
Setup
One player is chosen as the Moderator. All the other players are given one role card each, which they look at but may 
not reveal to anyone else. Variant: deal all cards. Whoever gets the Moderator card is the Moderator.

The First Night
The moderator tells the entire village to fall asleep. All players close their eyes (no peeking!).
The moderator asks the Werewolves to wake up so they know who they are and then tells the Werewolves to fall asleep.
The moderator asks the Masons to wake up, so they know who they are. The moderator tells the Masons to fall asleep.
The moderator asks the Hunter to wake up, so he knows who it is. The moderator tells the Hunter to fall asleep.
The moderator asks the Magician to wake up, so he knows who it is. The moderator tells the Magician to fall asleep.
The moderator asks the Cobbler to wake up, so he knows who it is. The moderator tells the Cobbler to fall asleep.
The moderator asks the Cursed to wake up, so he knows who it is. The moderator tells the Cursed to fall asleep.
The moderator asks the Seer to wake up, so he knows who it is. The moderator asks the Seer to indicate the person 
whom he’d like to have a vision about (Werewolf or not). The moderator tells the Seer to fall asleep.
The moderator asks the Sorcerer to wake up, so he knows who it is. The moderator asks the Sorcerer to indicate the 
person whom he’d like to have a vision about (Seer or not). The moderator tells the Sorcerer to fall asleep.
The moderator asks Cupid to wake up, and to select the two Lovers. The moderator tells Cupid to fall asleep.
The moderator says he will tap the Lovers. Once tapped, they open their eyes to see who the other Lover is. The 
moderator tells the Lovers to fall asleep.
The moderator asks whoever holds the Amulet of Protection to wake up, so he knows who it is. The moderator tells 
the holder of the Amulet to fall asleep.

The moderator asks the entire village to wake up, telling them that a werewolf has eaten the moderator!

Days
The players talk among themselves for 10 minutes, nominating (by first and second nominations) a player to lynch. 
The players vote thumbs-up (live) or thumbs-down (die) simultaneously. A tied vote results in the player surviving.
Variant: The first two players nominated (and seconded) are voted on: Players must choose one or the other. Ties are 
broken by the moderator choosing at random (via dice or similar methodology).
If a player is lynched, his nature (villager or werewolf) is revealed. Lynched players may no longer speak or 
communicate with living players until the end of the game. If the lynched player possesses the Amulet, he is not killed, 
and the village falls asleep with no lynch for that day.
Variant 1: The detailed identity (i.e. Seer, simple villager, Cobbler, etc.) is revealed (better for villager team)
Variant 2: No identity is revealed (significantly better for werewolf team)
After either 10 minutes have passed with no lynching or a player is lynched, the players fall asleep immediately 
– there is no talking following a lynch!

Nights
The moderator tells the entire village to fall asleep. All players close their eyes (no peeking!).
The moderator asks the Werewolves to wake up. The moderator asks the Werewolves to choose their prey for the 
night. The moderator tells the Werewolves to fall asleep.
The moderator asks the Magician to wake up. The moderator asks the Magician if they would like to heal the wolves’ 
victim, and if they’d like to kill anyone. The moderator tells the Magician to fall asleep.
The moderator asks the Seer to wake up. The moderator asks the Seer to indicate the person whom he’d like to have a 
vision about (werewolf or not). The moderator tells the Seer to fall asleep.
The moderator asks the Sorcerer to wake up. The moderator asks the Sorcerer to indicate the person whom he’d like 
to have a vision about (Seer or not). The moderator tells the Sorcerer to fall asleep.
The moderator asks whoever holds the Amulet of Protection to wake up. The moderator asks the Amulet holder if 
he would like to pass the Amulet to another player. The moderator tells the holder of the Amulet to fall asleep.
 The moderator asks the entire village to wake up, telling them that a werewolf has eaten Villager X. Villager X may 
no longer speak or communicate with living players until the end of the game.

Werewolves have invaded your peaceful village.The villagers must determine who among them is a werewolf, and lynch them 
before the werewolves devour everyone!
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Villager Vote to lynch someone each day (hopefully a werewolf).

Seer
Each night the Seer points to a player, and is told if that player is a Villager or a Werewolf, 
with a “V” for villager sign or a “W” for werewolf sign. Villagers on the werewolf team are 
seen as villagers.

Mason Two or more of the villagers are Masons. They learn who each other are the first night. No 
one, including the Masons, may claim to be a Mason, or they die instantly.

Magician
Each night, the Magician is shown the victim of the werewolves. The Magician can save a 
victim to prevent them from dying, and can kill a player once per game (also at night). The 
Magician can heal or kill himself.

Hunter When killed (day or night), the Hunter gets to retaliate, killing one other player of their 
choice. No discussion with the other villagers may take place before he takes his shot.

Cupid Cupid indicates who the Lovers are on the first night.
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s Werewolf The Werewolves kill one villager each night. They learn who the other werewolves are the 

first night.

Sorcerer
The Sorcerer points to one player each night. The moderator signals to them if that player is 
the Seer (thumbs up) or not (thumbs down). The  Sorcerer counts as a villager for parity, but 
is on the werewolf team.

Cursed
The Cursed is initially on the Villager team. If the Cursed is chosen by the werewolves as a 
victim, he becomes a werewolf that night. The next night he wakes as a werewolf, at which 
time the other werewolves know he is one of them and is on their team.
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Cobbler The Cobbler has such a terrible job that he wants to die.

The Lovers

The Lovers are indicated by Cupid on the first night. A Lover may be any other role (villager, 
werewolf, Sorceror, Seer, even Cupid). The Lovers know who each other are, but they don’t 
know their roles. If one Lover dies, the other one dies that night of a broken heart. If one Lover 
is a werewolf, and the other is any other role, the only way they can win is if they are the only 
two players alive at the end of the game.

 
The Amulet of Protection: If someone tries to kill you, the Amulet keeps you safe. If the village attempts to lynch you or the hunter 
shoots you during the day, you must reveal the Amulet at that time. At night, you may pass the Amulet to any other player (you must 
do this if there was an attempt on your life). If you pass the Amulet to a player who already had it, the Amulet is destroyed. You may 
not possess the Amulet more than once per game. Anyone may claim to have the Amulet; any role may actually possess the Amulet.

Winning
The Villagers win if they kill all the werewolves.
The Werewolves win if they achieve parity with the village (i.e. 2  werewolves and 2 or less villagers). Exception: if only 1 were-
wolf and 1 villager remain, and that last villager is the Hunter, the villagers win.
The Cobbler wins if he dies (the game continues until the villagers or werewolves win)
The Lovers (if one is a werewolf and the other is not) win if they are the only ones left alive. If the two lovers are both werewolves 
or both not werewolves, they win with their team.
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