Shadows XXLV
Print and Play Game
To play you need:
1 dice of: 4-sided, 6-sided, 8-sided, 10-sided 12-sided and 20-sided.
1 copy of the scorecard (with one copy up to a maximum of six players
can participate).
1 marker, meeple or token to mark the players health (one for each
player).
Rules for one player:
1.Select an enemy to approach, place your marker there and of the 6
available dice select 1 die to engage the enemy.
2.Throw the die trying to obtain a result that is in the enemy's squares. If
you get a result that is in the boxes you can cross it out. When all the
boxes are checked you can check out the rhombus on the right side of
the enemy, which means that the enemy was defeated and could not be
faced again. The die you have used cannot be used again until your
next turn.
3.The turn ends when you have used all 6 dice. All dices must be used
once in a turn. They can be used to attack the same enemy or on
different ones.
Enemy Attack:
The enemy attacks the player when the condition in the enemy legend is
fulfilled. The amount of damage the enemy does is given in the rhombus
on the right side of each enemy (the total damage is tracked in middle
upper columns on the score card for each player separately).
End of the game:
The game ends, when
-all enemies are defeted,
-the player takes 10 points of damage
Scoring:
At the end of the game the scored points are determined:
-You receive 1 point for each crossed enemy square.
-You receive additional points for each enemy defeated. The number of
points you get is equal to the damage of that enemy (number in the
rhombus).

The scored points can be tracked in the rows on the upper right corner
of the scorecard.
Rules that changes in a game of 2 to 6 players:
-The game is divided into rounds. One Player starts the round and then
the next player takes over and so on.
-Everyone shares the 6 dice and the turn continues as in the rules of a
one player game.
-The player who defeats the enemy is the one who manages to cross
out the last box of the enemy. Only that player gets extra points for
defeating the enemy.
-To the damage that the enemy normally causes when attacking, a
number is added
equal to the number of players who are fighting him.
-Players cannot approach another enemy until the start of their next
turn.
-Players are required to use one die each turn.
* The enemy only attacks the player in turn, and NOT the other players
in the square.
-When all the dice have been used the new round begins.
IMPORTANT: Alternate the order of the players!
The player with the most points wins.
Zombie (damage 1)
Attack when the result is higher than 4.
Ghost (damage 2)
Attack if the result is less than 4.
Skeleton (damage 1)
Attack when a 6 or 8 sided die is used.
Mummy (damage 2)
Attack when the result is 1.
Golem (damage 5)
Attack if the result is an even score.
Siren (damage 3)
Attack when the 20 sided die is not used.

Goblin (damage 2)
Attack when the result is higher than 9.
Werewolf (damage 3)
Attack when a 12 sided die is used.
Gargoyle (damage 3)
Attack if the result is an uneven score.
Sorcerer (damage 2)
Attack when the 8 sided die is not used.
Vampire (damage 1)
Attack if the result is less than 10.
Witch (damage 3)
Attack when the result is 1,2,3 or 4.
Skeleton King (damage 4)
Attack when the result is 1 or 2.
Devil (damage 5)
Attack when the result is 6.
Ogre (damage 4)
Attack when the result is 4,6,8,10,12 or 20.
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