The 6th player will be a vampiric servant of Dracula.  The player should be provided with a single figure or marker to represent them.  They should also take a piece of paper and draw three skulls on it.  Label the skulls 1, 2 and 3, left to right.  Write the number 5 in the top right corner of the paper.  Finally, draw a picture of a wolf in the top left corner of the paper.  Take a marker, from either in the game or even just a coin, and place it on top of skull three.  The 6th player then takes the minion punch and minion dodge cards and places them in front of him/her.

  At the start of the game, the Servant places his/her marker first, onto any SMALL CITY space on the board.  The Servant will not use hidden movement, and his location will always be revealed.  Then the four hunters place their starting locations, and finally Dracula places his hidden location.  Play then begins with the first hunter.

  The Servant is considered to have turn initiative #5, so he/she goes after the hunters have each gone.  Servant's turn consists of two phases: 1) Movement,     2) Action.

  During the movement phase, the servant checks the time of day.  If it is DAYTIME, the servant MAY (optional) move one space by road, or roll the train die as per normal rules (if they roll the train die, they must take the result).  In this way, the servant is allowed to use rails in the same way a hunter player would.  An X result still results in the immediate ending of the turn.

  However, if it is NIGHTTIME, the Servant gains the ability of transforming into a wolf.  He/she MAY (optional) then move up to two cities away by road.  If the servant does this, place a coin or marker over the Wolf picture on the paper to indicate that he/she has used wolf form.  There is no life/blood cost for turning into a wolf.  The Servant may only turn into a wolf once per nighttime phase.  Remove the counter from the wolf picture at Dawn, so that it will be available during the next night phase.

  The Servant follows the same rules as Hunters regarding sea movement (one move to embark, one per zone, one to disembark, may not backtrack, and does not have to pay any additional costs to take a boat).

Phase two: ACTION

  Once the servant has moved as per the rules above (or remained in the same location), they get an action phase.

  If the servant is in a location with a hunter: they immediately attack that hunter.  Combat ensues.  After combat, the Servant's turn is over.  Play continues to Dracula.

  If Servant moved one space by road: They MAY search the location.  Draw one event card.  If it is a hunter event, give it to the hunter with the least events (tie is broken with a dice roll).  If it is a Dracula event, give it to Dracula.  If the Servant does not with to draw an event, he/she may end his/her turn, OR the servant may take his/her next weapon from the minion deck (only in large city).  (SEE BELOW UNDER WEAPONS) (ALSO SEE EVENTS BELOW)

  If Servant did not move: The Servant MAY search the location, as per the search rules above (for moving one space by road), OR they may REST.  Resting restores one life. (SEE BELOW UNDER HEALTH)  Note that the Servant can only rest if he/she did not move.

  IF Servant took a train, or if Servant used wolf form this turn:  Their turn immediately ends.  No rest or search is allowed.  Should the Servant roll a "0" on the train die, their turn is still over.

WEAPONS:

 The Servant begins the game with only the Punch and Dodge cards.  HOWEVER, if the Servant player ends his move in a Large City (only by standing still or by moving one space by road), and they choose to search, they may take their next weapon from the minion deck and add it to their battle hand.  The weapons are "discovered" in this order: Knife, Rifle, Pistol.  Once the Servant has acquired a weapon, they have it in their arsenal permanently for the rest of the game, and may use it in combat against a hunter.

  A few notes: Since it will take the Servant multiple turns to get his full arsenal, this allows hunter players time to also collect items, so he/she does not prey on them prematurely.  ALSO, in the case that players cannot remember which weapons the Servant has collected, since Dracula may need to take the full minion deck to do combat, players may opt to write the names "knife" "pistol" "rifle" on pieces of paper and give each to the Servant as a reminder to take those weapons back after the minion combats.

HEALTH:

  The three skulls represent the lives of the Servant.  The Servant begins with a marker on Skull 3, indicating all three lives.  Servants are IMMUNE to numerical damage from combat, and can only be affected by a kill result.  When the Hunter scores a kill result against the servant, the servant moves his counter down by one skull.  Should the Servant ever lose his last skull (getting killed while only having one skull), the servant is defeated.  (SEE BELOW UNDER BEING DEFEATED)

COMBAT:

  When combat begins (either by a Hunter landing on the Servant or the Servant landing on a hunter), the Hunter collects their battle deck as stated in the rules (punch, escape, dodge + items), and the Servant takes the minion punch card, the minion dodge card, the Dracula escape (man) card, and any weapons that the Servant has collected.

  Combat is carried out as normal, with the playing of cards, rolling of dice, and damage being dealt.  The Servant rolls the black die.  Note that the Servant counts as an Agent, so Lord Godalming is allowed to use his Strong Body ability.  Also, Dracula may play trap to give the Servant +1 to rolls during combat.

  There are a few differences.  Due to the fact that the Servant's cards are not all the same color, the Hunter player must play his/her card face down FIRST, and then the servant will place his/her card.  This will keep the hunter from being able to guess when the Servant wishes to play Escape.  Combat still continues until one side is defeated, or three continues are received, or an end result occurs.

  IMPORTANT: The Servant IS NOT Dracula, so Crucifix, Heavenly Host or Holy Water may not be used against him/her.  Also, remember from above that the Servant is IMMUNE to numerical damage, so it is possible that a card like Sacred Bullets could do nothing at all (like if it wins against an Escape(man) card).  Even if there is no effect, discard the card as per normal discarding rules.

  NIGHTIME COMBAT: If the combat takes place during the NIGHTTIME, there are some changes.  First, the Servant removes the punch card from their deck.  Then the Servant puts Dracula's CLAWS card in his/her deck as a replacement.  Finally, the Servant removes the Rifle card from his/her deck.  Combat then begins as normal.  NOTE: Due to the claws card, some cards will affect the Servant differently at night, making it harder for him/her to be killed.  In the event of a Repel effect, follow the normal repel rules (Servant may only dodge or Escape(man) next turn).

BEING DEFEATED:

  When the Servant loses his/her last skull, he/she is defeated.  Remove his/her piece from the board.  In addition, Dracula loses ONE VAMPIRE POINT.  Remove the last weapon that the Servant discovered permanently from their deck.  They will have to search a large town to find a new one.  Immediately place the minion's piece on skull one, to indicate the first step towards resurrection.  If it was the Servant's turn, his/her turn is now over, and play continues to Dracula.  If it was a hunter's turn, play then continues as normal.  NOTE: If it is Van Helsing's turn, and he encounters the Servant and defeated him/her, Van Helsing may still take an action phase via his Relentless ability.

  On the next turn for the Servant (which could be right away, if he/she was defeated by Mina), move the piece to skull two, indicating halfway to resurrection.

  On the next turn for the Servant, move the piece to skull three.  The Servant is RESURRECTED!  Remove the piece from the paper.  The Servant places his/her piece on any small city of his/her choice.  Place the normal marker back on skull three.  The Servant may not move this turn, but may search for an event card as per the rules stated near the beginning of this post.  On the next turn, the Servant begins to play as normally.

EVENTS:

  The Servant is not Dracula, but still has impact on his affairs.  As such, the Dracula player may, at any time, decide to give the Servant player any one KEEP event card.  This could save an event from being discarded due to Dracula having one too many.  The Servant must keep this card next to him/her, and may play it as he/she sees fit.  The Servant may not be given a new card until he/she has played the one he/she currently has.

  The Servant MAY NOT BE GIVEN: Rage, Devilish Power, Control Storms or Unearthly Swiftness.  Only Dracula has the power to pull off these cards.

  If the Servant draws an ally, he gives the ally to Dracula, and the Dracula player decides whether to play or discard that ally.

  Not that since all events drawn by the Servant are first given to Dracula, the Dracula player will be the one to fulfill the PLAY IMMEDIATELY cards.  

  The Servant is not a basic minion, so Relentless Minion cannot be played on the Servant.

  Control Storms may be played on the Servant is he/she is in a sea zone.  The Dracula player then moves the Servant as per instructions on the card.  The Dracula player and Servant player may confer as to the final destination, of course.

  PERMISSION: As the Servant is in the service of Count Dracula, he must have Dracula's permission to play each event card.  Players should agree to some sort of signal system so that event card playing can proceed smoothly without long pauses waiting for Dracula to OK an event.

  ODDS and ENDS:

1) The Servant is not affected by any of the 6 allies in the game.  So, he/she does not spend skulls to use the sea and does not lose life when playing the Escape(man) card under Sister Agatha.  Conversely, the Servant can never hold more than one event card, and Quincey only takes effect at the start of the Dracula player's turn, not the Servant's turn.

2) Dracula and the Servant constantly share knowledge.  So, if the hunters are forced to reveal cards to either Dracula or the Servant, possibly through a Vampiric Influence event, both players see those cards.

3) The Servant may, with Dracula's permission, peek at Dracula's current location by peeking at the most recent facedown card in Dracula's trail.  Should that card be the "Hide" card, the Servant must take care to not reveal with his/her expression that the card is a hide, and may check again next turn when Dracula moves.  Thus, it would do the Servant good to pay attention to Dracula's trail, because the less he/she peeks, the less chance there is of revealing information.  Dracula and the Servant are allowed to discuss tactics, and may even whisper to each other.  However, all such conversing should be kept to a minimum so as not to disrupt gameplay.

4) St. JOSEPH & St. MARY:  As per Dracula rules, the Servant may not ever enter this space, nor may he/she travel through it in wolf form.

5) CASTLE DRACULA: If the servant ends his/her turn at Castle Dracula, he/she is immediately healed up to three skulls, regardless of damage.

6) Should a Hunter land on a space that has the Servant in it and is ALSO on Dracula's trail, Dracula reveals that location and the encounter chip as usual.  The Hunter encounters the encounter chip before fighting the Servant.

7) Normally Dracula will control the combat against one of his agents, using the agent cards. At the Dracula player's discretion, he may allow the Servant to conduct combat for an agent instead. The Servant takes the Punch, Dodge and weapon cards depected by the minion (or all three for the Assassin), and conducts combat. If combat has been going generally bad for the Dracula player, perhaps a new perspective could help.
  OPTIONAL RULES: 
  BLOOD TRANSFUSION:  At the start of Dracula's turn, Dracula may lose one blood.  If he does so, the Servant gains one skull.  This may only be used while the Servant is alive, and not while he/she is "resurrecting".

  If the Servant IS "resurrecting", Dracula may lose two blood at the start of his own turn.  If he does, immediately return the Servant to three skulls, place the piece on any small city on the board, and place a counter on the third skull.  On the Servant's turn, the Servant may move as normally.

  OPTIONAL RULE #2:

  Also not sure about this, so it is optional.  If the hunter encounters the servant and an encounter tile on the same space, then the hunter encounters the encounter first, UNLESS IT IS A NEW VAMPIRE ENCOUNTER.  If it is a New Vampire, then the Hunter instead immediately engages the Servant.  Only if the Hunter survives the combat (defeats Servant, 3 continues, or end), may he or she then encounter the New Vampire.  This allows the Servant to protect fledgling vampires.

