during Phase 2: Attach!,
you specifically aimed your Zombie gesture at that
player.

is clearly met, you’ll achieve your goal
as a Devil. The withdrawing player
may pointlessly argue he or she ran
away from the encounter because
of another monster’s or guardian’s

e‘;’;’:!

end of the day that experience
point is the Devil’s due.

‘
| l " ||;"“ ; o L gl
ol
If you give up completely and turn tail, you aren't ==
awarded any experience in Phase 5 (p. 17). However,
since your monster or guardian is no longer a legal tar-
get, you can still prevent another player from achieving
the goal of killing someone. Withdrawing is usually a

good idea when you realize there’s no way you can score
by the end of the round. You might want to remember,
though, that one of the Devil’s goals is precisely to make
a monster or guardian withdraw an attack.

PHASE 4: RESOLUTION

In this phase, attacks are resolved in initiative order.
Its time to check who achieved their character’s

goals. The Mayor calls out monsters and guardians one
at a time, following the initiative order from the lowest
to the highest number. An asterisk (%) is resolved when
it’s most convenient.

Both Angel and Devil take action at initiative 1,
but the Angel’s attacR is quicker and more deadly
than the Devil's. That’s why the Angel has an ini-
tiative of 1+. If Angel and Devil attack each other,
then the divine warrior Rills the Devil before the

- prince of darkness has a chance to say “holy
mackRerel...”

So the Angel won’t be damned to Hell if they
manage to Rill the fiend first.
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- @ DEVIL

When the Devil is called out, you—as the Devils player—
reveal yourself by shifting from any gesture you have been
- making to the infernal creature’s signature gesture.

If you're playing the basic deck, then everyone who
targeted the Devil and isn’t a Werewolf misses that (and
only that) attack.

As a Devil, you have two goals: survive and make a
monster or guardian withdraw an attack.

You'll achieve the Devil's goal of making a monster
or guardian withdraw by meeting one of the following

 requirements:

o the withdrawing party is a player targeted by your
Devil while you pretended to be a Vampire, a
Werewolf, a Zombie or a Hunter (and the with-
drawing player may be a Devil too);
the withdrawing party is a Vampire or Hunter who
targeted your Devil while you passed yourself off
as a Priest;
the withdrawing party is a Werewolf who targeted
your Devil while you posed as a Hunter.

You'll achieve your goal of surviving if, by the end of

the initiative order, after all roles have been called out:

o your Devil wasn't killed by a Werewolf’s attack.

| ADVANCED DEVIL

As the Devil, you'll also achieve your core goal
of maRing a monster or guardian withdraw when:

» the withdrawing party is a player targeted by your
Devil while you pretended to be the Angel, the
Alien, or the Reporter, or

» the withdrawing party is 8 monster or guardian
who targeted your Devil while you passed yourself
off as the Mummy, or

« the withdrawing party is 8 Hunter who targeted your
Devil while you impersonated the Reporter, the Demo-

~niac, or the Vloodooist.

You'll achieve your extra goal of damning a soul to
Hell if you've attached a target who meets all of the
following requirements:

« 3 non-withdrawing player;

- the Angel, provided they were still alive as you
attacked them; or the Demoniac, provided she
was still alive and hadn't been exorcised (see
”Angel””p 19) as you attacked her.

As the Devil, even if you achieve both your core

oals in a smgle round \/ou ‘Il get

As a Vampire, you have two goals: survive and kill a
monster or guardian.

You'll achieve your goal of killing someone if you've
attacked a target who meets all of the following requlre—
ments:

 anon-withdrawing player;

 a Vampire, Werewolf, Zombie or Hunter, prov1dedg

he or she was still alive as you attacked him or ];1 r
You'll achieve your goal of surviving if, by the engl
the initiative order, after all roles have b@n called o‘t’l'tn
o your Vampire wasn't kllled by ai )

guardian’s attack; , :

« and you didn't attack a Pries




ADVANCED VAMPIRE

As a Vampire, you'll also achieve your goal of
Rilling someone if you've attacked a target who

meets all of the following requirements:

- anon-withdrawing player;

- the Angel, the Alien, the Necromancer, the
Reporter, the Demoniac, or the Voodooist, provided
they were still alive as you attacked them; or the
awakened Mummy; or @ wounded Creature.

@ WEREWOLF

As a Werewolf, you have two goals: survive and kill a
monster or guardian.

You'll achieve your goal of killing someone if you've
attacked a target who meets all of the following require-
ments:

« anon-withdrawing player;

o a Devil, Vampire, Werewolf, Zombie, or Priest,
provided he or she was still alive as you attacked
him or her.

You'll achieve your goal of surviving if, by the end of

the initiative order, after all roles have been called out:

o your Werewolf wasn't killed by any monster’s or
guardian’s attack;

o your Werewolf didn't attack a Hunter.

target \
meets all of the foIIowmg réqunrements i
+ anon-withdrawing player;
the Alien, the Necromancer, the

. the Angel,
Reporter, the Demoniac, of the Voodooist, prowcled
they were still alive as you attacked them; or the
awakened Mummy; or a8 wounded Creature.

ZOMBIE

When the Zombie is called out, you—as the Zom-
bie’s player—decide whether to keep the target you

chose in Phase 2 or to shift your aim to another

target. In other words, you define once and for all
whether your victim is the player to your left or the
player to your right.

As a Zombie, you have two goals: survive and kill a
monster or guardian. !

You'll achieve your goal of killing someone if '

you've attacked a target who meets all of the followmg
requirements:
 anon-withdrawing player;

« a Vampire, Werewolf, Hunter or Priest, provided - |

he or she was still alive as you attacked him or her.

You'll achieve the goal of surviving if:

« you aren't sitting immediately to the left or right of
another Zombie—who, by the way, hadn’t previ-
ously withdrawn or been killed—when the Mayor
calls the Zombie out;

o by the end of the initiative order, after all roles
have been called out, you weren’t killed by any
monster’s or guardian’s attack.

(4 | ADVANCED ZOMBIE
~ As a Zombie, you'll also achieve your goal of

Rilling someone if you've attacked a target who
meets all of the following requirements:

~» anon-withdrawing player;

- the Angel, the Alien, the Reporter, the Demoniac,
or the Voodooist, provided they were still alive as
you attacked them; or the awakened Mummy; or a
wounded Creature.




- @ HUNTER

As a Hunter, you have two goals: survive and kill at
least one monster.

You'll achieve your goal of killing a monster if:

o with at least one of your attacks, you hit a) a
f non-withdrawing player; and b) a Vampire, Were-

wolf, or Zombie, provided he or she was still alive

as you attacked him or her;
o or you were attacked by a Werewolf who was still

alive when the Hunter was called out by the Mayor.
However, even if you survived and killed a monster
-with one of your attacks, you won't be awarded 1 expe-
~ rience point (xP) as a Hunter if you also killed a Priest.
* . Your Hunter won't gain additional xp for wiping out
/| two monsters at once.

You'll achieve your goal of surviving if, by the end of
the initiative order, after all roles have been called out:

o you weren't killed by any monster’s attack.

Remember that Hunters who target one another
aren't killed by their attacks. Provided that no one else
attacks them, they both survive.

ADVANCED HUNTER
Asa Hunter you'll also achleve your goal of Rill-
ing a monster if:

« with at least one of \/our attachs you hit a) a
non-withdrawing player; and b) the Alien or fhe :
Necromancer, provided they were still alive as
you attacked them; or the awaRened Mummy; of @
wounded Creature;
you've focused both of your attacks on a) a
non-withdrawing player; b) the Mummy or a
Creature, provided they are still alive.

The initiative order arranges encounters chronologically. If a
Vampire (initiative 2) attacked and Rilled a Werewolf (initiative
3), that Werewolf won’t be alive and Ricking to wipe out his
chosen target when his turn comes. If a Zombie (initiative 4)
takes down a monster targeted also by the Hunter (initiative
5), that Hunter’s attack will be forfeit when she is called out,
since the Hunter won’t have a legal target anymore.

If two monsters or guardians with identical initiative numbers ki
attack the same legal target, assume the victim is Rilled by &
both of them simultaneously. 2

If two monsters or guardians with identical initiative numbers
target one another, consider they both survived long enough to “
make their attacks; they might be both dead before the Mayor A
calls out the next role in the initiative order.

@ PRIEST i

As a Priest, your one and only goal is to survive, and
you will achieve that goal if, by the end of the initiative
order, after all roles have been called out:

 you weren't killed by any monster’s or guardian’s
attack.

PHASE 5: EXPERIENCE

In this phase, you write down

on your journal the experience v Y
you might have been awarded. r
Enough experience points even- ¥ o
tually lead to victory. ®
If you achieved all of your cho- ¢ %0

sen role’s goals, you are awarded
1 experience point (xp) atthe - @
end of the encounter. Record -

that information on your jour-
nal sheet. Simply fill in the do
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~ in the line that corresponds to the role you have just
" nailed, one dot per Xp.

~ For example, in the first round, if you achieved
the Zombie’s goal, you fill in the first dot of the Zom-
bie’s line on your journal. In the second round, if you
achieve the Zombie’s goal again, simply fill in the sec-
ond dot for that monster. If you achieved the Priest’s
goal instead, you have to fill in the first dot in the line
that corresponds to that guardian.

Keep your journal sheet on the table and in plain
view of other players at all times.

PHASE 5: EXPERIENCE

The Alien is the only role who may provide a

player with 2 experience points at once. They
have only to abduct two monsters or guardians
of a Rind in a single round. For instance, two Vam-
pires or two Hunter

NEW ROUND

: In the beginning of a new round, the active player is

_ the one sitting immediately to the left of the player who
* had started the recently finished round. And so you are
all back to Phase 1: Role Selection (p. 6).

- The game is over at the end of the round in which one
or more players meet at least one of the victory conditions.

i ctory conditions:
} at least 1‘_' XP in six gﬁ the available roles;
a total of 8 xp, regardless of roles;

p in three different roles;

" BREAKING TIES

If two or more players meet a victory condition at
the end of the same round, the player who gathered the
most experience wins. If the tie persists, the player who
gathered experience in the highest number of different
roles wins. If the tie still persists, all the players who met
a victory condition share the laurels of triumph. E
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SPECIAL CAST

Each character in the special cast is a mini-expansion
for Dark City. You can use them to bring forth a brand-
new gaming experience, but we strongly recommend you
draw upon the special cast only when there are 6 or more
players at the table.

This section presents each role in the special cast, fol-
lowing the same format we've already used to introduce
you the main' cast. You'll find more information on how
to include these roles in the game in “Special cast and
advanced roles,” p. 7.

e
o

Death is neither a monster nor a guardian. It's a dread-
ful personification of the threshold that every dweller of
Dark City must cross to reach the Other World. Its figure
hovers ominously above the town, eager to harvest and
take away the recently deceased.

In the beginning of every game round that includes this role,
the Death card remains face-up on the table, next to the three
cards that have been randomly set aside by the active player.

The last player to select a role is the only one who
may pick Death. When it’s his or her time to choose, the
last player foregoes his/her right to checR the cards he
or she has just received, and pick Death as his/her role.
The remaining cards in the decR are laid face-down in the
center of the table, joining the other three already there,
without the last player even peeping at them.

Death’s player then scribbles another player’s name at
his or her choice on the bach of his or her journal sheet.

Death never fights, therefore its player can't attack or
be attacked during the current round. For all intents and
purposes, Death’s player is simply not there.

RESOLUTION AND EXPERIENCE

At the end of the initiative order, when all other roles
have been either called out or resolved, Death’s player
reveals the name he or she wrote on the back of his/her
journal sheet. Death gains 1 xr if:

- the monster or guardian of his/her target player has
been either Rilled or abducted, but not damned to Hell
by the Devil or turned into an undead servant by the
Necromancer.

Initiative: 1+. :

The Angel and the Devil are the first roles to be
called out in Phase 4: Resolution. The (+) sign next to
the Angel’s initiative means their attack
resolves before the Devil’s. So if Angel and
Devil both attacR each other, then the
divine messenger Rills the prince
of darkRness before the
fiend can damn the good
seraph to a life in Hell.

Class: Guardian.

Core goal: Survive @
and Rill a monster .

Extra goal: Survive @ &
and exorcise the Demo-
niac /.

Gesture: Stretch out vour
arm and fingers. Keep your hand
aligned with your arm, your palm fac- /
ing inward. Take aim. /

Gender identity: Neutrois. 7

Traits: A single attach aimed at any \
player around the table ©. "




Combat Panel: The Angel is the holy warrlorkho
eV|I and intercedes in behalf f'” mankind’s ch

| RER "o
-and their . As an Alien, you'll achieve your goal of abducting
goals in a single round, they get only 1xp for their - someone if, when you're called out, there's still: =~
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. atleastone n9n-v,vithdrawin arty
specimen of the same Rind o ,‘}“
chose as your target. '

 You'll achieveryo

the initiat




If you're willing to include a Frankensteinian maonster
in your game, just remember you must add both Crea-
ture cards to the decR. You can’t play with only one
Creature card.

Initiative: 8.

Class: Monster.

Goal: Survive ®. and marry a monster or guardlan of
the chosen gender identity < . :

Gesture: Bend either your left or your rlght elbow laying
your hand on your waist, then offer your arm to either the
playeron your leftorthe plaveu,on your right. If you want your
Creature to seek a feminine spouse then let your other arm

limp at your side. If you want to show your Creature
is looking for @ masculine compan-

S ion, then fold your free arm
; o s\ across your chest.
{ = Gender identities:

Both masculine and
feminine.

- Traits: The sought
‘gender identity is not

the target player’s, but the role’s that player reveals as
the Creature is called out during Phase 4.

The Creature embraces his/her “suitor” with lovingly
tenderness, therefore his/her target cannot withdraw
during Phase 3 /-

The Creature has superhuman strength and tough-
ness. After taRing the first hit in initiative order, the Crea-
ture will merely be wounded; he orshe will be Rilled only
after taRing a second hit O

Combat Panel: Angel, Devil, Pnest and Allen are all
immune to the Creatures advances-a !

RESOLUTION

As the Creature is called out at the countmg of 8.in
the initiative order, his/her target must reveal the card
that shows their role, so everyone can see the gender
identity of the monster or guardian the Creature was
longing for.

As the Creature, you'll achieve the goal of marrying
someone if you've “attacked” a target who meets all of
the following requirements:

+ a non-withdrawing player;

- 3 monster or guardian a) who'is not the Angel, the
Devil, the Priest, or the Alien; b) who sports the specific
gender identity sought by the Creature; ¢) and who is still
alive by the end of the initiative order.

You'll achieve your goal of surviving if, by the end of
the initiative order, after all roles have been called out:

« you weren't Rilled by any monster’s or guardian’s
attacR, or

- you're merely wounded after taking a single hit from
any monster’s or guardian’s attacR.




MUMMY

Initiative: .

NIAC

i ST

housands of peoplé with
wﬁffes only to die and put
irtﬁall\/ any attack from any
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ﬁ”
e @ and take a picture of at least one
|

(o] rhands Iy o fists, leaving your
it with:  both \ﬁpur arms -and

' or quar
Reporter

ot

you'll achieve your goal of taRing a pic-
of atle > monster if you've fired the flash of your
era straight to the face of a- targ%t‘who meets all of the

o ng re‘qwements i

»\fa non- withdrawing player;

- a monster (except the Devil) who hadn’t been hllied or
a Necromancer’s undead servant.

becomes evident he’s got the picture 6.
and survived one more night on the s

Class: Guardian.
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QUICK REFERENCE

PHASES
Phase 1- Role Selection: Monster or guardian? Phase 4 - Resolution: \Who Rilled whom?
Phase 2 - AttacR!: Steady, aim... Phase 5 - Experience: Jotting down your score

Phase 3 - Withdrawal: Your fight or flight response

ROLES AND SYMBOLS
v Devil ¢ Hunter Q Alien + Demoniac
) . , )
bl Vampire Priest Necromancer Reporter
’ Werewolf g& Death e Creature % Voodooist
— @ Monster
@ Zombie ‘f Angel ‘_g Mummy
- @ Guardian
GOALS
@ Survive b Damn a soul to Hell m Take a picture of at least one monster
& Kill someone ég Exorcise or be exorcised #> Marry someone

'.ﬁ Make someone

withdraw ‘ﬂ WaRe up from eternal slumber i Create an undead servant



TRAITS

¥  Attack affects but not necessarily Rills a monster or quardian

@ MakRes an attack against any target around the table

= Makes an attack against a target who's sitting left or right
In Phase 4, you can shift your aim to someone else sitting on your left or on your right

YO
8.
@ MakRes two different attacks against any two targets (or two attacks against a single target)
@ Never attacks

= MaRkes two simultaneous attacks against targets sitting both left and right

&®» Abducts monster or guardians of a certain kind
";.‘. Target of this attack cannot withdraw during Phase 3
2

First hit wounds you; second hit Rills you

COMBAT PANEL

‘ Blue symbol: If this card’s role attacks the role this symbol stands for...

If the role this symbol stands for attacks this card’s role...
¥ Attack doesn't Rill target b Attack damns a soul to Hell
N Killed (59 Attack exorcises

AP NoXP reward Sitting side by side

Q It

Immune to this attack If attacked by one’s own target



MONSTER
OR _
GUARDIAN”




