	Werewolf

-6 WW
	Female Seer
+7 V
	Apprentice Seer

If Seer dies, you become the Seer.

+4 V
	Wolf Cub

You are a Werewolf. If you die, Wolves feed twice next Night.
-8 WW
	Cursed

You start as a Villager. If killed at Night, become a Werewolf.

-3 ?
	Aura Seer

Each Night you may look to see if a player is not a regular Werewolf or Villager.
+3 V
	Diseased
If killed at Night, Werewolves don’t feed next Night.
+3 V
	Paranormal Investigator
One Night be told if chosen player or either neighbour is a Werewolf
+3 V
	Priest
One Night, choose a player to survive being killed once.
+3 V
	Prince
If lynched, reveal identity and survive.
+3 V

	Teenage Werewolf
You are a Werewolf. Must say Werewolf each Day or die.

-4 WW
	The Mummy
Each Night, pick a player to be hypnotised and vote like you each Day.
+2 V
	Minion
You wake with the Werewolves on first Night only.
-6 WW
	Zombie
Each Night eat one player’s brains. That player can’t vote. Eat all brains to win.
-3 X
	Pacifist
You always vote for players to live. Can’t nominate for lynching.
-2 V
	Drunk
You are a Villager until 3rd Night when you get sober and a new role.
-3 ?
	Frankenstein’s
Monster

You get special powers of any Villager team that die.
+2/Role V
	Tanner
Your job is so horrible that you want to die. You win if killed.
+1 X
	Martyr
You may take the place of any lynched player before role revealed.
+3 V
	Witch
Kill or heal a player at Night, once each per game.
+4 V

	Mayor

Your vote counts twice.

+2 V
	Old Hag

Each Night, choose a player to leave Village the next Day.

+1 V
	Hoodlum

Choose 2 players. Win if they’re dead and you’re alive at end.

0 X
	Count Dracula

Each Night pick a wife. Win if 3 wives through Day and Night.

-2 X
	Hunter

If you die, you may immediately kill another player.

+3 V
	Clone

You start as a Villager. Choose a player. If player dies, you get their power.

-2 ?
	Tough Guy

If killed at Night, survive until next Night.

+3 V
	Mason

You know who the other Masons are. Must not be discussed.

+2 or +3 V
	Mason

You know who the other Masons are. Must not be discussed.

+2 or +3 V
	Mason

You know who the other Masons are. Must not be discussed.

+2 V

	Trouble Maker

One Night, call for 2 lynches the following Day.

+2 V
	Ghost

You are dead. Communicate one letter to Village each Day.

+2 V
	Lycan

You are a Villager, but you appear to the Seer as a Werewolf.

-1 V
	Sorcerer
Each Night look for the Seer. You win if Werewolves win.

-3 WW
	Cupid

Choose 2 players to be lovers. If one dies then so does the other.

-3 V
	Spell Caster

Each Night, choose a player to be silent the next Day.

+1 V
	Body Guard

Each Night choose a player to be protected that Night.

+3 V
	Idiot

You always vote for players to die.

+2 V
	Old Man

You will die on Night of number of Werewolves plus 1.

0 V
	Cult Leader

Each Night choose player to join cult. Win if all are cultists.

+1 X


The code at the bottom of the role determines  which team they are on as follows:

V = Villager Team. Wins if the Village team wins.

WW = Werewolf Team. Wins if the Werewolf team wins.

? =  Team may switch during play.

X = No team. Winning condition is explained.

The number represents how helpful they are to the Villagers if positive or the Werewolves if negative. The idea is to organise a set of roles that add up to as close as zero as possible. Note that a regular Villager is considered +1, a regular Werewolf is considered -6 and a regular Seer is considered +7. Therefore, in a game of 8 players, 5 Villagers, 1 Seer and 2 Werewolves is about right. Consider adding a third Werewolf when you have more than 12 or 13 players, or of course look at different roles.
The Villager Team
Villager (+1) – The Villager’s sole purpose is to try to deduce who the Werewolves in their Village are and lynch them during the Day. The Villager has no special abilities.

Seer (+7) - Each Night the seer will choose a player. The Moderator will let the Seer know if their choice is a Villager or a Werewolf. Optionally, there may be two Seers. The Moderator calls each Seer individually.

Apprentice Seer (+4) - Becomes the Seer if the Seer is killed. Considered a regular Villager to the Aura Seer until the Apprentice takes over the role as Seer. Alternatively, chooses a player each Night to find out if they are a Werewolf. But, must choose the player twice before a result is given.
Aura Seer (+3) - Chooses a player each Night and told if they have a special role, ie. Not a regular Villager or regular Werewolf.
Bodyguard (+3) - Chooses to protect a player each Night. That player cannot die that Night. A player may be protected more than once but not on consecutive Nights. Can protect himself.
Cupid (-3) - Chooses two players to fall in love on the first Night. The Lovers win if they both survive the game. The Moderator lets the Lovers know who they are by tapping them on the shoulder when everyone has their eyes closed. They awaken and know who they are in love with.

Diseased (+3) - If the Werewolves eat the Diseased they get sick and must skip feeding the following Night.

Frankenstein’s Monster (+2 per Villager team special role in the game) - Gains the powers of any special Villager team roles that die. If the Village lynches Frankenstein’s Monster, they get a second lynching that Day.
Ghost (+2) - Starts the game dead and can keep their eyes open the entire game. In general, they must not speak and must avoid informative body language and eye contact with other Villagers. However, each Day they may say a single letter to the Village. This letter cannot directly identify players by way of names or initials. Alternatively, communicate one word each day (worth +4).
Hunter (+3) - If the Hunter is killed at any time, he immediately fires his weapon at a player and kills them or fires harmlessly in the air.

Idiot (+2) - Always votes for killing during the Day.

Lycan (-1) - Has a dormant strain of lycanthrope and appears to be a Werewolf to the Seer even though the Lycan is not. The Lycan will never become a Werewolf. Optionally, when the Lycan is killed they are revealed to be a Werewolf.


Mason (+2) - The Masons will know each other on the first Night. There must be 2 or 3 Masons at the start of the game. No one in the Village may directly or indirectly speak of the Masons. If anyone does, they will die the following Night.
Martyr (+3) - May take the place of someone being lynched before the lynched player reveals their role. The Moderator should ask if the Martyr wishes to step in after each lynching vote.
Mayor (+2) - Vote counts twice. Players do not know who the Mayor is.

The Mummy (+2) - Each Night the Mummy hypnotises a player. Each Day after that, every hypnotised players vote is ignored and the moderator counts their vote the same as the Mummy.

Old Hag (+1) - Each Night choose one player to physically leave the Village the following Day.

Old Man (0) - Will die on Night X, where X is the number of Werewolves in the game plus one. Alternatively becomes the Ghost (worth +1)
Pacifist (-2) - Can never nominate or second a player for lynching and must always vote to save players.

Paranormal Investigator (+3) - One Night during the game he may choose one player and he will be told if the target or one of the players to the target's right or left is a Werewolf. The Paranormal Investigator will be given a "virtual seating arrangement" to help in his choice. Think of his power as picking a set of three players and being told if anyone of them is a Werewolf.

Priest (+3) - Once per game, at Night, the Priest may choose one payer to be protected by holy power. The next attempt to kill that player, by any means, fails. The Priest cannot choose himself.

Prince (+3) - The first time this player is to be lynched his role is revealed and the lynching is called off. This will count as a successful lynching and no one will be killed that Day.

Spell Caster (+1) - Each Night, the Spell Caster chooses one player to be silent the following Day. That player may not speak or use direct sign language but may use body language and charades to communicate and vote. Must choose a different player each Night. If the Teenage Werewolf is chosen to be silent, that player will die the following Night. Spell Caster may silence themselves.

Tough Guy (+3) - If attacked by Werewolves, the Tough guy dies the following Night instead of the Night he was attacked.
Trouble Maker (+2) - Once per game, at Night, the Trouble Maker can indicate that there will be two lynchings the following Day. After the first successful lynching, the Moderator will call for the second lynching.
Witch (+4) - On any one Night, the Witch may save one player from being killed that Night. In addition, on any one Night, the Witch may kill one player.

The Werewolf Team

Werewolf (-6) - The Werewolves learn each other’s identities the first Night. Each Night after the first, the Werewolves must silently agree which player to kill that Night. Alternatively, the Werewolves may kill on the first Night.


Minion (-6) - The Minion is a Werewolf sympathizer. He works with the Werewolves and he and they will know each other's secret roles. His job is to support and protect the Werewolves any way he can. The Seer sees the Minion as a Villager.
Sorcerer (-3) - Looks for the Seer each Night in the same way the Seer looks for Werewolves. The Werewolves do not know who the Sorcerer is and the Sorcerer does not know who the Werewolves are. The Seer sees the Sorcerer as a Villager.

Teenage Werewolf (-4) - The Teenage Werewolf is a Werewolf but he is so excited about being a Werewolf that he must say the word Werewolf at least once each Day or die that Night. Optionally consider allowing the words Lycan, Lycanthrope, Wolf Man, Shape Changer and Changeling to fulfil this condition.
Wolf Cub (-8) - The Wolf Cub is like a normal Werewolf but if he is killed the Werewolves will get two kills the next Night.

Switching Roles

Cursed (-3) - Initially on the Villager Team and is seen as a Villager by the Seer. If attacked by the Werewolves the Cursed does not die but becomes a regular Werewolf the next Night. The Seer will now see him as a Werewolf and he and the Werewolves will know of each other.

Clone (-2) - Picks a player on the first Night. When that player dies the Clone secretly becomes that player's role. The Clone is considered a Villager until the new role is acquired.
Drunk (-3) - Thinks he’s a regular Villager for the first few Days. On the third Night he will sober up and be given his true role. Easiest way to do this is to add an extra role at the beginning; the Drunk gets whatever role is left. Seers and the Sorcerer will see the Drunk as his true role.
No Team
Count Dracula (-2) - Each Night Count Dracula chooses one player to be his wife. If Dracula can survive a Day with three wives alive, he wins as Night falls after the Day’s lynching.

Cult Leader (+1) - The Cult Leader chooses a player each Night to join the Cult. The Cult Leader wins if they survive the game and all players alive are in the Cult. At the beginning of the game, the Moderator determines whether Cult members may or may not know they are in the cult or the other cult members' identities.

Hoodlum (0) - The Hoodlum chooses two players on the first Night. In order for the Hoodlum to win the game those players must die, the Hoodlum must stay alive until the end of the game and the Villager Team must win the game.

The Lovers (-3 if chosen by Moderator) - These are two players which are chosen by Cupid or the Moderator at the beginning of the game. They will know of each other but not know of each other's secret role. If one lover dies, the other will die of a broken heart. The Lovers win if they survive.
Tanner (+1) - The Tanner hates his job so much that he wants to die. The Tanner wins if killed. If the players wish, the game may still continue after the Tanner dies.

Zombie (-3) - The Zombie chooses a player each Night to eat their brain. The Moderator says whose brain was eaten each Day. Players without brains can’t vote but can still nominate. The Zombie wins if all other players remaining have no brains.

