BACKGROUND
The Castle of Sanguine Blight is a solo adventure card game.
It is created as a love letter to the Castlevania and Shadowgate game franchise, classic Gothic horror literature and
the Cthulhu by Gaslight RPG, but also solo adventure novels
comparable to the Lone Wolf series by Joe Dever.
STORY
5th of September 1846. Your investigation has led you to the
Moldavian mountains and the isolated Castle Vojvod. As you
gaze upon the castle, the home of Countess Elisabeth de
Bemeur, you know that the ﬁnal answers you seek will be
inside, if you can survive its horrors.
OBJECT OF THE GAME
The goal of the game is to ascend the castle, survive all
its traps and monsters, and in the end defeat the vampire,
Countess Elisabeth de Bemeur, that resides on the top ﬂoor.
On the way you can ﬁnd items, potions and secrets that will
aid or hasten the journey.
COMPONENTS
4 Character Cards
Four different characters with their own strengths and
weaknesses - the protagonists of the game. On each card
is a numerical representation of their abilities: how strong,
dexterous or intelligent a character is, represented by the
abbreviations STR, DEX and INT. These can only by increased
with the help of items.
On each card is also a representation of how much HEALTH,
SANITY and LUCK a character starts out with. HEALTH is the
physical damage a character can take, SANITY is the mental
harm a character can endure, and LUCK is how many times
a player can re-roll the dice. Even if the starting numbers
of these are different from each character, it is possible to
increase them, with for example potions, but not beyond the
maximum of 6.
On the back of the card is also the character’s special ability
and story, unique for each character. The special ability can
only be used once per gameplay.
30 Event Cards
An event card usually depicts a challenge in the form of a
monster or a trap, that has to be resolved to continue playing. However, an event card could also consist of an item, an
important object or narrative ﬂavor.

Each monster has HEALTH (the damage/successful rolls
needed to defeat it), DAMAGE (how much it will hurt the
character), HURTS (type of damage the character suffers)
and HURT BY (the ability needed to defeat it).
Each trap has DAMAGE (how much it will hurt the character),
HURTS (type of DAMAGE the character suffers) and TO AVOID
(the ability needed to avoid the trap).
12 Item Cards
The castle has weird and powerful artifacts, in the form of
items, that either can boost the characters STR, DEX or INT
long-term, or function as a one-time bonus to HEALTH, SANITY or LUCK.
9 Vampire Cards
Each vampire card details a unique attack that the vampire
can make in the ﬁnal battle - the last phase of the game.
30 Room Cards
Each room card describes a room in the castle. In each
room is either a forced or voluntary challenge, and in some
few cases just a narrative element, that does not need to
be resolved for the player to progress. Certain room cards
have monsters, their HEALTH, DAMAGE, HURTS and HURT BY
summarized in that order within a parenthesis.
3 Rules Summary Cards
A version of the rules found in this PDF, divided between
3 cards. Perfect for when traveling with your The Castle
of Sanguine Blight deck. Included is also a list of achievements, to make the game more challenging.
SET UP
Shufﬂe the event, item, vampire and room cards separate
from each other, into four face-down decks. Out of these
four, grab the room deck and place horizontally ﬁve cards
face-down in front of you.
This is the bottom ﬂoor of the castle. Now repeat the action
above these cards until you have the total of three ﬂoors.
This setup with 5 x 3 face-down cards is the complete
castle.
Put the room deck to the side, as you will not be using it
anymore for this round of the game. Now the take the
vampire deck and place it face-down above the top ﬂoor of
the castle.
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Then place the event and item decks face-down beside the
castle. Choose a character, read its story, familiarize yourself with its ability, and place it below the castle. The next
part is optional, depending on how many six-sided dice you
have available. If you have at least six dice, place one close
to the vampire deck. This is will be used in the end of the
game to keep track of how much HEALTH the vampire has
left.

Battles continue until either the monster or the character is
defeated. A monster attacking LUCK will leave the character
alone if LUCK is 0.

Place another three dice on the character card, speciﬁcally on the HEALTH, SANITY and LUCK squares, with the right
number, indicated by the card, face-up on the dice. These
will be used to keep track of how much HEALTH, SANITY and
LUCK the character has. The remaining two dice will be used
to resolve challenges you face in the game.

When you are ﬁnished with both the room and the event
card, pick another room on the same ﬂoor and repeat. You
have to ﬁnish all rooms including their events on a ﬂoor before you can progress to the one above, if you do not ﬁnd a
card that states the opposite.

If you only have access to two six-sided dice, that is OK.
Instead use pen and paper to keep track of the vampire’s
HEALTH and your character’s HEALTH, SANITY and LUCK.
HOW TO PLAY
Challenges in The Castle of Sanguine Blight are resolved
through rolling two six-sided dice and adding the value of
the relevant ability to the roll (depending on the challenge either STR, DEX or INT). If your ﬁnal result is 9 or higher you
succeed. Bear in mind that items can increase the ability.
It is through resolving this kind of rolls that you progress
through the game.

Now pick one of the room cards on the lowest ﬂoor of the
castle you created, turn it face-up and resolve the challenge. When you are done, pick up an event card, resolve it
and place it on the side in a discard pile.

Sometimes you get the option to pick up an item card. You
can carry the maximum of three items, so if you ﬁnd something that suits you better, place the discarded item at the
bottom of the item card deck. This is the same for used
potions.
WINNING THE GAME
If you successfully survive climbing the entire castle it is
time to face the vampire in a ﬁnal battle. Pick up the top card
of the face-down vampire deck.
The vampire cards are unique challenges that are resolved
in exactly the same way as with other cards.

If you fail a challenge the character takes damage in
either HEALTH or SANITY and, in some cases, even LUCK,
with the value indicated by the challenge.

The difference is after you resolved the challenge you return
the card to the vampire deck, reshufﬂe it and repeat by picking up the top card.

When a character’s HEALTH reaches 0, they die. When SANITY reaches 0, they become insane. In both cases it is Game
Over for you. 0 in LUCK has no consequences.

Each time you succeed with a challenge the vampire takes
1 damage.

LUCK has another function: each time you fail a roll you can
spend 1 LUCK to re-roll the dice. As long as you have LUCK
left you can continue doing this, but each time costs 1 LUCK.
Monsters also have HEALTH, but neither SANITY nor LUCK.
To resolve a battle with a monster, roll your dice, and if you
succeed you inﬂict damage on the monster.

The vampire has 6 HEALTH, so you need 6 successful rolls to
defeat it, though certain items can lower the amount. Use a
six-sided dice or pen and paper to keep track of its HEALTH.
If you defeat the vampire, you win the game. Good luck and
may whatever god you worship have mercy on your soul.

If you fail the character instead suffers damage, amount
and type indicated by the event card. By default, the character does 1 damage for each successful roll.
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