A narrow and twisting side street, leading to naught but

OBJECTIVE:

a dead-end and a gleaming silver foe.

Kill the Silver Knight Swordsman.

REWARDS: SPECIAL RULES:

Souls: Reduce the node model limit to 2.
&1 Souls

Draw:

1x Event

The streets are Zz'fe with decay and ruins,
and amongst the rubble an armoured beast roams.

OBJECTIVE:
Survive for (§)+2 turns.

REWARDS:
Souls:

SPECIAL RULES:
Timer (2) Respawn all enemies.

Tx Soul per
enemy killed
Draw:

1x Treasure
1x Event

Timer (4) Respawn all enemies.

A half-ruined structure provides a vantage point above

OBJECTIVE:
Kill all enemies.

the claustrophobic alleyways below.

REWARDS:
Souls:

2 Souls

Refresh:

Luck

Search:

Posion Throwing
Khnives

SPECIAL RULES:
Crossbow Hollow attacks gain







Tattered banners line the battlements, an urgent drum

. . . A dark room with seemingly no exit, your entrance
of wings lingering in the air around fhem. An old guard of the golden kingdom risen to attention once more. disappears from b:’%{n d u:youyen tor
OBJECTIVE: OBJECTIVE: OBJECTIVE:
Reach the exit node. Kill the Sentinel. Kill all enemies.
REWARDS: SPECIAL RULES: REWARDS: SPECIAL RULES: REWARDS: SPECIAL RULES:
Souls: Trial (Kill all enemies) Souls: Trial (Flip both Gravestones to the Souls: Tllusion
&2 Souls ™3 Souls iminished side). (&+3 Souls
Refresh: Draw: raw:
Luck 1x Treasure Sentinel skips its starting turn. 1x Event
Shortcut
Trial: Reduce the Sentinel's starting health and its
Trial: Search: attack's da 2
Souls: Ember
3x Souls Y
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The bells above the parish have long been still, and ever since the gates

OBJECTIVE:

across the township remain shut.

Activate the lever (&)+1 times.

REWARDS: SPECIAL RULES:

Souls: ‘When the lever is activated, spawn two

Tx Soul per Hollow Soldiers on the closest enemy spawn
enemy killed node to the character. Then increase the timer
Shortcut track by one.

Increase the dam:
values of engmvg
timer track

age and dodge difficulty
acls by the value on the

A group of hollows prostrate at the feet of a deity’s stone visage,

OBJECTIVE:

Kill all enemies.

one that has long since abandoned them.

REWARDS:
Souls:

SPECIAL RULES:
Onslaught

B3 Souls
Search:

Silver Knight
Straight Sword

Gang
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The wooden chest is painted with bloodstains and strips of rent flesh.

OB{ECTIVE:
Kil

What might be the cause?

all enemies within (&) +3 turns (the Mimic does not count as an

enemy if the chest hasn't been opened).

REWARDS:
Souls:
&)+2 Souls

Trial:
Souls:
&)+2 Souls
raw:
2x Treasure

SPECIAL RULES:
Trial (Kill the Mimic)

If a character opens the chest, instead of
drawing a card from the treasure deck, reset
the timer and replace the chest token with the
mimic model.







Several figures cower in the dark corners, desperate to remain unseen. Enemies are at your heels, pursuing you through the streess. The depths of the parish descend much further than they first appear,

A portcullis ahead might be your salvation... soon becoming a forsaken maze.
OBJECTIVE: OBJECTIVE: OBJECTIVE:
Kill all enemies. Activate the lever. Kill all enemies. Kill all enemies.
REWARDS: SPECIAL RULES: REWARDS: SPECIAL RULES: REWARDS: SPECIAL RULES:
Souls: Gang Souls: When the lever is activated, remove tile one Souls: Mimic
> Souls At the end of each enemy turn, each enem ®+3 Souls trom play. Any models on the tile when it 4 Souls Tlusi
Shortcut moves one node awas fro};n the closest chni’acter Draw: is removed are killed. Then, place a Hollow Search: uston
Y : 1x Event Soldier on each enemy node on tile two. Titanite Shard Trial (Flip all trap tokens)
Shortcut Increase Hollow Soldier starting health by +Q), Trial:
and their blgck and resistance valyes b S;lul;
Hollow Sol 4 Souls
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A scorched bridge provides passage, the stonework still hot from
whatever laid waste to if.

OBJECTIVE:

Reach the exit node.

REWARDS: SPECIAL RULES:

Souls: Models can't move between tiles until the lever
243 Souls has been activated.

%ﬁgcel:: If ?f character is damaged by a trap, they
Shortcut sufter
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Warm sunlight bathes the scene, yet the peace is broken as a vile foe
springs forth with voracious intent.

OBJECTIVE:

Kill the Mimic.

REWARDS: SPECIAL RULES:

Souls: Timer (4) Respawn the Hollow Soldiers

‘}% ;? bho-uls Increase the Mimic's block and resistance values
ehresh: by +1.

Luck

Draw: During this encounter, the Mimic always targets

3x Treasure the closest character. Mimic attacks gain g .

The ancient bell tolls once more, deafening and alerting your foes to your presence.

OBJECTIVE:

Survive for (§)+3 turns.

REWARDS:
Souls:

2+ 1 Soul per
enemy killed
Draw:

1x Event
Search:
Ember

SPECIAL RULES:

Mimic

Onslaught

Gang

Timer (4) Respawn enemies on tile two

%







Multiple ﬁ;%ure: wade through the water soaked basement, A ruined barracks contains a number of venerable foes, At last you arrive at the fortress peak, only to be greeted by an
1z

eir gaze turned resolutely upon you. barring your passage through. enormous iron plated guardian.
OBJECTIVE: OBJECTIVE: OBJECTIVE:
Reach the exit node. Kill all enemies. Kill the Sentinel.
REWARDS: SPECIAL RULFS: REWARDS: SPE-CIAL RULES: REWARDS: SPECIAL RULES:
Souls: Trial: (Kill &) +2 enemies) Souls: Trial: (&) +3 turns) Souls: Increase the Sentinel's block and resistance
23 Souls G T Soul per Mipped Mimic (&)+4 Souls values by +1.
Draw: g trap token Refresh: If the Sentinel ¢ hi ithin its
1x Event Characters must spend 1 stamina if they make Increase Silver Knight block and resistance Estus Flask L i entine. ‘a"mﬁf }lxt a‘;]arget wit “f;“t}:
their normal movement during their turn. Trial: values by +1. Silver Knight attacks gain . Heroic Action attack range, it attacks the character with the
Trial: Running is unaffected. Souls: Search: aggro token instead, ignoring range.
Search: & Souls Giant's Halberd
Adventurer's Armour Refresh:
= Heroic Action ®
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This fortification presents an impassable blockade, only

OBJECTIVE:

unlockable from the inside. ..

Activate the lever. Reach the exit node.

SPECIAL RULES:

REWARDS:

Souls: Trial (Kill the Mimic)

2+5 Souls TFa character opens the chest, instead of drawing a card
Shortcut from the treasure deck, replace the chest token with the

mimic model.

Trial: Models cannot use the doorway node between tile one
Draw: and tile two until the lever on tile two has been activated.
2x Treasure
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Countless arrows darken the sky and your only path

OBJECTIVE:
Reach the exit node.

to the inner castle is perilous.

REWARDS:

SPECIAL RULES:
Souls: Timer (3) Each character on tile one suffers 3
R +7 Souls damage.
Eﬁf‘:Sh' Timer (6) Each character on tile two suffers 3
Search: damage. Reset the timer.

Dragonslayer Greatbow

Characters can't enter tile three until all enemies
on tiles one and two are killed.
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The grand library's knowledge is protected by numerous ured foes,
and a strange music box.
OBJECTIVE:
Kill all enemies.
REWARDS: SPECIAL RULES:
Souls: Trial (Don't discard the lever token)
SDSOUIS If an enemy is within one node of the lever at the
raw: fits ; e its d 4 doder
Ix Treasure start of its turn, increase its damage and dodge
difficulty values by +1 for the rest of the turn.
Trial. If the lever is activated, discard the lever token
Souls: from the bo|
(&)+2 Souls







Perhaps the central spire’s mechanical system can raise you towards
one of the upper levels. ..

OBJECTIVE: ;
Activate the lever (§) times. Kill all enemies.

REWARDS: SPECIAL RULES:

Souls: All enemies on the tile must be killed before

3 douls the Iever can be activated.

Draw: . . .

1 All enemies respawn each time the lever is
x Event

Shorteut activated.

‘The second time the lever is activated, place
a Sentinel on

T progress, you must inch across narrow beams as crossbow

OBJECTIVE:
Reach the exit node.

bolts pelt your position from below.

REWARDS:

SPECIAL RULES:
Souls: Trial (Kill § +3 enemies)
Lr;‘f’)wbouls Onslaught
2x Event Reduce the node model limit to two.
SDi\?l‘(d\;é/ood I}f]a chafrfacter is pushed by an enemy attack,
Grain Ring they sutter

= towards thd

If a charact
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As you head deeper into this spawling place, servants and
soldiers appear from forgotten chambers.

OBJECTIVE:

Kill all enemies on a number of tiles equal to (&) (if there are four
characters, kill all enemies).

REWARDS:

Souls:

5 Souls per tile cleared
of enemies

Refresh:

Estus Flask

Draw:

1x Treasure

SPECIAL RULES:
Mimic
Gang

Characters can only leave a tile if there are no

enemies on it.
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Mounted heads watch as the aged hunters usher their
underlings into a headlong charge.

OBJECTIVE:
Kill the Silver Knight Swordsmen.

REWARDS: SPECIAL RULES:

Souls: Increase Silver Knight startin; health b¥ + ﬁ
T0 Souls And THeiT DIOCK, Tesistance and dodge dimculty
Search: values by +1.

Havel's Greatshield Silver Knight attacks gain

Guards patrol halls where legends once walked. Unlock the great doors

OBJECTIVE:
Activate the lever.

and enter the inner sanctum.

REWARDS:
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SPECIAL RULES:

Souls: Trial (Kill all enemies)

B +9 Souls Mimic

Draw: .

1x Event Characters can only leave a tile if there are no
enemies on it.

Trial: Enemies that begin on tile three gain +1 dodge

Draw: difficulty and their attacks gain +1 damage.

2x Treasure
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Darkness descends. Swathed in moonlight, illusions now falter.

OBJECTIVE:
Kill all enemies.

low much of this place was even real?

REWARDS:
Souls:

(&) +3 Souls
Refresh:
Heroic Action
Shortcut

SPECIAL RULES:
Illusion

Gang
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After the Nameless Blacksmith's death, terrible demons
rose from the unshaped metal of the god...

e

OBJECTIVE:
Kill the Titanite Demon.
REWARDS: SPECIAL RULES:
+6 souls of the DARK SOULS: The Sunless
Search: City rulebook.
Titanite

Titanite Catch Pole

Dark Souls™& ©BNEI/ ©FS, Inc.

(ORNSTEIN
AND SMOUGH

At last, the final threshold and its gu the captain of the Knights
5 Guwyn, flanked by té deranged exZZu umf 4

"OBJECTIVE:
Kill Dragon Slayer Ornstein and Executioner Smough.

REWARDS:
You have completed the campaign!







