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Dark Force Incursion is a Roll and Write game 

that is for one person, taking 20 to 40 minutes 

to play. You will need one of the DFI maps 

(plenty of which are free to download at the 

DR Games website), one six sided dice and a 

pencil. 

Your land has been invaded by a powerful 

Dark Force. The speed of the invasion was 

frightening, and they have taken all the 

defensive forts in your land. In desperation 

you have gathered your dwindling army and 

now must push out to recapture these forts to 

secure the safety of your people and drive. 

Aim 

The aim of the game is to claim more forts 

than your enemy owns. The number will vary 

based upon the 

map, but ultimately 

if the Dark Force 

defends half or 

more of the forts on 

the map you have 

lost. You can claim a fort tile by placing one of 

your armies on it. 

First Turn 

Locate the starting point. This is a star in a 

circle, in a hex. This is where your army has 

gathered and will move out 

from. In this hex write the 

numbers 1 to 6 inside, up 

against a separate side for 

each number, as can be seen 

here. This is a core element to the game. In 

every hex you encounter numbers will be 

written clockwise around the inside of the 

shape starting with the number you rolled. 

Now roll your one dice. This indicates where 

you army moves. On this example a two is 

rolled and so a new 

sequence of numbers is 

written with the two 

starting next to the first 

two. This means the 

numbers are offset and 

the one is no longer at the top.  

Circle the two twos (as shown above). This 

represents part of your army. Then each go 

always proceeds like this, one hex branches 

out from previous hex, showing that your 

army is moving out across the map. 

Don’t forget that you are aiming to reach the 

forts on the map to claim them back. 

Next Turns 

There are more options now. You can role 

from any hex you like, during any turn. Select 

the hex first and then role. You could go back 

to the starting point and role there again. For 

this example, we will use the second hex.  

Roll the dice again. Here a four is rolled, the 

hex and the numbers are place accordingly. 

The fours are circled, and your army is placed. 

The pair makes up one of your armies. 

Now, if we take that go again and you roll a 2, 

duplicating the first roll there is a 

consequence called a Blocked Hex. 

Duplicating the previous roll always results in 

a Blocked Hex. 

Blocked Hexes 

This represents an area of the land where the 

Dark Force has taken control and the defences 
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are too strong to break through. Your army’s 

path is blocked, and you will be unable to 

enter this space for the rest of the game. 

Importantly when placing the blocked hex, 

you must move clockwise around to the next 

available hex (as seen below). Write the 

numbers in, starting with the duplicated 

number, next to the previously rolled hex and 

bolden (outline) the edges. The numbers will 

not match up. You cannot roll from a blocked 

hex; it is out of bounds and you must go to 

another hex and roll. No army is drawn at the 

blocked hex. 

The Dark Force Appears  

Let’s go back to turn two. In the example 

below a 5 is rolled. The 5s are circled, the 

army placed. 

 

In turn 3, a 4 is rolled, the hex claimed, and 

numbers are placed and circled. As can be 

seen here: 

 

 

 

 

 

 

 

 

 

This is the path your army is moving to search 

the land. Because the newest claimed hex (in 

the above example) is next to another tile, 

that you previously 

placed, it is vulnerable to 

the Dark Force army as 

you may have been be 

tracked. You can see that 

the number 3 is next to the 6. They do not 

match and so can not be claimed by you. If 

the 3 is rolled the Dark Force will appear, 

having found you, and one of their armies will 

be placed between the hexes and over those 

two numbers (below). 

The number 3 is rolled and a Dark Force army 

is drawn over the two numbers. These appear 
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as black rectangles to look noticeably 

different from your armies. 

If twenty five Dark Force armies appear on the 

map your lands have been over run and you 

have lost. 

Even Worse 

If a 3 is rolled again move clockwise around 

that hex and if there is one of your armies 

cover it in a black rectangle representing the 

fact the Dark Force has defeated that army, as 

seen below. 

Even worse, if the 3 is rolled again, and there 

are no armies to take, move clockwise around 

the hex and block the first free hex. Also write 

the numbers. But not only that, place a Dark 

Force army across the two connecting 

numbers, as seen below. The diagram clearly 

shows this new tile added to the previous tiles 

that in effect the Dark Force has claimed. 

  

 

  

 

 

 

Not only is that hex blocked but it also has an 

enemy army in it which contributes to the 

overall Dark Force army total which, as 

previously mentioned, must not reach 25. 

Now, if you were to unwisely roll from the 

same hex, a 2,3 or 4 would see another 

blocked hex and Dark Force in the next 

available space clockwise around that hex. 

Main Mechanics 

Those were the main mechanics of the game. 

To recap. 

1) Place numbers clockwise 

2) Circle numbers that match when the 

next hex is placed 

3) Duplicate rolls mean trouble and 

result in a blocked hex 

4) Rolling numbers that are situated next 

to another number brings out a Dark 

Force army across those two numbers 

Keep the turns rolling until one side wins. 

Important note: If any claimed hexes should 

result in other numbers matching a hex next 

to it, then circle them with one of your armies 

immediately.  

Capturing or Losing Forts 

The easiest way to capture a fort is to place an 

army in the hex by rolling a matching number. 

In the example below 3s were rolled and the 

army moved into the Fort Hex and claimed it. 

This fort is now yours even if it becomes 

blocked for some reason. You can even claim 

a fort if Dark Force armies are located there. 

This represents the fact you know the land 
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and the building and once fortified inside you 

can hold out. 

You can also lose all hope of getting a fort 

back if it is blocked before you can get an 

army there. As per usual once a hex is blocked 

you cannot enter it or role from it although a 

Dark Force army may appear from it. 

 

 

 

 

 

 

 

 

Make sure you shade the blocked fort tile in 

as it will help you distinguish which ones the 

Dark Force have captured. 

If there are six Dark Force armies on a fort 

hex, you cannot win it back and have lost this 

fort. 

Land Features 

Mountains feature in the first wave of maps 

from DRM Games. These contain areas and 

restrict movement. If you roll a number in a 

hex that is next to a mountain space, then 

that hex is blocked. 

In this example a 5 was rolled and so the hex 

is blocked as it was next to the mountain. This 

represents that fact the army has been lost in 

the hazardous terrain of the mountains and 

those that remain have backed up to the 

previous territory. 

Winning and Losing 

To win the game you must claim more forts 

than the Dark Force defends.  

Don’t forget that also if twenty five Dark Force 

armies appear on the map your lands have 

been over run and you have lost. 

Additional Content 

You can download the rules and maps from 

the DR Games website. They are free. 

Additional content will be published if the 

demand is there. Please also note that the 

rule book has been designed to save on 

printing costs by reducing the amount of 

colour in the booklet. 

The DR Games website for the download link 

can be found here.  

http://www.drmgames.co.uk/ 

This game has been designed by Toby 

Lancaster. You can link up to our social media 

on Twitter, Instagram and Facebook if you 

search for Dark Realm Maps and DR Games. 

“The idea for this Roll and Write game came 

to me while I was in insolation during the 

Coronavirus outbreak. I wanted to put out a 

free, one player game and signal that from 

dark times can come hope. It is no 

coincidence that some of the aspects of this 

game parallel the world and what if faces in 

this moment. 

I hope you enjoy Dark Force Incursion and 

that it takes your mind off any troubles you 

may face! 

Best wishes 

Toby Lancaster” 

P.S it would be great to see some images of 

your own filled in Incursion Maps posted at 

the website!  

http://www.drmgames.co.uk/











