
               
 
 

 

 

 

                      

                      

                      

                      

                      

                     

 

 

 

 
 
 
 
 

Give the mage the three special cards: Call Spirit, Command Spirit of Air, Command Spirit 
of Fire, and the Clarification card. (Instructions are written on the cards.)       
The mage starts the game with the Call Spirit card in play. 
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Difficulty: Players:  

 

   aside the three obstacles, referred to as Vampire Obstacles: 
      The red Normal obstacle    Banshee Operative  (for Scene 1) 
      The black Hard Obstacle   Dzoo-Noo-Qua  (for Scene 2) 
      The red Hard obstacle        Vampire Operative  (for Scene 3) 
 

      Then shuffle and create the Normal and Hard obstacle decks as usual. 
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KARMA SCALING 

PLAYING WITH FEWER THAN FOUR RUNNERS

ENDING A SCENE  
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CALL SPIRIT 
Spirit of Fire 

CALL SPIRIT 
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All cards are made to be double sided (glue, fold & cut) 



 
 
 
 
 
 
 
 
                     

 

 
COMMAND Spirit of Fire  

 Spirit of Fire 
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SUMMONER UPGRADE STICKERS 
 

The upgrades are not used in the Vampire Den 
mission, but allow adding Call Spirit and the 
Command cards Spirit of Air and Spirit of Fire to any 
other mission.  
 

The upgrades are restricted to the mage role, and 
there are two variants of the upgrade: 
- Summoner II at 35 Karma that puts the Call Spirit 
card into play from the start of the game. 
- Summoner I at 25 Karma plus 3 nuyen that allows 
the mage of putting Call Spirit into play by discarding 
3 nuyen at the start of a round. 
 
 

 

 

 

 

 

 
 

 

SUMMONER I 
Mage only. Discard 3 nuyen to  
put the Call Spirit card into play 

 

 

SUMMONER II 
Mage role only. 

Gain the Call Spirit card 
 

 
 

 
 

 
 

 
 

 

SUMMONER II 
Mage role only. 

Gain the Call Spirit card 
 

 

SUMMONER II 
Mage role only. 

Gain the Call Spirit card 
 

 

SUMMONER I 
Mage only. Discard 3 nuyen to  
put the Call Spirit card into play 

 

  
 

 

SUMMONER I 
Mage only. Discard 3 nuyen to  
put the Call Spirit card into play 

 

 
KARMA 

35 
 

KARMA 

25 

  
KARMA 

35 

  
KARMA 

25 

  
KARMA 

35 

  
KARMA 

25 

 


