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0 ratings0% found this document useful (0 votes)2K viewsDas Dokument enthalt viele verschiedene Charaktere wie Wolf, Biurger, Rotkappchen, Amor und Hexe. Es werden auch andere Figuren wie Jager, Dieb, Vampir, Terrorist und Druide erwahnt.SaveSave "Werwolf"-Spielkarten in Farbe For Later0%0% found this document useful, undefined0
ratings0% found this document useful (0 votes)2K viewsDas Dokument enthalt viele verschiedene Charaktere wie Wolf, Biirger, Rotkappchen, Amor und Hexe. Es werden auch andere Figuren wie Jager, Dieb, Vampir, Terrorist und Druide erwahnt. Share — copy and redistribute the material in any medium or format for any purpose, even
commercially. Adapt — remix, transform, and build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution — You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but
not in any way that suggests the licensor endorses you or your use. ShareAlike — If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions — You may not apply legal terms or technological measures that legally restrict others from doing anything the
license permits. You do not have to comply with the license for elements of the material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or
moral rights may limit how you use the material. One of the astonishing moments of gameplay comes, when out of a set of very simple rules and playing material an incredible dense and dark forest of actual play emerges. Gripping storylines, high emotions, alliances and conspiracies, endless possibilies. I dare say that this most often happens, when
natural language and roleplay is part of the game; as it is with ,,Mafia“ or its fantasy variant ,Werewolf”. I played ,Werwolf” nearly ten years ago for the first time, and since then it has become a staple of our parties with more than 10 players - one of the few games that can handle up to and more than 20 people (which requires an experienced
gamemaster, though). The first commercial version I played had only three different kind of roles/cards, the drawings were crude, but the gameplay was extremely exciting. Immediately I wanted other roles, with different traits and motivations; better drawings; more cards! And a nice box to keep them in. The game is described quickly: Villagers
have werewolves hidden among their midst, who kill during the night, but may be lynched during day by the townsfolk; they just have to agree who is a prospective werewolf. Foggy accusations and two-faced backstabbing: Hilarity ensues. A gamemaster coordinates the nightly and daily actions; everything can be played around a table, as long as
everybody can see everybody else without moving around. Playing time depends on group size and mood, but with a dozen people already familiar with the concept gameplay usually lasts about 20-30 minutes. You may want two or more rounds, though, just for balancing, rolechange and revenge. Much of the fun of the game stems from roleplaying
the villagers, hiding their true miscreant or benevolent traits; and from the gamemaster describing the bloody result of a night with a werewolf on the prowl. The game itself is quite fascinating from a theoretical, maybe even a didactical point of view, because until later on in the game there are no clues as to who really is a threat to the villagers. The
first mob lynchings thus depend - or have to depend - on vague suspicion and personal animosities. These dynamics lend their hand to other incarnations of the game like the ,,witchhunt”. A version with a terrorist theme may also a viable option, it would be interesting to compare the emotional effects on having different narratives with the same
playing mechanism, some more ’serious’ or ,real’ than the fantasy setting of ,, Werwolf”. From Wikiepedia about the origin and the spreading of the game: Dimma Davidoff (...) is generally acknowledged as the game’s creator. He dates the first game to spring 1986 at the Psychology Department of Moscow State University, spreading to classrooms,
dorms, and summer camps of Moscow University. (...) He developed the game to combine psychology research with his duties teaching high school students. The game became popular in other Soviet colleges and schools and in the 1990s it began to be played in Europe (Sweden, Germany, Romania, Slovakia, Czech Republic, Hungary, Poland,
England, Norway) and then the United States. I started to develop my own version of ,Werwolf” in 2001, which now, in 2011, sees its second edition. Drawings and design by me (CC BY SA). You may download it, print and cut it out; all for fun - no commercial purpose. There’s an english and a german version; rules are - yet - just in german. Links
and ressources



