
K R A M P U S N A C H T  ·  A  H I D D E N - R O L E  C A R D  G A M E

The guests.
Everyone wears horns tonight. Only some are real.

Host
K R A M P U S  ·  F R A U
P E R C H TA

Wake together. Take one guest each night. They win the moment they
equal the guests left standing.

Seer
P I E R C E D  A N G E L

Learns whether one guest is a Host each night.

Healer
S H A M A N

Saves one guest each night. May save themselves once per game.

Guest
G I N G E R  ·  G R E TA  ·
U N I N V I T E D

No power. A voice and a finger.

Out? Show your card and stay silent.  Tied vote? Each tied guest pleads their case, then everyone points
again. Tied twice, nobody goes.

D E A L ,  B Y  P L A Y E R  C O U N T

6 2 Hosts, Seer, Healer, 2 Guests

7 2 Hosts, Seer, Healer, 3 Guests

8 2 Hosts, Seer, Healer, 4 Guests

9 2 Hosts, Seer, Healer, 5 Guests

10 2 Hosts, Seer, Healer, 6 Guests

House rule for 6 or 7: leave Frau Perchta out and deal a Guest instead.
Krampus hunts alone. The Moderator is extra and holds no card.

The narrated night runs the
game for you.

FREE FROM THE KRAMPUSNACHT HOST’S K IT  ·  THE FULL K IT :  CLOVENHOOFCLUB.COM

https://clovenhoofclub.com/night
https://clovenhoofclub.com/krampusnacht-host-kit/

