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For years we have remained in the shadows, scared and hungry, 
but no more. Now a new era has begun and the creatures of the 
night are out for blood. As a proud member of our vampire clan, 
we have to capture unsuspecting humans and bring them back to 

our base. At the same time though, we have to exert our influence 
into the city taking what is rightfully ours. Our choices matter as 

the competition with the other vampire clans is deadly…
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Components 

- 4 player boards 

This is your base of operations. There are three different rooms for housing 
captured humans, depending on their level. Each room has a specific  
capacity and also here you will mark your progress in Control points and  
keep your Jewels and followers.

Terminology 
Control points: These represent the points in the game. You will keep track 

of them on the scoring track on your player board. 
Vampire: The dice of the game. Each player will have 6 dice, one of each 
color. These will be your main tools to take actions during the game. The 
white dice is wild in color. 
Power: The number on the dice. You can manipulate this number with 
powers from Elder’s cards or by using captured Humans  
Human: The meeples. Meeples come in five different colors and you will use 
them to fulfil your strategy. 
Followers: The cubes in the player’s colors. You will start with three cubes, 
plus one in the scoring track. You will have more in the reserve, that you can 
gain throughout the game. 
Elders: One of the main ways to get points and Jewels throughout the game. 

Elders belong to a specific type and may have special powers.



 

- Main board  

The main board has two parts, the city and the Inner Sanctum. The city has 
5 different boroughs and each borough contains different types of humans. 
The Inner Sanctum houses the Elders and offers many unique actions you 
can take. 

- 24 Elders cards 

These are the Elders. Each of them  
requests Humans and will award with  
Control points and Jewels when served.  
Also each one of them belongs to a specific  
type, and if you manage to serve many  
types, you will be awarded with extra  
Control points at the end of the game.
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- 24 Vampires 

The dice represent different Vampires. Each Vampire comes from a specific 
borough and knows how to hunt in it. Your Vampires are your main tools to 
achieve your goals and you should manage them wisely. Their rolled 
number denotes their power, and throughout the game you will find ways 
to manipulate and change their power.  

- 75 Humans 

The meeples represent different Humans that you will capture in order to 
send to the Elders, turn into Followers or feed on. 

- 52 Followers 

You will start with some Followers (cubes) and during the game you can 
turn captured Humans into more Followers. 

- 35 Jewels  

You will start the game with some Jewels and during the game you can 
earn more. Use Jewels to reroll your Vampires or pay to visit the Inner 
Sanctum. 
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- 16 Hunger 

Every time a borough is emptied every other player must release a Human 
of the same color. If you can’t or don’t want to you will get a Hunger token, 
and the more Hunger tokens you have at the end of the game the more 
Control points you will lose.  

- 1 Pouch 
At the beginning of the game place here all the Humans.

Setup 

1. Take a player board and choose a color. Then, take one Vampire of each 
color, 4 Followers of your color and 4 Jewels. Place one of your cube on the 
“0” spot of your Control points track. 
2. Place the Main board on the middle of the table.  
3. Fill every borough with Humans, drawn randomly from the pouch. Every 
borough must have 6 Humans, 2 in every of its levels.  
4. In a game with 3 players take Followers from the color not chosen and fill 
one space in every borough. In a game with two players fill two spaces in 
every borough. 
5. Shuffle the Elders into a deck. Discard cards according to the number of 
player. 2/3/4 players = discard 12/6/0 cards. Then place the deck face up in 
the corresponding spot of the Inner Sanctum and draw three two cards, 
filling the other spots. 
6. Make reserve piles with the remaining Followers, Jewels and Hunger 
tokens.  
7. The player who last tasted blood will be the 1st player! 
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Overview 

Creatures of the Night is a dice management game. During the game you will 
roll your Vampires and then send them to hunt Humans or deliver them to the 
Elders. By hunting in the city you will influence the boroughs and players with 
the most influence in each borough will earn extra Control points. When the 
Elder’s deck runs out or at least 4 boroughs have been completely filled with 
Followers the game will end and players will proceed to final scoring. 

Turn order 

Starting with the 1st player, players will take turns in clockwise order until one 
of the two end game conditions are met.  
During your turn you can either use some of your Vampires or reroll all of 
them. When using Vampires you have two options. You will either hunt in the 
city (top part of the Main board) or visit the Inner Sanctum (bottom part of the 
Main board). Either way, place spend Vampires in the corresponding spot of 
your player board. 

1. Modifying the power of Vampires 
Before you use Vampires you can modify their power or reroll them. By paying 
2 Jewels you can reroll any one Vampire, either used or not. If you reroll a 
used Vampire you can now use it again. You can repeat this process as many 
times as you want as long as you have Jewels to spend. Also, if you have 
captured Humans, you can fed on them, to change the power of the Vampire 
of the same color. Level 1 Humans allow you to subtract or add 1 point 
from a Vampire, Level 2 Humans up to 2 points and Level 3 Humans up 
to 3 points.  Lay down the used Human(s), you will not be able to use 
that Human(s) again for anything until you spend a turn rerolling all of 
your Vampires. 

Example: 
Joan needs to increase the power of her blue Vampire from a 2 to a 4. Luckily 
she has a blue Level 2 Human captured. She lays down that Human and her 
Vampire’s power grows.
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1A. Hunting 
When hunting in the city you will choose one of your unused Vampires. The 
color of the chosen Vampire will denote the borough you are hunting into. 
The white Vampire is a wild and can be used for any borough. Then, you 
must accompany the main Vampire with either one, two or three other 
Vampires, as long as the sum of their powers is equal to or lower than the 
power of the main Vampire. If you accompany the main Vampire with one 
other Vampire you will take the two Level 1 Humans from the borough. If 
you use two other Vampires you will take the Level 2s and if you use three 
other Vampires you will take the Level 3 Humans. Any difference between 
the power of the main Vampire and the accompanying Vampire(s) you will 
get in Jewels. Also, if you take a Human whose color matches the color of 
the borough you hunted into you will immediately earn 1 Control point. Place 
the captured Humans in the corresponding rooms on your player board. You 
can now influence the borough where you hunted into by sending one of 
your Followers, as long as there is an empty spot. If this causes a forth 
borough to completely fill, the game immediately ends.  

If by hunting you remove the last Humans from a borough every other 
player must immediately return a Human of the same color as the emptied 
borough. If they can’t or don’t want to they will get one Hunger token. 
These tokens are worth negative Control points at the end the game. 

Example: 

Joan chooses this as her main Vampire so she is going to hunt in the green 
borough. She will accompany this Vampire with these other two Vampires.  

So she takes the two Level 2 Humans from the green borough, and because 
there is a 2 difference between the power of her main Vampire and the 
accompanying Vampires she will get 2 Jewels. Also, because she captured a 
green Human in the green borough she will score one Control point. 

Lastly, she decides to place one  
of her Followers in an empty  
spot on the green borough.

+
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1B. Inner Sanctum 
If you choose to visit the Inner Sanctum you will again use a main Vampire 
and one, two or three other Vampires to accompany her. The difference 
between the power of the main Vampire and the accompanying ones will 
denote what spot you will use, but this time you will have to pay that 
difference in Jewels.  

0: Here you will find our beloved Elders. These creatures hold great sway 
over our clans and must be satisfied. Each Elder requests a specific amount 
of Humans and will reward you with Control points and/or Jewels.  
Elders will either award you with specific amounts of Control points 
and/or Jewels, or your reward will depend on the Level of the 
offered Human(s). For Control points just count the Level of the 
Human, for example a Level 3 Human will earn you 3 Control 
points. For Jewels double the Level of the offered Human, for 
example a Level 3 Human will earn you 6 Jewels.  
Note that not all Elders award both Control points and Jewels. 
Elders also have specific types, as shown by their artwork. At the end of 
the game players will earn extra Control points for every different type of 
Elder they have served, as shown in the chart bellow the Elder’s row. 
You can choose any of the available Elders to serve, and you must 
complete the card immediately. Refill the empty spot with the top face up 
card of the deck. If the Elder’s deck runs out then the game immediately 
ends.  
Some Enders also have special powers. The powers in a red box are extra 
end game scoring conditions, whereas powers in a white box can be used 
during the game. Turn them 90º and use them. You can refresh them when 
you spend a turn to reroll all of your Vampires. 

1: Here you can hunt for specific Humans. You will capture a Level 1 and a 
Level 2 Human, with the same color as your Main Vampire. Search the 
pouch for the Humans you want. In order to use this spot you must also 
pay 1 Jewel, as the difference in power will be one.  

2: Immediately take two of your Followers from the reserve. In order to 
use this spot you must also pay 2 Jewels. 

3: Immediately remove one of the Hunger tokens you have accumulated. 
In order to use this spot you must also pay 3 Jewels.
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Example: 

Joan wants to visit the Inner Sanctum and chooses this as her main Vampire. 
She will accompany her with these three Vampires. The sum of their power is 
equal to the power of the main Vampire so their difference is 0. Joan will go to 
the Elder’s spot and immediately complete one Elder.  

       

2. Rerolling Vampires 
If you can’t or don’t want to use any of your Vampires, you have to reroll all of 
them. This will be your whole turn though.  
When you spend a turn to reroll your Vampires, you will also refresh all of your 
used Humans and Elders. Set any Humans you used to manipulate your 
Vampire’s power upright again, and also set straight any Elder card whose 
ability you used in previous round. You can now use them again.  
Now, you can turn a captured Human into a Follower! Remove a Human from 
your board and take as many Followers from the reserve as its level. For 
example, if you remove a Level 3 Human take three Followers.The color of the 
turned Human doesn’t matter. 
Keep in mind that you can always pay Jewels to reroll your Vampires, thusly 
never having to spend a whole turn for rerolling. 

+ +

1

2

She chooses this Elder and offers a Level 1 
and a Level 2 Human. She will earn 3 
Control points for these Humans and also 
the Elder’s card. His power will award Joan 
extra Control points at the end of the game.
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End of Game 

When the Elder’s deck runs out or at least 4 boroughs have been 
completely filled with Followers the game will end immediately.  

Firstly, resolve the majorities in every borough. The player with the 
most Followers will receive the most Control points whereas the second 
player will receive the fewest Control points, as noted on the top part of 
every borough. In case of a tie for the first place, add the two numbers and 
divide by the amount of tied players. This is the Control points that players 
will receive. In case of a tie for the second place, divide the written number 
by the amount of tied players. Always round down. 

Then, each player will receive extra Control points for every different 
type(artwork) of Elder they have served, as shown bellow and 
underneath the Elder’s row. Also, score any powers in red boxes from 
served Elders. 

Lastly, each player will lose Control points according to the Hunger they 
have gathered throughout the game, as shown bellow and on the player’s 
board. 

The player with the most Control points will be the winner, and the most 
powerful Vampire clan in the city! 
In case of a tie, the player with the most leftover Jewels will be the winner.
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