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The ARMY OF DARKNESS Board Game is designed for one or more Players; it recreates the battle for Arthur's Castle at
the end of the film, as the Deadites swarm over the walls in their attempt to capture the Book of the Dead. The Players take
the roles of some of the important Characters from the film (Ash, Henry, the Wise Man, and others) and try to defeat Evil Ash
and his horde of Deadites.

For your first game, we recommend that you skim through the rules briefly, paying special attention to the Sequence of
Play Summary, and then go ahead and start the game. As you play, refer to the rules for anything that you are not sure about.

Components

The Components of the game are:
The Map
Two Sheets of Character Cards and Counters
Two Sheets of Equipment Cards
A 10-sided Die
Plastic Stands
These Rules

Each Component is described below.

Map

The Map has the game's Playing Area, room for the Equipment Card Deck and for Discards, and a Sequence of Play listing.
The Playing Area shows Arthur's Castle and is divided into Squares, which are used to keep track of movement and combat.
Note that several of the Squares have labels in them, including 4 Wall Squares, the Gate, the Tower, and the Pit, and that
the Wall Squares are twice as large as the other Squares on the Map. The special uses of these Squares are described later
in the rules.

Character Cards and Counters .

There are two Sheets that have all the Character Cards and Counters necessary to play the game. The Character Cards
showthe abilities of the various Characters, while the Counters are used to represent where they are on the Map. They should
all be separated from each other, and each of the Counters should be slipped into one of the small Plastic Stands.

Two different types of Cards and Counters are on the Sheets; the ones for the Mortals, which have white printing on red
backgrounds, and those for the Deadites, which have red printing against black backgrounds. Seven of the Mortal Heroes
from the movie have their own Character Cards and Counters; Ash, Arthur, Henry, the Wise Man, Gold Tooth, the Blacksmith,
and the Archer Captain. (In the basic game, the Players use any four of these seven.) There is also a Card and Counter
for Ash's heavily modified car, which is referred to as the Deathmobile, and for the four major Deadite Champions; Evil Ash,
Evil Sheila, the Deadite Captain, and the Flying Demon. Lastly, there are 24 Counters that have Deadite Warriors on them.

Each Character Card has two sides; the front shows the abilities of the Character when healthy, while the reverse shows
the abilities once the Character has been Wounded. Both sides have the number of Attacks the Character can make and
how far he or she can Move, as well as the Attack and Defense Vaiues for the Character and notes about any special traits
the Character has. The uses of these values are described in the following rules.

Equipment Cards

There are two Sheets of Equipment Cards, each with 16 Cards. These Cards represent groups of warriors, pieces of
equipment, and other key factors in the game. The Cards are all described individually later, but they fit into the following
general categories.

Soldiers: These Cards say either Men at Arms, Knights, or Halberd Squad, and they represent squads of Mortal Soldiers
who help defend the Castle. They are placed on the Map when they are drawn from the Deck, and each Card has an Attack
Value on it, which determines how powerful it is. The higher the Attack Value, the more powerful the Soldiers.

Weapons: These Weapons are used by the Mortal Heroes, to either improve their Attack Values or to receive extra Attacks.
Some Weapon Cards have the words "Single Use" on them; this means they are discarded after they are used. Other
Weapon Cards have the words "Range Attack"; this means the Attack can be made anywhere on the Map, as opposed
to normal Attacks which can only be made inside the same Square as the Attacker.

Special Cards: There are several Cards that have unusual uses; they are all described later.

Deadite Champions: There is one Card for each of the four Deadite Champions. When each Card is drawn, the appropriate
Deadite Champion enters the Map.

Marker Cards: There are three of these; one which marks the location of the Book of the Dead, one which indicates whether
the Pit is Open or Ciosed, and one which shows if the Gate is Open or Closed.




Die
A single ten-sided die has been provided. It is used whenever the rules say a die roll is needed. The sides are numbered
from O to 9; in all cases, treat the 0 as a zero, not as a 10.

Preparing for Play

The basic game is played with 4 Mortal Heroes on the Map; Ash and any 3 others. These Heroes are divided up among
110 4 Players as desired. (Variations for up to 8 Players are described at the end of the rules.) Cards and Counters for 7
Heroes are provided, so the Players choose which Heroes to use. Note that the Players run the Mortals, but the Deadites
run themselves,

Each Player puts the appropriate Character Card(s) in front of him or her. Next, the three Marker Cards are put on the
Map; the Book of the Dead Card goes in the Square that says "Tower," the Pit Card goes in the Square that says "Pit" with
the "Pit Closed" side up, and the Gate Card goes in the Square that says "Gate” with the “Gate Closed” side up. The remaining
Equipment Cards are shuffled into a Deck, which is placed face down in the area to the lower left of the Map.

Now the Players determine who goes first. Each rolls the die; the Player rolling the highest goes first. If there is a tie, the
Players who tied continue rolling until the tie is broken. Play goes to the left around the table. Players who have more than
one Hero decide what order their Heroes piay in; the order must be the same every Tum. Once this is done, the Heroes are
placed on the Map. They can be put in any Square or Squares as desired by the Players. The Deathmobile Counter is also
placed on the Map, and can be put in any non-Wall Square. When the Players are learning the game, it is recommended
that one Hero be placed in each Wall Square and that the Deathmobile be placed in one of the Squares next to Ash.

Lastly, collect the 24 Deadite Warriors and set them at the side of the Map, along with the Cards and Counters for the 4
Deadite Champions.

Playing the Game
The game is played in Turns, and each Turn has several Phases, which are listed in the Sequence of Play. The Players
go through the Sequence of Play for each Turn, and play continues until the Mortals win the game by destroying all of the
Deadite Champions, or lose the game by losing the Book of the Dead or by being overwhelmed by the Deadite army.
When the rules call for a Mortal to do something, obviously the Player controlling that Mortal makes the decision or rolls
the die. Whenever a Deadite is supposed to do something, whichever Player is most involved with its action rolls the die.

Sequence of Play Summary
Every Turn, play moves through the following Phases in order. The Sequence of Play is listed at the left of the Map, and
the basic guidelines for each step are described here. Where necessary, fuller explanations are given later in the rules.

Gate and Gasoline: Atthe beginning of the game, the main Gate of the Castle is Closed. During this Phase, the die is rolled
to see if the Deadites manage to break down the Gate. Initially, a 0 must be rolled to Open the Gate. For each Wall Square
that has a Deadite Warrior or Champion in it during this Phase, add 1 to the chance that the Gate will Open. For example,

if there is a Deadite on one Wall, the Gate will Open on a 0 or a 1; if there are Deadites on all 4 Wall Squares, the Gate
willOpenonao, 1,2, 3, or 4. When the Gate Opens, the Gate Card is flipped to the Open side. It stays Open for the rest
of the game and this roli does not have to be made any more. Whenever the Gate is Open, 2 Deadites per Turn appear
in its Square during the "Deadites Appear" Phase, as described below.

If the Gasoline Fire is burning, a separate roll is made during this Phase to see if it goes out. Full instructions for the
Gasoline Fire are given below; it goes outif a 0 ora 1 is rolled.

Deadites Move: Deadite Warriors and Champions on the Map Move during this Phase. Movement must be from Square
to adjacent Square, and itis not possible to Move diagonally. Deadites Move 1 Square each Turn, but cannot move if they
arein a Square that has a Mortal in it. Special Movement rules apply to two Deadite Champions, Evil Sheila and the Flying
Demon; they are described later. When a Deadite Moves, it Moves toward the nearest Mortal. |f two or more Mortals are
the same distance away, roll randomly to find out which Square the Deadite Moves into. For example, if there are two
Squares a Deadite can choose between, on a 0 through 4 it would Move to the left Square, and a 5 through 9 it would Move
to the right Square; if there are three Squares, then on a 0, 1, or 2 it would Move to the left one, 3, 4, or 5 it would Move
to the center, and a 6, 7, or 8 it would Move to the right. A 9 would be re-rolled.

Deadites Appear: During this Phase, Deadite Warriors enter the Map. One Deadite Warrior appears in each Wall Square,
and more Deadites can appear at the Gate and in the Pit once they are Open. When the Gate is Open, 2 Deadites appear
" in that Square each Turn. When the Pit is Open, 3 Deadites appear in that Square each Turn.

Mortal Soldiers Attack: Any Mortal Soldiers (Knights, Men-At-Arms, and the Halberd Squad) who are in a Square with
Deadites can attack. The Player who controls the Mortal Soldier determines which Deadite is attacked, if there is more
than one, and rolls the die. i the number rotled is less than or equal to the Attack Value of the Mortal Soldier, then the Attack
has succeeded. If the roll is greater, there is no effect. Whenever a Deadite Warrior is hit by a successful Attack, it is
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destroyed and is immediately removed from the Map. If a successful Attack is made against a Deadite Champion, then
the Champion makes a Defense Roll with the die. If the number rolled is less than or equal to the Deadite Champion's
Defense Value (shown at the bottom of the Character Card), then the Attack has no effect. If the roll is greater than the
Defense Value, then the Deadite Champion's Card is flipped over to its Wounded side. If the Deadite Champion was
already Wounded, then it has been destroyed and is removed from the Map.

Mortal Heroes Move, Attack, and Play Cards: During this Phase, the Mortal Heroes perform all of their Actions. Each Hero
takes his entire turn, one after another, in the order defined at the start of the game. A Hero's turn is divided up into 3
sections; Moving, Attacking, and Playing Cards. Depending on what the Player wants to do, he or she can take those 3
sections in any order desired. For example, the Hero can Move first, then Attack, and then Play any Cards he wants to,
or begin by Playing Cards, then Attack, and end his turn by Moving, or any other combination. There is a good sample
of this in the Example of Play at the end of the rules. Remember, the Hero can go through the three sections in any order,
but must complete one section before going on to another one. Itis not possible to Move 1 Square, make an Attack, then
Move another Square; once a Hero finishes with a section for the turn, he cannot go back to it later. The rules for each
section are as follows.

Hero Movement: The Hero can Move a number of Squares equal to the Move value on the face of his Character Card. For
all Heroes, their Move is 2 when they are healthy, and 1 when they are Wounded. The rules for this Movement are generally
the same as for Deadite Movement; all Movement is from Square to adjacent Square, with no diagonal Movement. Heroes
can leave a Square that has Deadites in it if that is where they start their movement, but they must stop as soon as they
enter a Square with Deadites in it. Every time a Hero Moves into a Square that is not a Wall and that has no Deadites in
it, he may draw one Equipment Card from the Deck. In addition, he can draw a Card if he enters a non-Wall Square that
has Deadites in it, and manages to kill ali of the Deadites by the end of his Player turn. While a Hero is Moving, he can
take Mortal Soldiers with him from Square to Square, picking them up and dropping them off as desired. This is the only
way Mortal Soldiers can Move. Further rules about Mortal Soldiers are given below, under Equipment Card Descriptions.

Hero Attacks: The Heroes Attack using the same rules as the Mortal Soldiers, with the following modifications. Each Hero
receives the number of Attacks listed on the Card; 2 for Ash, 1 for most of the others, and 3 for the Archer Captain. The
Hero rolls the die once for each Attack, and can Attack any one Deadite in his Square with each Attack as desired by the
Player. If the roll is less than or equal to the Hero's Attack Value, then the Attack is successful. If the target is a Deadite
Warrior, it is destroyed. |f the target is a Deadite Champion, it must make a check against its Defense Value. Roll the die,
and if the number is less than or equal to the Defense Value, the Champion is unharmed, if it is greater than the Defense
Value, then the Champion's Card is flipped to the Wounded side if it was healthy. |f it was already Wounded, then it is
destroyed and is removed from the Map. Some Equipment Cards modify the Hero's Attack Value, while others allow the
Hero to make Attacks in other Squares; this is discussed in the Equipment Card Description section below.

Playing Cards: During this part of the turn the Hero can play as many Equipment Cards as desired, or none at all. There
is no limit to the number of Cards a Hero can have at one time. When a Card is played, the effects of the Card are
immediately applied. Full rules for the various Cards are given in the Equipment Card Description section.

Two Heroes may exchange Equipment Cards as desired whenever they are in the same Square. This does not count
as the Playing Cards section of either Hero's turn. This is a free action, and may be used as desired with a single limitation;
no Equipment Card can be used by more than one Hero per Turn under any circumstances.

Deadites Attack: The Deadite Warriors and Champions make their Attacks during this Phase. Deadite Warriors each get
one Attack on a Mortal Hero or Soldier who is in their Square; the Players decide who is Attacked. If the Players cannot
agree on who will be Attacked, determine who gets Attacked by the roll of the die. The Attack Value of all Deadite Warriors
is 4; on a roll of 4 or less, the Attack is successful. The number of Attacks that can be made by each Deadite Champion
is listed on their Cards, next to their Attack Values. These Attacks are made in the normal way, and again the Players
choose which Mortal Warrior or Hero is the target of each Attack. The decision about who will receive each Attack is made
immediately before the die is rolled, and may be changed after any Attack. For example, Ash could choose to accept
Attacks until he was Wounded, and then let someone else take all further Attacks from that point on.

General Rules
The rules that follow are more detailed versions of the ones given in the Sequence of Play Surmmary, as well as a few rules
for specific situations. The descriptions of the Equipment Cards are also given.

Movement

All Movement is from Square to adjacent Square, with no diagonal movement allowed. With a couple of exceptions,
Deadites cannot leave a Square that has Mortals in it, while Mortals have to stop in the first Square they enter that has Deadites
init. Deadite Warriors Move towards the nearest Mortal; if there are two or more Squares with Mortals in them that are the
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same distance away, roll randomly to determine which direction the Deadite Warrior Moves. Deadite Champions have special
rules governing their Movernent. Each has a particular goal, described in the Special Rules, and they use the normal
Movement rules in pursuing those goals with the following exceptions.

Evil Ash's goal is the Book of the Dead. Normal Movement rules apply to him until he reaches the Book, but from that point
forward, he can Move 1 Square per Turn even if there are Mortals in his Square. Evil Sheila's target is Ash; she always Moves
with Ash, wherever he goes on the Map. She is never separated from him under any circumstances, untit one or the other
of them is destroyed. If Ash is killed, then Evil Sheila Moves 1 Square per Turn toward the nearest Character. The Flying
Demon Moves 1 Square per Turn like the other Deadite Champions, but it can Move even if there are Mortals in its Square.
It always Moves toward the Pit.

Drawing and Playing Equipment Cards

Heroes can draw one Equipment Card from the Deck every time they enter a Square that is not a Wall and that has no
Deadites init. They can also draw a Card if they manage to destroy any Deadites in their (non-Wall) Square by the end of
their turn. There is no limit to the number of Cards a Hero ¢an have, or the number he can Piay per Turn.

Once allthe Cards in the Deck have been drawn, the Discard Pile is shuffled and becomes the new Deck. Note that Heroes
do nothave to Draw Cards when they Move, and that once the Deck has been shuffled, Drawing Cards can be very dangerous.
This is because all four Deadite Champions enter the game during the first pass through the Deck, but any of them that have
been destroyed are brought back into play if they are drawn during the second run through the Deck.

Attacks and Damage

The rules for Attacks are as follows. In a basic Attack, the Attacker must roll less than or equal to his Attack Value; if he
does, the Attack is successful. The variant 1o this is if the Defender has a Defense Value; all Mortal Heroes and Deadite
Champions have Defense Values, and no Mortal Soldiers or Deadite Warriors have them. If the Defender has a Defense
Value, then he rolisthe die. Ifthe number roliedis less than or equal tothe Defense Value, then the Defendertakes no damage.
itthe roll is higher than the Defense Value, then the Defender is injured or destroyed. A healthy Defender has the Card flipped
over to its Wounded side; a Defender who is already Wounded is killed or destroyed. When this happens, the Defender's
Card is set aside and his Counter is removed from the Map. Once a Mortal Hero s killed he is out of the game for good,
although a Mortal Hero who is only Wounded can Heal; this is described under Special Rules. Deadite Champions cannot
Heal once they are Wounded, but once they are destroyed they can retumn to the game if their Equipment Cardis drawn again;
see the Equipment Card Descriptions for an explanation of how this works.

The Attacker and the Defender must be in the same Square, unless the Attacker is using an Equiprment Card that allows
him to make Range Attacks. A Range Attack can be made against any Defender anywhere on the Map.

When there are multiple Defenders, the Players decide who takes the Attack. This means that when the Mortals are
Attacking, they can choose their target, but when they are Defending they can have their most durabie (or most expendable)
Heroes or Soldiers take the Attack. This is a big advantage for the Players, of course. Remember that each Attack is made
one at a time, so Players can adjust their strategy after each die roll to account for good or bad luck.

Equipment Card Descriptions
There are 32 Equipment Cards in all; each is described below.

Soldiers: There are 9 of these Cards, and they represent squads of Mortal Soldiers. 4 are Men at Arms, 4 are Knights,
and 1 represents the Halberd Squad that received special training from Ash. Each Card has an Attack Value on it, ranging
from 4 to 8. When one of these Cards is drawn, it is placed directly on the Map in the Square with the Hero who drew it.
From that point onward, the Soldiers Move with any Herc who wants to take them with him. Allthe Hero has to dois enter
the Square with the Soldiers, state that he is taking them, and continue Moving; the Card stays on the Map at all times.
A sample of this is given in the Play Example at the end of the rules. This is the only way that Soldiers can Move. They
each receive 1 Attack during the Mortal Soldier Attack Phase, and do not have to have a Hero in the Square with them
to make their Attacks. Players can decide exactly what the Soldiers will do with their Attacks by agreement, or they can
roll randomly to determine who has control of all the Soldiers on the Map each Turn. When a successful Attack is made
against a Soldier it is removed from the Map and goes into the Discard Pile.

Weapons: Weapons are used to improve the Attacks made by Mortal Heroes. There are two kinds of Weapons in the Deck,
Normal and Single Use. Normal Weapons can be used every Turn, while Single Use Weapons can only be used one time.
Additionally, some Weapons are for use in normal Attacks within the Hero's Square, while others allows the Hero to make
Range Attacks. With a Range Attack, the Hero can Attack Deadites in any Square on the Map. Onily 1 Weapon can be
used to affect any one Attack.

The Chain Saw only affects Attacks within the Hero's Square, but it applies to all of the normal Attacks made by the
Hero. The Crossbow and the Shotgun only apply to 1 Attack per Turn, but that Attack can be a Range Attack. For all
three of these Weapons, just add the Attack Value listed on the Card to the Hero's Attack Value when making the Attack.
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The other Weapons use Ash's Gunpowder to make Single Use Explosive Attacks. They include a Catapult and 3 flights
of Explosive Arrows, which aliow Range Attacks, and 2 Explosive Charges, which make normal (in-Square) Attacks
only. The Catapultand the Explosive Charges have an Attack Value of 6, while the Explosive Arrows have an Attack Value
of 4. In all cases, an Attack with one of these Cards affects every Deadite in the Square it is played in, and takes place
at the moment the Hero decides to play it. Note that this means that the Players can use an Explosive, see the results,
and then decide whether they should play any further Cards. In addition, these Cards do not cause any damage to Mortals.

Special Cards: There are several Cards that have unusual purposes.

Henry's Banner and Arthur's Banner: These two Cards do the same thing. Any Mortal Soldier who is in the same Square
as one of the Banners acquires a Defense Value of 4. If a Soldier is destroyed in spite of the Banner, the Banner is
unharmed as long as there is another Soldier or a Hero in the Square with it. This means that a Banner can extend its value
to several Soldiers in one Square, which makes a group of Soldiers a much more powerful force. if the two Banners are
in the same Square, there is no benefit; only one Banner has an effect against any one Attack. When a Banner is in use,
it should be placed on the Map. A Banner is destroyed (removed from the Map and pfaced in the Discard Pile} if it is ever
left alone in a Square, or if the Deadite Captain enters its Square as described below. Any Hero who enters its Square
can Move a Banner freely with him, just like Mortal Soldiers.

Gasoline Fire: This Card is played normally, and is used to block entry into and movement through a Square (usually the
Gate.) When the Card is played, it is placed in the Square with the Hero, but nothing happens immediately. During the
next Gate and Gasoline Phase, itignites and makes an Attack of @ against all Deadites and Mortals in the Square; an Attack
of 9 is automatically successful, of course. Note that this means it is very important for the Players to plan ahead when
they are going to use this Card, so they can get Soldiers and Heroes out of the Square before it becomes dangerous. At
the end of that Phase, a die is rolled to see if the Gasoline Fire goes out; on a roll of 0 or 1, the Fire is extinguished. This
check is made during every Gate and Gasoline Phase thereafter, until the Gasoline Fire goes out. Foraslongasitburns,
no Mortal or Deadite can enter the Square. This makes it an excellent tool for blocking the Gate, once the Gate has been
Opened. Once the Gasoline Fire goes out, the Card is placed in the Discard Pile.

Move Any Player or Deadite 1 Square: This Card aliows the Playerto do exactly what it says, to Move any one Mortal Hero,
Deadite Warrior, or Deadite Champion. This is especially useful for keeping Deadite Champions from reaching their goals.

Deadite Character Free Move: When this Card s drawn from the Deck, itis automatically played; the Players cannot choose
to not play the Card. Every Deadite Champion on the Map automatically Moves 1 Square in whatever direction it would
normally Move. This has little effect on Evil Sheila, who always stays with Ash, but can be critical for Evil Ash and the Flying
Demon.

Horse: The Hero who holds this Card can elect to use it, which is shown by keeping the Card face up, or keep it in reserve,
shown by keeping the Card face down. If the Card is in reserve, it has no effect at all, and the Card can be moved in and
out of reserve (turned over) once per Playing Cards Phase. When the Card is in use, the Hero receives 1 extra Action per
Player turn; this can be either 1 extra Attack or 1 extra Square of Movement. At the same time, the Hero's Defense Value
is lowered by 1, so there are risks associated with this Card.

Daring Attack: Like the Horse, this Card can be in use (face up) or in reserve {face down), and the Player can change its
status once per Playing Cards Phase. While in use, the Hero's Attack Value is increased by 2, but his Defense Value is
lowered by 1.

Deadite Champions: There is one Card for each of the four Deadite Champions. When these Cards are drawn, the Deadlite
Champions enter the Map on the Square with the Hero who drew the Card. There are special rules for each of the Deadite
Champions; they are described below.

Marker Cards: There are three of these; one marks the location of the Book of the Dead, one indicates whether the Pit is
Open or Closed, and one is used to keep track of the status of the Gate. The Book of the Dead Card starts out in the Tower,
and can only be moved by Evil Ash or the Wise Man. The Pit Card goes in the Pit Square and starts the game Closed:;
itis Opened only when the Flying Demon is in its Square. The Gate Card goes in the Gate Square and starts the game
Closed; it Opens when the Deadites break down the Gate, and stays Open the rest of the game.

Special Rules
The following ruies cover special situations and the abilities of the various Characters.

Healing: A Mortal Hero can recover from being Wounded by entering a Square that has no Deadites in itand by going through
the entire turn without making any Attacks or Drawing or Playing any Cards. If he does this, his Card is flipped back to
its healthy side at the end of his turn, Only Mortal Heroes can Heal; Mortal Soldiers, Deadites, and the Deathmobile do
not have this ability.
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