A game by Philippe des Palliéres and Herneé Marly




To celebrate the founding of the village by professor Philippe and sir Hervé,
all of the local inhabitants have invited them for a festive feast.

With its buildings newly repainted for the occasion,
the Great Square is now gleaming.

All of the township's inhabitants have gathered there as friends
to partake of the feast.

Taking advantage of this historical event,
a Pact to ensure the village's survival
is made between everyone.

Will this laudable intention resist the nasty instincts of some?

It seems compromised! As, aiming to crush this slight glimmer,
some of the most horrible characters to have lived in Miller’s Hollow
have skillfully hidden themselves amongst the guests!

However, to struggle against these evil forces, other highly powerful characters
have decided to use their powers for more noble causes...

Thus some hope remains!

What will be the future of Miller's Hollow?



Overview of the game chronologically through its releases by professor Philippe and sir Hervé,
lyncanto-historians, and using the current knowledge from their research.

In 200, the base game was published:

The Werewolves of Miler's Hollow

In thewild East,

the small hamlet of
Miller's Hollow has
recently become the
target of Werewolhres.
The Villagers must
gather their wits to eradicate this

new plagua returning from past
peons, before the hamlet loses its last
inhabitants.

- 24 character cards

In 2006, axpansion #1 was publishad:
MNew Moon

e | Secret messengers,
atthe risk for their
lives, have come to
let us know abaut

the svolution afthe
terrible manace.
However, resistance is organizing and
new characters with promising talents

have joined in the fight against the
terrible Werewo ves!

- 36 event cards

- g variants

- & new characters

In 2004, expansion #2 hit the shehlves:
The Village

" ||.-‘|.'ri-| [!-I'-'F'l" '|-|'1E"."i||H.EE an
L Miller's Hollow
was little more
than a deserted
ruin. Fram all
over the courntry,
volunteers have
gatherad to
settls in the houses, the farms, and
the brand new shops and breathe
new lifeworthy of this wanderful
place. However, there are still mean-
spirited tongues to carry a worrisome
rumor: sinister werewolves may have
infiltrated their new communityl

e

- 2g character cards
including 3 new characters

- 2q role tokens

- 14 building silhouettes

In zo12, expansion #3 saw the light

of day:

Characters

Eippem For many |unar cycles,

peace had finally

= retumed to the area
of Miller = Hollow.
Until a young wild boy
crawled back to the
forest to howleach night and shape-
shifting monsters leave traces of their
termible deeds. The villagers then
summened, fram the far ends of the
land, ather very powerful Characters,
to struggle against this abominable
Spawn...

- 24 character cards
- 17 new characters

And in 2o04, this compilation was released: The Pact

“A pact to ensure the village’s survival

was concluded between all”. Sure, it's an
honorable ambition, butwill it resist the
evil instinct of some?

This could seem compromised, as hiding

among the guests, the most horrible
characters to have ever lived in Miller's
Hollow have come to break this fragile
hopel

O)

There remains a chance: other very
powerful characters are also present
to allow the village to fight these “evil”
farces.

47 character cards
- 25 role tokens
-14 building silhouettes
- 36 event cards
- g vanants
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General principles of a game

of The Werewolves of Miller's Hollow

Under the guidance of a Game
Moderator, & game plays out as an
alternating series of nights and days.

During the nights, the players all have
their eyes closed, and then, in tum, the
Game Moderator will ask the noctu mal
characters to open their eves (to wake
up) and use their power. When all of the
nocturnal roles have been called, the
Moderator will ask all of the players to
open their eyes (the village wakes upj.

Each day, when the village wakes up,
the possible victims of the noctumal
characters will ke revealed. Then, all
of the remaining players will debate to
eliminate via a vote one of themsehes
in the fragile hope of managing to
guarantee the village's survival...

The goal of each player will depend an
their secret identity.

To leamn the goals of the various
Characters, see the next page (7).

Sel up

The players choose or mndomly pick a
Game Moderator who will not play, but
instead leads the game. For the first few
games, someonewho knows the garme
well, or someone who fully understands
rules, or else someonewho's good with
g crowd would be the best choice to
render the best ambiance.

{For more advice to the Moderator,
head on to www.lou ps-garous.com).

The Game Moderator readies the
required character cards aswell as the
Buildings, if you wish to use them.
Then, they deal each player 1 face-down

character card and a possible Building
token. Each player discrestly looks at
their character card, then places it face-
down in front of themselves or in their
Building's cutout.

The game can then begin...

Game Overview

It is strictly forbidden to reveal your own
character card to anyone, but when it
comes to saying things, anything goes!
The Moderator will follow the character

call-out table to lead the garmne (see page

24].

A - The Moderator puts the village to
slesp:

The Moderator says: “It' s night, the
entire village falls asleep, the players
close their eyes™.

All of the players lower their heads
and close their eyes. The Moderator
then calls in tumn the various
nocturnal characters in play.

B - When they've all been called, the
Moderator wakes up the village:

The Moderator says: " It's moming,
the village wakes up, averyone opens
their eyes”.

The Moderator then designates

the players who may have bean
the victims of nocturnal characters.

The Moderator oversess the
imervantion of charaders who have

a power to be used after the revealing
of the victims.

@

Then the village debates any possible
suspicions. The Moderator organizes
and moderates these debates.

All players are allowed to pass
themselves off as another character.
This phase is the core of the game.
Let your orator talents shine, bluff,

or tell the truth, but always be
credible. Beliare-us, we always wind
up revealing our hand one way or
another, and suspicions akvays endup
being right. Well... almaost abvays!

C - When they feal the time is right, the
Moderator starts the village's vote:

Atthe Moderator's signal, each player
points with their finger in the direction
of the player they want to eliminate.

The players are supposed to eliminate
a player suspected of compromising
the village's sunvival. The player with
the most votes is eliminated.

The wote of the Sheriff counts as
double. The eliminated player
reveals their card and will no
longer be able to communicate
with the other players.

Start over the game turns from phase
A, until one player or group of players
manage to fulfill their victory condition.



Each player gets a character card. They
are from now on, for better or worse,
an inhabitant of the village of Miller's
Hollow. This card gives the player a
secret identity putting them into one
of the following grou ps, each with their
owrn victory condition. Some characters
also have a spedal power.

The Werewslves [page 8

The simple Werewolves, the Big Bad
Wolf, and the Accursed Wolf-father.

Their victory conditiom:

Eliminate the other inhabitants of the
village.

The Nillagers jpages g to 12)

The Simple Villagers, the ¥illager-
Willager, Cupid, the Saer, the Hunter, the
Witch, the Little Girl, the Village Idiat,
the Elder, the Scapegoat, the Defender,
the Scandalmonger, the Pyromaniac, the
Knightwith the Rusty Sword, the Fox,
the Two Sisters, the Three Brothers, the
Stuttering |udge, and the Bear Tamer.
Their wictory condition:

Eliminate the werewolves.

The Ambigwous (pages 13 and 14

The Thief the Actor, the Wolf Hound,
the Wild Child, and the Devoted
Servant.

Their victory conditiom:

Make their side, which can change
during the game, win.

The Various Types
of Characters in Play

The loners [page 13)

The White Werewaolf, the Prejudiced
Manipulator, the Piper and the Angel.
Their victory condition:

T complete their own objective.

The ¥iliage Persenalities
[pages 18 and 1)

In addition to their seaet identity,

a few inhabitants can receive a building
which gives them a public identity.

An additional power linked to

the buildings is usable by these
personalities.

Their goal rernains the sarme as that
of their secret identity, but they now
have greater power to help them
reach that goal.

They are: the Farmers, the Confessor,
the Bonesetter, the Schoolmarm,

the Bailiff the Lord, the Baker,

the Barkeep, and the Barber.

The Vagabonds do not have a building
but can have one given to thern by the
Bailiff if & building ever becornes vacant
due to its owner getting eliminated.

Two inhabitants may also be granted a
honarific job. These distinctions grant

them an extra special power to whatever |

power they may already have.

They are: the Sheriff and the Town Crier.
[pages 12 and 33).

——

The personalities fram Hew Moon
{page 23)

Some charactars only appear if the
Brert Cards from Mew Moon are used.

Their goal is the same as that I
of the other villagers: eliminate '
the Werewolves...

They are: the Gypsy and the Town Crier.
(page 23).

In short:

A player could be a Barkeep/Witch
elected Sheriff by the vill age.

They'd then have all 3 powers, which is
very good for the village. Unfortunately,
they later get bitten by the Accursed
Walf-father.

In addition to their 3 powers,

the Barkeep then secretly becomes
aWerewolf. Knowing that on the first
night, Cupid mada them fall in love
with the Barber/Sser which
the Barkeep had themsslves
chasan to be Town Crier,
what's going to happen?...

In the following pages,
we |l detzil the
characteristics

of the characters
and personalities
according to

the various editions
and expansions
released until now.



The Characters of the Pact

The Werewolves

They can be lethally dangerous and put in doubt the villape's survival.

Their goal: eliminate the other inhakitants of the village.
They are called out in turn at night by the Moderator to use their special powers.

The Simple Werewohmes

Each night,
they devour

a Villager.
During the day,
they try to hide
their nocturmal
identity to avoid
mob justice.

Ao

Their number can vary depending on
the number of players and the variants
used.

Under na circumstances can a simple
Werewolf devour another Werewolf.

The Big Bad Walf

In Miller's
Hollow, little
piggies are not
the anly ones
to fear the Big
Bad Wolf. He's
enarmous and
his appetite is
gigantic. Because of him, entire villages
have been wiped from the map!

Each night he wakes up and devours

with the other Werewolas. But as long
as Fo Werewa f, Wild Child, ar Walf

Haound has been eliminated, he wakes
up a second time and devours a second
wictirm.

He cannot devour a Werewolf.

The Accursed Woli-father

The first
Werewolf in our
lands, the father
of their fathers,
had twio powers:
the first was

the ability to
spread his curse
through a spedal bite and the second
was the ability to flee from this wiorld by
sleeping for a few centuries. Than kfully
for our recent ancestors, he had been
fast asleep for some time.

The authors of this work wiould like
towish good luck to today’s villagers
and bring to their attention that the
Accursed Wolf-father has just woken

up fromn a long sleep, and that he's very
hungry!

Each night, he wakes up and devours
with the other Werewolves.

But once per game, if he sowishes,
after the Werewoles have fallen aslesp,

he raises his hand. This means that
the victirn isr't devoured, but infected.

The Accursed Wolffather can only
use his special power once per game.
The Moderator then touches the
infected inhabitart whao then
immediately (and secretly) becormes
a'Werewolf and whowill take part
each night inthe Werewoles' feast.
If the player had & nocturnal power,
they will be woken up by the Moderator
on following turns to use this power,
in addition to being called with

the Werewn hres.

See alo page 15
The ‘White Werawolf

4



Attached to the village's survival, the following characters defend its harmony with determination.
Faced with wvarious menaces, they will be brought to eliminate those

The Villagers

they suspect of being too dangerous, even ifthat might be painful to them.

The Simple Villager

Has no special
skill.

Theironly
Wweapons are
the ability to

to idertify
Werewohes,
and the strength of their corwviction to

prevent the execution of the innocents
like thermsehres.

The Villager-Villager

This person has a soul as clearand
transparent as the water from a
mauntain stream.

They will desarve the attentive ear of
their peers andwill make their word
decisive in crucial moments. What
power could be as great as inspiring in
hornest people an absolute confidence?
Will the Werewahes rush to eliminate
this being with no secret powers ? Will
they prefer to unearth the villagers with
more threatening powers?

anakze behavior |

Their goal: eliminate the Werewolves.

n both of its sides, this card has

the image of a Simple Villager.

When the cards are dealt, the village will
thus have the certainty that its owner is
truly an innocent Simple Vil lager.
Moderator adwice: this character can
become a trustworthy Sheriff or Town
Crier.

The Sear
{called at night)

Each night, she
seas the card
of a player of
her choice. Sha
must help the
other¥illagers,
but Fiust

in order not to be unmasked by the

Werewolves,

Cupid

{called on the first night)

By shoating his
famous magic
arrows, Cupid
has the power
to rmake

2 people fall

in love forever,
The first night
{preliminary turn), he chooses the 2
players who are in love. Cupid can, ifhe
sowishes, choose himself as one of the

tero Lovers.

remain discreet |

If ore of the two Lowers is eliminated,
the other immediately dies of sorrow.

A Lover may never eliminate their loved
ore, nor bear thern any prejudice {aren
itonly bluffingl).

Be careful: if one of the two Lovers is a
Villager and the other a Werewolf or the
Piper, the goal of the game changes for
the Lovers. As, in order to live out their
lowe in peace and win the garne, they
must eliminate all of the other players,
Werewolves and Villagers, while following
the rules of the game.

The Witch
{called at night)

She knows

hiows to brew

2z extremely
powerful
potions: a
healing potion,
to resurrect the
player devoured
by the Werewaolves, and a poison potion,
used at night to diminate a player.

The Witch can use each potion only
once per game. She can use both of her
potions in the sarme night.

In the moming depending on the I
potion(s) used, there might be 2 players
eliminated or nonel

The Witch can also use the healing
potion for her own benefit and heal
herself if shewas just devoured by
the Werewno hres.



The Hunter

If he gets
devoured by the
Werewalves or
unfortunately
eliminated by
the Vil lagers,
the Hunter
must strike
back before giving up the ghost,

by immediately eliminating any player
of their choice.

Special case: if the Hunter is in Love
with an eliminated player, before leaving
the game the Hunter must immediately
eliminate another player of their choice.
This can create a game where thera are
no players left alive. In that case, none
of the sides can claim victory.

The Little Gid

The Little Girl
can, by opening
her eyes a bit,
spw on the
Werawohes
while they're
awake.

If she's caught
by one of the Werewohes, she can
immediately be devaoured (in silence)
instead of the chosen victim.

The Lite Girl can orly spy at night,
when the Werawolves are awake.

She's not allowed to pass herselfoff

g5 8 Werawolf and open her eves wide.

The Defender
{called at night)

This character
can save the
Villagers from

the bite of the
Werewohes...

Each night the
Defender is
called before

the Werewohes.

The Defender the points outa plaver to
the Moderator. (Tradition requires the
Defender to first make the symbol dreem
on his card with his hand). The player
thus chosenwill be protected during

the rnight {and only during that night)
against the Werewohes. Even if chosen
by them, the player will not be eliminated
frorn the game.

Be carefil: The Defender can protect
himself. The Defender isn't allowed to
protect the same player 2 nights in a
row. The Defender's protection has no
result on the Litle Girl. (She's having an
adolescent crisis and nothing can save
her from trouble). The Defender does
not protect against the Piper or against
the infection of the Accursed Wolffather

The Elder

He has
victoriously
gone through
all of life's
terrible trials,
and has gained
&1 U NCSmImon
resistance!

The Werewalves will have to try twice to
devour hirm.

The first tirme the Elder is devoured
by the Werewohees, he survives; and

the Moderator does not flip over his
card. The Bder is only eliminated when
he is devourad for the second time. The
village's vote, the Witch's poison potion,
the Hunter's shat, and the Barber's mzor
will all kill hirn on the first time.

But, despairing from having kil led off
such a fount of knowledge, the Villagers |
all lose their special powers until the end

of the garme.

He is not affected by the Accursed Walf-
father if it's the first time he's bittan.

Be careful: if the Elder is healed by the
Witch, he only regains one life. (Variant
tor courageous players: if the Idiot has
already been revealed, he gets eliminated
with the Elder as, the village having lost
its wisdom goes back onits decision

to spare the Idiot).

The Scapepoat

It's sad to say,
butin Miller's
Hollow, when
something
doesn't go right,
it's abways him
who unjustly
suffers the

CONsequUences. ..

If the village's vote ends in a tie, if's the
Scapegoat who is eliminated instead

of the tied characters. Itisup to himto |
work carefully to avoid such a sad fate. If |
the Scapegoat is eliminated, he has one
|ast task to complete — he'll chose who is |
permitted to vote or not on the next day.
Be careful: choosing only 1 player to
vote is to risk thermn getting devoured

by the Werewalves on the next night.
Therewould then be no Village vote.
{Except, of course, if the chosen player
i5 @ Werewolf, or if the Werewolves
deliberately dor't eat the chosen

player..)



The Village Idiot

What is a
village without
an Idiot? He
does pretty
much nothing
i mpartant,

but he's sa
charming that
no one would want to hurt kim...

If the village votes against him, the Idiot
flips his card over, At that moment the
Willagers understand their mistake and
immediately let him be. From now on,
he continues to play, but may no longer
vote, As what would the vote of an Idiot
beworth...

Therewill not be another wote that tum.

Be carefirl: if the Werewolves devour

hirm, the Idict is eliminated. if the Idiot
is eliminated while hewas the Sheriff

he does not pass this function, and there
will thus no longer be a Sheriff. If the
Hunter shoots the Idict, the Idiot gets
eliminated.

The Two Sisters
{called on the first night)

Some of the village’s inhabitants
confuse them when they mest one of
the Two Sisters around the corner
of a country road.

The smila ane the young woman's face
after ore’s tried his chance atthe first

name game is difficult to decipher: is
the young woman happy to have been
identified, or is she amused by the
mistaker? In all cases, the Two Sisters get
along like the fingers of the hand or the
hair in a lock. If s certainly encouraging
to have someone dose you can frustin
these uncertain times!

The first night, when called by the
Moderator, they wake up together and
recognize each other.

For experienced players, during the
garme, once in a while (every other um
or at the Moderator's discretion), they
wake up again and agree, quickly and
in silence, an the decisions to be taken
to save the village.

Moderator adwice: particularly powerful
with players who know sign language.

The Three Brothers
{called on the first night)

The entire village rings out with the joyous
sound of theirvoice when they rtum
home afterwarking in the field. During the
debates, a simple glance between tham
allows thern to take a good decision as to
the future of the village.

The first night, when called by the
Moderator, they wake up together and

O)

recognize each other. For egperienced
players, during the game, once in a while
{every other tum or at the Moderator's
discretion), they wake up again and,
quickly and in silence, agree on the
decisions to be taken to save the village.

Moderator adwvice: evert more powerful
with players who know sign language. To
be used only in largevillagers. If the vil lage
i very large, you can even add in the Two
Sisters!

The Fox
{called at night)

In Millar's
Huolloe,

eV eryore
appreciates

the flair of

this vivacious
yet discreet
character, except
maybe for the chidkens and especially
the Werewo hves.

At night, when called by the moderator,
the Fox can choose a group of three
players neighbouring each other, of
whom he points the central player. Ifin
this group is at least one Werawolf then
the Moderator makes an affirmative sign
to the Fox. In that case, the Foxwill be
able to use his power again on another
night. If there are not Werewolves in the
chosen group, then the Fox permanently
loses his power; however, he has
importart information, dearing the
names of three players in one fell swoop.
Mote: the Moderator alls the Fox each
night, but that player his not forced to
use his power each night.

Moderator advice: the Fox doesn't see
the cards; the Moderator simply lets
him know whether or not there's a
Werewolf among those three players.



The Bear Tamer

Ahl How sweet
it is, in my
memaorg, the
sound of
chains slipping
onto the

oo bblestones
of the *Thres
Road” plaza, accompanied by the
grunting of Ursus. Ah! How long ago
itwas that Titan, the Bear Tamer, would
lead his companion in a ballet so
gracious that we'd cry every summer

in Miller's Hollows. Ursus even had

the oh-so-precious ability to detedt
Iycanthropes hidden near him.

Each morning, right after the revelation
of any possible nocturnal vicims,

if at least one Werewalfis orends up
directly next to the Bear Tarmer, then
the Moderator grunts to let the players
know that the Tarner's bear has
smelled danger.

Only players next to him and still
in plaw are taken into acoourt.

Moderator advice: to help things,
eliminated players leave the game
or step away from the table.

If the Bear Tamer is infected®, then
the Moderatorwill grunt each tum,
until Bear Tamer isn't eliminated.

* See the Accursed Wolffather, page B

The Stuttering Judge

The miller's
youngest son
was gifted for
studies and
dreamed of
becominga
lereryer.

As his father
had managed to make some dough,

he sent him to study |@w in the nearby
city. & slight pronoundation defect

kept the young man from having the
coveted prestige of being the defender
of the wid ow and the orphan. However,
he returmed to the village of Miller's
Hollow haloed with the only slightly less
prestigious title of wandering judge.
Oince per garme, the Stuttering Judge
can decide that there’ll be 2 consecutive
viotes and two suspect eliminations.
The Suttering Judge lets the Moderator
krow his decision through a spedal
sign he uses to choose an inhabitant
during a village' s vota. The sacond

viote is immediately started without

any debate by the Moderator, right

after the dirmination caused by the first
vote. The Stuttering Judge will have
shown the Moderator that special sign
during the first night, when called by the
Moderator.

Moderator advice: always be attertive
to the behavior of the Stuttering Judge
during the votes, in order not to miss
his distinctive sign.

The Enight with the Rusty Sword

“Dion Sneszy™
k5 a wvery ald
retired knight.
He's rather
tired by a life

aof questing
throughout

the wiarld and
doesn't maintain his moble tool wery well
ary rmore. Rust has slowly started to settle
on his protector' s dull edge, but be'll never
leave her for another. He still sleeps with
her every evening these days: intruders
bawarel

()

Ifthe Knight is devourad, he's eliminated,
but ane of the Werawohes is cortaminatad
by the rusted sword. Among the
Werawohes guilty of that elimination,

the first Werewolf to the left ofthe Knight
with the Rusty Swond will be eliminated

on the et night. This elimination due to
disease will be reveaked by the Moderator
in the moming following the Werewolf s
disappearance.

That playerwill have thus survived his
wound for a day.

Be carefil: players will be able to deduce
that all the inhabitants sitting between the
defundt Knight with the Rusty Sword and
the sick'Werewolf are innocent vi lagers.

Henarifics and Hecled Positions

As they are very respected, some people
get a honorific task.

This gives them a special ability to be
used wisely.

The Sheriff

Ore ism't bom
a Sheriff
one becomes
a Sheriff... The
Sheriff's medal i given
to one of the players
duringthe  game, in addition to their
character's card. The Sheriff is chosen
through avote, with relative majority.
Aplayer cannot refuse the honor of being
the Sheriff. From now on, that player's
virtes count as two vates, If that player
is eliminated, with their last breath, they
choose their successor,

See also the Town Crier, page 23



The Thief

{called on the first night)
Ifthe Thief is
in the mie, tavo
extra Simple
Villager cards

must be added

chosen.

After the
characters are dealt, the tero cards which
haven't been dealt are placed in the
middle of the table, face-doem. On the
first night, the Thief will be able to take
a look at these two cards, and exchange
his card for one of the teeo athers. I
these cards are both Werewolves, he
mu st exchange his card for one of
these two Werewohes. He'll play that
character from now o, until the and of
the game.

The Devoted Servant

Who could
drearn of a
better servant
than onewilling
to give up her
life for that of

her masters?

Dan't re joice
too fast, as the devouring ambition
within her could spell the end of the
village!

Before the revelation of the card of the
player eliminated by the village’s vote,
she can reveal herself by showing

her card.

to those already |

The Ambiguous

They could very well be allies of the village or become its enemies.
During the game, they can change sides or characters. I e |

I that case, the Devoted Servant
loses her card, and then takes the
card of the eliminated player without
revealing it to anyone and takes on
the rale of the eliminated player

until the end of the game.

Be carefil: if she's inlove, the Devoted
Servant cannot use her power. Her lowve
is stronger than her desire to change
characters.

Moderator advice: wait before revealing
the card of the player eliminated by

the village in arder to give the Devated
Servant time to to reveal herself. If

she takes on a role with a power, the
Moderator will call onthe ex-Devioted
Servant under the name of this new
role. More specifically the following first
night, in arder to “reset” this naw rola.
As e general rule, the new role taken on
by the Devoted Servant sees its ability
completely reset and must be played as
though it was the first night. However,
any possible effects previously applied
to the eliminated player are cancelled.
Clarifications: if the eliminated player
was infected®, in love, charmed, Sheriff
Towen Crier, or Cupid, the ex-Devoted
Servantisn't.

If the ex-Devoted Servant was charmed,
Sheriff, or Town Crier, she no longer is.

If the ex-Devotad Servant was infected?,
she still is.
If the ex-Dievoted Servant beoo mes:

- Piper, the Moderatar indicates to
this new Piper which plavers wers
previously charmead.

(2)

- Actor, Town Crier, or Gypsy: new cards
aren't dealt; only the unused ones
rermain.

For more clarifications, head on fo
W OUS-g 0 FOLIS. GO

* Lee the Accursed Wolffather, poge B
The Actor
{called at night)

& tireless
wanderer,

he stopped at
thevillage to

before going
south to spend
thewinter in

warmer climates.

As gifted with jokes and cormedies as he
is to interpret the great tragedies, he has
all of the talent nesded to perform the
vast catalog of national theater.

Before the game, the Moderator chooses
3 character cards with special abilities.
After the roles have besn dealt, these
cards are placed face up inthe middle of
the table. Each night, when alled by the
Maoderator, the Actor can choose one of
these cards and use the corresponding
power until the nect night. If the Actor
uses a character card, the Moderator
removes that card from the tablet may
no longer be used.

Be cargful: the cards offered may not be
Werewolf cards.

Moderator advice: among the choice
of cards offered to the Actor, you can

give a few shows



introduce a bit of chaos into the village,
of, alternatively, counter avery powerful
werewolf dan.

If the Thiefis also present, you must first |

deal with the Thief's 2 cards, and only
then the Actor's 3 card s.

The Wild-child

Abandoned

in the woods
by his parents
at a young age,
he was raised

by wohres.

A5 5001 85
he learned
hover to walk on all fours, the Wild
Child began to wand er around
Miller's Hol low.

One day, fascinated by an inhabitart
of the village who was walking upright

-_——r

with grace and presence, he made tham |

his secret role madel. He then decidad
to integrate himsalf inta the commu nity
of Miller s Hollow and enterad, wsarriad,
in the village. The comm unity was
moved by his frailty, adopted him,

arnd walcorned him in their fald.

‘What will becorne of hirn: honest
Villager or terrible Werewalf? For all of
his life, the heart of the Wild Child will
swing between these two alternatives.
May his modd confirm him in his
newfound humanity.

The Wild Child is a villager.
On the first night, when called by the

Maderator, he chooses a player to be his

role modal.

If during the game the chosen player is
eliminated, the Wild Child becomes a

Werewo If and wil| wake up the next night |

with his peers, andwill devour with
them each night until the end of the
game. However, for as long as his role

rmodel is alive, the Wild Child remains a
villager. Whether his model
is & Werewolfor not changes nothing

Mothing's keeping the Wild Child from
takirg part in the elimination of his
role model if he sowishes. If his model
is alive when all of the Werewoles
have been dirminated, he wins with the
villagers. If his role model is eliminated
and only Werewolres survive with hirm,
it's also a victory for the Wild Child.

Moderator adwice: not revealing the true

nature of the Wild Child eliminated
by the willage's vote can be amusing.
The doubt regarding his true identity
then remains: was he avillager or

a Werawolf before being eliminated?

The Wolf-hound

All dogs know

their soul that
their ancestors
wers wolves
and thatif's
Mankind who
has kept thern
in the state of childishness and fear,
the faithful and generous companions.
In any case only the Wolf-hound can
decide if he'll obey his human and
civilized master ar if he'll listen to the
call of wild nature buried within him.

The first night, he chooses if he wants

to be a Simple Villagar or Werewalf. If

hewishes to be a Werewolf he'll wake
up with them each night and will fram
then on participate in the choice of the
victirm to be devoured. Otherwise, he'll
kesp his eyes closed and will winwith

the villagers.

This choice is final!

s

in the depths of

Moderator advice: not revealing the true
nature of the Wolf-hound eliminated
by the village's vate can be amusing.
The doubt about his true identity the
remains: was he a villager or a Werewolf |
before being eliminated?

©)




Their past could no doubt reveal to us why they hate the inhabitants of Miller’s Hollow.
One thing for sure: they really scare everyone!
Their goal: to complete their own objectives, no matter which side they're on.

The White Werewolf
(called at night)

This thoroughly
miscreart
character hates
the Werewaolves
as much as

he hates the
villagers!

In a recentwork,
tiled “The Village,” it is said that

a strange mutation took place amidst
the very lycanthrope population.

Each night, hewakes up and devours
with the ather Werewohes.

But every ather night, on the
Maoderator's call, he wakes up alone
and can eliminate a Werewolf,

The goal of this character is to be
the village’s sole survivor.

<

Oinly in this situation does hewin

the game.

The Angel

The muddy
life of a village
irfested with
evil creatures
repulses him;
he wishes to
believe ha's
the wictim of
a terrible nightrare, in order to finally
wake up in his comfortable bed.

When the Angel is in play, the gamea
always bagins with thevillage's debate
followed by an dimination vate,

The Loners

and then the first night. If the Angel
manages to attract the discriminatory
vote of the villagers or the devouring
vindictiveness of the lycanthropes to be
eliminated on the first tum, he will then
be able to |eave the nightmare a winner
and win the game.

In that case, the game ends: the playars
can then immediately bagin a new
garme.

If he fails, he becomes a Simple Vil lager
for the rest of the game.

Muoderator advice: don't hesitate to
rermind players of the possible presence
of the Angel an the first day! The
debates will anly get more animated,

a5 loud mouths will be protected by the
angelic menacal

The Piper

{called at night)

lgnominously
chased out

of the village,
he's come badk
years later under
the cover of

a false identity
to exert his

terrible revenge.
Each night, at the Moderator's call,

the Piper chanms 2 new players. As soon :

as there are only charmed plavers left,
the Piper wins the game. [Bven if this
happens due to a vote from the Village,
or bacause of the Werewaohes).

Ifinfected by the Accursed Wolffatheg

(=)

he becomes a simple Werewolf.

His original objective, whichwas to
charm all players, is then abandoned.
He |l collaborate with the Werewohes
to accomplish their goal for & comrmon
victory.

Be careful: the Piper cannot charm
himssalf. The Defender doesn't protect
against the charm. The Witch can't heal
the charm. The Werewaohres are not
immune to the charm.

The charmed players all keep their

powers and their characteristics. The
charm ism't transmitted beteeen Lovers.

The Prejudiced Manipulator

His goal: to
fulfill his wern
objective, no
matterwhat his
side is.

From his
youngest age,
and maybe
because of a lack of love or interest
given by those dose to him, this poor
soul didr't like himself at all. Growing
up, he transferred this hatred to all
those who are foreign to him.

This is why he’s now kmown by the sad
name of Prejudiced Manipul ator.

Before the beginning of the game,

the Maoderator divides the village into

2 groups, according to an obvious
criteria (gender, glasses, size, age, efc.)
and announces it out loud to the village.
The Prejudiced Manipulator will



of course have to be part of one

of these 2 groups.

The goal of this character is the
elimination of all players of the group
he hates, meaning the one he doesn't
belong to.

In that case, and only in that case,

he wins the game. He has no special
powers: his skill at manipulating the
inhabitants of the village is his only
weapon!

If he gets infected by the Accursed
Wolf-father, he becomes a simple
Werewolf.

Moderator adwice: it's not necessary
to create 2 groups of equal size.
Don't hesitate, if necessary, to specify
in front of everyone to which group
each inhabitant belongs to.

The Gharaciers specific
toThe illage
See papes 18 and 15

The Scandalmonger
and the Pyromaniac.

The GCharacters Speciic
fo Hew Moon

See page 25

The Tawn Crier and the Gypsy.

Les buildings

and “Visible Role” Tokens

Some inhabitants of Miller's Hollow
occupy a building which grants them
an extra power. This powser is gither
permanent, meaning active for

the entire game, or unigue,

which can be used only once.

A destroyed building keeps

its occupant from being able to use
the associated power.

The Moderator gets the token,

which will not be returned into play.
An occupant wha is eliminated will
refurn their foken to the Moderator.
Their building then becomes available
for the wse of @ Vagabond.

If they so wish, @ Vagabond chosen
by the Bailiff will be able to accupy
that building from now own and bencfit
from s entirely restored power.

“yizihle role” tokens

These tokens are used fo divide
the wisible rofes Between all players,

in a way chosen by the Moderator:

15 Viepabond & Cows for
H‘Fnd'l'ﬁ "‘-‘ IH the Farmers

Rosary ‘s“_"g w Bonesetter's
Mortar

The Bailiff's ﬁ = The Barber's
Keys Razor
The Baker's - The Barkeep’s
Bread “— Cup
The thmi !:5 @ The Lord's

The Farms
occupied by the Farmers
{there are & farms in play)

Permanent power.

In our idyllic countrysides, Farmers
are numerou s and their influsnce
remains very important.

« Starting on the second turn, the
Farmers debate and vote amongst
thermseles to choose ane of them
to be the Sheriff.

« f he is eliminated, the Sheriff must
choose his successor only from among
the remaining |iving Farmers.

« If the last Farmer is eliminated,
there will no longer be a Sheriff.

The Gharch
occupied by the Confessor.

Unigue power: after
its use, the Confessor
loses his power and
hands in his token.




This character can hear in confession
a parishioner of his choice whaose
secrets he'd like to learn.

« At ary point during the day, even after
the chaice of the eliminated playervia
vote, the Confessor chooses a player
who will have the immediate obligation
to secetly show him his character
cand.

The Hovel
occupied by the Bonesetter.

Linigue power: after its use, the Bonesetter
loses his power and hands in his token.

In a few seconds, our talented
Bonesetter can give you back your youth
aswell as all of its benefits.

Af any point during the day,

the Banesetter can make a player regain
the unigue power for a building that
they've already used. The Moderator
hands the token which represents the
power linked to their building back

fo the selected player [for a new

umigue usej.

The 3cheal
occupied by
the Schoolmarm.

In the village, the Schoalmarm often
reprimands those who point fingers.

« Each day, right before the votes,
the Schoolmarm can forbid 2 players
gt most from voting that tum.

She never votes.

» The Schoolmarm and the plavers kept
from voting can still debate during
the village debate.

+ The Schoolmarm can stopthe Barkeep
from vioting.

» The Schoalmam cannot stop
a Vagabond from voting

The Bakery
ocoupied by
the Baker.

In Miller's Hollow, he's always the first
one up to get his daily ovenful ready.
Sometimes, right before dawn, he thinks

he sees Werewoles getting home after
their misdeeds...

Each night, the Baker opens his eyes
immediately after the Maoderator finishes
saying the sertence “...the Werewolves
go to sleep!” After a few seconds,

the Moderator asks the Baker to go badk
to slesp.

The Barber shop
Occupled by the Barber.
Unigue power:

after its uss

the Barber loses

his power and

hands in his

token.

This farmous Barberis an artistwith

a razor. He sometimes takes advantage

of his tool to mete out justice by himself,

i order to eliminate a character he fesls

is suspect...

« At any point during the day, the Barber
can eliminate a player ofhis choice.

» If the player eliminated is a Werawolf*,
the Barber is congratu lated by the village
and he survives his action. Otherwise
the Barber is immediately aliminated.

+ The Barber cannot eliminate
aVagabond.

%> simple Werewolf Big Bod Wolf Acoursed

Wolf-father, or White Werewnlf

The Pub

occupied by

the Barkesp.

Power: permanent
and conditional

To rmake his commerce prosper,

he takes care not to run afoul of any
sort of patron, especially since his
tavern is open from dawn to dusk. ..




« The Werawolves @n't devour him, and
the villagers can't vote against him.

Characters Specific
to the Village

« If he votes against someone who is
then eliminated {even if they're saved
before actually being eliminated),
he loses his immunity and his token.

= Tradition demands that he always
votes alone before anyone else
{unless he's lost his immunity),
which can complicate his task.

Remark: Of course, all special powers
work against him (his irmmunity is quite
relative).

The Bailiii's house
Occupied by the Bailiff.
Permanent

| G
SOLTELLLTT
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Representing law and order, he's the
one who has the ask of granting vacant
houses to the Vagabonds.

« When a building is freed due to the
death of its ccoupant, the Bailiff can
choose a Vagabond of his choice. This
Vagabond changes places to sit behind
the building, hands in thair bindle
token, and gets the * power token™
associated to the building if it had
already besn used.

+ If, come moming, muttiple buildings
are free, this selection will take place

for each building.

Remark: the elimination of the Bailiff
will cause the end of the housing
distribution. The Bailiff' s housewill
remain em pty. The Vagabands have thus
a vested interastin protecting the Bailiff
if they hope to claim a house!

after its usa,

the Lord loses
his power and
hands in
his takan.

Sure, his amogant attitude might be

annoying at times, but he's the only

onewhao, due to an ancient and still
unabalished tradition, can pardon

a corwict. The Lord thus remains a

respected personality with whom it's

better to stay on good terms.

« After amy wote, the Lord can, when
requestad by the future victim, pardon
a villager chosen by the village's vote.
The player will thus not get eliminated
and will not reveal his character card.

« A selfish Lord can, of course, pardon
hirnself...

The Nagabonids
(obuldngs) =~

Permarnent power.

These courageous homeless only wish
to join the village in order to fulfll their
dreams of becoming useful.

+ The powers of the Schoolmam,
the Barber, the Scandalmonger
and the Pyrormaniac have no effect
on the Vagabonds.

« When a buiding is freed due to the
death of its occupant, the Bailif chooses
a Vagabond of their chaoice. The player
changes places to sit behind the building,
hands in their bindle token, and gets the
poweer token associated with that building.

« A Vagabond can refuse to oocupy
a house offered by the Bailiff.

The Pyromaniac
{called at night)

As indicated by his name, this character
is hampered by an enormous fault. Let's
hope he'll be able to keep his incendiary
vice in check and take care of the right
house at the right time, in order to help
the threatened vill age!

W hen his role is called, the Prromaniac
can, once per game, choose a building
onwhich the Moderatorwill place the
“fire” tile.

The next moming, after all the
inhabitarts have seen the result of the
conflagration, the building is removed
from the game for good. Its former
ocoupant isn't eliminated, but instead
becomes a Vagabond.

If the Pyrornaniac chooses the building
in which that night's Werewalf victim
lives, the first Werawolf to the right

of the victirn is dirminated instead,
completely burnt. Panicked by the
flames, any surviving Werawolves don't
heve the time to settle down for thair
meal! In this case, thers is no victim.

Be careful: playing this character
requires using the buildings.




CNeumond @

Combine the 36 event cards from New Moon
with the various characters to get thrilling games!

The Scandalmonpger
{called at night)

e | o= | e

This individual loves to seaetly

make their guilty suspicions known,

by posting right before dawn, an
anorymous poster full of accusations
against the concerned player. Its impact
is certain despite the lack of courage
of our bird!

At the end of each night, after the
Werewohes have gone back to

sleep, when his ed, the =
Scandalmaonger can choose a player h
he suspacts. The Moderator then places T E pﬂ r'a"ts

the ¥ anorymous accusation poster”

in front of the chosen player's building.
This player will autam Et::g”,- hava 2 - Not to mention the following g varants as well as

extra votes against thern during the next the 2 additional characters to discover in the pages to come...
wvote. The Scandal monger can place the
*anomymous accusation poster™ on the
Pub, even if the Barkesp hasn't takan

part in an elimination with his vate. 1 - Moonlight 5 - Double

2 - The Hamlet Community & - Harvest Festival

3 - “In any case, it"s surely not 7 - The Black Plague
him™ 8 - Lycanthropic Transe

4 - Writing's on the wall g - New Moon

The Scandalmonger cannot choose
ary Wagabond.

©




This armbiance will ideally emphasize
all of the variant we're detailing further.

Set up outside under the starry sky, form
a cirde around the Moderator. Wear
era-appropriate clothes, listen to music

which would fit with this bygone era.

Ir this dark enviranrment, in which we
can al most hear the howl s of the walves,
place in front of each player a small lit
candle.

From now on, each morning the
Moderator blows out the candle placed
in frant of the Werewaohes® victim, and
each night after the vote, the village's
victirn blows out their cwn candle. 1€ 1]
get darker and darker in the village, and
the survivors will then be the only ones
clearly visible, all ready to be devoured.

You can also adopt a version which is
incredibly stressful for the Werewaohres:
they'll have to, ore way or another,
extinguish theirvictirm's candle
themsalves. Be careful, f more than ore
candle goes out, there’s no victim.

When you gather a lot of friends to play
a game of The Werewoles of Miller's
Hollow; you can create multiple villages.

The best way to do this would be to have
one room per village. If playing outside,
you can play by spacing the groups by
about twenty meters.

Each village requires a full copr of the
game. We recommend having one
Maoderator per village, but you can
arrange for the succession of day/night
to take place simultaneously for each

village.

The games play out normally, but players
can decide to leave their village at any
point of the game, except during the
night, and unless they've been targeted
by mob justice to be eliminated.

The player who decides to change
villages for personal reasons leaves the
table with their card, which they keep
secret. They join another village of their
choice during the day, and will have to
knod: on the door orwait at a distance
for the authorization to integrate into
their new village.

To avoid too great an upheaval,

the Moderators could dedde to limit
the comings and goings from ore village
tor the next {for ecample no more than
2 departutes per village). It's possible
that in one village there could be
multiple identical characters, or even
have the Werewolves desert avillage
judged too dangerous, in which case
the Villagers of that village win their
garme.

Be careful: wanting to move too often
will causs you to take an extra risk.
The ¥illagers from the area around
Miller' s Hollow are aftenwary of
strangers! For good or ill, & new arrival
is abwaEys suspicious...

We've saen some villages in the area

of Tours which we won't name, but
where any new arrival was systematically
condemned by popular judgement...

In 2Ry Case, it's SINely not nm!

Here's a new way to vote to choose the
victim of the mob justice. It's a mini
variant to be used once in a while during
a game.

All the Villagers in play gt up.

Then the player to the left of the last
player eliminated chooses a Villager

whose innocence they guarantee.

This first voter rernains standing, they’l|
have to be guaranteed innocent if they
want to survive.

The chosen Villager sits down, and then
chooses in turn aVillager they want

to save andwho'll then also get to sit
down. And 50 on urtil only one player
remains standing.

This last player is the victim of the
village’s vote. Of course, the debates
remain possible during the vote.

Be carefiul: in this variant, the
Werewoles can easily get each other off
the hook and thus avoid their fate.
Bevery careful and track who dears
whorn. The village must make sure that
the Werewohres are all the last tovote

to be sure to get rid of one.

This variant can be used with other
VAriants.

Before the night, the inhabitarts

of Miller's Hollow all have the habit

of going to read the small anonymous
graffitis written on the smallwall behind
the town hall.

Each Villager still in play writes a short
sentence of their choice on a srmall
paper and hands it to the Moderator,
The author of each bit of graffiti must
remain anomymous, but everyone’s free
to wirite anything they want: suspicions,
warnings, comments, accusations,
compliments, love declarations. ..
When the Moderator has gotten them
all, he reads all of them out of order.
The Villagers can then go to sleepwith
their minds all jurmbled up by these
short messages.




Doubile T

a) The small complication

(Fory to g players, if youwant to play
with more players, you'll need a second
basic garne )

This variant allows each player to play
their real role, their character being
visible by all; the Seer, the Hunter, the
Witch, Cupid, the Defender, the Elder,
the Scapegoat, and up to 2 Simple
Willagers are the characters you'|l get
to play. Each player is dealt one of these
cards face up.

Each player is ther dealt a second
face-down card called alignment

card fram amang the following: 2
Werewolves, and 5 to 7 Simple Villagers,
according to the number of players.
Each player secretly keeps the alignment
cand they've gotten for as long as they' re
not eliminated.

This alignmentcard tells the player

to which side they belong: Werewolf

or Villager. The goal of the players whose
is Werewolf is to eliminate the players
whose alignment card is aVillager,

and the atherway around.

Dor't use the following characters:
Thief, Little Girl, Idiot, Piper.

b} The big complication

Prepare the cards as above, shuffle
them, and then deal two face-down
cards per player. These cards will rermain
secret,

What can happen differenthy:

the Witch can be a Seer, the Hunter
can be the Defender, the Elder can be
the Scapegoat, etc.

If a player has at least one Werewolf
card, then that player is a Werewolf.

If that player also has a special
power card, they can of course use it.

The Barvest Festval
il Mdiers Ballow

We suggest putting in more Werewohes
than usual. All powers are disrupted
until the end of the garme due to the
excess drinking, as follows:

# The Werewohes can only devour
a player who is next to one of them.

# The Szer is drunk, she can no
longer really tell from which minds
her intuitions come from: the Sser
chooses a player whose secret identity
shewants to know as normal, butin
response, the Moderator gives her the
3 identities of the group made up of
the chosen player and the z players
on either side of thern. The Maderator
must not specify which player is which
character.

# The Hurtter must choose his victim
from one of the two players next to
hirm.

# The Little Girl has trouble sleeping.
She wakes up too late to spy onthe
Werewohres and can only spy on the
Witch.

# The Thief, if ha still has his Thief card,
must, during the first night, and with
the help of the Moderator, switch it
with the card of a player of his choice.
Each player the nect moming, will have
to check their character,

# The Sheriff will have to vote alone

before all of the other players.

# The Scapegoat isn't eliminated instead
of tied players, but instead of one of
the two players next to him if they are
eliminated by the village s vote.

# The drunken Idict is no more {and no
less) of an idiot than usual, nothing
changes for him.

# The Witch is distracted, she only has
one potion, and in addition, when she
uses her power, she sometimes uses
the wrong bottle.

After the Witch has chosen a player,
the Moderator tosses the top and
bottam of 8 box of Werewohes of
Miller' s Hollow and, according to their
position on the ground, reads out loud
the result of the potion:

I:I D = Healed
|:| . = Healed and turned

irmto a Simple Villager

. D = Healed and turned

imto 8 Werewalf

. . = Eliminated

# Cupid, as is his habit, chooses the
Lewers wha, after recognizing one
another, got badk to sleap. He then
chooses one of the 2 Lowvers and
another player.

The Maderator wakes them up so that
they recognize each other, they become
Lewers, and then go back to sleep.

The initial Lover who was not chosen

is now & spumed Lowver,

Frommn now or:

- The s purned Lover doesn’t bring
anyone else with them to death.

- & Lowver drags the other 2 to death
with them.
The spurned Lowver cannot vote
again st the cheating Lover, wheo,
however, can vote against the
spumed Lower.
The z Lovers cannot vote against one
another.

# The Defender can only protect himself

or one of the 2 players next to him.

# The Piper only charms one player

at a time.




The hiack plague
Thiz variant, to be interesting. must only be
known by the Moderator.

To do this, we've written the text 5o that
only @ mirror wil reveal it bo pou!
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For their misdeeds to remain as discreet
as possible for as long as possible, the
Werewolves have developed their ability
to entrance their victims rather than
devour themn.

Each victim of the Werewohes is no
lorger eliminated from the garme, but
im mediately loses all of their power.

Each night, the Werewoles choose a
victimwho must keep its eves closed.

To make the vicim understand that it's
been entranced, the Moderator discreetly
touches their head. Come moming, the
victirm remains anormymaous.

As the nights go by, therewill thus be an
increasing number of entranced victi ms.

Be careful: if one of these entranced
wictirns is knched, all of the previous
victirms are also immediately diminated
also... The Werewaohres win if they can
entrance the second to last Villager.

Each moming, except for the very first
one, an event will upheave the quist
habits of the village of Miller's Holl ow.
Shuffle the 36 event cards, and place
them face-down in a deck between the
players.

From now on, each time the village
wakes up, the last player to have been
eliminated reads out loud the top card.

The eventis put into play with an effect:
™ tem porary and immediate,

,. temporary and with a later effect,
. or permanant.

Motes:

+ The first few tirmes you play
with this variant, only draw a new card
1 morning out of every 2 or 3.

+ An experimented Moderator can
choose their favorite cards and place
thern in the order they want to play out
the game in a very custom fashion.
They can also choose some permanent
cards and apply their effects for good
as early as the start of the game.

Explanation of the Spiritealism card

When a Spiritualism event card is
drawn, the player to the left of the
last eliminated player becomes the
Mediurmn.

The ¥illagers hold hands and the
Mediurn reads out loud all of the

quastions from the Spiritualism
card.

Then the Medium speaks ta the first
player diminated and asks them
only one of the questions.

The deceased will an swer with a yes
or & No.




The characters specific to New Moon

The Town Crier
Each villager
has one day
dreamed of
wearing this
prestigious
unifarm, to
"roll” the
Tevesn Crier’s
drurn, and to dedarewith a loud voice
important events to the entire hamlet,
as if they had chosen them himself.
The insignia of Town Crier is handed
out by the Sheriff to an inhabitant of his
choice, ina visibleway and in addition
to & character card. Mo laying on of
tas ks: the Sheriff cannot name himself.
e the game, the Moderator
es g certain number ofevent cards
{other than Spiritualism cards). These
will be handed to the Town Crier as soon
as he is chosen. Each moming, starting
on the day after his nomination, the
Moderator asks the Town Crier if he has
something to announce. In case of a
yes, the Town Crier reads out loud the
event card of his choice, as if itwas a
public announcement. At any moment,
after the announcemert of an event and
before the village's vote, the Sheriff can
& the Town Crier and then narme
8 New one.
Moderator advice: don't prepare more
than 5 cards for players who aren't used
to Y Mew Moon™.
Be careful, some of these cards
are fearsome...

{who cannot be playved withowt svent cands)

Clarifications: If a Town Crier is chose
a5 the new Sherff, he must pass

his task as Town Crier to another
inhabitarit.

If the Town Crier is eliminated, the

Sheriff ¢ 5 his . The new
Town Crier gets any event cards not
used by previous Town Criers.

If the Sheriffis eliminated, the new
Sheriff can choose a new Town Crier
or keep the old one.

The Gypsy

jcalled at night)
Esmeralda’s
sister, who was
simply called
the Cyspy, knew
the ways of the
Creat Beyond.
She simply
had, with no

artifice or unguent, to concentrate and

gaze upon the sky during the new moon

to communicate with the souls of the

dl-_'FlEll'tl'-_'d.

At the baginning of the game,

the Moderator takes the 5 Spiritualism

cards from *Mew Moon™ and keeps

them in hand.

Each night, the Moderator calls out the
Cypsy and asks her if shewants to use
her power. If affirmative, the Maoderator
reads out loud the 4 questions

of a Spirtualism card of his choi

The Gyspy choses one of the
questions with a gesture.

She then points out to the Moderator
the inhabitart who will have to ask this
question.

The next moming, the chosen player
becomes medium and asks this
question out loud. With a strong
otherwordly voice the first eliminated
player answers this ion with

The card is then discarded.




Preparation before The game:
« Character cards are dealt
= Buildings are dealt
» Village is separated into 2 groups
for the Prejudiced Manipulatar
» Cypsy's Cards
= Town Crier's Cards
« Thief's Cards and then Actor's Cards
« Sheriff’s Election {or laterin the game)

Gall srder of characters, to be changed
acconiing bo thei presence.
Characters called on the 13t might:
« The Thief.

= The Actar.

= Cupid

« The Seer.

= The Fox.

& The Lovers.

= The Stuttering Judge (sign).

« The 2 Sisters.

« The 3 Brothers.

« The Wild Child.

= Tha Bear Tarner.

= The Scandalmanger.

# The Pyromaniac.

= The Defender

= All of the Werewohles, induding
the Walf Hound if he's chasen

to be a8 Werewolf the White

‘Werewolf the Accursed Wolf-father,

and the Big Bad Wolf.

« The Little Girl can spy.

» The Baker opens and then quickly
closes his eyes.

s+ The Accursed Wolf-father.

« The Big Bad Walf.

« The Witch.

» The Gypsy {can choose a medium).

+ The Piper.

» Charmed players.

Each night:

= Actor,

= Sear,

« Fio.

« Scandalmonger.

= Pyromaniac.

+ Defender.

« All of the Werewohwes, including the
Wolf Hound if he chose on the first
night to be a Werewolf, the Wild Child
if his model is eliminated, and the
player whio may be infected by the
Accursed Wolf-father.

« The Little Girl can spy.

« The Baker opens and then quickly
closes his eyes.

« White Werewolf (every other night).

« Accursed Wolf-father.

« Big Bad Wolf (as long as no Werewolf
has been eliminated).

= Witch.

« Cypsy {can choose a Medium].

= Piper.

» Charmed players.

Each day:

= Wictimns are revealed.

= Bear's grunt.

« Medium {chosen by the Gypsy).

= Towen Crier

» Debate.

= Wote and call to the Devoted Sarvant.

« Angel wins {only if eliminated on
the 15t vota).

» Possible second vote (if Stuttering

Judge sa wishes) and call to
the Devoted Servant.

Start over at the “"each might " step, etc.

We recommend the Moderatar get same
help to manage the game, possibly by
the first player eliminated. You can also
use @ copy af the chart above in order
nof fo mizs any characters.

Note: the use of gender in these rules
i3 Freant to fighten up the fext,

no inference is meant by the use

af “he" or “she”™.

‘wie'd like to thank the hun f peaple
who heve halped o it
of The Berewo ol v
pdwanture, somatime last century,
and who are far
too numerous to all be namad.

Arbwark of the base gams Mew
and the Scandalmongern Alesice
Arbwark for The Village:
Stdphan= Poinsot

For Character,

b for The Pact

The Pact iz a creation of Philippe des Pallidres
and Herd Mark, published by *lui-m&me"
in Septernber zo14

Layout of the rules: Carolire Ottavis September 20y

Diztributad in Morth Amenca by —
J Sui

English trarslation: Eric Harlaw
English revision: Eric FranMin
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