Rules 

Aim of the game
• For the Humans: to kill the Shapeshifters.
• For the Shapeshifters: To kill the Humans.

The Players:

Each player gets two sheets – one is their Character Sheet, the other is their Secret Sheet. If they are on the Human Team, they get a Human Secret Sheet. If they are on the Shapeshifter Team, they get a Shapeshifter Secret Sheet. UNDER NO CIRCUMSTANCES is any player to see the Secret Sheet of another player, even if they are on the same team!

The Shapeshifters:
Each night they eat a Human. During the day they appear as a normal Human in order to disguise their identity. During the night they change into monstrous forms.


The Humans :
Each night one of them is killed by the Shapeshifters. This player is not out of the game completely (see “Returning as a Robot”) but cannot participate in any voting. During the day, the Humans that have survived the night must discuss amongst each other and decide who they believe is the Shapeshifter out of the remaining players. This player will be killed – hopefully it will be the Shapeshifter! 

Types of Human:


• Normal Human•


This is a normal person. He or she has no particular skills, and must rely entirely on their intuition and perceptiveness to survive. During the day each Human gets one vote which they can use to decide who gets killed.

• Captain•


You only get the captain sheet if you are elected by the majority of the other players. One cannot refuse the honour to be captain. From this moment on, a vote from the captain counts as two votes. If this player is killed, in his last breathe he chooses his successor.

•The Hacker• 

One human must always be the Hacker

The Hacker has limited access to the ships security system. During the night when the Shapeshifters are selecting their victim, she is allowed to spy on them (by peeping). She must try not to get caught peeping by the Shapeshifters, otherwise she will be killed immediately by the Shapeshifters instead of the other victim. This is imporant to note – IF THE HACKER IS CAUGHT, THEY DIE INSTEAD OF THE OTHER VICTIM.

• Biologist •

Only use if there are 9+ players

Each night, the Biologist can look at a card of any one player to find out if they are Human or not. The Biologist must help the Humans without being found out by the Shapeshifters. There are medical samples from each player on board the ship – waste products from being in stasis, and so on. It takes a long time to run the tests, and resources are limited. So the Biologist may only “test” one sample every night.


• demolitionist•

Only use if there are 10+ players

If the demolitionist gets killed, either by the Shapeshifters at night or by the Humans during the day, it has the power to retaliate by killing any one player immediately.


• The Medic•

Only use if there are 12+ players

The Medic can use the U.N.K.L.Es powerful medical suite – but damage to the ship means supplies are extremely low. It has enough juice to save one person... and kill one other. The Medic has enough resources to use the suite twice: Once to revive a player that has been killed by the Shapeshifters, once to kill any one player at night. The Medic can only use each of these functions once during the game. The Medic may use the suite to heal herself.

How the game works:

The Game Master makes a pool of Character Sheets and a pool of Secrets Sheets based on the following table:

	No. of Players
	Humans 


	Shapeshifters
	Human Secret sheets to use
	Shapeshifter Secret sheets to use

	8
	6
	2
	5 normal humans, 1 Hacker
	2 Shapeshifters

	9
	7
	2
	5 normal humans, 1 Hacker, 1 Biologist
	2 Shapeshifters

	10
	8
	2
	5 normal humans, 1 Hacker, 1 Biologist, 1 demolitionist
	2 Shapeshifters

	11
	8
	3
	5 normal humans, 1 Hacker, 1 Biologist, 1 demolitionist
	3 Shapeshifters

	12
	9
	3
	6 normal humans, 1 Hacker, 1 Biologist, 1 demolitionist
	3 Shapeshifters

	13
	9
	4
	6 normal humans, 1 Hacker, 1 Biologist, 1 demolitionist
	3 Shapeshifters, 1 Sympathiser

	14
	9
	5
	5 normal humans, 1 Hacker, 1 Biologist, 1 demolitionist, 1 Medic
	3 Shapeshifters, 1 Sympathiser


First, hand out the Character Sheets. Then hand out the Secret Sheets to the appropriate people.

The Rounds:
This is the round structure for a 14 player game. Just drop sections out as necessary, if those characters aren't represented:

Phase 1: The “Day”

It is “day time”, and everyone is awake. Let the players play. This should be the majority of the game, punctuated with night time sections when voting has happened. Honestly, Boomer, you've run LARPS before and I haven't. You know how to handle this section better than me! If the players have questions, refer to “The Game” document – I've written descriptive notes there you can use to answer questions they might have for you :)

Phase 2: The Vote

The players vote on who to kill. Now... give them some time to come up with their own voting system. This is important, as it give them a semblance of control in a fairly linear game. If they don't have the cojones to come up with their own system, let me propose two:

1) The old democratic principle of “I vote to kill Player X, can I get a second?” If someone is proposed and seconded, then they are a candidate for being lynched. Once all proposals have been made, everyone votes at the same time.

2) The “pointing” method. After all the discussions are done, you count down from 3 and at the word “go” everyone points at their candidate for getting killed. 

In the case of a draw, the captain’s vote selects the victim. Otherwise the players vote again (as well as the players that were voted for) to split the tie.

Once a player is voted to get the chop, the on-board security systems of the U.N.K.L.E 77 open fire and decimate them. This is a good opportunity for some humour – no matter WHERE they are on the ship, there is a hidden gun. A panel slides open in the ceiling, or an inspirational poster of a kitten clinging to a branch swings open, or a fridge slides into the ground – all of them revealing massive, gleaming gun barrels that pound laser fire into the unfortunate victim. Again, this player is not removed from the game – see “Returning as a Robot” below.

Phase 3: The “Night”

Now it's the Shapeshifters turn. The ship powers down, and everyone must close their eyes. Then you call on the Shapeshifters and they (and only they) raise their heads, open their eyes, recognize each other and silently select a victim. If they want they can decide not to open their eyes to reduce the chance of the Hacker seeing them. If a Shapeshifter is selected as a victim by the other Shapeshifters, hard luck, he dies! If no Shapeshifters open their eyes, they die of hunger and the Humans win. During this round the Hacker can spy on the Shapeshifters (by peeping) if she wishes. If she gets caught, she will be killed immediately instead of the selected victim. The Shapeshifters go back to sleep.

Phase 4: The Biologist is hard at work

The game master calls on the Biologist. She wakes up, selects a player she wants to know the identity of. The game master shows her the player’s card that she has selected. The Biologist goes back to sleep.

Phase 5: The Sisters of Mercy:

The game master calls on the Medic, and points at the Shapeshifters’ victim. The Biologist may now choose to save that person or not. The Biologist doesn’t have to use her power in a specific round. The Biologist gives a silent thumbs up to save a life. If she wants to kill someone, she points at them and gives the thumbs down. If the Biologist kills someone, they are not torn to shreds like the other victims. They are simply cold and dead in the morning.

And then the ship powers up again, and it's back to Phase 1!

Victory conditions:

The Humans win as soon as the last Shapeshifter is eliminated.

The Shapeshifters win as soon as there is only one Human left.

The Shapeshifter Sympathiser wins if it is the only Shapeshifter left alive. This is pretty hard to accomplish, so if this happens then the Sympathiser is declared the sole victor!

If the game ends before either victory condition is met, then the security forces of the Jupiter Orbital Colony will purge the ship with fire because of the danger of a Shapeshifter contamination.

Returning as a Robot:

People are going to start dying early in this game, and it would suck for someone to only get 20 mins or 1 hour of gameplay before being turned into a greasy patch on the floor by ships guns. So when THE FIRST PERSON dies, the ships computer makes the following announcement:

“Amagügle Corporation is pleased to note that you are follow the Rules of Engagement doctrine, addendum 87, paragraph 19b. We also note that as you progress with this Engagement, your crew will become dangerously low. As such, we are activating the Protocol Android Stand-In Volume – or PASIV – that can be located in the stasis pod of the deceased. Rememer… Amagügle loves you.”

From the base of the stasis pod that contained the person who just died, a really crappy cheap looking robot emerges. It looks like the love child of C3P0 and H.E.L.P.eR. from the Venture Bros.:
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Once a player has returned as a robot, they no longer have a say in ANY VOTES. But they can interact with other players – it’s just that they’re a robot now. This is another opportunity for good humour. How the individual player wants to represent being a shitty, cheaply made droid is up to them. But by the end of the game, most of the players SHOULD be droids! So the player who does the best act of being a robot should get some sort of “pat on the back” award at the closing ceremony, as the best robot impersonator.







