
            Rules



THE GAME 
“London After Midnight” is a card game for 2 
to 6 players, for ages 9 and up. Games take 
approximately 10 minutes to play.

COMPONENTS 
30 character cards; each one with an special 
skill. 6 faction cards: 3 for “heroes” and 3 for 
“monsters”.

SETUP 
Each player receives a randomly dealt faction 
card that be kept face down during play; 
remember to discard any remaining faction 
cards. 
     Before the game starts, players must check 
their Faction, being sure to keep it secret until 
the end of the game. Shuffle the character 
cards to form a deck, flip the top one to start a 
discard pile, then have each player draw a card 
to begin! 
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     The last player to have seen a horror movie 
goes first – the youngest of those if there’s a tie 
- then play continues clockwise.

HOW TO PLAY 
Players have two options on their turn: either 
play a card from your hand, or draw a card 
from the top of the character card deck. 
     Players may only have a maximum of three 
cards and must draw a character card if they 
have none in hand. 
     There is, however, no limit to the amount of 
cards in play on the table. 

The area in front of you is called your neigh-
borhood, and it is important that only you play 
cards to it! 
     You may not play cards to another neigh-
borhood.

     When you play a card, read the Special Skill 
text. Some Skills are prefaced with the words 
“you can”, meaning that this is an optional 
action.



     All others Skills are mandatory, even if they 
have a negative effect on you. Each card can 
only be played once. Also pay attention to the 
black or white icon(s) in the upper-right corner 
of the card; these will affect your final score!

END OF THE GAME 
When the last character card is drawn, the 
game ends immediately. 
All players reveal their faction cards.
     The word “Heroes!” means you are a hero. 
The word “Monsters!” means you are a monster.

VICTORY 
Check all cards in your neighborhood, totalling 
up the black and white icons on your cards. 
Heroes score one point for each white icon but 
lose one point for each black icon. Monsters 
score one point for each black icon and lose 
one point for each white icon. 
     Remember, some character cards have more 
than one icon on them!
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Your faction card also shows the names of two 
in-game characters; if you have one or both 
characters in your neighborhood, you score a 
single bonus point. 

Whoever has the most points is declared the 
winner. 
     In the case of a tie, the winner is the highest 
scorer who was last to play.

DARK TOURNAMENT 
This game is fun, fast and furious. That means 
that you can play one thousand times and there 
will be no two equal games.
     It is suggested not to play just one game, but 
several, until one player win the others three or 
even four times.
     Of course, that kind of matches are much 
longer than a regular game, even more if the 
players are well versed in the art of the strategy 
and bluffing.



CHARACTERS 
Before the battle begins, you should know the 
strengths and weaknesses of each one of the 
odd inhabitants of London.
     Remember that no matter if you are a mon-
ster or a hero, you will have to use characters 
from the opposite side. It is always convenient 
to know all the cards in the game and use its 
skills wisely. 
     Remember also that “monster cards” have 
always one or two black icons in the upper 
right corner of the card, while the “hero cards” 
have always one or two white icons in the 
upper right corner.
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MONSTERS!

“Dracula” (x1)

“Prince of darkness, king of the vampires, lord 
of the undead... the terrifying lover who died 
yet lived! A tirant that forgot, long ago, the 
meaning of the fear or the piety.”
     You must move all the monsters from one 
neighborhood to another neighborhood. If you 
play as a monster, this card can give you the 
victory, even more so if your rival is a monster 
aswell. Heroes can use this card to get rid of all 
monsters in their neighborhood but make sure 
you don’t give them away to a monster player!
     Dracula can only be discarded from a play-
er’s hand by The Mummy. When on the table, 
he can only be removed by Van Helsing.

“Mr. Hyde” (x1)

“The dark side of a famous scientist.”
     Discard immediately the Dr. Jekyll. Very 
useful for taking advantage of a hero player 
that has not been careful enough.



“Vampire lady” (x2) 

“The brides of Dracula. A whisper of warm 
desire becomes a shriek of chilling terror in 
the embrace of this blood-nymphs.”
     This card allows you, if you want, to reveal 
a random card from the hand of another 
player. If it is Van Helsing, Dracula, or another 
Vampire Lady, you must have to discard your 
own Vampire lady. In any other case, the card 
of the other player is discarded. A very useful 
character against a player with only one card in 
then hand. Remember that, if a Vampire Lady 
ends up in the neighborhood of a hero player, 
that player will have problems to get rid of she.

“Ipsissimus” (x2)

“Dangerous warlocks, fuelled by a lust for dark 
magic who strike fear in the hearts of mortal 
men! Beware their power!”
     This card allows you, if you want, to take 
any discarded monster, except Mr. Hyde, The 
Creature or another Ipsissimus, and put it in 
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any neighborhood (incluiding yours). You must 
ignore the skill of the monster. A very useful 
card if you are a monster, more so if Dracula 
have been discarded. Also, it can be used to 
take advantage from a hero player. 

“The creature” (x1)

“A century ago, Victor Frankenstein gave life 
to this abomination. This poor child, that don’t 
even have a name, only wants to be left alone, 
but he can’t avoid harming anyone who crosses 
his path.”
     You must discard every character card on 
the table, except Dracula, Van Helsing, The 
Werewolf or The Mummy. 

A very useful card if you are losing the game. 
If you are a monster, you can use this card in 
order to restart the game with one point. If you 
are a hero, you can use it as a bomb and, then, 
discard it using a Brave Young Man. 
Remember that you can’t recover it using 
The Ipsissimus.



“The werewolf” (x1)

“The son of a spanish nobleman, that was born 
under a supernatural bane. Only the gypsies 
understand the magnitude of the curse of the 
werewolf, that forces this poor man to comit 
the most terrifying acts of violence.”
     This card allows you, if you want, to discard 
a single hero card on the table, except The 
Fortune Teller. 
     Very important for the monster players, be-
cause this is the only character that can discard 
Van Helsing when he is already on the table.

“The mummy” (x1)

He was the right hand of the pharaoh and high 
priest of Egypt, but, today, no one remember 
his name. He comitted the mistake of falling in 
love and was punished with eternal life. This 
horrible living mummy walk among us and no 
one can escape from his unholy vengeance.”
     Look at another player’s hand of cards. You 
may now, if you want, take one of their cards 
and discard it. Very useful for taking advantage 
of any player, hero or monster.

“
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“WICKED MANSERVANT” (x2) 

“Most men are deadly afraid of the children 
of the night. However, some crazy ones serve 
them with loyalty, watching their graves and 
hiding the bodies of their victims.”
     This card allows you, if you want, to discard 
one or two cards from your hand, except Van 
Helsing or Dracula. A very useful character for 
both a monster or a hero player, because it is 
the only one that allows you to discard 
unwanted cards from your own hand.

“Marsh Phantom” (x4)

“Unfortunate beings that are called to battle by 
powers they can’t understand. They can only 
feel hatred now, and they will obey the terrible 
orders of their masters until the dead of night.” 
     This card allows you, if you want, to discard 
a single hero card on your neighborhood, ex-
cept a Priest or Van Helsing. It’s very common 
that a monster player feels forced to play hero 
cards, or maybe a Priest can put one of those in 
front of him. A Marsh Phantom can solve this 
situation, specially at the end of the game.



HEROES!

“Van Helsing” (x1)

“The greatest vampire hunter of all time. No 
one knows why Abraham Van Helsing decided 
to dedicate his life to the destruction of the 
undead, but everyone knows that he would 
rescue any man, woman or child in danger... 
and even the ghosts tremble in fear when they 
hear his name!”
     You have to discard immediately all mon-
sters in a single neighborhood. If you play 
against a monster player, this card can give you 
the victory, even if you are a monster aswell. 
If you are a hero you can use this card to clean 
your own neighborhood. Remember that, once 
in your hand Van Helsing can be only discard-
ed by The Mummy and, once in the table, he 
can only be discarded by The Werewolf.

“Dr. Jekyll” (x1)

“One of the most famous chemists on England 
and personal friend of Van Helsing.”
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     Discard immediately Mr. Hyde. Very useful 
to take advantage from a monster player that 
have not been careful enough.

“Damsel in distress” (x2)

London is filled with innocent young girls that 
would never involve themselves in a conflict of 
cosmic proportions. These ladies are unnable 
to fight, but they can arouse the piety and cour-
age of their friends, making them invaluable 
allies.
     The card allows you, if you want, to move 
a single hero card from another player’s 
neighborhood to your own, except The Fortune 
Teller or another Damsel in Distress. If you 
play as a hero against another hero player, this 
character can be very useful, especially so if 
you can steal Van Helsing or the Dr. Jekyll.

“Priest” (x2)

“Whatever faith they represent, they know 
that they must band together in the final battle 
against the forces of evil.”



     This card allows you, if you want, to take 
any discarded hero, except the Dr. Jekyll, The 
Fortune Teller or another Priest, and put it in 
any neighborhood (incluiding yours). You must  
ignore the skill of the hero. A very useful card 
if you are a hero, more so if Van Helsing have 
been discarded. Also, it can be used to take 
advantage from a hero player. Remember that, 
if a Priest ends up in the neighborhood of a 
monster, that player will have problems to get 
rid of him.

“Henry M. Stanley” (x1)

“The legendary explorer comes out of retire-
ment for one final crack at adventure! His tal-
ent for finding lost people hasn’t faded at all.”
     This card allows you, if you want, to play 
another card from your hand to your neigh-
borhood. It can be a hero or a monster. A very 
useful character for both a monster or a hero 
player, especially so for the latter, that will be 
able to play twice in a single turn. 
Remember that this card can be always 
discarded by a Marsh Phantom or 
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The Creature, even if that characters have been 
played because this skill.

“The fortune teller” (x1)

“Well aware of the ancient curse of the were-
wolf and another gypsy stories, the fortune 
teller is fierce, proud and unfriendly. 
Nevertheless, her powers are fundamental in 
the fight against the darkness.”
    You must take the next card in the deck. 
Now, you have to decide if you want to put it in 
your neigborhood (using its skill) or discard it. 
A very useful character for both a monster or a 
hero player, because you can discard any card 
before it is even drawn. Remember that this 
card can be always discarded by a Marsh Phan-
tom or The Creature, even if that characters 
have been played because this skill. Remember 
also that you can’t recover it using the Priest.

“Arsene Lupin” (x1)

“Despite his young age, this French thief has 
developed quite the reputation across Europe. 



To escape capture, he has travelled to London 
– at the worse possible time!”
     Look at another player’s hand of cards. You 
may now, if you want, take on of their cards 
and add it to your own hand.  
     A very useful character for both a monster 
or a hero player. Remember that, even if you 
don’t like any of the cards of your rival, you 
still take advantage for seeing them.

“STREET URCHIN” (x2) 

“The streets of London are full of children that 
make a living however they can. Apparently, 
they are no more than waifs or little rascals but 
their intelligence can be essential to fight the 
darkness.”
     When played, immediately take the next 
character card from the deck and add it to your 
hand. 
     You must take the next card in the deck 
and put it in your own hand. A very useful 
character for both a monster or a hero player, 
especially so for the latter, that will be able to 
play twice in a single turn or even finish the 
game sooner.
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“Brave young man” (x4)

“Inspired by the words of Van Helsing or a 
priest, or maybe the beauty of a innocent 
young lady, this brave students are ready to 
fight until the bitter end. They look fragile and 
naive, but they have more than one trick under 
their sleeves.”
     This card allows you, if you want, to discard 
a single monster card on your neighborhood, 
except a Vampire Lady or Van Helsing. It’s very 
common that a hero player feels forced to play 
monster cards, or maybe a Ipsissimus can put 
one of those in front of him. A Brave Young 
Man can solve this situation, specially at the 
end of the game.




