VAMPIIRIDEJAHT

Sisened koos sépradega vanasse mahajdetud lossi, valmis avastama lossi saladusi. Akki sulgub
uks teie taga. Teid tervitab vampiiride isand krahv Dracula. Kas suudate pégeneda tema lossist?

— VAMPIRU MEDIBAS

Jus ar draugiem nonakat veea, pamesta pili, kuru vélaties izpétit. Peksni aiz jums aizveras
varti. Jus sagaida vampiru valdnieks - grafs Drakula! Vai jums izdosies izklut no vina pils?

()

Tu ir tavo draugai Zengiate | senq apleistq pilj, pasiruose jq istyrinéti. Staiga uz jusy uzsidaro
vartai ir jus pasitinka vampyruy valdovas grafas Drakula! Ar pavyks pabégti is jo pilies?

- 1O /IFOBAHNSI BAMITIEIB

Paszom 3 Opy3samu 6u nompanuJiu 00 cmapozo 3aHed6aH020 3aMKy y nowykax npuzod. Panmom
6pama 3a eamu 3a4uHUIAcCH, i OCb BacC @Ke dimae nogeaumestb gamnipia - 'pag Ipakyna! Hu

3MoO3Keme Gu dmekKkmu 3 tiozo 3(1MKy?

= A VAMPIR EJSZAKAJA

Egy izgalmas kirdanduldsnak indult - hiszen mi lehetne érdekesebb egy régi, titokzatos
kastélyndl? Am amikor beléptek a kapun, az hirtelen becsapodik mégottetek, és furcsa nevetés
visszhangzik a folyosokon. A kastély bizony nem tires. Ez Drakula grof otthona!

0 TOAREA DE VAMPIRI

Tu si prietenii tdi intrati intr-un castel vechi si abandonat, pregatiti de explorare. Dintr-odatad,
portile se inchid in urma voastra. Sunteti intdmpinati de stapanul vampirilor, Contele Dracula!
Veti reusi sd scdpati din castelul lui?

2 VAMPIRE HUNT

You and your friends enter an old, abandoned castle, ready to explore. Suddenly, the gates close
behind you. You are greeted by the lord of vampires, Count Dracula! Can you escape his castle?
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Izpose nose
6 piwiok epasyis
(i3 306pasiceHHsAM AH0OUHU HA

00HoMy 60yl ma eamnipa — Ha
iHWwomy)

1 ¢piwka [/lpakyau
7 naacmukosux
nidcmasok

27 ieposux jcemoHie
(8 Ppakenis, 4 20108KU YACHUKY,
3 nasimu Kposl, 6 npuxo8aHux

PasomMm 3 APY3dMH BU ITOTPAITHJINA 10 CTAPOro ) g
JNII0KI8, 6 KA0Ui8)

3aHei6aHOr0 3aMKy. [licsis 3ycTpidi 3 BJaCHUKOM
3aMKy, ®axJIuBUM ['padoM /lpaKysioro, MOYNHAEThCS
MOJIFOBaHHS, BiJ IKOT0 KPOB XOJIOHE B >KMJIax!

Bpama 3a BaMU 3a4HHSIETHCS, | BU po36iraerech B pi3Hi
OOKH.

[TosttoBaHH#A novasiocst! Jlpakysia Xoue BKYCUTH KOXKHOTO
3 Bac, IepeTBOPIOI0YH Bac Ha BaMITipiB, O/IHOTO 3a
OJIHHUM...

METAIrPH,

IlepmiuM BUGpaTHCh i3 3aMKy /Ipakynu! ['paBiio
HeoOxiJHO 3HalTH dakeJ, 3a6paTH KJII0Y 3 KAIVIUII i
HEePIUINM AiCTaTHCh /10 OHOTO 3 BUXO/IB.

fAKI0 BY epeTBOPUJIMCH Ha BaMIlipa, Ballla MeTa —
CIiMMaTH OJHOTO 3 KOJIMILIHIX IPY3iB, BKYCUTH I TEX
NepeTBOPUTH Ha BaMIlipa. Bamip, AKAN CXONUTH
OCTaHHbBOTIO 3 [IPY3iB, CTa€ NepeMoXKieM!

MiaroroBKA 8O IPH.

[Tok1aziTh irpoBe MmoJie Ha CTiI. BcTaBTe dilrku rpaBIiB
i [lpakysin y nificraBky. KoxkeH rpaBelib BUGHpae Qiliky
Ta CTaBUTh il Ha Oy/Ib-KUH BXifl (3e/ieHa 6pama — JIUB.
MaJtioHOK). [ToTimM moctaBTe J[pakysty y ckJien (JuB.
MaJTIOHOK).

Po3micTiTh 6 K/I10UiB y KalIUI (JIUB. MAJIIOHOK),
nepemimanTe pelmTy 21 »KeTOH Ta pO3MiCTiTh ix
diosieToBOIO cCTOPOHOIO ropiuis Ha (piosIeTOBI
KJIITUHKH Ha IrpOBOMY I10JII.

Busnaute IEPIIOTro rpaBud 3a JOIIOMOTr 00 Ky6m<a.




Y cBiii Xiz rpaBenb 3aBXK/H CIIOYATKY
nepeMillye cBo QiliKy, a moTiMm
nepemimye Jpakynay! Kunbre Kyouk i
NepeMicTiTh CBOO QIlIKY B HAIPSMKY
KJIITUHOK 3 YKeTOHaMHu. AJie iHo/ii Tpeba
MPOCTO BTiKaTH... [[0TiM KUHbTE KYOUK
BJIpyTe i mepeMicTiTh /lpaky/y B HaIpsIMKY
iHmux rpaBuiB. Ha ogHil kiaiTHHI
O/THOYACHO MOXKe OYTH 6isbie ofHieT ilIKu.
Iinb Jpakynim -

CXOIIUTHU IrpaBLd i @
BKycUTHU Horo! ['paBelb ‘
NepeTBOPIOETHCS HA

BaMIipa, koJix Jipakysia

NOTpAILISIE Ha KJIITUHKY,

Ha SIKil cToiTh dimka

[IbOr0 IpaBLd. Ko Ha

KJIITUHIII CTOSITH KiJIbKa

oimok, /Ipakysia nepeTBOpIO€E Ha BaMIlipa
JIMILIIEe OJHOTO 3 IpaBIiiB (BUpIllly€e rpaBellb,
y uuii xiz Jlpakysia cTaB Ha TaKy KJIITHHKY).
[lepeBepHITH Horo QiliKy CTOPOHOIO 3
BaMIIipOM JIOrOpH i BCTaBTe y MiJICTaBKY.
Tenep Ley BaMIIip Tex nepecilyBaTUMe
Joaen!

HaBiTh K110 BY IepeTBOPUJ/IUCh HAa
BaMIIipa, BU 3aBX/IU CIIOYATKY IepeMilllyeTe
cBoto dimky, a notim J[pakyuy.

Y koxkeH XiJi, mepeMicTiTh CBOIO QIIIKY Ha
CTiJIBKM KPOKIB, CKiJIbKH MOKA3y€ KYGHK.
ITPUMITKA: icHye nBa BUHATKA:

- fKkiio BY 3ax0/iUTe B KaIJINIIIO 260
BTiKa€eTe Kpi3b 6pamy, HE060B I3KOBO
BUKOPHUCTOBYBATH yCi KPOKH.

AxI1110 Ha KJIITUHIII CTOITh BaMIIip, BaM
HeO0OOB'SI3KOBO CTAaBaTH Ha 1[0 KJIITUHKY.
Mo>xHa IpoCTO 3yNIMHUTUCH paHillle.

HanpukiHii rpy BU HaBIIaKKA MOXKETe
3axXOTIiTHU IEPETBOPUTHCH HA BaMIlipa, AKIIO0
e 6yzie €IMHOI0 MOXKJIMBICTIO TIepeMorTH. B
TaKOMY BUIA/IKY IEPEeMiCTITh CBOIO QilllKy
Ha KJIITUHKY 3 BaMIIipoM, AKII0 BUKUHETE Ha
KyOUKY JOCTATHIO KiJIbKiCTh KPOKIB.

Jl1s BTedi 3 3aMKy Tpe6a BUITH dyepes
6yab-AKy 6pamy. Asie a4 ii BAIKPUTTA
3Ha/I0OUTHCS KJII0Y, CXOBAaHUH

B Kariuni. KoxkeH rpaBers Mae

3aHTH B KAIUIULIO | CXOTIUTH

KJII0Y, aJie JIJIsl TOTO, 1106

BUHECTH KJII0Y 3 KaIUIHI, TPaBIIi0
noTpideH dakeJr.

fAk1o BY cTany BaMIipoM, BU BXKe He MOXKeTe
BUWTH i3 3aMKy /lpakysiu!

IllykaiiTe HaliKpalli irpu Ajd JiTel Ta JOPOCINX Ha @ tactic.net RICKVONRIED

MWETONH,

fAxmio ¢inrka rpaBisg a6o Jpakysiu 3ymuHSAETbCS Ha KJITHHIL 3
YKETOHOM, TIEPEBEPHITH IEH JKETOH.

Axmo Bu 3HanmiIn ®PAKEJI

o [lokusaziiTh Horo nepej co6oto ropisiuis. Bam
06GOB’A3KOBO 3HaA00UTHCA ake, 106 3a6paTH
KJII0Y 3 TEMHOI Kamuni. fKiio y Bac Bxke € pakel,
3aJIMIITE IIOMHO BIIKPUTHUN TOPIIUIb HA iIrpOBOMY
I10JIi.
BamMnipu (BkJIt04YHO 3 [[paKysio10) 3aBX/IH 3a/IUILIAI0Th
¢daxkeJ rOpi/IUIb HA iIrPOBOMY IOJIi.

fAkio y Bac HeMa€e dakeJia, a BU MOTPAMUJIH Ha KJIITHHKY 3
YKETOHOM (aKeJia TOpiIHIlb, BU MOXKeTe Horo co6i 3abpaTy.

Axmo Bu 3Hanniu F'OJIOBKY YACHUKY

e YacHUK 3aXMIA€E JIAUHY Ha LI KJIITHUHII 0
HACTYIHOTO KU/Ka Ky6ruKoM. Bammipu He MOXYTh
[epeMICTUTUCH Ha KJIITUHKY 3 BIAKPUTUM KETOHOM
YaCHUKY, TOMY 3yIIMHAIOTLCA 0/pasy 3a HEelo.

Ak rpaBelp, IKUH cTaB BaMIIipOM, BiJIKPUBAE KETOH

YACHUKY, B HACTYITHOMY XO/Ii BiH KH/Ia€ KyOUK JIullle

3a [lpaxyuty. Ao x Jlpakysia BiIKpHBa€E »KeTOH YaCHHUKY, YV CBIH
HACTYIHUH XiJl FpaBellb KW/Ia€ KyOUK Jiuiile 3a cebe. Ko i Bamiip
rpaBug, i Ipakysia miJ; yac 0IHOT0 X0y BiJJKPHUBAIOTh KETOH
YaCHHUKY KOKEH, TpaBellb POIyCKa€ HACTYITHUH Xi/l IIOBHICTIO.

['oJ10BKa YaCHUKY 3a/IMIIAEThCS HAa iIrpOBOMY TOJTi /10 KiHIIS FPH.

Axmo Bu 3Hanmm IIJIAMY KPOBI

o SfIkmio rpaBenp (J0AMHA), IOTPAIIAIOYU HA
KJIITUHKY, BiJKPUBA€E MJISIMY KPOBi, B HACTYIIHOMY
X0Zi BiH KM/Aa€ KyOUK JIMIIe s epeMilleHHSs
Jpaxkyin.
Ao BaMIip NOTpaIUisie Ha KJIITUHKY 3 IJISIMOIO
KPOBI (BiAKpHUTY a60 3aKpHUTY), BiH 0Apa3y poGUTh
e oAuH XiA. Te came cTocyeThbed i pakysu.

o [lnsMa KpOBi 3a/IMIIAETHCA Ha iIrPOBOMY IOJIi [10 KiHIIA TPHU.

Axmo Bu 3Hanniu IPUXOBAHUHA JIIOK

o Oapa3y nepeMicTiThcs 40 KaIIUL.
INPUMITKA: Ipakysia Ta BaMIIipy TaKOX MOXYTh
3aWTH JI0 KallJIML, ajJie TaM BOHU HEe MOXYTh
NepeTBOPUTH JIIOAHUHY Ha BaMIlipa.

JItoK 3aJIMIIAETHCA Ha iIrPOBOMY I0JIi 10 KiHIIA TPpH i
BUKOPHCTOBYETHCS, IK KOPOTKUH LIJIAX /10 KAIlJIULI.

TTEPEMOXELD

Ao rpaBenb BTIKaE i3 3aMKy, BiH CTa€ IepeMoxI1ieM y rpi!
Ax1o yci rpaBIii nepeTBOPUINCH Ha BaMIIipiB, IepeMory
3700yBa€ TOM, XTO IEPEeTBOPUB OCTAHHIO JIIOJUHY Ha BaMIlipa.
I'paBelnb MOKe NEPETBOPUTH IHILIOTO I'PaBlid Ha BaMIlipa 3a

JloroMoroto cBoel ¢iniku a6o Jpakysu! {
i’ F

.
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VAMPIRE HUNT =5

(with a human side and
a vampire side)

Dracula pawn
7 plastic stands

27 game tokens

(8 torches, 4 garlic bulbs,

3 blood spatters, 6 secret
You and your friends enter an old, remote castle. A hatches, 6 keys)
spine-chilling chase begins when you are greeted by the
owner of the castle, the terrifying Count Dracula!

The gate closes behind you and you run in different
directions.

The chase has begun! Dracula wants to bite each one of
you, turning you all into vampires, one by one...

A IMIOFITHEIGAME

The first one to escape Dracula’s castle wins! Your
goal is to find a torch, retrieve a key from the chapel, and
be the first one to reach one of the gates.

If you have turned into a vampire, your goal is to catch
your friends, bite them, and turn them into vampires.
The vampire who captures the last of their friends wins
the game!

SETUP

Place the game board on the table. Each player chooses a
pawn and places it on any green gate (see picture). Turn
the pawn so that the vampire side is hidden and put it

in a plastic stand. Do the same with the Dracula pawn.
Then place Dracula in the crypt (see picture).

Put the 6 keys in the chapel (see picture), shuffle the
remaining 21 tokens, and place them on the purple
spaces with the purple side up.

Roll the die to decide who starts.




How/T0PLAy,

« You always move your own pawn first

and then you move Dracula! Roll the die
and move your pawn towards spaces with
tokens. But sometimes you should just
run... After that, roll the die again and move
Dracula towards your friends. There can be
more than one pawn in the same space.

Dracula’s aim is to
catch your friends
and bite them! Your
friend turns into

a vampire when
Dracula lands on the
same space as them. J?;d =
If there are several — =
pawns in the same space, Dracula turns
only one of them into a vampire. Flip that
player’s pawn to show the vampire side.
That vampire also starts chasing you!

-

Even if you have been turned into a
vampire, you always move your own pawn
first before moving Dracula.

On each turn, move your pawn as many
steps as the die shows.
NOTE: Two exceptions:
- You do not have to use all steps if you are
entering the chapel or escaping through
a gate.
- You do not have to move onto a space
with a vampire on it. You can simply stay
still.

Near the end of the game, you might want
to turn yourself into a vampire if it is the
only way to win. In that case, move your
pawn onto the same space as a vampire.

To get out of the castle, you need a key
to unlock one of the gates. All players can
exit through any gate. The keys

are hidden in the chapel. Each

player has to go there and grab

a key, but a torch is needed to

bring a key out of the chapel.

Once you have been turned into a vampire,
there is no way out of Dracula’s castle!

More entertaining games at @ tactic.net

TOKENS;

When a player’s pawn or Dracula lands on a space with a token,
turn the token over.

If you find a TORCH

e Place it in front of you picture side up. You must
have a torch to retrieve a key from the dark
chapel. If you already have a torch, leave the new
one picture side up on the board.

Vampires (including Dracula) always leave the torch picture
side up without taking it.

If you do not have a torch yet, you can take a torch that is
picture side up when you land on it.

If you find a GARLIC BULB

e The garlic protects the human on this space until
their next roll. Vampires cannot move onto a space
that has a garlic bulb picture side up.

When vampires (including Dracula) turn over a
garlic bulb, they skip their next roll, but the player
can still move their own pawn.

The garlic bulb stays on the board for the rest of the game.

If you find a BLOOD SPATTER

o Humans skip their next roll, but Dracula can still be moved.

e The vampires (including Dracula) get an extra roll
and can move again.

The blood spatter stays on the board for the rest of
the game.

If you find a SECRET HATCH

e Move straight into the chapel. NOTE: Dracula and the
vampires can also enter the chapel, but they cannot turn a
human into a vampire there.

The hatch stays on the board for the rest of the
game as a shortcut to the chapel.

THE WINNER,

If a player escapes the castle, they win the game! If all
players have been turned into vampires, the player who
turned the last player into a vampire wins. A player can
turn someone into a vampire with their own pawn or
with Dracula!

’f
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