ONE NIGHT WLTIMATE

PIRE

In One Night Ultimate Vampire, the sun has just set, and vampires have descended on your sleepylittle
town, slowly turning the villagers into even more vampires. Fortunately, the village has several resi-
dents with special powers, with mostof them willing to help eliminate thisfanged menace!
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FOR PLAYERS OF
THE ORIGINAL ONE
NIGHT ULTIMATE
WEREWOLF GAME

Vampire indudes changes from the original One Night
Ultimate Werewolf game and its sequel Daybreak. Be
sure to read the gﬁing Started Guide before
iump in and start playing. The sections indicated be-
ow highlight some of the differences between the
Werewolf games and Vampire.

Setup: Vampire requires some additional setup. See
Setup below.

Dusk: Dusk is a period before the regular night roles
take their actions. See“Dusk” below.

Marks: Marks are additional tokens given to every-
one at the start of the game, They can change during
the"Dusk” period. See "Marks"below.

Assassin and Apprentice Assassin: The Assassin
and Apprentice Assassin are two new teams that can
win in conjunction with anotherteam. See the “Assas-
sin” and “Apprentice Assassin” sections below.

Vampires and Werewolves in the same game:
It is possible to have both Vampires and Werewolves
playing, but if this haBpens some of the rules change
slightly. See the “Epic Battles”section below.

See the last page of these rules for more information
about One Night Ultimate Werewolf and Daybreak.

SETUP

When playrinE Vampire, you may use any combina-
tion of roles, but always indude three more role cards
than there are players. Each player receives one card
(face down, which they look at secretly) and one Mark
of Clarity, which s placed face down near their card.
While you may use any number of Vampires, we rec-
ommend using any combination of two Vampires for
the best results.

Place the three extra cards in the center of the table
face down.

Below the 3 cards in the center, place the Marks
boards. Place the corresponding Marks above these
boards, andflip Marks that are inthe game face down.

In Vampire, several mles take their action before the
“reqular” OneNight roles that take their action at night.

Dusk is when the Copycat, Vampires, Diseased, Cupid,
Instigator, Priest, Assassin, and Apprentice Assassin all
wake up and perform their actions.

At the end of Dusk, before Hi'ﬂ: begins, all players
open their eyes and view their Marks. They then dose
their eyes and all roles with Night actions are called in

order.
MARKS

In Vampire, each player is given a Mark of Qarity at
the start of the game. Dur?ng the “Dusk” phase, ad-
ditional Marks may enter the game, changing one or
more players’ Marks to a different Mark. Dunng the
Night phase, the Pidpocket and the Gremlin may
move players' Marks, and the Marksman may view a
player's Mark.

No player may ever have more than one Mark; as
soon as a player gives a Mark to a player, the receiv-
ing players Mark is returned to the empty spot on the
Marks boards,

The Mark of the Vampire is given
“ to any player {excedat an existing
=& Vampire) by the Vampires who

& Wake up together. The player who

% receives this is now a Vampire, but
they can still use their Night or
vote action. If the Master ends up
withthis Mark, he still has his Mas-
ter \mtin?| power, If Renfield ends
up with this Mark, he is a vampire.

The Mark of Fear is given to a
non-Vampire player by The Count
it may not be given to the same
a7 player who was given the Mark of
¥ the Vampire). The Player who re-
ceives this may not do their night
action (however, they may still do
their Dusk action, as they won't
know that they have this Mark
until after Dusk).
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7' Batand replaces his current Mark
P57 with it. The Mark does not have

Renfield takes the Mark of the

any otherspedal power.

The Diseased gives the Mark of
Disease to eitherthe playerto the

"¢ left or to the right of themselves.

Any player who votes for the
player with the Mark of Disease
cannot win, though the player
with this Mark can win.

Cupid hands out two Maris of Love

. to any two players. Immediatel
Lk afternau f
" wake to see who is in love with

sk, players with this Ma

them. Ifa playerwith aMark of Love
dies, the other player with the Mark
of Love dies too, even if that player
was protected during the vote (for
instance, if The Master has a Mark
of Love, and the other player with

aMark of Love dies, The Master dies
too, even if aVampire was pointing
athimduring the vote).

Players who are in love are woken
up after Dusk, and before the
regularnight actions take place.

The Insti

or chooses a player
who will

a traitor to his team

* by giving them the Mark of the

Traitor. The player with this Mark
only wins if a player on his team
dies. If he is the only player on his
team, the Mark of the Traitor has
no effect.

One Mark of Clarity is dealt out

* face down to each player before
& the game begins. Pfa:ﬁ'
ity are also used by the Priest to

of Clar-

remove other Marks. Players with
this Mark have their role and team
defined by their current card.

The Assassin gives the Mark of the
. Assassintoa I:Layer. The Assas-

_.*\'ﬁs"'r s
; playerwhohas

b IN T sinonlywinsift
’*"ﬁsﬁ* this Markis killed.

PLAYING WITH THE
VAMPIRE ROLES

This section describes all of the roles in One Night Ul-
timate Vampire, and also explains how they interact
with roles from the original One Night Ultimate Were-
wolf game and itssequel, Daybreak.

For the roles below, "Uamﬁire” indudes the reqular
‘Jamire,The Master,and The Count. If anyVam||J|re is
killed at the end of the game, the vampire team loses.

If you're a Oneﬁﬁﬁht Ultimate Werewolf veteran, play
Vampire first with no Werewolves. Once you get the
hang of how the Marks work, you can add Were-
wolves (see the section “Epic Battles” for more details
on combining the games).

—)) COPYCAT
R The Copycat wakes up and mustlook
at one of the center cards. From that
point on in the game, the Cop

¢ Is the role he viewed. If that role is
PA | £7% called, the Copycat wakes up and
= doesthat roles action.

The role seen by the original Copycat goes with that
card ifthe Copycat card is moved to another player.

The Copycat is on the team he first views.

“Copycat, wake up and look at one of the center
carcks, You are now that role. If that role is
called, wake up and do that action.”

The Copycat opens his eyes and must look at
one of the Center cards. He becomes that role
and will wake up again later if that role has
aDusk or Nightaction.

“Copycat, dose your eyes.”



. VAMPIRE

0@ Vampires (including The Master

K 4 and Jf:‘he Count}walse up and look

B . for other Vampires. Then the

Y é Vampires must plae the Mark

==~ of the Vampire in front of one

other non-Vampire player, tak-

ing that players original Mark (without looking at it)

and plaang it face down on the Marks boards in the
emptyVampire spot.

The Vampireis on the vampire team.

“Vampires, wake up and look for other
Vampires. Give any non-Vampire playera Mark
of the Vampire.”

The Vampires opens their eyes, look around
for other Vampires, and then must placea
Mark of the Vampire in front of any non-
Vampire.

“Vampires, close your eyes.’

». The Master wakes up with the

Vampires. Then the Vampires must

= place the Mark of the Vampire in

N front of one other non-Vampire

s player, taking that ‘Jlayer's origi-

nal Mark (without looking at it)

and pladng it face down on the Marks boards in the
emptyVampire spot.

The Masters spedal power occurs during the vote: if

another\l'ampire{thereR‘uIarUam ire, the Count, or

the player with the Mark of the Vampire) votes for

him, the Master is protected and cannot be killed.

Instead, the player with the 2nd most votes (greater

than 1) is killed.

The Master is on the vampire team.

,}g THE MASTER

<s« THE COUNT
h%‘ The Count wakes up with the
—

: Vampires. Then the Vampires

»  must place the Mark of the Vampire

" in front of one other non-Vampire

] layer, taking that players original

rk (without looking at it) and plac-

ing it face down on the Marks boards in the empty
Vampire spot.

He also wakes up after the Vampires have closed
their eyes, and must place the Mark of Fear on any
non-Vampire (he maynot place it on the player who
has the Mark of the Vampire, as that player is now
aVampire). The Mark of Fear prevents a player from
using their Night action (if they have one).

The Count is on the vampire team.

“Count, wake up and place the Mark of Fear in
frontof any non-vampire player.”

The Count agens his eyes, and then must
place a Mark of Fear in front of any non-
vampire,

“Count, close your eyes.”

-, RENFIELD

¢ & If Renfield is in the game, the

% ‘Jan"ltﬁiles must point at the play-
T er with the Mark of the Vampire
_/a‘ -5‘ when they dose their eyes, and
= M leave their ﬁn%ers pointing until

“**" PRenfield doses his eyes. Renfield

wakes up and sees who the Vampires

are and who they are Eointing at. Then Renfield
must take the Mark of the Bat and ‘Jlace it in front
of him face down, placing his original Mark (without
looking at it) face down on the empty Bat spot on

the Marks boards. Renfield wins as long as no Vam-
pires are killed, even if Renfield himself dies.

If the Mark of the Bat ends up on another player, it
has no effect on that player.

Renfield is on the vampire team (but he is not a Vam-
pire), unless no players are Vampires (or have the Mark
of the Vampire), in which aase heis on the villagerteam.



“Vampires, point at the player who has the Mark
of the Vampire and dose dvoureyes. Renfield,
wake up and look around for the Vampires, then
place the Mark of the Bat in front of you.”
Renfield opens his eye and looks around to see
who the Vampires are and to see wha they are
ga.-n_r.-n at, and must place the Mark of the

at in front of himself.
“Vampires, put your hands down. Renfield,
close your eyes!

7~ . DISEASED
) % The Diseased wakes up and must place
the Mark of Disease face down on a
B player adjacent to her, retuming that
o) ~_'_.',' ., Player’s original Mark (without looking
&R atit) face down to the Marks boards,
Any player who votes for the Diseased player (or the
player with the Mark of Disease) cannot win, even if
their team wins. However, any vote cast against this
playerstill counts, and if the Diseased/Mark of Disease
playergets the most votes, they die justlike any other
player, and players on the winning team who did not
votefor the Diseased/Mark of Disease players win.

The Diseased is on the villager team.

“Diseased, wake up. Place a Mark of Disease in
front of the player to your leftorright.’

The Diseased opens her eyes, and then must
place a Mark of Disease in front of a player
directly to their left or to their right.

“Diseased, dose your eyes.’

CUPID

; ﬁ\ Cupid wakes up and may place up to

r j' otho Marks I;f Love f?aoe_ dm‘}a‘n in front

; any two players, pladng those play-

e \/ ers oniginal Marks face down (without

4% " looking at them) in the empty Love
spots onthe Marks boards.

Plalyers who receive the Marks of Love wake up when
called after Dusk to leam who they are in love with.
If either player s killed, the other dies aswell. Players
with the Mark of Love remain on their current teams.

Cupid is on the villager team.

“Cupid, wake u P Youmay give any two players
aMarkofLove

Cupid opens her eyes, andthen may give a
Mark aff;'e to two different players.

“Cupid, dose youreyes."

s INSTIGATOR
. ~ The Insti wakes up and ma
placa Magritg the Tra itulrlface duwg
in front of anr player, Eladng that
_ player’s originalMark (without looking
' atit)face down in the empty Traitor spot
on the Marks boards.

Aplayer who receives the Mark of the Traitor only wins
if someone efse on histeam s killed. If the player with
the Mark of the Traitor is the only person on his team,
the Mark of the Traitor has no eféct.

The Instigatoris onthe villager team.

“Instigator, wake up. Youmay give any player
the rkoftheTraﬁor," 7 X

The Instigator opens her eyes, and then may
place a Mark of the Traitor in front of any
player.

“Instigator, dose your eyes.’

PRIEST
The Priest wakes up and must place a
Mark of Qarity in front of himself and
N may place a Mark of Qarity in front of
M. ane other player, pladl}iaboth his and
A)FTR that players original Mark (without
looking at them% face down in the

empty Qarity spots on the Marks boards.
The Priest is on thevillager team.

“Priest, wake up and give yourself a Mark of
(larity. You mayalso give any other playera
Mark of Clarity.”

The Priest opens his eyes, gives himself a

Mark of Clarity and may place a Mark of

Clarity in front of any other player:

“Priest, dose your eyes.”



7 ASSASSIN

4& The Assassin wakes up and must place
4 the Mark of the Assassinonany fvf
ladng that player’s original Mark
without looking at it) face down in
theempty Assassin spot on the Marks

boards.

The Assassin can only win if the player with the Mark
of the Assassin dies, regardless of what that player's
team is. The Assassin does not have to be alive at
the end of the game in order to win. The Assassin is
unique in that if he wins, other teams can still meet
their winning conditions and win, so it is possible to
have the Assassin win along with the Vampires, the
villagers, oreven the Tanner.

Ifit happens that the Assassin ends up with the Mark
of the Assassin at the end of the game, he only wins if
he himself dies.

The Assassin is on his own team.

“Assassin, wake up and place the Mark of the
Assassin infrontofany player”

The Assassin apens his eyes, and then must
place a Mark of the Assassin in front of any

player.
“Mssassin, dose your eyes.”

APPRENTICE ASSASSIN
The A[ﬂarentlce Assassin wakes up

'\\

immediately after the Assassin
laces the Mark of the Assassin in
5 7/ ront of a player, while the Assassin’s
;,\ eyes are still open. The Apprentice

Assassin looks for the Assassin (and the
Assassin looks for her).

The Apprentice Assassin wins if the Assassin dies. The
Apprentice Assassin does not have to be alive at the
end of the game in order to win.

If there is no Assassin, the Apprentice Assassin must
place the Mark of the Assassin in front of any player,
and only wins if the player with the Mark of the Assas-
sin (induding herself) dies.

The Apprentice Assassin is on her own team.

“Assassin, wake up. Place the Mark of the Assas-
sininfront of any player’
The Assassin opens his eyes, and then must
place the Mark of the Assassin in front of
any player.
“Apprentice Assassin, wake up andlook for the
Assassin. Ifthere is no Assassin, place the Mark
of the Assassin in front of any player.”
The A%Jrennce Assassin opens her eyes and
looks for the Assassin (whose eyes are still
nEen) [fshe doesn't see the Assassin, she

en places the Mark of the Assassin in front
ofany player.

“Assassin and Apprentice Assassin, dose your
eyes”

After Dusk, all players must open their eyes and look
attheir Marks &ut not at their cards).

“Everyone, wake up and secretly view your
Marlk.”

Everyone wakes up and secretly looks at
their Marks.

“Everyone, dose your eyes.’

PI.AYERS IN LOVE
After players dose their eyes, the play-
who are in love (who have the
m.'\ Mark of Love) are called to wake up
A and look for the player they are in
love with. The players with the Marks

of Love are linked: if one of them dies, the other one
dies aswell.

Itis possible that only one player will have the Mark

of Love at this time if the Instigator, Priest, Assassin,

and/or Amentlce Assassin are in the game. In this

hcasq,the rkof Love has no effect on the playerwho
asit.

Having the Mark of Love does not change that player’s

team affiliation,



“Ifyou are in Love, wake up and look for your
love interest.’

Players who have a Mark of Love must wake
up and look around for another player who
has their eyes open.

“Lovers, close youreyes.”

Sy % The Marksman wakes up and may
' view one player’s card and/or another
playel’s Mark (but notthe same player
lfwmwngbothahhrkanda card).

The Marksman is onthe villager team.

Poe

“Marksman, wake up. You may view the card of
one player and the Mark of another player.’

The Marksman opens his eyes and may look
at the card in front of one player and the
Mark in front of another player.

“Marksman, close your eyes.”

PICKPOCKET

The Pidpodet wakes up and may

exchange his Mark for the Mark of an-

ﬂhﬁ(r player, and then views his new
a

The Pickpodket is on the villager team.

“Pidpocket, wake up. You mayexdhange your
Mark with another player's Mark, andt
view your new I‘x’lall(J
The Pickpocket opens his eyes, and then may
exchange his Mark with another player’s
ﬂaﬁ? f he does so, he then looks at his new
ark.

“Pickpocket, close your eyes.’

ﬁ) GREMLIN

*“VL The Gremlin wakes up and may switch
.'& Marks or cards (but not both) between

any two players, but may not look at
L moseMaﬁuurards.
The Gremlin s on thevillager team.

“Gremlin, wake up. You may switch Marks or
cards between any two players.’

The Gremlin opens his eyes, and then may
switch Marks or cards between any two
players (induding himself).

“Gremlin, close your eyes."

ARTIFACTS & VAMPIRE

Artifacts are tokens that are given
to a player by the Curator, a role
available in Daybreak. Artifacts can
be found in Daybreak, Bonus Pack
1, and Bonus Pack 2.

e

When playing with Artifacts, role-changing Artifacts
(like the Claw of the Werewolf) always overide a play-
er’s card and Mark. For instance, the Cudgel of the Tan-
ner Artifact ovenides the Mark of the Vampire (which
overrode the team of that player's original card), mak-
ing that playera Tanner and not aVampire.

All other Marks affect the role that the Artifact has
changed the player into if any).

If you are using all the Artifacts, you could end up
with an Epic Battle (because there might be Vampires,
Werewolves, and Villagers in the same game). If this
happens, refer to the section on Epic Battles to deter-
mine the winner(s).



DOPPELGANGER
& VAMPIRE

When playing with the Doppelganger (from the
original One Night Ultimate Werewolf %me], rlaoe an
additional set of Marks (referred to as"Doppe Einger
Marks" below) on the otherside of the Marks boards;
these are for use spedfically and only by the Doppel-
gangerif she needs to use a Mark. There is no Doppel-
ganger Markof the Vampire.

The Doppelganger initially wakes up
A before e Vampires (use the induded
- tokenl?laceoftheonethatcame
11 wrth One Night when Iaym? with
Vam‘zsre} She also may wake up later, if
there are night roles (such asthe Gremlin) present.

The Doppelganger does the following based on what
she sees (r cﬁes marked with a t are actions that the
Doppelgénger does immediately):

tCopycat: The Doppelgdnger-Copycat does nothing
andinstead becomesthe role that the Copycat views
(but does not wake up at night when the Copycat
uses his new center card night power, if any).

Vampire: The Doppelginger-Yampire wakes up
with the other Vampires.

The Master: The Doppelginger-Master wakes up
with the other Vampires. If a Uamﬁlre {including
the original Master) points at the rpelganger
Master, the Doppel J..clmnger Master will not die. If
the Doppelgénger-Master points at the Master, the
Master will not die.

The Count: The Doppelginger-Count wakes up
with the other Vampires. She wakes up after the
Count and must place the Doppelgdnger Mark of
Fear on any player.

Renfield: The Dopﬂelgingerﬂenﬁeld wakes up
after Renfield (in this case, the Vampires never
lower their hands, and continue pointing at the
recipient of the Mark of the Vampire after Renfield
closes his eyes). She must take the Doppelgénger
Mark of the Bat and places it on herself.

'Diseased: The Doppelginger-Diseased must
place the Doppelganger Mark of Disease on an ad-
jacent player when she first wakes up.

*Cupid: The Doppelgs n er-Cupid may place the
two DOP'IJ-: Iganger of Love on any two
players when she first wakes up; this could result
|n more than two people waking up in love, and
more than two people who have Marks of Love at
the end of the game, with up to four people dying
ifany one of them is killed at the end of the game.

'Instigator: The Doppelgénger-Instigator may
place the Dopﬂelganger Mark of the Traitor on any
playerwhen she first wakes up.

Priest: The Doppelganger-Priest wakes up after
the Priest and must place a Doppelginger Mark of
Clarity on herself and may place a Doppelganger
Mark of Clarity on one other player.

Assassin: The Doppelganger-Assassin must place
the Doppelganger Mark of the Assassin on any
Elayer when she wakes up after the Assassin. The

pprentice Assassin doesn't know who the Doppel-
ganger Assassin is, but wins if either the Assassin or
the Doppleganger Assassin is killed.

The Assassin and Doppelganger-Assassin both win
if any player with a Mark of the Assassin dies (even
if that was not the Mark of the Assassin that they
originally placed in front of a player).

Apprentice Assassin: The Doppelganger-Appren-
tice Assassin wakes up after the Apprentice Assas-
sin during the Assassin’s Dusk action—the Assassin

‘,“
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doesn't close his eyes until the Doppelginger Ap-
prentice Assassin completes her action.

Marksman: The Doppelginger-Marksman wakes
up after the Marksman.

Pickpocket: The Doppelginger-Pickpocket wakes
up after the Pickpocket.

Gremlin: The Doppelganger-Gremlin wakes u
after the Gremlin. R 2

NIGHT WAKE ORDER
WITH VAMPIRE, ONE
NIGHT & DAYBREAK

The following is a list of all the roles that are woken

atnightfrom the original One Night Ultimate Werewolf

me, its sec,uel Daybreak, Vampires, the two Bonus

aswell as the order they should be woken rela-

tive to} each other {only call the roles that are in your
game):

vle s DUS Kiake s e
#-8 Copycat
#7 Doppelganger
#-6 Vampire/The Master/The Count
#-6-B:The Count
#-6-Ba: Doppelgénger-Count
e i
#6-Ca: Doppelganger-Ren
#5: Diseased
#-4: Cupid
#-3: Instigator
#-2: Priest
#-2a: Doppelganger-Priest
#1:Assassin
#-1a: Doppelganger-Assassin
#-1-B: Apprentice Assassin
#-1-Ba: Doppelganger-App. Assassin

ses s NIGHT=» -
#00 Lovers
#0: Sentinel
#2:Werewolves
#2-B: Alpha Wolf
#2-C: Mystic Wolf
#3: Minion
#3-B: Apprentice Tanner
#-3-Ba; Doppelganger-App Tanner
#4: Masons
#4-B: Thing (That goes Bump in the Night)
#5: Seer
#5-B: Apprentice Seer
#5-C: Paranormal Investigator
#5-D: Marksman
#5-Da: Doppelgénger-Marksman
#6: Robber
#6-B: Witch
#6-C: Pickpocket
#7: Troublemaker
#7-B: Village |diot
#7-C Aura Seer
#7-Ca: Doppelganger-Aura Seer
#7-D: Gremlin
#-7-Da: Doppelganger-Gremlin
#8: Drunk
#9: Insomniac
#9a: Doppelganger-Insomniac
#9-C nge[bp : :
#9-Ga: anger-Squire
#9-Z: Beholder e
#9-Za: Doppelganger-Beholder
#10: Revealer
#10a: Doppelganger-Revealer
#11: Curator
#11a: lganger-Curator
The Villagers, fanner, and Hunter from One
Night Ultimate Werewolf are never woken
up at night. The Bodyguard and Dream Wolf
from Daybreak are never woken up at night.
The Cursed and Prince from Bonus Pack 1are
never woken up at night.



EPIC BATTLES:
VAMPIRES VS.
VILLAGERS VS.
WEREWOLVES

You can have Vampires, Villagers, and Werewolves
(from One Night and Daybreak), in the same game.

If all three are in the game and active (j.e. actually in
front of at least one player, not just in the center card
group), at least two players will be killed durlnq the
vote: the player with the most votes and the player
with the 2nd most votes (in this case 1 vote counts if
itis the 2nd highest number). If there is a tie for most
votes, only those tied for the most votes are killed. If
there isn't a tie for the most votes, and there is a tie
for 2nd most votes, the person with the most votes
is killed and those with the 2nd most votes are also
killed. If it is determined that erther Werewolves,
Vampires, or Villagers were notin az (because those
cards were in the enter), then only the player(s) with
the most votes (as long asthey have at least 2) are killed.
Both of the win conditions below must be fulfilled for
each team to win:

Win condition1  Win condition 2
Vampte st NoVampismay
be killed ai
Atleast 1 Atleast 1
‘J}Ilager Vampire must be  Werewolf must be
L killed killed
At least 1
Werewolf : No Werewolves
Team Uamplr_el n:lust be may be killed

In cases where all Werewolves, Vampires or village
team members are in the center, winning conditions
are normal, and only one playeris killed.

SPECIAL CASES WHEN
COMBINING GAMES

If the Prince (Bonus Pack 1) has the Mark of the Vam-
pire, he is aVampire and on the vampire team, but he
cannot die.

If the Cursed (Bonus Pack 1) has the Mark of the Vam-
ﬂire, and a Werewolf points at him during the vote,
a5 still aVampire.

Ifthe Bodyguard (Daybreak) has the Mark of the Vam-
pire, the player he points at still cannot be killed.

Ifa player has the Shield token from the Sentinel (Day-
break), only his card is protected, not his Mark.

If the Copycat card starts as a Center card, and is later
given to a player by a card like the Drunk (One Night)
or the Witch (Daybreak), that player is on the village
team and has nospecial power.

A player with the Mark of Fearmay not do any part of
their night action, induding opening their eyes. How-
ever, if another night action requires that you put out
your thumb, you must do that. The exception to this
s that the Dreamwolf (Daybreak) with a Mark of Fear
cannot put out his thumb initially when Werewolves
wake, but must put out his thumb for the Minion (Ore
Night) or Squire (Bonus Padk 2).

Ifa Werewolf ( Cmﬂrﬁhﬂ has the Mark of the ‘J'amlzire.
he still wakes up with the other Werewolves, but he is
aVampire and wins with the vampire team.

If there is no Mark of the Assassin in the ?ame, the
Assassin (or Igprentice Assassin) is a simple villager,
and wins with the Village team. This can happen if
the Assassin (or Apprentice Assassin) card starts in
the middle and is given to a player via the Witch (Day-
break), Drunk (One Night), or anotherrole.

When playing Epic Battles, if all Werewolves are in the
center, but at least one player is a Minion (One Night)
or Squire (Bonus Padk JJ only one player dies during
the vote (because there are no Werewolves).



) To help trad who has the most
3, votes, use the induded double-
sided #1 and #2 tokens, giving
iy them to the player(s) who receive
2" themost and 2nd-most votes.
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ONE NIGHT PLAYMATS
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The original One Night Uitimate Werewolf game has 12 unique roles on
1mzmn

ing the Robber, who steals a s card, the Trouble-
maker, who switches roles between two nt players, and the

mgil;?mvmnmbmmﬂiesammleasa other player.
light Ultirmate Werewolf directly from Bezier Games at www.
beziergames.com.
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ONE NIGHT ULTIMATE WEREWOLF

BONUS PACK 1

Bonus Pack 1 contains 3 new roles: the Aura Seer, who knows who
viewed or moved a card; the Prince, who can't bekilled; and the Cursed,
who tums into aWerewolf if any Werewolf votes for him. It alsoindudes
three new artifacts and three altem ative artwork cards for Werewolves
and the Tanner. Orcler Bonus Padk 1 directly from Bezier Games at www.

beziergames.com.
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OME NIGHT ULTIMATE WEREWOLF

JSPACKO

Bons Pack 2 contains 4 new roles: the ice Tanner, who is on the
Tanner team; the Beholder, who knows who the Seer is; the Squire, who
is on the Werewolf team and knows if any of them have been

during the night; and Iheﬂi?n(that goes bump in the night), whid
goes Jn the night. It ako includes two new artifacts and two
alternative artwork cards for the Vampire and Seer. Order Bonus Pad 2
directly from BezierGames at www.beziergames.com.
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DAYBREAK
ﬁﬁrﬁm WerewoifDaybreakadds 11 new roles to ﬂleon#.ng.:

transforms another player into a Werewolf during the night), the Ap-
mﬁeSm[mslewﬁmmmmbmmecadat
night), and the Curator, who places a mysterious artifact on another
players card, which can dramatically change them. Order Daybreak
directly from BezierGames at www.beziergames.com.



	VAMP rules
	VAMP rules2
	VAMP rules3
	VAMP rules4
	VAMP rules5
	VAMP rules6
	VAMP rules7
	VAMP rules8
	VAMP rules9
	VAMP rules10
	VAMP rules11
	VAMP rules12

