
The following Guides explain all the cards in detail. You don’t need to read these to play. If you
need to, you can refer to these Guides to solve any doubts that might come up during the game.

Guide to the Objects
Bag of Secrets - Goblet: Trade this object and you can draw the top object 
from the draw pile. You cannot trade this for another Bag of Secrets. 
This Bag turns into a Goblet as soon as all objects have been drawn.
Bag of Secrets - Key: Trade this object and you can draw the top object from 
the draw pile. You cannot trade this for another Bag of Secrets. This Bag 
turns into a Key as soon as all objects have been drawn.

When you receive a Bag of Secrets in a trade you must read aloud only the text that says to 
draw an object. You must not reveal whether the Bag of Secrets will become a key or a goblet. 
If the only object you have in hand is a Bag of Secrets, and you are offered the other Bag of 
Secrets to trade, you must refuse the trade.
Once all objects have been drawn from the deck, the Bags of Secrets become a Key and a 
Goblet. From now on, they count and must be requested as such, aloud. This is important 
when the Diplomat requires a specific object, or in case of a trade between Bags of Secrets: 
earlier in the game these trades were not permitted, but it is now possible because a Key can 
be exchanged for a Goblet.
You can use the Bags of Secrets to proclaim victory only after they have become a Key and a Goblet, 
i.e. after the objects deck runs out. Before the deck is emptied, the Bags of Secrets are... just bags.

Black Pearl: You must always accept this object if offered in a trade. If you 
hold the Black Pearl you cannot proclaim victory for your Secret Society.
The other members of your Secret Society can still proclaim victory normally, 
and if the declaration is correct you also win! The Black Pearl prevents you 
from proclaiming victory even if you have the Seal of the Lodge.

Coat: Trade this object and you can choose a new profession from those left over. Place 
your new profession face-down in front of you, and add the old one to those left over.
The Coat will let you take a profession from the stack of left over professions. Put 
your old profession back in the stack. Professions that can be used only once may 
come back into play and be used again.

Dagger: Add +1 to your score in any duel if you are the attacker. You cannot 
use this bonus if you are supporting another player.
You cannot use this object if you are the defender or if you are supporting 
someone else.

Gloves: Add +1 to your score in any duel if you are the defender. You cannot 
use this bonus if you are supporting another player.
You cannot use this object if you are the attacker or if you are supporting 
someone else.



Goblet: The Brotherhood can proclaim victory if it holds at least 3 Goblets.
Pay attention to the Bag of Secrets - Goblet. It will become a Goblet as soon as the 
objects deck empties.

Key: The Order can proclaim victory if it holds at least 3 Keys.
Pay attention to the Bag of Secrets - Key. It will become a Key as soon as the 
objects deck empties.

Monocle: Trade this object and you can look at your trading partner’s Secret 
Society card.

Poison Ring: You win any duel that ends in a tie, if you are either the attacker or 
the defender. You cannot use this bonus if you are supporting another player.
You cannot use this object if you are supporting someone else.

Privilege: Trade this object and you can look at all of your trading partner’s objects.

Seal of the Lodge: You can proclaim yourself the sole winner, if you hold the Seal of 
the Lodge and at least 3 Keys and/or Goblets.
For example, 2 Keys and 1 Goblet. In this case, you win by yourself without the 
other members of your Secret Society, who should not even be named! The Bag of 
Secrets can be used, as usual, only when it has become a Key or a Goblet.

Sextant: Trade this object and you can choose a direction (right or left). All players 
must then pass one object of their choice to their neighbor in the chosen direction.
Passing an object in this way does not count as a trade. Any trade abilities of passed 
objects are not activated. The object traded for the Sextant is activated normally 
even if it is then passed to a neighbor because of the effect of the Sextant.

Shattered Mirror: You must always accept  this object if offered in a trade. You cannot 
use the trade ability of any object you exchange for the Shattered Mirror.
During the trade both objects are kept secret, and change hands without being 
revealed or read.

Guide to the Professions



Guide to the Professions
Alchemist: You decide who wins one duel. You cannot use this ability if you are the attacker 
or the defender. This ability can be used only once.
You can use this ability even after everyone has decided whom to support and/or has played 
objects, professions, or duel tokens. You cannot use this ability if you are directly involved in the 
duel as the attacker or the defender.

Bodyguard: The player you support in any duel adds +1 to his score.
You cannot use this ability to aid yourself, but only when you are supporting another player. 
This ability can be used more than once.

Clairvoyant: During your turn you can search the objects deck and choose two cards. 
Shuffle the deck, then place both chosen cards face-down on top of the deck in any order. 
This ability can be used only once.
You can use this ability at any time during your turn. You should not wait too long to use it, 
however, because later in the game objects come into play more quickly. If you want to draw a 
specific object from the deck, you can use this ability in combination with a Bag of Secrets.

Diplomat: Force another player to trade to you a particular object of your choice. You may 
use this ability only during your turn. If the player does not have the asked for item, your 
turn ends. This ability can be used only once. 
You can use this ability in addition to the normal trade action on your turn, allowing you to 
make two trades in one turn. The Diplomat trade follows the same process as a normal trade 
action, but you request a specific object, and the other player cannot refuse the trade. If the 
other player does not have the requested object, he must show his entire hand to prove it.

Throwing Knives: If you support the attacker in any duel, add +1 to his score.
You cannot use this object if you are the attacker or the defender.

Tome: Trade this object and you can exchange your profession with your trading 
partner. Turn these professions face-down if they were face-up.
Professions that can be used only once may be used again if they are exchanged 
thanks to the Tome. If they were face up, they are turned face down and can 
be used again.

Whip: If you support the defender in any duel, add +1 to his score.
You cannot use this object if you are the attacker or the defender.



Doctor: You may cancel the effects of a duel immediately after the duel ends. This 
ability can be used only once.
You do not need to be involved in the duel. The attacker’s turn ends immediately after 
the duel when you use this ability, and the winner cannot look at the other player’s Secret 
Society card nor steal one of his objects. 

Grand Master: Add +1 to your score in any duel if you are the defender.
You can use this ability even after everyone has decided whom to support and/or has 
played objects, professions, or duel tokens. You cannot use this ability if you are the 
attacker, or if you are supporting someone else. This ability can be used more than once.

Hypnotist: If you are the attacker in any duel you may choose one player. The chosen 
player may not support either side in this duel.
You must use this ability immediately after the players have announced their support 
(i.e., before objects, professions, and duel tokens are played). The player affected by this 
profession rotates his character 90 degrees, and cannot support anyone, or play any 
objects, professions, or duel tokens for the remainder of this duel. You cannot use this 
ability if you are the defender, or if you are supporting another player. This ability can 
be used more than once.

Priest: You can prevent a duel from taking place. You must use this ability before 
supporters are revealed. If the attacker holds at least two objects he must give you one 
of them (his choice). The attacker’s turn ends. This ability can be used only once.
You can use this ability only before players announce whom they are supporting. You 
don’t need to be involved in the duel as the attacker or the defender. The attacker chooses 
which object to give you.

Swordsman: If you are the attacker or defender in any duel you may declare that the 
other players cannot be involved in this duel. In addition you may add +1 to your 
score for this duel. This ability can be used only once. 
You can use this ability even after everyone has decided whom to support and/or has 
played objects, professions, or duel tokens. Any duel tokens already spent are discarded 
back to the pile and any professions used remain face up (and single use professions 
cannot be used again). You cannot use this ability if you are supporting someone else.

Thug: Add +1 to your score in any duel if you are the attacker.
You can use this ability even after everyone has decided whom to support and/or has 
played objects, professions, or duel tokens. You cannot use this ability if you are the 
defender, or if you are supporting someone else. This ability can be used more than once.


