





The Assistant Leaders

The Assistant Leaders are young leaders, still in training. Be-
cause of their lack of experience, the first time the Assistant
Leader is kicked out of camp, they turn in their card and lose
their vote. The camp must then vote against them a second
time for them to be effectively expelled.

The Susceptible

he Susceptible is a young woman who constantly doubts
the choices made by the camp leadership. Once she insists
¥ so much to the leaders that she wants to re-do a vote, that
Suepe | the leaders agree.

The Suscefti%e - Die #artniickige
i La Suscettibile

S— The Susceptible can only tell the GM once at the beginning
of the night that she wants to re-vote all the players, and the
whole camp wakes up to vote again before going back to sleep.

The Susceptible indicates once in the game to the GM a vote to be re-
done. The camp wakes up and votes again.

The Assistant Camp Manager

he Assistant Camp Manager works with the Camp Manager.
He notices that there are some strange behaviours within the
eadership team and decides to conduct his own investiga-
tion. To do this he will, each night, designate one person to
the GM. If there is at least one Camp Opponent among the
designated person and their two neighbours, the Assistant
Camp Manager will continue his investigation the next day. If not, he wil
not start again the following nights but will know the identity of three loya
leaders. The Assistant Camp Manager nominates a player to the GM. The
GM tells him if there is a Camp Opponent between that person and their
two neighbours. If there is indeed a Camp Opponent, the Assistant Camp
Manager continues the next day, otherwise he stops waking up.

The Communication Officers

Special role with the «<communication» expansion. Without
the expansion, this card can be played as a simple partici-
pant. The Communication Officers wanttounderstand why so
many participants are being sent away from the camp. They
then use their function to communicate with the kicked-out
participants using the special Communication cards. Each
night, the GM hands the player holding the Communication Officer card 3
Communication cards to choose from. The GM places the chosen card in
the middle of the group so that in the morning, the chosen card is read by
the person to the left of the last dismissed player and the participants dis-
missed from the camp will have to answer the question asked only with Yes
or No. Once the players have answered, the GM discards the card (they
do not put it back in the deck until the end of the game and shuffles the
remaining pack of cards for the next night). The Communication Officers
choose a Communication card to be read by the whole camp. The dis-
missed player(s) answer the question.




The Brigade Leader / National Coordinator

The Brigade Leader (CH) and the National Coordina-
tor (FR) are responsible for aninstance of the “Flam-
beaux”, in Switzerland for the French-speaking Team,
in France for the National Team.

] Bgt{.ﬁ;{ Bga{lt

. R They came incognito to the camp to visit it without
being recognised. If they are sent away during their

visit, all the participants, in shock, forget to wake up at night to carry out
their secret tasks. Only the Camp Opponents and the Loners & Ambiguities
still wake up at night to pursue their cause. If the Brigade Leader or Na-
tional Coordinator is dismissed, the Participants will not wake up for the

next night.

VARIATION: Instead of removing the roles of the participants for one night only, remove them for
the rest of the game.

INFO: In Switzerland, the “Flambeaux de I'Evangile” brigade is made up of an office responsible for
the vision of the movement, the Brigade leader, and an operational team, supported by a Communi-
cation Officer. All these people work together to help the local groups in their activities, their com-
munication, and to accompany them in when setting up new groups. In France, these bodies are
called the Board of Directors and the National Team. Three employees work for the movement: a
National Coordinator, a Development Officer and a Secretary.

The High Master

The High Master (CH) or the Directorate (FR) are the
leaders in charge of the organisation of the camp.
Every night, two of the members of the office of the

. High Master meet in secret to discuss the crisis si-
e, fesizz— ) tuation in the camp. The GM gives them about one
B minute each night to talk discreetly.

The National/Romande Team

he National (FR) or French Swiss (CH) Team
consists of three people working for the good
of the Brigade. Each night, the three members
- y L canseeeachotherandhaveabout30seconds
Equipe Nutionaie Wi i} to make decisions on who to send back.

 Nation leDJing nationale
L,‘Eifnﬂ/Zt

INFO: In reality, National Teams are composed of more than
three people.

The Day Leader

The Day Leader is a leader appointed at the beginning of the
camp by all the participants to manage the time and activi-
ties throughout the day.

Kf;’;";’f‘ff‘f{"” n the event of a tie in the participants’ vote, her vote counts

e el gior

double. It the Day Leader is dismissed from the camp, the
camp appoints a new Day Leader.

The designated player then places the Day Leader Tile in front of his or
her own card.



The Loners and Ambiguous

The Greenhorn

The Greenhorn is so starry-eyed when she looks at the other
participants that she would do anything to take their role.
S0, at the beginning of each night, the Greenhorn can tell the
GM which player she would like to take the role of. The GM
then swaps the two cards and touches the head of the imi-
tated player, who will be a Simple Participant until the next night when the
new player with the Greenhorn’s card will in turn designate a player whom
she would like to imitate. If the imitated person is in a couple, they remain
in the couple. The Greenhorn indicates each night a player she wishes to

impersonate to the GM. The impersonated player becomes a Simple Par-
ticipant for the rest of the night. The new Greenhorn will impersonate a

new player the following night.

VARIATION: Only allow the Greenhorn to impersonate a role for the first night, then the imperso-
nated player will be a Simple Participant for the rest of the game. This saves time in long games. If
the role of the imitated person has a unique ability (Camp Manager; Camp Pharmacist), the GM may
choose to take the role as it was at the start of the game or keep the ability state.

The Shapeshifter

The Shapeshifter wakes up during the first round to choose
one of the three face-down cards shown to him by the GM.
The Shapeshifter will then have the identity of the role on the
LEBW-‘WW card he has chosen for the rest of the game. The Shapeshif-
e e 0 ter does not exchange his card in order to confuse the Cous-
sins and the Scout with Special Needs. The Shapeshifter
chooses a role from three cards at the beginning of the game.

VARIATION: Instead of keeping the chosen role for the whole game, let the Shapeshifter change
roles at the beginning of each night.

The Junior

Junior is a participant who cannot bear to be separated from
her parents. As soon as her parents have left her in the care
of those in charge, she is already feeling bored. Her goal is
to get home as soon as possible. Junior wins the game on-
ly if she is sent back on the first night or the first vote of
the camp.

The Scout Section Leader

The Scout Section Leader (SSL) cherishes her unit with all her
heart. During the camp, the SSL realises that the Opponents
, § of the Camp want to expel all the participants including her
"K%P’_W,lewit; section, which is unacceptable to her. So, the SSL comes up
e with a terrible plan to expel all participants who are not part

of her unit. If the SSL succeeds, she wins the game. The sec-
tion of the SSL is defined at the beginning of the game by the GM by crea-
ting two distinct groups (e.g. those wearing a cap/no cap, wearing glasses/
no glasses, etc.). The Scout Section Leader must convince the participants
during the camp votes to send away all those who are not part of the sec-




tion to which she belongs. She does not wake up at night. The Scout sec-
tion Leader must convince the side to send back the players who are not

part of her section. She wins only if she succeeds in this.

INFO: «Scout» is both the term for all age groups and the name given to the 11-16-year-old age
group, who are called “Flambeaux” (male) or “Claires-Flammes” (female) in the Swiss and French
"Flambeaux” movements.

The Band

The Band of the camp is made up of musicians (guitar, bugle,
djembe, etc.). Several times aday, they play theirinstruments.
Their goal is to get an annoying song stuck in the heads of
= WL @ all camp participants. To achieve this and to make sure that
L'Equipe Musicale ,
o foeveryone hears it, the Band will wake up TWO players each
night to play their song, pointing them out to the GM, who
will touch the heads of the designated players. Then the GM will ask all
the players who have heard the nightly music since the start of the game
to wake up, they will recognise each other, and then go back to sleep. The
Band win the game if, and only if, they manage to make all the participants
still present in the camp hear their music.

The Band nominates two people per night who hear the music they are

playing and win when all the remaining players have heard the music.

TIP: To be able to use the Band card in a small group, alternate the number of players the Band can
play the night song to: one night 1 participant, the other night 2 participants.

The Camp Visitors

The Camp Visitors are a family on holiday in the vicinity of
the camp who wish to discover scouting. Once in the ga-
me, following the vote of the participants, the Camp Visitor
nlayer can indicate to the GM at the beginning of the night
that they wish to swap places with the dismissed participant.
The Camp Visitors then swaps his or her card with the dismissed player.
The rest of the camp must not know that Camp Visitors has used his or
her ability, and the GM must continue to call him or her at the beginning
of each night to maintain the illusion. Each night, as long as the Camp Vi-
sitors has not used their ability, the GM shows them the card of the last
one sent back and the Camp Visitors can get that role back.

VARIATION: Leave the roles of the dismissed players blank to maintain some suspense as to which
role the Camp Visitors will pick up.

VARIANTS FOR GM

In the list below, you will have several interesting variants to spice up your
games. Although many of the details have already been mentioned in the
rules, here you will have nine variants.

Moonlight

Stand outside under the starry sky, with the players standing in a circle
around the GM. Place a small lighted candle in front of each player. From




now on, every morning the GM blows out the candle of the person sent
away from the camp, and every evening, after the vote of the participants,
the player sent away blows out his or her own candle.

The darker it gets, the more the remaining players will be visible with their
little light.

You can also increase the difficulty by asking the Opponents of the Camp
to extinguish the candle of the person they have chosen to send away from
the camp. WARNING, if more than one candle goes out, there is no person
being sent away.

If you don't have enough candles, try using the players’ torches (pointing
the beam upwards so as not to hurt the eyes of the players in front).

The Community of Participants

When you are a large group, you can create several camps. Ideally, you
should space the camps apart outdoors and play with one camp per room
indoors.

cach camp requires a full game and a GM, although you can run a Day/
Night session for all camps simultaneously.

Games are played normally, but players may decide to leave their camp at
any time during the game, except during the night and it they have been
kicked out of their camp.

The player who decides to leave their camp leaves the circle with their cara
which they keep secretly. They join another camp of their choice during the
day and will have to wait to be allowed to come.

To avoid too much chaos, the organisers may decide to limit the number
of people coming and going from one camp to another (e.g. no more than
2 departures per camp).

[t is possible that there are several identical characters in a camp, or even
thatthe Camp’'s Opponents deserta camp they have deemed too dangerous.
The GMs then decide whether the participants win the game or whether the

o

camp is infected by the Gastro Epidemic (see below).

In any case, it's definitely not this one

All the participants stand up. Then the neighbour to the left of the last
player to be removed from the camp nominates a participant who they gua-
rantee is innocent. This first voter remains standing. They must in turn be
cleared if they want to stay in the camp. If a loop is created and the first
voter is cleared when only one person is left standing, start again with the
first person standing to the left of the person who voted. The person who
IS cleared sits down and then names a person they want to clear who will
also sit down. This continues until the last player standing is removed from
the camp. Of course, the debate remains open during the vote.

BEWARE, the Opponents of the Camp can easily clear each other’'s names
and stay in the camp to act. So be careful with the votes of the participants.



Walls-Walls

Before the night, the camp participants usually go to see t
mous messages written on the paper in front of the kitche

ne small anony-
N tent.

Fach participant still in the game writes a short sentence of their choice
on a piece of paper and gives it to the GM. The author of each graffiti must

remain anonymous, but everyone is
nings, comments, denunciations, co

When the GM has collected all the papers, he or s
ts can then go to sleep with tr

der. The participan
these little messac

~I

€S.

free to write whatever they want (war-
mpliments, etc.).

ne reads them out of or-
eir minds spinning with

Remember to use the same paper for everyone so that clever kids can't

guess the author by recognising the paper the messac

Double «I»

A) THE SIMPLE

This variant allows everyone to p
sible to everyone (chosen from am

VERSION :

The GM hands out these cards face up.

e IS written on.

The Double «I» variant can be played in two version, a simple one and a
more complicated one :

ay a real role, with their character vi-
ong the Participants or Lone Players).

The GM then deals each player a second card, which remains secret,
being either an Opponent of the Camp or a Simple Participant. Each

player keeps this second carc
tells the player which group t

B) THE COMPLICATED VERSION :

Prepare the cards, shuffle them, anc
each player. These cards will remair

Big Camp Party

During the Big Cam
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all over the camp.

that it is best to play with more Ca
not compatible with Camp Building

Unfortunately, t
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1€ Mars
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secret until they are dismissed. This card
ney belong to.

then deal two cards face down to
secret.

food such

ide effects

ame (note
also, itis

Opponents of the camp: may only send away participants who are
neighbours of one of them, the same rule applies to the Emergency He-

licopter Pilot .

The Cousins: can't
the Cousins 3 cards, "
king sure that the Cousins can't te

he selected p

near gossip very well anymore, so the GM will show
ayer's and their two neighbours’, ma-
| which one is whose.

The Choleric: must take one of his two neighbours home when he is

sent away.



The Wild Camper: falls asleep a bit early, only waking up to spy on the
Camp Pharmacist.

The Day Manager: shall vote alone before all other participants

The Patrol Leader: is not sent back in place of a tie, but in place of
one of her two neighbours if they are eliminated by the camp vote.

The Camp Pharmacist: can no longer read the medicine leaflets cor-
rectly, nor can she apply bandages properly, so every night she throws
two coins in the air to find out her diagnosis.

If both coins are heads: the Camp Pharmacist applies the correct treatment and the participant
IS not sent home.

If the first coin shows heads and the second tails: the Camp Pharmacist makes a slight mistake
in the dosage of the medicines and the participant can stay in the camp, but they are not well
enough to keep their former duties, so they turn into a simple participant.

If the first coin is heads and the second is tails: the Camp Pharmacist gives the wrong medicine
to the participant; the product being so bad, the poor participant decides to switch sides and
sabotage it. From that night on, the player in question becomes a Camp Opponent.

Both coins show tails: the participant is dismissed from the camp because the Camp Pharma-
cist does not know what to do about their illness.

Coins can be replaced by any other object with 2 distinct sides.

The Guardian Angel: cannot protect herself or one of her two
neighbours.

The Band : may only play their music to one participant at a time.

The Stomach Flu Epidemic :

This variant, to be the most interesting, must remain secret. This is why it
has been coded.

In this variant, the GM does not put in any Camp Opponents as the camp is
suffering from a stomach flu epidemic. The GM will decide which players
will be sent away each night until all the participants are sent away (which

IS very rare). In order to win, the participants must clearly state that there
IS a gastro epidemic in the camp. The variant makes sense if the partici-
pants are not aware that there are no Camp Opponents.

Convincing sabotage :
The opponents of the camp have decided to change their approach. They

no longer send the participants away but convince them of their plan. Each
nlayer designated by the Camp Opponents is no longer dismissed, the GM
will touch the player on the shoulder to let them know that they have beer

convinced. The convinced participant immediately loses their special abi-

C

ties and will remain anonymous to the rest of the camp. As the camp pro-
resses, more and more people will be convinced. Please note that if 3

convinced participant is kicked out of the camp during the participant vote,
all other convinced participants go home immediately. The Opponents of
the camp win if they can convince the second last participant.




Events : (available only with the extension)
Every morning except the very first, an event will disrupt the quie

0
d

participa

f the camp. Shuffle the Event Cards and p

mong the players. From the second day or

Nt to be dismissed reads the top card ou
up. Events can be temporary or permanent, immed

ace them face down |

wards, every morning,
- loud. The event is set
late or delayed.

t routine

N a deck
the |ast

TIP: An experienced GM can sort their cards according to their preference to organise a persona-
lised game. They can also select cards with permanent effects and apply them at the start of the
game.

Werewolf Game ,‘EIﬂAiVﬂanCieS :

For players familiar with the base game «Werewolf,» here is the correspon-
dence between the characters:

Base Game :

ne Choleric = Hunter

The Comb Leader = Cupid

Issatisfied Leaders = Werewolves
ne Wild Camper = Little Girl

The Camp Pharmacist = Witch
The Greenhorn = Thief
The Cousins = Seer

New Moon Extension :

I
R

ne Brigade Manager = Elder
P = Scapegoat

The Assistant Leaders = |diot of the Village
The Band = Piper

Ange gardienne = Savior
The Village Extension :

Parents des enfants = Big
nle de camp = Infectious Father of Wolves

Responsa

3ad Wolf

S
C
R

usceptible = Stuttering Judge
oach JS = Bear Tamer
esponsable de camp adjoint = Fox

Visiteur de camp = Devoted Servant

E

R = Three Brothers

New Exclusive Roles :

B

ugler

RU = Abominable Sectarian

Junior = Angel

The little Sister = Knight with the Rusty Sword
Cuisinier = Wolf-Doc

Boute-en-train = Actor

AM = Two Sisters

Prometante = Wild Child
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