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By Patrick Rael © 2009 

Players:  2 

Ages:  8+ 

Length:  30 minutes 

Weight:  Light 

 

 

 

racula Redux is a two-player game concerned with the strange events in 1896 London and its environs.  

Lucy Westenra and R.M. Renfield have been turned into vampires.  Mina and Jonathan Harker, Dr. 

Seward, Arthur Holmwood (Lord Godalming), Quincy Morris, and Dr. Abraham Van Helsing are hot 

on the trail of the Fiend.  They are not without resources, spiritual and physical.  Yet neither are the vampires — 

and they can turn the humans into their minions, if given the chance. 

 

 

 

 

 

Character blocks 

 

Vampire blocks depict the vampire characters: Dracula, Lucy, and Renfield.  The blocks are dark on every 

face.  Each face represents the character at a different strength.  The block side that is facing upward indicates 

the character’s current strength.  The number in black is the vampire’s strength during the night (vampire’s) 

turn; the number in white is the vampire’s strength during the day (human’s) turn. 

 

D 

Memorandum left by Lucy Westenra. 
 

17 September. Night. -- I write this and leave it to be seen, so that no one may by any chance get into trouble through me. 
This is an exact record of what took place tonight. I feel I am dying of weakness, and have barely strength to write, but it 
must be done if I die in the doing. 
 
I went to bed as usual, taking care that the flowers were placed as Dr. Van Helsing directed, and soon fell asleep. 
 
I was waked by the flapping at the window, which had begun after that sleep-walking on the cliff at Whitby when Mina saved 
me, and which now I know so well. I was not afraid, but I did wish that Dr. Seward was in the next room -- as Dr. Van 
Helsing said he would be -- so that I might have called him. I tried to go to sleep, but could not. Then there came to me the 
old fear of sleep, and I determined to keep awake. Perversely sleep would try to come then when I did not want it; so, as I 
feared to be alone, I opened my door and called out: --  

Components 
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Vampire character block of Renfield.  At this level of strength, Renfield is worth 10 at night 

(the vampire turn) and 5 during the day (human turn). 

 

 

Human blocks depict the six vampire hunters.  The blocks are light on three faces, and dark on three.  The 

light faces represent the character as a human; the dark are used if the character is successfully turned into a 

vampire.  The number in black is the character’s strength during the night (vampire’s) turn; the number in 

white is the character’s strength during the day (human’s) turn. 

 

 

 

Dr. Seward, worth 2 at night, and 4 during the day.   

 

 

 

 

 

Mina has become a vampire, and on this blockface is worth 6 at night and 3 during the day. 

 

 

 

The top face of a block should always indicate the character’s current strength. 

 

Resource blocks 

 

Represent the special items and abilities available to each side.  These will be used in the course of play to aid 

each player.  The vampire block is red; the human block is grey. 

 

 

 

Vampire resource block set at 5 – in this instance, the power of hypnotism. 

 

 

 

 

 

Human resource block set a 2 – in this instance, a crucifix. 

 

 

 

 

 

Conflict die 

 

Used to resolve attacks, the conflict die has faces of 1, 3, 5, 10, 16, and 40, indicating the difference in strengths 

required for the attacker to successfully assault a defending character (conflict is explained below) 
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Conflict die rolled to 5.  A difference in strength of 5 or greater is needed for the attack to win 

the conflict. 

 

 

 
 
 

 

 

The players choose sides.  The vampire player takes the three all-vampire blocks; the human player takes the six 

human blocks.  The blocks are placed face up in front of each player according to the following strengths: 

 

 Vampires 

Dracula  16/8 

Renfield   6/3 

Lucy Westenra 2/1 

 

   

Humans 

Mina Murray 2/4 

Jonathan Harker 3/6 

Quincy Morris 5/10 

Arthur Holmwood 3/6 

Dr. Seward  3/6 

Van Helsing 8/16 

 

      

 

 

 

 

 
 

The game is played in turns.  The first turn is a night (vampire) turn, and then turns alternate between day 

(human) and night (vampire) turns. 

 

Setup 

Game Play 
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A player may perform up to three total actions on his turn.  No single character may perform more than one 

action per turn.  The vampire player may not perform three of the same action. 

 

There are two types of actions: 

 

1.  Rest a character, and thus increase its strength by one level (e.g., from a 1 to a 2, or from a 5 to an 8).   

 

A character’s strength is increased in accord with its current status as a human or vampire.  Thus if it is a 

vampire, its strength as a vampire is increased; if a human, its strength as a human.  To increase the strength 

of a character, simply turn its block facing to the new number.   

 

A character at its highest strength can obviously not be increased further. 

 

2.  Attack a character on the opposing side.   

 

The moving player selects a character he controls (the attacker), and a character belonging to the other player.  

The attacking character must be stronger than the defending character (note whether it is day or night when 

considering the strength of characters).  The defender’s strength is subtracted from the attacker’s to yield a 

differential.  This number or lower must be rolled on the conflict die in order for the attack to succeed.   

 

Example: It is a night (vampire) turn.  Dracula at a strength of 16 attacks Van Helsing at a strength of 5.  

This is a difference of 11.  (Were Van Helsing attacking Dracula during the day turn, the difference would 

be 2 for Van Helsing.)  For Dracula to succeed, he must roll a 1, 3, 5, or 10 on the conflict die.  If he rolls a 

16 or 40, he loses.  In this case, he rolls a 16, and loses.  Dracula would be reduced to his 10/5 face, while 

Van Helsing would remain unaffected. 

 

 
 

The defeated character loses one level of strength.   

 

A vampire who successfully attacks also increases in strength by one level. 

 

If the defeated character was a human character at her 

or his lowest strength level, the character has lost the 

battle against darkness, and becomes a vampire.  The 

character cube is turned to its weakest vampire 

strength, and given to the vampire player, who now 

controls the character (it may not be used for the rest 

of the vampire player’s turn). 

 

If the defeated character was in vampire form (either a 

human character who had become a vampire, or a 

   -  = 11  

Killing vampires 
 

When a vampire is delivered from torment: 

• The human player’s resource cube is restored to 6 
• All human characters increase in strength by one face 
• All remaining vampire characters decrease in strength 

by one face (if this results in the elimination of 
another vampire, this procedure is not reinvoked). 
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character who had started the game as a vampire), the character is delivered from torment by the hunters.  

Remove the character cube from play. 

 

A character may only attack a character who is presently weaker.  Yet two human characters may combine 

their attack on a vampire who is individually stronger than either.  In this case, the attackers’ strength points 

are simply added together.   If the attackers fail, each suffers the consequence of failure.  The combined attack 

constitutes a single action taken by each character, for a total of two actions. 

 

 
 
 
 

Each side has a resource cube, which represents its six special abilities or weapons.  (The vampire player may 

summon rats, wolves, or bats; may become mist, has the power to hypnotize, and possesses the power of limited 

flight.  The human player has garlic wreaths, a crucifix, the Holy Bible, a vial of holy water, firearms, and wooden 

stakes and a mallet.)  In game terms, there is no difference between these powers.   

 

A player expending a resource is permitted one of several special actions, as described below.  Once a resource 

cube is used, it is reduced by one number, thus displaying the resources remaining.  When the last resource is 

used, the cube is removed from play.  A player may use the resource cube more than once per turn (providing, of 

course, that the resources still exist). 

 

The vampire player is permitted one resource cube for the entire game.  The human player is permitted to restore 

his cube to 6 resources whenever he delivers a vampire (including one who began the game as a human) from 

torment. 

 

The resource die may be used to: 

 

• Hide a character from attack.  This action should be taken before the opposing player begins his move.  A 

player may take this action only if he controls three or more characters. 

 

• Increase the strength of a character by 1 level.  This action may only be taken in conjunction with a “rest” 

action. 

 

• Re-roll a die roll. On attack or defense, a player may demand that the die be re-rolled.  

 

Example:  In the conflict above (Dracula v. Van Helsing), the vampire player is dissatisfied with this roll of 16.  

He reduces his resource cube from a 6 to a 5, and declares his intention to re-roll the conflict die.  The vampire 

re-rolls, and gets a 3 – a victory.  Because a vampire was victorious, Dracula is increased from his 16/8 face to 

26/13 face.  Van Helsing is reduced from his 5/10 face, but because this is his lowest human face, he is turned 

into a vampire!  His character block is transferred to the vampire player – a critical loss for the human player. 

 

 

Resource Cubes 
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The game is over when one side has lost all of its characters.   

 

The game is quick and may be played in an even number of rounds for scores, with players alternating sides. 

  
• The winning player scores 1 point for each strength point his characters possess at game end. 

• Each player scores 1 point for each Resource of his that remains. 

• The vampire player scores 10 points for each human character he converted to vampirism in the course of the 

game (the character need not live out the game). 

• The human player scores 10 points for delivering Lucy from torment. 

• The human player scores 10 points for delivering Renfield from torment. 

• The human player scores 25 points for destroying Dracula. 

 

 

 

 
 

I’ve always loved the Dracula story, and have partaken of some of its pop-culture offshoots over the years.  But it 

wasn’t until last Halloween that I really sat down to read Bram Stoker’s 1897 novel.  Its prose certainly lacks the 

lively plotting and narrative pyrotechnics that modern interpreters sometimes achieve (Kim Newman’s books are 

clever reads, as is Dan Simmons’s Children of the Night), but that’s to be expected of even the most accessible of 

late-Victorian literature.  It was a didactic age — but it was also a modern one in remarkable respects.  I found the 

book’s alloy of nineteenth-century sentimentality and modern themes (which fuse blood and sexuality, invasion 

and Orientalism) fascinating in ways that make me miss Anne Rice not a bit.   

 

So I’m interested in staying somewhat true to the book.  Remarkably, this is almost never done — whether in 

film, novel, or game (Francis Ford Coppola’s Bram Stoker’s Dracula [1992] is about as close as films have gotten).  

In popular culture, vampirism seems so much more interesting when unmoored from the confines of Stoker’s 

maudlin, and occasionally torpid, narrative.  This is fine, for Stoker hardly invented vampirism, he merely refined 

some of its dominant tropes, and — critically — tied it to the historical figure of Dracula.  But there is a beauty in 
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Resource Cubes 

Notes 
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the original, and much sense in appreciating why Dracula was so powerful in its own day.  So here is a small 

attempt — which may become part of a larger one — to stick to Stoker.  After all, we owe him a lot. 

 

Still, I’ve taken liberties.  Dracula killed Renfield rather than turned him into a vampire.  (I’ve never understood 

this.  Perhaps he didn’t need a madman as an acolyte, or perhaps the erotic nature of Victorian vampirism could 

not permit a homosexual vampiric conversion -- a taboo I’ve dispensed with.)  But I needed another undead 

minion, and Renfield fit the bill.  He did, after all, escape from Seward’s asylum.  So let’s assume that he was 

never captured, and that Van Helsing and the hunters have yet to put poor Lucy out of her misery.  (Harker is 

still weak from his Romanian adventure, and the others are just beginning to understand their predicament.)  

Fury of Dracula assumes Dracula’s return, and this permits a furious chase across the continent.  But let’s not 

forget that there was drama aplenty in the original, for Dracula might very well have completed his schemes in 

England before the hunters succeeded. 

 

A final note on design: As I suggest above, I tried to stay true to the Victorian setting of the original.  My graphics 

sources were thus historical.  Which means that, yes, that is Alexander Stephens, Vice-President of the 

Confederate States of America, playing Renfield.  (What can I say?  I’m a Union man through and through.)  

Enjoy. 

 

 

 

 

 
This game was prepared for the Boardgamegeek Print and Play Dice Contest 

(http://www.boardgamegeek.com/thread/405493).  The game files (search “Dracula Redux on 

boardgamegeek.com, or visit http://www.boardgamegeek.com/boardgame/43020) include Word and Adobe 

Acrobat versions of the character blocks.  There are two options for construction.  Users may build 2” cardboard 

cubes using the files provided, or may print stickers for use on 1.5” wooden blocks.  The resource dice may be 

built into 2” cubes, or used with stickers on 1” cubes.  The sticker file contains faces for a normal sized 1/2” die. 

 

 

 

 

 

 

Designer:  Patrick Rael 

Platesters:  Carol McAllister, Mike Nerdahl, Lola Rael, Fabian Rueger 

 

This rulebook and all associated files are copyright 2009 by Patrick Rael 
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