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Collect Werebeasts that match your Goals, but don't let anyone figure out v
which Werebeasts you're collecting. \
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Take the Werechow Goal card and randomly choose a number of Goal
cards equal to one more than the number of players (for instance, with
five players, use six goal cards and one Werechow Goal card). Lay out the
goal cards so everyone can see them.

Then take the Auction cards that match the chosen Goal cards (each Goal i
card has four corresponding Auction cards, except for the Werechow goal
»“&  card). Return the unused Goal and Auction cards to the box. I
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Shuffle the Auction cards and place them face down in a stack in the middle
)| of the table. Shuffle the Goal cards and place one between each player, face L2)
down. Return any leftover Goal cards to the box (keeping them face down \
50 no one sees what they are).

8l You may view the
Goal cards on either
side of you at any
time.

Give each player eight Werechow tokens, and
return unused tokens to the box (they will not be
used in this game).

If playing with 3 or 4
players, each player

| receives two face down
goal cards, which he
puts directly in front of
himself, which he can
view at any time during
the game. These goal
cards are not shared
with other players.

Choose a dealer randomly. That player deals

one Auction card faceup in front of each player,
including himself. He then gives the deck to the
player to his left, who becomes the Active Player.




\/

4

All turns proceed clockwise. On
your turn, you (the Active Player)
may Accuse and/or Sell, in that
order.

You may accuse any other player of
having a particular Goal card:
either a specific Werebeast or
Werechows. No other players may

* accuse on your turn. You may not

accuse another player of having
either of your goals or any face up
goals.

If your accusation is correct, the
accused player must reveal the
Goal card you guessed, leaving it
face up, and is eliminated from the
game. You may then take either the
eliminated player’s Auction cards
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or Werechow tokens for yourself
The Auction cards or Werechow
can tokens which are not chosen
remain in front of the eliminated
player.

After that, you may accuse another
player or begin selling.

If your accusation is incorrect,
the accused player denies it,
reveals no Goal cards, and you are
eliminated. The accused player
takes either your Auction cards

or your Can of Werechow tokens,
leaving the other option in front
of you.

If you are eliminated, the player to
your left becomes the new Active
Player and begins a new turn.



Reveal the top Auction card from
the deck. In any order, the other
players may bid on the card with
their current Auction cards,
Werechow tokens, or any
combination of them.

You may accept any bid offered,
regardless of value. If no one
bids on the Auction card after 10
seconds, you keep it for yourself.

When you are done, cards and/
or tokens change hands, and are
placed in front of their respective
owners. The player to your left
becomes the new Active Player
and begins a new turn.

The game ends as soon as the last
Auction card is sold, or only two

players remain, whichever comes
first.

All players then reveal their Goal
cards.

Each player who wasn’t eliminated
scores 1 point for each Auction
card he holds that matches one of
his two Goal cards. A matching
Auction card that shows two of
the same Werebeast scores 1 more
point.

A player with the Werechow
Goal card scores 1 point for each
complete set of four Werechow
tokens he has.

The player with the most points
wins. In case of a tie for most
points, the tied player with the
most Werechow tokens wins. If
there is still a tie, the tied player
with the most total Auction cards
(count double Werebeast cards
as two) wins. If there is still a tie,
the tied players lose for wasting
everyone’s time counting things,
and all the other players win.
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Carol Alspach, Gage Alspach, Toni Alspach,
Bay Chang, Audrey Cueto, Fil de Guzman,
Dean Lizardo, Karen Woodmansee,

Kim Hodge, Tiffany Ogle, Cherrie Hilliard,
Jacob Dunaway, Carissa Dunaway,

Dixie Willard, Tony Willard, Matt Ryan,
Whitney Ryan, Jim Berrier, Tabitha Samuel,
Tony Grappin, Stephen Shedden,

Linda Dapsic, Chris Wray, Chris Landon,
Mary Prasad, Ravindra Prasad,

Curt Churchill, Ryan Moore, Jason Boles,
Sean Holmes, Alex Holmes, Patrick Kelly,
Christine Shlachter.

Jérémie Kletzkine lives in Tel-Aviv Israel.
When he’s not collecting video game
consoles, anime ﬁgures and board games,
he’s busy discussing disruptive technology
innovations with corporates and startups he
meets all around the world. Jérémie found
out that deception skills are mostly a matter
of context, especially when he’s playing One
night Werewolf dressed-up as a werewolf
[Picture available], howling around his
skepticisms.

The author would like to thank Amit

Arnon, Freak Hertzliya & the weekly Friday
companions, Tehila, Or & Liav, Matan, but
not Julie who is afraid of kitten and didn’t test
the game.

Jason Boles has provided graphic design

for wonderful games such as Whistle Stop,
Werewords, New York Slice, and The Palace of
Mad King Ludwig.

Ted Alspach has developed several games,
including Whistle Stop, Favor of the Pharaoh,
and New York Slice. He is also the designer
of Werewords, One Night Ultimate Werewolf,
Castles of Mad King Ludwig, and Suburbia.

Victor Pérez Corbella has extensive
experience as an artist in the world of
illustration and more than 10 years of
experience in tabletop games. He has created
illustrations for Warhammer, Pathfinder,
Champions of Midgard, Samurai Spirit, Smash
Up, and others. Victor’s identifiable style
varies from realistic to cartoony based on the
needs of the game.
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