
KOKORIN CASTLE  
A game from Perepau Llistosella (2008) 
Http://kokorin.wordpress.com 

Players: from 4 to 10 players 
Age: 8 years old and + 
Length: 15’ 

 
In the middle of Bohemia, there is a thick forest where a group of friends are lost. They’re looking for a 
shelter to spend the night in the mysterious Kokorin Castle. 
It’s night time. In the darkness, each player will feel secure if they arrive to their room. Alert! There are 
many risky things around and... 
 
THE GAME 
 
Each player will go into the castle to search his room. For this is reason he will have to remember the 
description of the castle, the closest doors to the crocodiles, which key is his...and he will walk in the 
dark.!!! The winner will be the one who arrives first to his room.    
 
 
PIECES OF THE GAME 
 
- 12 modules- rooms of the castle. 
 

   1     2    
1) This face is the common one in all the modules. 
Behind some rooms, there is a door on both sides. 
2) This is the entry to the castle. 
 
--18 Meeple “S. Wonder”:  

 
 
9 different colours (2x9). 
 

 
 
 
-27 room key- cards of 9 different colours (3x9). 
 

          
 
Each card has a combination of the three 
elements: 
 
Presence: zombi, vampire, tiger, phantasm. 
Smell: death, tiger, blood 
Noise: mice, cats, bats 
 
 
-  Important: handkerchiefs are needed 
to cover the eyes of the players!!! 

 
 
PREPARATION OF THE GAME 
 
One of the players has to be the guide of the castle and is the only one who can see. He’s the responsible 
of moving the meeples of the other players and follows the indications the other players give to him inside 
the castle. 
 
1. Firstly, the guide player has to be chosen. The player on his left hand side will be the starter. 
2.  A castle will be built with the modules-rooms (at least 2 more than players are there) with at least an 
entry. The players will have to remember the castle.. 
3. Each player will have a coloured meeple in front of him (so he can identify it) an another one at the 
entry of the castle. 
4. A key room (with the same colour) will be delivered for each player and they will have to remember it. 
5. The players will cover their eyes with a handkerchief and they will give the key to the guide. 
6. The guide will add more keys to the player ones until the player has the same number of keys as 
rooms. The guide will put one in each room. 
 
The basic beginning for the first game (there are always crocodiles around the castle): meeples with the 
same colour of the player. 
 



The basic beginning for the first game (there are always crocodiles around the castle)  
 
 

 

     meeples with the same colour of the player 

 
 
TURNS 
 
The starter player first and the rest of players after can do 3 of the following actions in any order: to 
move-to move; to ask questions; to declare the key. 
To move-to move.  This action implies that the player will say:  “I’m going to the room on the ...right 
hand side,  on the left hand side,  at the front or at the back. 
The entry to the rooms has to be always done from the front of the door. The guide player will be the one 
who will move the meeple. It’s only permitted to move to an adjacent room, but it’s possible to repeat the 
action. 
To ask questions. It’s possible to make a question to the guide related to the room where the meeple is 
situated. For example: Which is the smell of the room where I am? 
To declare the key. If the player thinks that the key is in his room, he will say:  I’m in my room, there is a 
vampire, the smell is....(tiger) and there is a noise of...( rats...). 
 
WINNERS 
 
The winners will be the ones who reach the room first and declare in the right way the key. The players 
that fall down where the crocodiles are, the ones who don’t guess the key and the last player who is with 
covered eyes, they will loose the adventure of Kokorin Castle. 
 
SUGGESTION 
 
To be the guide is so easy, it’s better if there is a system of taking turns. 
Don’t make questions in the first rooms, because this fact implies to give many clues to the other players. 
Create new alternatives: to go out, to get in from different entries and to play in pairs is very funny too. 
 
Any doubts o comments you may have, please, address them to the author blog, you’ll be welcome. 
 


