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One night ultimate werewolf rules 6 player setup

Choosing a good combination of roles is probably the hardest part of the game. Role-playing should: be balanced between the Werewolf and Village teams not creating too much chaos, nor being too deterministic to make sure the night phase doesn't take too long to contain a level of complexity suitable
for players' level of experience The example of installation in the rulebook is perfect for beginner players. Beyond that, role selection requires experience as well as trial and error. Some specific tips are: The use of Doppelganger is not recommended for incoined players, nor for matches with many players,
as the night phase will extend further. The Doppelganger, however, is virtually essential for a player counts at 3, to inject the right amount of doubt and confusion. The village idiot should not be used for large player counts, for example 6 or more. The following recommended role-playing games have been
compiled from user contributions on Board Game Geek forums: Players Suggested Roles 3 Robber, Minion, Doppleganger, Alpha Wolf, Mystic Wolf, Witch 3 Robber, Tanner, Doppleganger, Alpha Wolf, Witch, Dream Wolf 3 2 Werewolves, Robber, Tanner, Drunk, Doppleganger 4 2 Werewolves, Robber,
Tanner, Doppleganger, Alpha Wolf, Witch, Curator 4 Werewolf , Seer, Hunter, Mystic Wolf, Apprentice Seer , Revealing, Bodyguard 4 Alpha Wolf, Mystic Wolf, Dreamy Wolf, Thief, Witch, Village, Aura Seer, Cursed 5 Werewoger, Seer, Insomniac, Mystic Wolf, Apprentice Seer, Paranormal Investigator,
Witch, Revealer 5 Werewolf, Robber, Troublemaker, Doppleganger, Alpha Wolf, Witch, Village Idiot, Curator 5 Seer, Troublemaker, Tanner, Insomniac, Alpha Wolf, Mystic Wolf, Paranormal Investigator, Witch , Seer, Thief, Troublemaker, Tanner, Drunk, Minion 6 Thief , Problematic, Tanner, Minion,
Doppleganger, Mystic Wolf, Paranormal Researcher, Witch, Dream wolf 6 2 Werewolves, Deer, Thief, Troublemaker, Minion, Doppleganger, Witch, Revealer 6 2 Werewolves, 3 Villagers, Tanner, 2 Pallets, Doppleganger 7 2 Wolves, 2 Villagers, Seer, Thief, Troublemaker, Tanner, Drunk, Minion 7 Thief,
Tanner, Drunk, Minion, Alpha Wolf, Apprentice Seer, Researcher , Witch, Revealer, Dream Wolf 8 2 Werewolves, 2 Villagers , Seer, Thief, Troubled, Tanning, Drunk, Hunter, Minion 9 2 Men Wolves, 3 Villagers, Seer, Thief, Troubled, Tanner, Drunk, Hunter, Minion 9 Thief, Troublemaker, Tanner, Minion,
Doppleganger, Alpha Wolf, Mystic Wolf, Seer's Apprentice, Witch, Revealer, Bodyguard, Aura Seer 9 Seer, Thief, Troublemaker, Adober, Drunk, 2 Pallets, Minion, Dopplegan , Witch 10 2 Men Wolves, 2 Villagers, Seer, Thief, Thief, Witch, Drunk , Hunter, 2 pallets, Minion 10 Thief, Troublesman, Tanning,
Minion, Doppleganger, Alpha Wolf, Mystic Wolf, Seer's Apprentice, Paranormal Researcher, Witch, Cursed, Prince 10 10 Troublemaker, Tanner, Drunk, Hunter, Minion, Doppleganger, Alpha Wolf, Paranormal Investigator, Dream Wolf, Bodyguard, Cursed, Prince What do you think? Leave your thoughts
in the comments section. One Night Ultimate Werewolf Overview You and the other players take on a role in a village and try to discover who werewolves are without suspecting yourself. Type of game: Cooperative – Teams – Verbal number of players: 3-10 Suggested age: teen+ Game Pieces 16 role
tiles: 3 villagers, 2 werewolves, 2 pallets and 1 each; Vidor, thief, troublemaker, tanning, drunk city, hunter, insomnia, minion, doppelganger 16 role cards: the same Pregame Setup Basic Setup distribution is for 3-5 players, but you can add more players and complexity simply by including more role cards
in the game. For 3 players use 2 werewolves, seer, thief, troublemaker and 1 villager. For 4 players add 1 villagers for 5 players add 2 villagers there must always be 3 more role cards at stake than there are no players. Place the function tiles (face up) in the center of the playing area for each function
card that is being used in the game. Mix the role cards and treat 1 card to each player. We place the remaining 3 role cards in the center of the playing area, face down, next to the tiles. Each player has to secretly see their card and then place the card towards the middle 3 cards where each player may be
able to get there and still know it's their card. Declare a player as the broadcaster. It is better if this player knows how to play before becoming the announcer. The announcer declares the phases of the game and when action must be taken. There is a free app that you can install on a smartphone if you
want to use it as a broadcaster. Playing the game The game is divided into two stages. A night phase and a day phase. The roles are called to perform their special action during one of these phases. Some roles have no actions. There may not be werewolves, as both could be in the center. The game
begins in the night phase. Tanners, villagers and hunters never wake up during the night phase. Advertisers can use the following script: Advertiser: Everyone, close your eyes. All players close their eyes (including the announcer). Werewolf, wake up and look for other werewolves. Werewolves open their
eyes and look for anyone else s are open (there may not be any other). Werewolf, close your eyes. Seer, wake up. You can look at another player's card or two of the central cards. The player with the Seer card opens his eyes and can look calmly at another player's card or either of the two cards in the
centre. Seer, close your eyes. Thief, wake up. You can change the card with another player's card then see the new card. The player with the Robber card opens his eyes and can calmly change his card to player's card, looking. Thief, close your eyes. Problematic, wake up. You can exchange cards
between two other players. The player with the Troublemaker card opens his eyes and can quietly exchange the cards of two other players without looking at these cards. Troubled, close your eyes. The announcer, keeping his eyes closed, slightly moves the cards so that no player can visually identify
which cards were originally moved. Everybody, wake up! All players open their eyes and proceed to be suspicious of everyone else. No player can interact with another player (in any way) during the night phase, except when they perform actions related to their role. If your function is not said, then you
should keep your eyes closed. If your role has no actions to take then you should keep your eyes closed. Day phase: Players can now communicate, but they can never show their role cards and can't look at their own role cards. Players may not be aware that their role has changed overnight, if it has,
then this player is unaware of that role and in this team. Players can say whatever they want during this phase to try to discover who, if any, could be werewolves. After a bit of discussion, the announcer will declare that it is time to vote and will count on three, one each player will point to another player to
vote for who might be the werewolf. The player with the most votes runs. Each player with two or more votes and has a tie for most votes, then both players are executed. If no player gets more than 1 vote, then no one runs. All executed players reveal their cards. Complete list of role and order to be
announced: Doppelganger is a special role that becomes another role. During the night phase, you can see another player's card and it will become that role. Villager, Tanner, Hunter = now this role, does nothing else at night. Werewolf or Bricklayer: Wake up with the other werewolves or bricklayers when
called. She is on the team of werewolfs is that she sees a werewolf and on the village team if she sees a bricklayer. He immediately performs their respective action if he sees a seer, thief, troublemaker or drunk. She doesn't wake up again when these papers are usually called. At the end of the
doppelganger phase, the announcer will announce that if he saw a minion card, to keep his eyes open and werewolves to put his thumb up (he is now on the werewolf team). If she didn't, then she should close her eyes. If he sees Insomniac, then open his eyes after Insomniac closes his to check his own
card to see if he's still a doppelganger. Werewolves are on the team of werewolves, and when called upon, they open their eyes see one 10. Lone wolf option: if there is only 1 werewolf, then this werewolf can see a central card. The minions are in the team of werewolves and all Put your thumbs up, but
keep your eyes closed. Minions know who werewolves are, but werewolves don't know who the minions are. The paddles wake up and see each other. Both palette cards must be added to the game if you use one. Seer can choose to see a player card or two central cards. The thief can replace their own
role card with any other player card (they may not be displayed before taking). Troublemaker can change two more player cards (without seeing), these players are now these roles. Drunk has to swap his drunk card (face down) for a role card in the middle, but doesn't look at the new role card. Insomniac
only use this card if the troublemaker or theif are in the game as well. Insomniac can check your card one last time to make sure it hasn't changed. Doppelganger as insomnia can now see your card one last time to make sure it hasn't changed. Hunters are not awake at night, but they always kill those who
are targeted (voted) if they themselves are executed. You can add or remove features as you want, but you should always add 3 more roles than there are players and insomnia should only be used when the thief and/or troublemaker are in the game (she is redundant if they are not). Win the game after
one night and one day: villagers win the game if at least one werewolf dies; it doesn't matter if an innocent(s) was (were) executed as well. The villagers win the game if no one runs and there are no werewolves in the game. Villagers may lose the game if they execute another villagers (including tanning)
without trapping any wolves. Werewolfs win the game if at least one player is the werewolf and no werewolf is killed and the tan is not killed. Tanner is not on the team or villagers or werewolves, but (always) winning the game if they manage to kill themselves. If the tan dies and werewolfs do not die, but
they are in the game, then werewolves lose. Villagers still win if the tan dies, but also a werewolf dies. If only the tan dies, then only the tan wins. Wins.
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