
Angelus 
A 2nd Season Scenario for the Buffy the Vampire Slayer Board Game from Hasbro 

Having lost his soul, the good vampire Angelus has turned evil, and plans to destroy the 
earth by unleashing the demon Acathla. 

Evil Set-up: 

Angelus starts on the Judge's start space in the Factory. 

Angelus starts with Drusilla and Vamp X as minions.  He may summon additional 
minions if he obtains the required cards. 

Special Artifact: 

Use any Story Artifact card to represent Acathla and three other non-story artifact cards. 
Acathla has no abilities of its own. 

Evil Objective: 

Angelus must return Acathla to the Vamp X start square in the Factory and successfully 
roll his Magic dice plus at least one point of damage or a fang on his fight dice to unleash 
Acathla and destroy the world. 

Good Set-up: 

Substitute Spike for Oz. Spike gets 2 Fight dice and 1 Magic die. Like Oz, Spike can 
carry 1 card of each type. He gets 8 Life points (use the Werewolf / Oz track to record 
these). If Spike ends his movement on a black circle, he gains 1 Life point (to a 
maximum of 15). Spike is a "Good Vampire", so he can be burned by the sun, but he may 
also enter private homes. Spike starts on the "Oz Start" space in the Bronze. 

Good Objective: 

Destroy Angelus, or restore his soul. 

RESTRICTIONS: 

When you roll three small flames, you may also move Angelus. 

Living Flame research cards cannot be used to destroy Acathla. 



Buffy can attack Angelus, but only until he becomes wounded; then she must break off 
her attack and return to the nearest ally's start square before resuming normal movement.  
Once he is wounded, Buffy can no longer attack Angelus or use magic to harm him.  
Buffy cannot attempt to dust Angelus.  These restrictions are removed once Angelus 
gains control of Acathla. 

Spike and Drusilla can attack each other, but if either reduces the other to X life points, 
the character is considered unconscious, not dead.  At this point any adjacent character 
may "pick up" the unconscious character and carry him or her until the character wakes 
up again.  By picking up Spike or Drusilla, the other character must discard any Research 
or Weapon cards carried; if the unconscious character is not picked up, he or she remains 
on the square where the knockout occurred.  Other characters may freely move over the 
unconscious one, but cannot stop on the square, attack the unconscious character, or 
attempt to retrieve an artifact or draw a card from the square.  The unconscious character 
discards all cards except permanently-attached Artifacts, and cannot use any cards until 
he or she awakens.  (Non-permanent artifacts are returned to a corner as per the rules for 
killing a character.)  The unconscious character will wake up the next time the moon 
phase changes.  The amount of life he or she will awaken with depends on the moon 
phase: 

• Sunrise:  1 Point 
• New Moon: 4 Points 
• Other:  2 Points 

Restoring the unconscious character's life points (e.g., by a healing spell) will cause him 
or her to awaken immediately.  If the pawn is being carried by another character, that 
character may drop it at any time in an adjacent square; once the unconscious character 
wakes up, it must be dropped immediately in an adjacent square.  If there is no adjacent 
square available, place the formerly-unconscious pawn in the nearest empty square.  The 
unconscious pawn's player chooses in the event of a tie.  (If it is sunrise and no indoor 
square is available, the unconscious vampire is destroyed.  Similarly, if caught outdoors 
and not immediately adjacent to a building entrance, the vampire being carried is 
destroyed.  If Spike or Drusilla is being carried by another vampire and sunrise occurs, 
and a building entrance is immediately adjacent, place the formerly-unconscious vampire 
in the square nearest the door and the carrying vampire in an adjacent indoor square.) 

Spike and Drusilla can be destroyed normally by other characters; no other pawns are 
subject to knockout.


