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A DEMONIAC is a person possessed by demons.

Your task in
DEMONIRC: THE POSSESSIVE CARD GAME
is to do the possessing!

nl E Visit
A DEMONIACGAME.CONM/RULES

for the latest rules,
FAQs, and additional
devilish details.
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Shuffle the BODY POSSESSION, MIND POSSESSION, and

DISTURBANCE CARDS together. This is the DECK; place it to one
side of the playing area.

Each player selects a VICTIM CHARACTER CARD and places it in
front of them with the innocent, non-possessed side up. The rest of
the victims can be returned to the box.

Set up a single exorcist for the game by choosing one of the

EXORCIST CHARACTER CARDS and placing that card face-up

at the head of the table. Shuffle the EXORCIST WEAKNESS

CARDS (featuring the large symbols on them) and deal

five of the six cards symbol-side down around the exorcist

in the shape of an inverted cross (see image). Return the W
remaining WEAKNESS CARD to the box without looking )
at the symbol, along with the EXORCIST CHARACTER 4 J/

CARDS not in play. Finally, shuffle the EXORCIST ; — 15
DIVINITY MINI CARDS and deal one on top of each of -/
the weakness cards surrounding the exorcist, 5 /

number side up. The remaining mini cards
can be placed back in the box as well.

Deal a starting hand of SIX cards
from the deck to each player.

You're ready to play DEMONIAC!
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THE PLAYER WHO COMMITTED
THE MOST RECENT SIN GOES FIRST,
with turns proceeding clockwise.

Each player’s turn has three phases:

IR ’ . E A l
Draw three cards from
the deck into your hand.

AGTIONS;
Take up to three actions per turn.
One action consists of either playing a single

card from your hand, or rolling any
number of dice once.

JISCARD

Place cards from your hand in the discard pile
until you only have six remaining.




A game of Demoniac proceeds in the following general stages:

@ Possessing your victim so they have enough power to
attack the exorcist (playing cards)

@ Attacking the exorcist to expose their weaknesses
(rolling dice)

@ Strengthening your victim based on the exorcist’s
weaknesses (playing cards)

The first demoniac to successfully attack the exorcist with the
proper possessions wins the game!
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'p These are just guidelines—the stages may
well overlap. For example, a player might
begin responding to some of the exorcist’s
weaknesses before all of the weaknesses
are revealed.




POSSESSING vour VICTIM
WITH DEMORS!

Your goal is to attack and defeat the exorcist, but
first you must earn the dice you will use to attack.

Playing POSSESSION CARDS will strengthen
the evil within your victim and earn you dice.

POSSESSION CARDS are played in five
spaces surrounding your victim,
creating the shape of an inverted
cross. You can play a possession
in an empty spot, or replace a
previously-played possession and
move the old card to the discard
pile. Each card surrounding your victim
gains you one die you can use in your
attachs against the exorcist.

You will earn a crucial extra die when you turn
your victim into 2 DEMONIAC!

There are two types of possession
cards: MIND POSSESSIONS and
BODY POSSESSIONS. Mind
possessions are purple and

body possessions are green.




T0 TURN YOUR UICTIM INTO A DEMONIAC, you must surround
them with possessions that match their MIND and
BODY STRENGTHS. You can find the victim’s
strength in the circles at the bottom of their card.
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Surround your victim with a
corresponding number of mind and
body possessions to convert them

to 2 DEMONIAC. You may then
immediately flip your victim card over to
reveal their evil state!

Example: Zittle Linda bas a body strength of
4 and a mind strength of 1. Possess Little Linda with four
green cards and one purple card (location doesn’t maitter)
to turn her into a Demoniac.

have to remove or replace some of the
required possession cards. Your dice count will
fluctuate depending on how many possession
cards surround your victim, but you always
keep the bonus demoniac die onge earned.

' O Transformation into a demoniac is
‘ (Q bermanent, s0 1o need to worry if you later




ISTRIG Tie ENORUIST'S
A WERRNESS

The exorcist starts the game strong, surrounded by five EXORCIST
MINI CARDS that conceal the EXORCIST WEAKNESS CARDS
underneath. Each mini card has a number on it, indicating its
strength, and a hidden divine effect on the reverse side.

To defeat the exorcist, you must first expose each of its five
’ weaknesses by attacking the mini card on top.

You attack by rolling dice. Roll one die for each possession card
currently surrounding your victim, plus a bonus die if your
victim has become a demoniac. Each roll counts as an action,
and you may use subsequent actions to re-roll any number of
dice. For instance, you may use the first action of your

turn to roll five dice, and then use your second
action to re-roll three of those dice.

Each die has a pentagram symbol on

three sides, which counts as a hit. There are two
blank sides which have no effect. But watch out for
the final side, the holy cross J, which triggers the exorcist’s
counter-attack at the end of your rolls!

Once you've finished rolling, add up the pentagrams for your
attack strength. You may then choose to attack one of the exorcist
mini cards that has a number equal to or less than your attack

power. Flip that mini card over to reveal the divinity effect, which




your opponents suffer but you do not. If your
final roll ended with any holy crosses, you
suffer the effect printed on the EXORCIST
CHARACTER CARD), once for each holy cross.
(Your opponents do not suffer this effect.)
Finally, flip over the EXORCIST WEAKNESS
CARD to reveal the hidden symbol. This symbol
will be key to defeating the exorcist once and for all.

Example: 4 player, Alice, begins her turn by drawing three
cards and then announces that for her first action she is going
to attack the exorcist’s divinity. Alice’s victim is surrounded by
Jour possession cards, so she gels to roll four dice. Her victim
is also a demoniac, giving her a bonus die for a lotal of five.
Alice’s first roll shows three pentagrams, one blank, and one
cross. She uses her second action to re-roll the blank and the
cross, resulting in an additional pentagram and a blank.
Alice decides she’s finished rolling, and attacks the exorcist
with a power of 4 pentagrams. There is an exorcist mini card
with a value of 4 lo the left of the exorcist, which Alice chooses to
targel with ber attack. The card is flipped over and revealed lo
be “Family Prayers,” which forces Alice’s opponents to discard
three cards. Alice is immune to this effect. Finally, Alice flips
the underlying exorcist weakness card to reveal a X5 . After
resolving the attack, Alice still has her third action remaining,
which she can use to play a card or start a new attack.
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RE-POSSESSING Your UICTIN 10
MATCH EXORCIST'S WERHNESSES

As the exorcist’s weaknesses are exposed, players will begin to see
which types of demons are required to defeat the exorcist and
win the game.

Every POSSESSION CARD has one

of three symbols at the bottom, which 6
correspond to the symbols on the OO
EXORCIST WEAKNESS CARDS.

To be ready to defeat the exorcist, the possession cards
surrounding your victim must have symbols that match the
placement of those surrounding the exorcist. The specific
placement of the symbols around the exorcist is important.

Remember, you can use an action to replace a possession card
currently surrounding your victim with a new one from your
hand, placing the old possession card in the discard pile.

For instance, in the example on page 9, Alice’s attack revealed a
on the weakness card to the left of the exorcist. However, the

possession card currently to the left of her victim has a

symbol. Before she can defeat the exorcist, Alice must replace

that possession card with 2 new one from her hand with a%.
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Little Linda's POSSESSION
CARDS match the
exorcist's WEAKNESS
CARDS. She's ready to
tlefeat the exorcist
with a six-strength
attack!

(REATING DISTURBANCES

Disturbances are drawn from the deck, and can be played

as one of your three turn actions. A disturbance causes an
immediate effect, typically making things easier for you or
more difficult for your opponents. Read the card aloud, resolve
the effect, and then place the card in the discard pile.

Disturbances can give you a major advantage in Demoniac!
Consider your timing and targets for them to maximize your
chances.



DEFERTING 4 ENOREIST

Once all five of the POSSESSION CARDS surrounding your
victim have symbols matching the revealed EXORCIST
WEAKNESS CARDS in the same positions, you are ready to
attack the exorcist directly. To defeat the exorcist, you must
attack with a power of SIX PENTAGRAMS.

Rolling dice to attack the exorcist proceeds exactly the same as for
exposing their weaknesses — the number of dice you get depends
on the number of possession cards around your victim, each roll of
the dice counts as one action, and you may re-roll any number of
dice as another action. Remember—every + remaining when you
finish rolling will trigger the exorcist's power against you.

The first player to attack for six hits while having possession
cards that match all five exorcist symhols will defeat the
exorcist and unleash the power of evil!

The winner then seals their victory hy flipping over the EXORCIST
CHARACTER CARD and reading the exorcist’s demise out loud.

the symbol on the possession card matters—there
is no distinction between mind possessions and
Dody possessions (purple and green cards). That
is only relevant for turning your victim into a
Demoniac, and once your victim is a demoniac

they remain a demoniac for all eternity.

I "p O For the purpose of defeating the exorcist, only




s MR
s

Once you've played Demoniac enough times that satanic
possession hecomes child's play, there's a way to add a new
twist to the game: with the “Evil Relics” expansion, players
can fight for control of a cursed object that will bring them
additional power!

THE RELICS

Each relic has a special ability and power level printed on one
side. The special ability becomes active when a player controls the
relic. The controlling player may use the special ability during
the action phase of their turn. Relic abilities do not count as one
of your three turn actions — their power counts as a bonus.

SETUP

The evil relic starts under the possession of the exorcist. Choose
one of the four relics and place it alongside the exorcist. The
remaining relics can be placed back in the box.

TAKING POSSESSION OF
THE RELIC

Gain control of the relic by successfully attacking the character
currently controlling it. Before rolling dice, declare whether you
are attacking the exorcist or attempting to gain possession of

the relic.




Taking possession of the relic requires a roll that meets or exceeds
the strength printed on it. The same dice rules apply as attacking
the exorcist: you may use additional actions as re-rolls, and will
be penalized for every J* at the end of your rolls.

If your roll for the relic is successful, you may take control of
it. Place it near your victim, and activate its special power once
during the action phase of your turn.

Other players may desire to possess the relic themselves, and can
attack you to steal control. If their rolls are successful they will
place the relic near their victim and immediately gain its power.

Don't forget: if there’s a holy relic in the

game, you have to announce in advance

whether a dice roll is aimed at attacking
the exorcist or stealing the relic! ©
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Deleon, Anthony Hird, Anthony Sass, April Viers, Arthur Larsen,
Ashley Shastany, Azteca-Sol, Eduardo Baraf, Ben, Benjamin
Murray, Benjamin Rimalower, BenzaFisher, Bill Reese, Billy
Rosen, Blake Bonafede, Boswell, Brad-Allen Wallace, Brandon,
Brie Rupp, Brian, Brian Munoz Bryan Swepston, Bryn, Cara
Kernoschak, Carlos Azofeifa, Cameron Hawkins, Caster of
Shadows, Chase Hanson, Chloe Rule, Chonies, Christian NewDby,
Christine Colcer, Chris Diosdado, Chris Dreyer, Chris Kessinger,
Chris Little, Chris M, Corben, Cory Martin, Cory Taylor, Craig
Kessler, Dale Tartick, Dan Afergan, Daniel, Daniel Dobies, Daniel
K. Isaac, darkdawn, David Kimple, David Sann, David Salvas,
dave Schultz, Devin, Dominick Mascitelli, Dominic Camara,
Dominic Kelly, Douglas Kelley, Drethen, Drew Fornarola, Dylan
Wiberg, Edward, Edward Matwij, Edwardo Cisneros, e. purnell,
Emma McGrory, Erin Kelley, Ethan Radatz Ethan Yesutis, Evan
Benner, EvanLicht, Fabio Arraes, Fernando Sudrez Florian
Ponpon, Forrest Eclipse, Frankie Danger, GamestormEDU,
Gammasmiley, Geondp, Geoffrey, George Georgeadis, George
Pecoraro, Greg, Gregor St. John, Giuseppe Rosselli, Guillermo
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Fauquet, Jonathan Wedge, Jonathan Yip, Jordan Traxler, Jose,
Joseph, Joseph Michael Yap, Josh, Josh Reynolds, Justin, Justin
Mathews, Justin Sherman, Kara Carothers Sober, Kate Bidinger,
Kasy Powell, Keat Teoh, Kevan Choset, Kevin, Kevin Nyland,




Kevin Scranton-Chaney, Kipel, Kristofer, Kris Thompson,
Kottyan Péter, Lacey VanDeLaare, Laurens Julian, Laura
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Miranda, Mori, Morgan Allen, MowglitheFrog, Myql3,
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pillboxBen, PN, Praho, Qland, Rheaa, Rey Tamayo, Richard
Cooper, Richard DiBella, Richard Groves, Richard Wells,
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Ceasar, Romana Zeilinger, Ryan Tesar, Ryan Wright, Ryan
Zatcoff, Samuel Ramos Jr, Santos Gonzalez, Sarah Tufly,
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Stephanie Anderson, Stephen Mack, Stephen Modica,
Stuart, Sue, Suzanne Forster, Taylor Noeller, Teah Helmer,
Ted Alcorn, The Creative Fund by BackerKit, Thomas,
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