Getting Started with L/ f7lo

To make your Ultimate Werewolf playing experience as good as possible, review the following if you're the one who is
bringing Ultimate Werewolf to your group. It isn't necessary for all players to read this document, but it will help anyone
who is setting up the games or moderating.

Optimal Player Count

Ultimate Werewolf works best with 14-23 people, with 18 being the best number possible. While it can be played with
as few as 7 people and as many as 31 people (more if you have additional Ultimate Werewolf sets/cards), the playing
experience lessens the further you get from the ideal number. Once you get to about 25 people in your group, consider
splitting the group into two...the games will go faster and players will have more chances to take on special roles.

Moderator Preparation

As the moderator, you'll be responsible for setting up the room, choosing the right set of roles for your group, explain-
ing the game and answering questions, and leading them through the game. Ideally you should try to participate as a
player in a game of Ultimate Werewolf before you moderate, but it isn't required. You should be intimately familiar with
all of the roles, and have reviewed the Moderator script.

Each moderator has his or her own style of moderating; some add significantly to the ambience of the game, some keep
their involvement to as little as possible and let the players create the story. There’s no right or wrong way to moderate,
and the players will undoubtedly push you in one direction or another as the game progresses.

Role Selection

Use the enclosed Role Suggestion card to determine which mix of roles to use for your game. If you or the group is new
to Ultimate Werewolf, it can be a good idea to use fewer than the suggested number of special roles. If you think you'll
have enough time for more than one game, you might try one introductory game with just villagers, werewolves and
the seer, and then add in additional roles in the second game.

If your group contains a lot of people who don’t know each other, you'll want to give the advantage to the villagers
slightly. Different roles have differing amounts of impact on the each team.

Pull out the cards you'll be using with your group, and insert the white cards (arrow up!) into them to conceal the roles
from other players. Shuffle the cards thoroughly, as you'll probably have all the special roles and werewolves next to
each other when you start shuffling.

Room Setup
Try to keep the room where Ultimate Werewolf is played as quiet as possible, and limit the number of Ultimate Werewolf
games to one per room (unless the room is large enough to support two games where one game won't disturb the other).

Arrange the chairs in a circle giving each player a few inches of space on either side of them. Some moderators prefer to play
with atable (or tables) in the center of the chairs, as it allows for an easy place to put name card tents and a place for players
to put their cards. Some Moderators like the intimacy created by empty space between the players, which also allows them
to walk into the middle of the circle. If possible, allow for enough space between the chairs and the walls so that the mod-
erator can walk behind the players, and so that the players who are killed can leave the circle but still watch the game.

Provide a name card tent, marker (for writing their name on the name card tent) and reference card to each of the players.

Explaining Ultimate Werewolf to the Players

Ideally, all the players should have time to review the player reference cards before the game starts. Once everyone
has been seated and has written their names on name card tents (this is only required if any of the people in the group
don’t know each other), the person who is moderating should start explaining the game of Ultimate Werewolf. Cover
the following topics:

1) The scenario: A village with werewolves threatening it.

2) The winning conditions: The villagers win by all the werewolves dying, and the werewolves win by reaching
parity with the villagers, etc.

3) The basic day/night flow of the game: During the day the villagers nominate players, then vote to lynch them.



Once a player is lynched, it's night, and the werewolves choose a victim, etc.
4) The rules about night time: All eyes must be closed unless your role is called.

5) The rules about lynching: 1st and 2nd nominations required, the player nominated defends, and then there is
vote. If a player is lynched the village falls asleep immediately (no talking!)

6) Roles: The special roles that will be used in the game, and how many werewolves there will be. A reminder that they
may not show their role card to any other player.

7) What happens to players when they die: They are immediately silenced and leave the circle.

After this explanation, it's time to get all questions from the players (you don’t want them asking questions about
gameplay during the game, as it might look to the other players as if they have a special role).

Dealing the Cards

Deal out the role cards to the players, reminding them to slide the white cover up to view the card underneath. Give the
players a minute to view their role and to check the reference card. Encourage the all players to do this, so that anyone
with a common or simple role doesn't look suspicious.

The First Night

Tell the players to close their eyes, and then follow the script on the Moderator card to learn who has each of the roles.
Take your time and be sure to get everyone right.

The First Day

On the first day, after explaining that you as the moderator were killed by werewolves, ask the players to introduce
themselves to each other, by claiming to be a villager of some sort (or a werewolf, if the player is daring). After introduc-
tions, inform them they have 10 minutes to lynch someone.

Nights

Each night as you call out the roles, be sure to walk around the circle, changing directions, and try not to speak directly
to anyone. Take different amounts of time between your requests, so the village can’t deduce anything from how long
it took to do any action. When a role is eliminated, continue to call out that role and wait the specified amount of time
for a response. Even if the village “knows” a role has been killed, you should continue to do this so that it doesn’t clarify
anything for them. In big Ultimate Werewolf games with a lot of roles and actions at night time, you might want to
write down the name of the werewolves'victim so you remember easier when it's morning.

Days
Keep the conversation going without getting involved; refrain from adding any editorial opinions if possible, so you
don'tinfluence the village in any way. If there’s too much silence remind the players that by being so quiet, they're get-
ting sleepy, and might miss out on a lynching. Unless you absolutely have to (or if the players make a conscious decision
to), don't let a day go by without a lynching, as this is an unfair advantage to the werewolves. The time constraint is
always optional; if the players are having engaging discussions you may want to give them some leeway.

Player Deaths

Players killed during the game must be quiet and should leave the circle. Encourage them to watch the game, however.
It's usually very engaging to watch the night time processes as an outsider, and then to view the discussions during the
days once you know who the roles are. Strictly enforce the rule regarding players who have been killed needing to be
quiet.

Endgame

Keep a count of the wolves vs. players count, and remind the village of the count as it gets close. If the Cursed role is
being used, mention that there could be one more werewolf (but don't verify it). Once the game ending conditions have
been met, end the game and declare the winners.

Post Game

Alot of very interesting conversation goes on immediately following an Ultimate Werewolf game, both from the play-
ers who were in the game until the end as well as the players who were watching. Encourage this, especially if there is

going to be a follow-up game. In many ways this is one of the most enjoyable aspects of the game. béziar Games



