Darknest Night
A cooperative board game for 4 players

A great shadow has fallen over the kingdom as the undead continue to multiply under the control of a dread necromancer.  The king’s army is broken, the lands overrun, and now the castle has fallen.

The last of the kingdom’s strength has taken refuge in the hallowed ground of the monastery, where the necromancer and his dead dare not tread…yet.

As he tightens his grip on the land and builds his power for a final assault on this last refuge, a few brave souls seek a way to fight back…

Set-Up

Heroes

Each player chooses one of the eight heroes to play (the knight, prince, rogue, scholar, priest, druid, wizard, or bard), and takes the corresponding hero card and deck of power cards (10 per hero).  Each player should search through his power cards and find the four cards labeled “basic” at the bottom, then choose three of these four powers to start the game.  The remaining basic power is returned to the deck, and each player shuffles his power cards.

Each player also takes a “grace” token ((), a “secrecy” token ((), and the hero marker corresponding to his hero (same symbol as printed on the hero card).  Place the grace and secrecy tokens on the circled numbers on the hero cards, and place the hero markers in the monastery on the game board.
(Blights

Turn the blight cards face-up and sort them according to the location printed in the lower right-hand corner.  There should be 18 labeled “anywhere,” 6 for the monastery, and 4 for each of the remaining 6 locations.
Shuffle the monastery blights and set them in a stack (face-down) near the monastery.

Shuffle the “anywhere” blights and deal them to the piles for the other 6 locations until you run out (each location will get three).  Then, shuffle each pile individually and place it face-down near the corresponding location on the game board.

(Search Cards

Search cards are set up just like blights, except that there are no monastery cards.  There should be 6 cards for each other location and 24 “anywhere” cards.

(Holy Relics

Place one holy relic card face-down near each of:  the mountains, the forest, the ruins, and the swamp.

The Powers of Darkness

Place the necromancer character card in a place visible to all players, and place the darkness token (() on the matching symbol to the left of “1” on the darkness track.  Place the necromancer marker (() at the castle, which has just fallen to his attack.
Draw the top card from each blight deck (except the monastery) and place it face-up in the corresponding location; these are the forces the necromancer has already deployed throughout the kingdom.

Dice

Get several standard six-sided dice to play with; it’s nice if everyone has around 3 in easy reach, but you can play with 1 and roll it multiple times.  If someone is playing the scholar, it’s helpful if one die looks different from the others for the “find weakness” tactic.
Basic Game Concepts
Grace and Secrecy

Each hero card has a grace track (() and a secrecy track (() at the bottom.  Grace represents a hero’s luck or divine providence, and is used primarily to escape from mortal peril.  Secrecy represents how well the hero’s movements are hidden from the necromancer and his agents.
The circled values are each hero’s default grace and secrecy, and the amounts available to the hero at the start of the game.  Place markers on these numbers.  If a card instructs you to gain grace or secrecy, move the marker up the track.  If a card instructs you to lose grace or secrecy, move the marker down the track, but do not reduce it below zero (any loss beyond zero is ignored).  If a card instructs you to spend grace or secrecy, then you may not use that card unless you have at least that much grace or secrecy available to spend.
The minimum value for both grace and secrecy is zero (represented by moving the token to the symbol printed to the left of “1”, or removing the token from the track).  Neither secrecy nor grace has an absolute maximum, but most things that raise grace or secrecy will only do so up to some threshold.

Powers

Each hero has several cards representing that hero’s unique abilities, which are called powers.  Each hero begins the game with any three of his four “basic” powers, and the remaining powers are shuffled into a deck from which he may draw new powers during the game.  The hero’s current powers should be displayed face-up in front of him.

There are three basic types of powers:  actions, which provide the hero with new options for things to do on his turn; tactics, which are used in combat; and bonuses, which provide other benefits and can be used at any time.  The precise effects of each power are described on the card.  Some powers require that the hero spend grace or secrecy in order to activate them.

Some powers must be “exhausted” to use them.  When you exhaust a power, turn it face-down.  That power cannot be used again until it is “refreshed” when that hero hides or prays.

If a card instructs you to discard a power, put it at the bottom of your power deck.

Combat

When a hero encounters the necromancer or one of his agents, or chooses to attack a blight, combat ensues.  Normally, the hero can choose either to fight the enemy or to try to elude him.  The hero then chooses an appropriate tactic power, if he has one.  Only one tactic may be used in each combat.

The tactic will specify a certain number of dice to use when fighting or evading.  If the hero chooses to fight or elude without a tactic, he uses one die.
The hero then rolls the appropriate number of six-sided dice.  The hero wins when fighting if any single die comes up greater than or equal to his opponent’s strength (or power, for blights).  The hero wins when eluding if any single die comes up greater than or equal to his opponent’s awareness.

Different encounters will specify different results that occur if the hero wins or loses.  Typically, if the hero loses, he will die unless he spends 1 grace.
Darkness

There is a darkness track (() printed on the necromancer card.  Darkness represents the amount of power the necromancer has gathered, and increases gradually throughout the game.  At specific thresholds, the necromancer gains additional powers, as indicated on the track.

Darkness begins at zero at the start of the game, and cannot exceed 30.  If anything causes the darkness to be raised when the darkness is already at 30, place a new blight in the monastery instead.

Blights

Blights (() represent the unholy forces of the necromancer throughout the kingdom.  Each blight has some harmful effect it produces as long as it is in play (as printed on the card).  Heroes can destroy blights, but the necromancer creates more as the game goes on.

Some blights indicate that any heroes ending a turn at that location encounter a monster.  In this case, every turn a hero ends at that location (while the blight remains there), he does combat with that monster, which has the strength and awareness printed on the card.  If the hero successfully attacks or eludes the monster, nothing happens; if he fails, he must spend 1 grace or die.  The monsters can only be destroyed if the hero attacks the blight during his turn (in which case he rolls against the blight’s power, not the monster’s strength).  If there are several monsters in a location, the hero may do combat with them in any order he chooses.
When a new blight is created in a location, draw a card from the top of that location’s blight deck and place it face-up in that location.  When a blight is destroyed, place it at the bottom of that location’s blight deck.

There can never be more than 4 blights in a single location.  If something happens which would cause a new blight to appear in a location that already has 4, add a blight at the monastery instead.  If there are already 4 blights at the monastery, the heroes have lost the game.

Play Sequence

Play consists of a series of rounds.  During each round, each hero takes a turn; the heroes may act in any order, and may change the order of their turns each round, if they so desire (if you have trouble keeping track of which heroes have already taken their turns, try giving each player a marker at the start of the round and discarding them as they take turns).  Once every player has taken a turn, the necromancer takes a turn before the next round.  Play continues until one of the victory or defeat conditions is fulfilled.
Hero Turn Sequence

1.
Necromancer Searches
If the hero is at the same location as the necromancer, the hero loses one secrecy.

2.
Event

If the hero has zero secrecy and is at the same location as the necromancer, the necromancer attacks.  The hero may attempt to fight or elude the necromancer.  If unsuccessful, the hero must spend 1 grace or die.

Otherwise, the hero draws an event card (unless the hero is in the monastery).
3.
Action

The hero may perform one action of his choice:
Move:  The hero moves to an adjacent location, and gains 1 secrecy (up to a maximum of 5).

Hide:  The hero gains 1 secrecy (up to a maximum of 5), and refreshes any exhausted powers.

Search:  The hero rolls one die (or possibly more, if allowed by powers).  For each die that equals or exceeds the search difficulty in the hero’s location, the hero draws one card from that location’s search deck.  The hero then chooses one of the drawn cards to keep, and puts the rest at the bottom of the search deck.


A successful search will usually allow the hero to draw a new power or to acquire a key, which can be used to retrieve holy relics.

Attack:  The hero may attack one blight in his location (or the necromancer).  The hero loses 1 secrecy, and must attempt a fight roll (not an elusion roll) against the blight’s power (or the necromancer’s strength).  If the hero fails his roll, he suffers the effect listed as the “defense” of the blight.  If the roll succeeds, the blight is destroyed.

If a hero successfully fights the necromancer, the necromancer will try to escape by sacrificing his minions, and the hero destroys one blight of his choice (in that location) instead of the necromancer.  The necromancer is only killed if a hero successfully fights him when there are no blights to be sacrificed in that location.  (Note that these results also occur if a hero makes a successful fight roll when the necromancer attacks him during the event phase; a hero with no secrecy can potentially fight the necromancer twice in one turn.)
Retrieve Relic:  If the hero is holding at least three keys, and there is a holy relic face-down in the hero’s location, he may spend his action to discard three keys and take the holy relic.
Power:  The hero may use one of his “action” power cards.
Pray (in monastery):  While in the monastery, the hero may spend his turn in prayer.  The hero rolls two dice, and gains 1 grace (up to his default value) for each die that comes up a 3 or higher.  The hero also refreshes any exhausted powers.
Necromancer Turn Sequence

1.
Darkness

Increase the darkness by one.  If the darkness is already at 30, create a blight in the monastery instead.

2.
Movement

Roll one die to determine the necromancer’s movement.

Determine the hero with the lowest secrecy, excluding any in the monastery.  In the event of a tie, choose the hero closest to the necromancer.  If both are equally close, choose at random.

If the die roll is greater than that hero’s secrecy, the necromancer moves one space towards that hero by the shortest route (or stays at that hero’s location, if already there).  If there are two shortest routes, choose at random.

If the die roll is less than or equal to that hero’s secrecy, or if all heroes are in the monastery, move the necromancer according to the numbers printed on the game board (using the result from the same die roll—do not roll again).  The necromancer will leave his location by the route marked by the number he rolled (or stay where he is, if the number is printed inside the location).

The necromancer may never move into the monastery.
3.
Create a Blight

The necromancer creates a new blight in his current location.  If there are already 4 blights in the necromancer’s current location, one is created in the monastery instead.
If he has at least 10 darkness and there are no blights in his new location, he creates two instead of one.  If he has at least 20 darkness and he rolled a 1 or a 2 for movement, he creates one additional blight.

Winning and Losing

Play continues until the heroes meet one of the winning conditions described below, or the monastery is overrun.
Holy Ritual

If the heroes manage to recover three of the ancient holy relics and bring them all to the monastery, they can perform a cleansing ritual that will instantly destroy all undead in the land, saving the kingdom.  All the players win.
Slay the Necromancer

If the heroes can kill the necromancer, most of his magics will be undone, and any remaining undead will be mindless and undirected—easy to dispatch.  All the players win.
Note that the necromancer has a strength of 7, so no matter how many dice you’re rolling, you cannot hope to kill him unless you have a bonus to your roll (carrying a holy relic will provide such a bonus).  Additionally, the necromancer will sacrifice his minions to save himself, so a successful attack against the necromancer will only kill him if there are no blights in the current location—otherwise you merely destroy a blight.
Death of a Hero

If a hero gets a “spend 1 grace or die” result in combat and has no grace to spend, he is dead.  This has the following results:
· The hero is removed from the board.

· The Darkness immediately increases by 1.
· Any items the hero was carrying (including holy relics) are dropped at the location where he died; other heroes may pick them up as free actions during their respective turns.
· If the hero had any powers in play that affected other heroes (such as the priest’s blessings or the scholar’s artifacts), they remain in play.

On that player’s next turn, he selects one of the unused heroes and places it in the monastery; he controls this hero for the rest of the game.  However, the new hero enters play with only 2 basic powers (instead of the normal 3), and his default grace and secrecy are each 1 point lower than normal.  The new hero doesn’t do anything on the turn he appears, but may act normally beginning on the following round.
Overrun

Any time a blight is created in the monastery, if there were already four blights in the monastery, it is overrun with the dead.  The necromancer gains undisputed control of the kingdom, and all the players lose.

Additional Rules and Clarifications
The Monastery

The monastery is a special, hallowed location which provides protection from the undead and the necromancer’s magic.  The following special rules apply to the monastery:

· Heroes in the monastery do not draw events.

· Heroes in the monastery may choose to pray on their turns.  When praying, a hero rolls two dice, and gains 1 grace (up to his default value) for each 3+ rolled.  The hero also refreshes any exhausted powers.

· Heroes that spend an entire turn in the monastery gain 1 secrecy, up to their default value.  Heroes do not gain this secrecy on the turn they enter or leave the monastery.
· The monastery has no search deck and cannot be searched.

· The necromancer can never enter the monastery, and ignores any heroes in the monastery when determining his movement.

Holy Relics

There are four ancient holy relics scattered about the kingdom:  one in the mountains, one in the forest, one in the ruins, and one in the swamp.  A hero with three keys (obtained from searching) may discard them as an action to recover a relic from his current location.  A hero may only carry one holy relic at a time.

The holy relics are very potent when used against the undead.  Whenever a hero carrying a holy relic makes a fight roll, he adds one to his highest die (this is cumulative with all other effects).  However, the power of the relic also attracts the notice of the necromancer, and a hero carrying a relic loses one secrecy at the start of each of his turns.

Bringing three holy relics to the monastery causes the heroes to win the game.

Items

Holy relics and any search cards that do not say “discard immediately” are considered items.  A hero may give any items he is carrying to any other hero(es) in his location immediately before or after taking an action on his turn.

However, holy relics cannot be given away if they have already been used on the current turn (otherwise you could pass one around in a circle and let everyone benefit from it, which is silly and broken).  Before making a fight roll, you may choose not to use the bonus from your holy relic in order to give it away later on your turn.

Events

Some events have different effects depending on a hero’s current secrecy or the number of blights in his location.  Such cards list the variable in italics below the title, then give ranges for each listed effect on the left side of the card.

When an effect such as “lose 1 secrecy” or “spend 1 grace or die” is listed without explanation after an encounter’s stats, that is the penalty for losing the encounter.

Signature Powers

All powers are described on the cards, and are intended to be self-explanatory.  However, in case of confusion, several of the more unique powers are described here.

Knight:  Oaths

The knight has several powers called “oaths.”  An oath can be activated as an action, and provides an effect listed on the card while it is in play.  The oath remains in play until either the “fulfilled” or “broken” condition listed on the card is satisfied, at which time the oath is removed from play and the effect listed after that condition is applied.  The knight may choose to play the same oath again, but doing so takes an action.

An oath cannot be removed from play except by being fulfilled or broken, and no new oath may be used while any oath is in play.  If a knight has already sworn an oath, but wishes to swear a new one, he must fulfill or break is previous oath first.

The “fulfilled” effect of some oaths allows you to immediately play a new oath, which may be the same one, if you choose.

Prince:  Support Network

The prince has several powers that allow him to organize the remaining populace in the kingdom to provide support to himself and the heroes (resistance, safe house, chapel, scouts).  As an action, the prince spends secrecy and places one of these cards in his current location, where it provides an ongoing effect described on the card.

Each card can only apply to a single location, but the prince can move any card from its previous location to his current location in the same way that he placed the card in the first place.

Scholar:  Artifacts

The scholar can recover and activate various beneficial artifacts around the kingdom.  When the scholar first draws any of the artifact powers, immediately put it into play at his current location.  The artifact provides an ongoing effect at that location, as described on the card, but can never be moved.

Scholar:  Find Weakness

The scholar’s “find weakness” tactic allows him to attack with one die and add one to the result of that die.  If any power allows him to roll additional dice when attacking, the +1 from find weakness applies only to one die, and the die must be chosen before it is rolled (this is different from the holy relic, which adds +1 to the highest die roll).  It is recommended that you use a different-looking die for the find weakness power, if one is available.

The +1 from find weakness and from a holy relic stack; a scholar using both can add a total of +2 to the affected die.
Priest:  Blessings

The priest has the power to lay holy blessings upon himself and his allies.  As an action, he may place one of his blessings upon himself or any hero at his location (some blessings cost grace to place).  The blessing then provides some ongoing benefit to the affected hero.
Each blessing can affect only a single hero at a time; the priest can place a blessing on a new hero in the same way as it was originally placed, but the card is moved from the original target to the new target, and the original target no longer receives its effects.

Druid:  Forms

The druid has several powers that allow him to assume alternate forms.  Assuming a form takes an action, and provides the benefits and drawbacks listed on the card until he assumes another form.  He may also revert to his normal form as an action.

With the exception of tree form, all of the druid’s forms prevent him from gaining grace, so he will want to shift back to his normal form before praying.  Tree form allows the druid to regain grace without returning to the monastery by replacing his events with automatic grace increases (so normally at the start of each turn, unless the necromancer reduces his secrecy to zero), but prevents the druid from taking most actions.
Wizard:  Runes

The wizard can cast several “runes” which affect the entire kingdom.  The wizard may cast any rune he possesses as an action, but doing so cancels any rune previously in play, so he can only maintain one at a time.

The rune of nullification requires the wizard to specify a type of blight when he casts it; the type chosen need not already be in play or remain in play in order for the rune to remain in effect.  Even if the rune of nullification is already in play, the wizard may cast it again in order to specify a different type of blight (but this cancels the previous effect).

Bard: Melodies

The bard has several “melody” powers that benefit all heroes at his current location.  Activating a melody takes an action, but once used, it continues to provide its benefits until the bard uses another melody or his grace decreases (for any reason).

If the bard moves while one of his melodies is active, it affects heroes at his new location.  If a new hero enters the bard’s location, he receives the benefits of the active melody immediately upon his arrival.  If a hero moves away from the bard, or the bard moves away from another hero, that hero ceases to receive the benefits.
