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Forsaken Forest is a game of deception, deduction, and strategy, set within 
an ominous forest that has been corrupted by dark magic.

Your objective is simple: kill, or be killed. Navigate to your team’s veiled 
Destination before the opposing team navigates to theirs. Manage your 
resources wisely, and gain the trust of your fellow travelers. Fend off the 
dark magic of the Forest. 

Players start the game as either a Villager or as one of the Forsaken. Your 
secret role determines your objective in the game - which of the eight face-
down destinations within the Forest that you seek to navigate to, and whom 
you need to eliminate from the game. The first team to either reach their 
Destination, or eliminate enough of the opposing team’s players, wins. 

The Villagers are a simple folk, who just want to return to their Village 
with the cure for the plague that is decimating their people. They are 
faced with a game of deduction in determining whom they should trust 
and where they should navigate. They begin the game with no information 
besides their own identity. 

The Forsaken look and act the same as the Villagers, with one key 
difference: they have been corrupted by the Forest to act out its evil plans, 
which happens to include helping it acquire fresh souls. 

They desire nothing more than to lead the group to the Void, a soul prison 
where the Forest holds the essence of all the innocents who have dared to 
tread within it. They start the game knowing the identity of each other 
Forsaken, along with the location of each face-down destination. The 
Forsaken awaken each Night, while the Villagers are sleeping, to sacrifice an 
innocent in the name of the Forest.

The Travelers Deck is both teams’ resource for advancing their game 
plan. It is full of Weapons, Discoveries, Betrayals, Magical Spells, and 
Navigation cards which can aid players in progressing through the Forest, 
sabotaging those they distrust, fighting off the evils of the Forest, forming 
alliances, and uncovering the true identities of other players and the hidden 
destinations. While the Travelers Deck seemingly exists to aid the Villagers, 
the Forsaken are also free to use these cards for their ulterior motives. 

In Forsaken Forest, the Forest plays the role of chaotic evil. Each turn, it 
throws devastating Disasters, crippling Curses, and deadly Darkness at the 
group in order to confuse and sabotage them. 

Not all who Wander are lost.
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A group of travelers has 
awakened an Ancient Evil. 
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Game Components
15 Role Cards

(4 Forsaken, 8 Basic Villagers, 1 Navigator, 1 Oracle,1 Coward)

150 Travelers Deck Cards 30 Forest Deck Cards

8 Artifact Cards

8 Destination Cards

Play Tokens

Forsaken Forest Game Board

O
ver the years, hundreds of seemingly happy and healthy 
villagers have fled their homes in the middle of the night 
to wander into the Forsaken Forest. The Commonfolk 
gossip that The Departed simply wanted to abandon their 
monotonous lives of dutiful obligations and hard labor. The 
more morbid whisper that the lost villagers traveled there 

to end their lives in peace. The Elders, however, proclaim that the Forest 
somehow drew them there. No one has ever returned to reveal the truth. 

The Village has bigger problems, though. A virulent plague has begun 
to decimate their village. A group of selfless townsfolk has set forth on a 
journey to find the cure deep within the Forsaken Forest. 

Their story begins in the dead of night, on the first eve that the group has 
set up camp within the Forsaken Forest. A villager is drawn, seemingly 
dragged, deep into the woods by an unseen force, far away from the 
brightly lit settlement and cheerful campfire of the group. Something has 
enchanted him and taken control of his mind. It has snatched his humanity 
from him, and replaced it with something far more sinister. Something not 
of this world. 

Another villager follows in his footsteps, hoping to persuade his forlorn 
compatriot to return to camp, but he too is corrupted by the darkness that 
seems to permeate the woods. They have become the “Forsaken” - the 
mindless playthings of the Forsaken Forest, who will stop at nothing until 
they lead the group to their demise. 

Dawn breaks and the freshly defiled Forsaken are the first to wake, in fact, 
they never slept in the first place. The Villagers are optimistic and excited 
to begin their journey. Little do they know, the men among them do not 
have the same aspirations. 

Only time will tell if the Villagers can uncover the evil plot against them 
and save their people, or if the Forsaken will be victorious, and trap them in 
the Forsaken Forest for all eternity. 

The Legend
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The Teams

The Villager Team

The Commonfolk

The Commonfolk are seekers of truth. 

The only information they start the game with is their own identity. 
Commonfolk win the game by either navigating to the Village, or killing 
each and every Forsaken in the group.

The Commonfolk’s goal is to determine the true nature of, not only those 
they travel with, but the land itself. They trust no one. In their eyes, 
everyone is a Forsaken until proven innocent. The Commonfolk consider 
each Destination a trap until they’ve peeked at it with their own eyes.   

The Commonfolk’s lives are fragile, but somewhat expendable. They are 
not only in danger of being killed by the Forsaken, but by being attacked 
by the Forest itself. Their advantage lies in numbers, as the Villager 
Team greatly outnumbers that of the Forsaken.

Commonfolk Villagers have no special powers. 

While there are multiple different roles in Forsaken Forest, there are 
only two teams - the Villager Team and the Forsaken Team. A player’s 
Team Affiliation stays with them throughout the entire game. One may 
openly state (or lie about) what role they have, or what team they’re on, 
however they may never physically reveal their Role Card unless a card 
allows another player to Peek at it. Players do NOT announce their Team 
Affiliation or Role when they die. The Villager Team may not know how 
many Forsaken are actually left in the game, until they win . If all of the 
Forsaken die, they should immediately notify the Villagers of their victory. 

The Chosen

While a majority of Villagers have no special abilities, some Villagers 
start the game with a special power that provides an advantage for the 
Villager Team for the span of the game. They are The Chosen.

The Navigator 

The Navigator is the keep of all maps, compasses and binoculars 
for the group. 

He starts the game with the knowledge of the identity of the face-down 
Destination of his choice. Additionally, each subsequent Night, he 
awakens to peek at another Destination. 

The Navigator’s goal is to use his secret knowledge to determine who 
the Forsaken are, and where they are trying to lead the group. The 
Forsaken don’t know which Destination he chose to peek at, so he has 
the distinct advantage of knowing where other players are potentially 
trying to lead the group. If he’s lucky enough to discover the Village or 
the Void, then he has a huge advantage, and simply needs to convince 
the group in order to reap the benefits. The Navigator wins the game in 
the same fashion as the Commonfolk. 

The Navigator’s life is extremely valuable, and should be guarded at 
any cost. The longer the game goes, the more useful his powers become. 
The Forsaken will go to great lengths to kill the Navigator should they 
discover his identity. 

The Oracle

The Oracle is the soul reader of the group. 

The Oracle awakens on Night Two and onward to use her psychic abilities 
to learn the true identity of one of her fellow Travelers. Each Night, she is 
able to Peek at the Role Card of the player of her choice. 

The Oracle’s goal is to survive long enough to use her special ability 
and then use that secret knowledge to determine who the Forsaken are, 
and where they are trying to lead the group. The Forsaken won’t  know 
which player she chooses to peek at, so she has the distinct advantage of 
knowing how other players interact with the players that she peeked at. If 
she’s lucky enough to discover a Forsaken, then she has a huge advantage, 
and simply needs to convince the group in order to reap the benefits. The 
Oracle wins the game in the same fashion as the Commonfolk. 

The Oracle’s life is extremely valuable, and should be guarded at any cost 
the The longer the game goes, the more useful his powers become. The 
Forsaken will go to great lengths to kill the Oracle before she has a chance 
to use her powers. 
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The Forsaken Team

The Forsaken

The Forsaken are purveyors of lies and misdirection. 

They start the game by waking up to see who their Forsaken teammates are. 
Together, the Forsaken secretly place each Destination Card face-down in 
the Destination Slot of their choice. 

Of the eight Destinations in the Forsaken Forest, only one leads to darkness
- The Void, where the Forest draws its dark power, and stores its seemingly
endless supply of stolen souls. From Night Two and onward, the Forsaken 
awaken to secretly sacrifice the Villager of their choice in order to appease 
the Forest.

The Forsaken’s goal is to muddle and mask the truth of their identity and 
the destinations  they’re heading towards. They have all of the information 
before the game starts - the identity of their fellow Forsaken, as well as the 
location of each face-down Destination Card, but they won’t make that 
apparent. It’s human to make mistakes, and while making enemies is unwise, 
it’s necessary for them to convey their suspicion of others, even though they 
know those they accuse are innocent.

The Forsaken win the game by either navigating to the Void, or when the ratio 
of Forsaken to Villager Team players is 1:1 or better in favor of the Forsaken. 

The Forsaken’s lives are durable and extremely valuable. They have a huge 
advantage in terms of information. The Forsaken’s compatriots know their 
identity and will go to great lengths to defend them. Their greatest weakness 
is their numbers, which are small in comparison to that of the Villagers. 

The Coward

The Coward is a villager who just happened to stumble upon 
the Forsaken’s Night ritual on his way back to camp. He is not 
corrupted by the Forest, but having seen with his own eyes the 
horrors that await him, he has vowed his allegiance to the Forest in 
return for his life. 

The Coward starts the game with the knowledge of which players are 
Forsaken. After the Forsaken awaken to confirm their identities with one 
another, and place the Destination Cards face-down on the board, they close 
their eyes and raise a hand, and the Coward awakens to see who they are. 
The Forsaken do not know who the Coward is. 

The Coward wins the game if the Forsaken team wins, but he, himself, is not 
a Forsaken. Thus, he does not wake up during Night Two and on to sacrifice 
a Villager with the Forsaken. 

The Coward role plays much like that of a Forsaken. His goal is to mislead 
the Villagers and cause chaos, but he doesn’t know where the Void is, so he 
must follow the lead of the Forsaken, who may not even know his identity. 

The group begins the game in the center of the Forsaken Forest. Luckily, 
the explorers have simplified the Forest landscape into a thirteen-by-
thirteen square map (the game board). Traveling is essential to progressing 
the game for the Villagers, because if they simply stayed still, the Forest 
would eventually eat them alive, or Night would descend and the Forsaken 
would steadily sacrifice them all in the name of the Forest. 

Each individual square on the game board is referred to as a Territory. 
Each Team’s goal is to join forces in navigating from Territory to Territory 
in order to make it to their veiled Destination. 

There are multiple different cards that allow the group to navigate through 
the forest. These are called Navigation cards, and they can be found in the 
Travelers Deck. Wander progresses the group one unexplored territory 
in the direction of the card player’s choice, as long as it connects to a 
Territory that has already been navigated to. 
 
The group’s progress in the forest is marked by Path Tokens. When one 
plays Wander, it represents their character leading the group through the 
forest, forging a path through unexplored territory. They are leading the 
whole group with them, not just traveling alone. 

The act of putting a Path Token down is referred to as Forging a Path. 
When a card says “Forge a Path,” it means a player should announce an 
unexplored territory that connects to either the center of the forest, or an 
existing Path Token, and then place a Path Token down to represent that 
they explored this territory. Any Path Token which has ever been played is 
fair game to connect to, not just the last one placed down.

At the start of the game, each player chooses a Path Token color to 
represent the paths they lead the group in Forging, so that the group can 
look back and check who lead them where. If it turns out that a player lead 
the group towards the Void, it certainly doesn’t bode well for them.     

Through teamwork, or trickery, each team’s goal is to join forces to forge a 
network of paths that leads them to freedom ... or darkness.

Territories and Forging Paths
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Excavation Site

Starting PointDestination

The Destinations are the territories signified by the red border on the out 
edge of the game board. The goal of both teams is to navigate to their 
Destination before the other team does. When a player Forges a Path on 
one of these squares, they flip over the face-down Destination Card that was 
placed on that Destination Slot by the Forsaken during set-up, and face the 
consequences. Each of these Destinations is equidistant from the center of 
the Forest (six squares), but they are not equidistant from one another. Be 
careful, for if the group gets too close to The Void, the Forsaken may drag 
the Villagers there against their will. 

If even one player navigates to the Village, or the Void, then the game ends 
immediately. Each player’s navigation has consequences for everyone, not 
just themselves. 

The Village 
The Village is the homeland that the Villagers so desperately seek to 
return to. In leading the group here, the Villagers save their Village 
from plague, break the spell of the Forest over the Forsaken in their 
group, and escape the Forest with their lives. If any player navigates 
here, the Villager Team wins the game. 

The Void 
The Void is the source of the Forest’s power. It is a mysterious and 
massive cesspool of immeasurable despair, carnage, and thousands 
of trapped souls. In leading the group here, the Forsaken trap the 
Villagers’ souls in the Forest for all eternity. If any player navigates 
here, the Forsaken Team wins the game. 

The Dead Ends
If any player navigates to a Dead End, nothing happens, and the 
group is still safe, but players must continue to navigate in search of 
their desired Destination. Time is a finite resource, and wasting it can 
prove to be deadly. 

The Forsaken Forest will try, through any means necessary, to 
keep the group trapped inside of it for as long as possible. These 
Destinations represent natural barricades that the Forest has veiled in 
order to keep the Villagers guessing. 

Excavation Sites
In addition to the Destinations, there are eight additional territories 
on the Game Board that the group may navigate to. 

The Excavation Sites are the territories with a with a gold border, 
which are evenly dispersed between each Destination on the outer 
edge of the Game Board. The group must go out their way to travel 
to these, but there are valuable rewards to those who dare tread here. 
If any player navigates to an Excavation Site, they flip the top card of 
the Artifact Deck to see what they’ve found. 

Although the treasures found in these locations are immensely 
powerful, be aware that time is valuable, and going out of the way 
may cost the group in the long run. If a player is unsure of what to 
do, and needs some time to figure things out, the Excavation Sites 
are a great way to bide one’s time and gain more information before 
making any rash decisions.

The Destinations
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The Decks
Travelers Deck
The Travelers Deck is both teams’ resource for advancing their game plan. 
It is full of weapons, discoveries, betrayals, magical spells, and navigation 
cards which can aid players in progressing through the Forest, sabotaging 
those they distrust, fighting off the evils of the Forest, and uncovering the 
true identities of other players and the hidden destinations. 

There is one unified Travelers Deck that each player draws from. Players are 
free to split this deck into smaller piles and pass them around the table so each 
player can easily draw each turn. Each player begins Day One by drawing 
three cards from the Travelers deck. There is no maximum hand size.

The Gallows
The Gallows is where a player is sent when they are under heavy suspicion from one or more 
players. Should a player fail to convince the group when defending their case on the Gallows, they 
could be eliminated from the game. 

When on the Gallows, a player’s goal should be to not only convey why they’re innocent, but also 
provide evidence as to why, along with convincing testimony. As soon as a player is placed on the 
Gallows, they become the Accused, and no one may speak except for them, unless they are called 
upon by the Accused. The group can ask the Accused up to the three questions (one per person). 

After the Accused is satisfied with their defense and has answered all the questions they wish to 
answer, the group, including the Accused, votes simultaneously to indicate whether they want the 
Accused to live or die. Voting is accomplished by simply putting a thumb up (to signify life) or 
putting a thumb down (to signify death). If the number of thumbs down outnumbers the number of 
thumbs up, then the Accused has been Lynched and is on Death’s Doorstep. If thumbs up wins, or 
it’s a tie, then the day continues and the Accused lives.      

Slow Actions 
Slow Action cards may only be played on a player’s own turn, during their 
Action Phase. 

Fast Actions
Fast Action cards may be played at any time, and on any turn. Fast Actions 
do not deplete a player’s allotted action on their own turn if played on 
someone else’s turn. 

(Players are allotted one action on each other player’s turn, as well as one 
on their own turn.)

Resistance
Resistance cards Forbid or Destroy troublesome cards. Forbid is an 
important keyword - when a card is Forbade, it is placed in the discard pile, 
and it’s effect is negated. Similarly, when a card is Destroyed, it is placed in 
the Discard Pile, or removed from the game board. 

Discovery 
Discovery cards allow players to make exciting findings about hidden cards, 
such as Role Cards, and Destination Cards. They use the term Peek to 
describe the action of secretly looking at a card. 

Weapon
Weapon cards allow players to assassinate those they distrust, through the 
use of guns, bombs, and other dangerous tools.

Alliance
Alliance cards allow players to share cards and information with one 
another in order to form a potentially life-saving partnership. 

Travelers Deck Sub-Types

Betrayal
Betrayal cards allow players to sabotage and deplete the resources of 
players they distrust, or simply need to throw off.

Navigation
Navigation cards allow players to Forge Paths and guide the group through 
the Forest.

Revival
Revival cards allow players to save those who have been critically injured 
(See “Death and Revival”). They use the term Revive to describe the action 
of saving someone who is on Death’s Doorstep.

Suspicion
Suspicion cards allow players to accuse a player of being a Forsaken. They 
specifically refer to the Gallows – where suspicious players must plead their 
innocence or face the wrath of the group (See “The Gallows”).

Insight
Insight cards allow players to draw extra cards from the Travelers Deck 
and learn disturbing truths about the woods. The more they study, the more 
is revealed about the sinister truth of the Forest. 
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Forest Deck
The Forest itself acts as a player of its own. The Forest deck is not to be 
used by any player, instead, it is flipped at the end of each Turn Cycle (after 
six turns have been taken) to signify the Forest taking an Action. 

The Forest Deck is full of perilous traps, curses, disasters, and evil 
creatures which want nothing more than to sabotage the group and to 
see them trapped in the depths of the Forsaken Forest for all eternity. 
The Forest Deck represents the Forsaken Forest’s attempts to stymie 
the group’s progress, and ultimately kill all of them. It doesn’t care 
whom it sabotages, or even kills, for it even sees its legion of Forsaken as 
expendable servants. 

The Forest is stacked against the Villagers. Every second they stay 
trapped within it, the chances that something deadly comes out of the 
Forest Deck increases. 

Night Two
Night Two of the game is brought upon when a Darkness Card goes unimpeded. 

During Night Two and each additional Night, (not to be confused with 
Night One, or the Set-Up stage of the game) the Forest wills the Forsaken to 
awaken and sacrifice a Villager of their choosing, in its name. This sacrifice is 
marked by the “Death’s Doorstep” token. 

Special roles, such as the Navigator, and the Oracle also awaken during Night 
to perform utilize their special abilities. 

Artifact Deck
The Artifact Deck is full of enticing items and hidden opportunities 
that would sway even the most steadfast traveler off of their course. 
When the group lands on an Excavation Site, the territories signified 
by a gold border, they trigger a Discovery and flip the top card of 
the Artifact Deck. The type of Artifact revealed determines what 
happens next.  

The Artifact deck represents the buried treasures and long-lost 
items that were abandoned within the Forest by Travelers over 
the years.

Artifact Deck Sub-Types

Curses
Curse cards, stay in play indefinitely, or until certain conditions are met. 
They afflict either a single player, or the whole group with a pernicious effect. 

Disasters
Disaster cards, have a devastating, one-time effect on either a random 
player, or the whole group. 

Darkness
Darkness cards cause Night to descend upon the group. 

Finder’s Action
A Finder’s Action card belongs to the player who Forged a Path 
to the Excavation Site. The card stays face up in front of the 
finder and may be used as a Fast Action, meaning it does still cost 
an Action to play. Finder’s Action cards are one-time use, unless 
stated otherwise. 

Group Action
A Group Action is an Artifact card that benefits each player 
equally when discovered. 

Forest Deck Sub-Types

The Discard Pile
Whenever a card is played and it fulfills its effect, it is placed 
in the Discard Pile.

There are two separate Discard Piles for Travelers Deck/Artifact 
Cards and the Forest Deck Cards. When an Artifact Card fulfills 
its effect, it goes into the Travelers Discard Pile, just like a 
Travelers Deck card would.

When a player plays a card that returns a card from the Discard 
Pile to their hand, they may only return cards from the Travelers 
Discard Pile. 
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The Forest’s Turn
The last turn of the Turn Cycle belongs to the Forest. This occurs after the 
players in the group have taken six turns in any given Turn Cycle. 

During the Forest Turn, the group must flip the top card of the Forest Deck 
into play and face the consequences of its effect. Players may respond to a 
Forest Card like they would another card played by a regular player.

Random effects from the Forest should be chosen in a truly random fashion, 
such as a dice roll.

The Forest’s turn is the last turn of the Turn Cycle, so cards that refer to the 
end of the Turn Cycle mean after the Forest has taken its action.  

The end of the Turn Cycle does not necessarily mean that the group will go 
to Night. Unless the Forest flips an Encroaching Darkness, the next Day/
Turn Cycle will begin after the Forest takes its turn. If the Villagers are 
lucky, they may experience multiple uninterrupted days in a row without 
going to Night. 

Each Turn Cycle, which equates to a day within the Forest, consists of six 
individual player turns. When Day One begins, a player is selected at random 
to go first, and the Turn Cycle continues clockwise from that player. 

Players should keep track of their place in the Turn Cycle with the numbered 
circles on the Game Board. Simply move the day-tracker up one each time a 
player takes a turn in the cycle.  

When there are more or less than six players in the game, some players may 
get less or more than one turn per Turn Cycle. One may still contribute 
to the game and carefully observe the actions of other players on other 
player’s turns. 

It’s less important that any individual player take an action, than the group 
makes the correct decisions as a whole. 

Action Limitations
An Action is the act of playing any one card from your hand.

Each player is allotted one action on each turn within the Turn Cycle. When 
one plays a card, whether it be on their own turn, another player’s turn, or 
even during the Forest’s turn, it counts as one action. It’s perfectly acceptable 
to play a Slow Action on one’s own turn, and then a Fast Action on the next 
player’s turn, and then another fast action on the next player’s turn. Fast 
Actions are extremely useful for this reason, and should generally be reserved 
for other players’ turns. 

Even if a player takes no actions on their turn, that turn still counts towards 
the Turn Cycle.

The Turn Cycle and Actions 
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When a player plays a Slow Action, or the Forest plays a card, each other player 
has the potential to respond with a Fast Action card of their own. Forsaken 
Forest rewards those players who think on their feet and formulate a plan of 
action ahead of time, for Priority is rewarded to the player who reacts first. 

When a Slow Action or Forest card is played, the first player to announce 
that they wish to respond gets to play a Fast Action from their hand. That 
Fast Action resolves immediately, unless another player can play a card that 
specifically interacts with their card, such as a Resistance Card. 

Fast Action cards cannot be responded to with another Fast Action card, unless 
the response specifically interacts with that card. For example, if a player plays 
a Backstab on another player, that player cannot respond by playing Shot in 
the Dark on that player, but they may play a Deny Fate on the Backstab. 

(In the case that a player does want to respond with a Resistance Card, it is once 
again the first player to announce a response which gets to play their card.)

After the first Fast Action response has resolved, if any other player wants to 
respond to the original card, once again, the first player to announce a response 
gets first shot at playing their card.  

When no one else wishes to respond to the original card, it finally resolves. 

In the case that a player is targeted with a Weapon Card, the person who was 
targeted cannot respond. Weapons take effect immediately, leaving the target on 
Death’s Doorstep and unable to respond.

Death and Revival

Death 

Death’s Doorstep is the term for when a player has been critically injured. This 
can happen in one of four different ways:

Through the use of a Weapon card.
Through being Lynched with a Suspicion card. 
Through being targeted by a Forest card (Disaster or Curse).
Through being sacrificed by the Forsaken at Night.

If a player is on Death’s Doorstep, they can no longer speak. They are dying, and 
cannot sway their compatriots with any last words, or last minute information. 

If no one responds by taking an action to save a player on Death’s Doorstep, then 
they are truly dead, and must swiftly exit the game. They are unable to speak 
about the current game, but may certainly watch and moderate. 

Death is never final until each player verifies that they have no response. 

Revival
Some cards use the keyword Revive. Players who are on Death’s Doorstep 
can be saved from death with cards that use this keyword. For instance, if the 
group wakes up from the Night to find that a player has been sacrificed by the 
Forsaken, that player is on Death’s Doorstep. Any player may play a card that 
Revives, such as Miraculous Revival, in order to save them. 

Should a player be Revived, they continue the game like nothing ever 
happened. If a player is on Death’s Doorstep and no one chooses to save them 
then they are truly dead and can no longer be Revived. 

Priority
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Role Distribution

The Distribution of Villagers to Forsaken is instrumental in shaping how a 
game plays out, and, of course, the advantage, or lack thereof, that one team 
has over another. 

The distribution of Villagers to Forsaken changes based on the number of 
players in the group. Medium Difficulty is suggested for the most fair and 
interactive games. 

Adding the Chosen complicates the distribution, but in general, they should be 
viewed as being worth two Commonfolk. The Coward should be viewed as being 
worth one half of a Forsaken. 

Role Distribution (With Special Roles):

Role Distribution (With no Special Roles):

Total Players 4 5 5 6 7 8 8 9 10 11 11 12 12

Forsaken 1 1 2 2 2 2 3 3 3 3 4 3 4

Commonfolk 3 4 3 4 5 6 5 6 7 8 7 9 8

Villager Difficulty M E H H M M H M M M H M H

Total Players 5 5 5 6 6 6 6 7 7 7 7 7

Forsaken 1 1 2 1 1 2 2 1 1 2 2 2

Coward 1 1 0 1 1 0 0 1 1 0 0 1

Commonfolk 3 2 2 4 3 3 2 5 4 4 3 2

Chosen 0 1 1 0 1 1 2 0 1 1 2 2

Villager Difficulty H M H M E M E E E E E H

Total Players 8 8 8 8 8 9 9 9 9 9 9 10

Forsaken 2 2 2 2 2 2 2 2 2 3 3 2

Coward 1 1 0 0 1 1 1 1 0 0 0 1

Commonfolk 5 4 4 5 3 6 5 4 5 5 4 7

Chosen 0 1 2 1 2 0 1 2 2 1 2 0

Villager Difficulty H H E E M H M E E H M M

Total Players 10 10 10 10 10 11 11 11 11 11 11 12

Forsaken 2 2 3 3 3 2 2 2 3 3 3 3

Coward 1 1 1 0 0 1 1 1 1 0 0 1

Commonfolk 6 5 4 6 5 8 7 6 5 7 6 8

Chosen 1 2 2 1 2 0 1 2 2 1 2 0

Villager Difficulty E E H M E E E E M E E M

Total Players 12 12 12 12 12 12

Forsaken 3 3 4 4 4 4

Coward 1 1 1 0 0 1

Commonfolk 7 6 5 7 6 6

Chosen 1 2 2 1 2 1

Villager Difficulty M M H H M H
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First, determine your Role Distribution. Once your distribution is decided, 
take the Roles Cards, shuffle them together, and deal one out, face-down, to 
each player. Each player must then carefully look at their card, so as to not 
reveal it to anyone else (if this happens you should re-deal) and memorize 
their Role. When each player is done looking at their Role Card, they 
must not shuffle them back together. Your card must stay with you for the 
duration of the game. Keep it safely in front of you - someone may peek at 
your Role Card later on. In addition to the Role Cards, you should have the 
Destination Cards ready to be placed in the Destination Slots.

Night One
After the Role Cards are dealt out and each player has internalized what 
role they have, it is time to go to Night One. During Night One, those 
players with a Forsaken Role Card wake up to see who their teammates are. 
During this process, they also have the 30 seconds to place the Destination 
Cards face-down, as a team, in the Destination Slots of their choice. 

During Night One, some of the Chosen also wake up to perform their 
special abilities. 

Commonfolk are completely in the dark for now. They know only their own 
role as the game begins, but may get some guidance as the game progresses.

Overview of Night One Moderation with No Special Roles:

To start the action, the group must choose a Moderator at random to 
moderate the first Night of the game. As the game continues, the Moderator 
role may transfer to another player, or someone who has died. The 
Moderator chosen may, in fact, be a Special Role or a Forsaken, and in the 
case that they are, they must take care to moderate impartially, and not give 
away any information.

Game Setup

Everybody, close your eyes. 

Everybody, close your eyes. 

Forsaken, go back to sleep.

Forsaken, raise one hand up into the air so the Coward can identify you.

Coward, wake up and memorize the identities of the Forsaken (10 seconds).

Coward, close your eyes. Forsaken, put your hands down. 

Navigator, go back to sleep.

Everybody, wake up. It is now Day One.

Navigator, wake up to peek at the face-down Destination Card of your 
choice (15 seconds).

The following are the steps that the Moderator must announce to the group 
during Night One with no special roles:

The following are the steps that the Moderator must announce to the group 
during Night One with special roles:

Forsaken, wake up to see who your partners are, and, as a team, place the Destination 
Cards, face-down, in the Destination Slots of your choosing (30 seconds).

Overview of Night One Moderation with Special Roles:

The order of the Roles on Night One with special roles is as follows: 
The Forsaken, The Coward, The Navigator.

Forsaken, go back to sleep. 

Everybody, wake up. It is now Day One.

Forsaken, wake up to see who your partners are, and, as a team, place the 
Destinations, face-down, in the Destination Slots of your choosing 
(30 seconds).
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Day One and the Phases of the Day
When the group wakes up from Night One, it is officially Day One of 
the game. Randomly select a player to go first. That player starts the 
Turn Cycle. Each player starts the game by drawing three cards from the 
Travelers Deck. The first thing a player does on the start of their turn 
is draw a card from the Travelers Deck, thus the first player of the Turn 
Cycle draws a card for his turn and starts off the action in Day One. The 
Turn Cycle continues clockwise from that player.

Foraging
Because players sometimes accumulate too many redundant Wander cards 
in their hands, they can convert them to a new card through Foraging. 
Once, on a player’s own turn, they may discard two Wanders to draw a 
card from the Travelers Deck. This does not count as an Action, so they 
may take an action on their turn and then decide if they wish to Forage, or 
Forage and then play an action afterwards.

Night Two

Overview of Night Two Moderation

When a Darkness card causes the group to go to Night, a player must once 
again be chosen to be the Moderator. If someone has died in the game, they 
should now moderate. 

The following are the steps that the Moderator must announce to the group 
during Night Two:

The Phases of a player’s turn are:

Draw Phase - Draw a card from the Travelers Deck. Players may play Fast 
Actions after you draw your card, but before you can play a Slow Action.

Action Phase - Players may take a Slow Action, or a Fast Action, Forage, 
and talk/strategize with the group (in no particular order).

Fast Action Phase - The last chance for other players to play Fast Actions 
within your turn. 

Forsaken, wake up and place the Death’s Doorstep token in front of the player of 
your choice (15 seconds).

If the you’re not playing with the Navigator or Oracle, simply skip those steps. 

Navigator, wake up and peek at the face-down Destination of your choice 
(15 seconds).

Oracle, wake up and peek at the face-down Destination of your choice 
(15 seconds).

Everybody, wake up. It is now Day Two.

Navigator, go back to sleep. 

Oracle, go back to sleep. 

Forsaken, go back to sleep.
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Night One
The Forsaken see who their teammates 
are, and place Destinations face-down in 
the Destination Slots of their choosing. 
The Coward awakens to see the identity 
of the Forsaken. The Oracle and the 
Navigator Peek at a face-down Role/
Destination Card.

Day One
Each player draws three cards from the 
Travelers Deck.

Six Player Turns and one Forest Turn.

Repeat the Day Cycle until Encroaching 
Darkness brings Night upon the group.

Night Two
The Chosen once again use their special 
abilities. The Forsaken mark a Villager 
for Death. 

Day Two
The group wakes up to discover which 
player has been sacrificed during the night. 
Each player has a chance to respond.

Six Player Turns and one Forest Turn.

Repeat the Day Cycle until Encroaching 
Darkness brings Night upon the group again.

Night Three
The Chosen once again use their special 
abilities. The Forsaken mark a Villager 
for Death. 

Day Three
The group wakes up to discover which 
player has been sacrificed during the night. 
Each player has a chance to respond.

Six Player Turns and one Forest Turn.

Repeat until a Team is victorious!

Victory Conditions
The Villager Team:

Victory Condition #1:  Kill each and every Forsaken. If all of the 
Forsaken die, through any means, the game ends and the Villager 

Team wins. When all of the Forsaken are dead, they should 
immediately notify the remaining Villagers that the Villager 
Team has won. (The Coward does not count as a Forsaken)

Victory Condition #2: Navigate to the “Village” Destination 
Slot. If any player successfully navigates the group to the Village, 

no matter how many Forsaken remain, the game ends, and the 
Villager Team wins.

The Forsaken Team:
Victory Condition #1:  If the ratio of Forsaken to Villager 

Team players is 1:1 or higher in favor of the Forsaken, then the 
Forsaken win. 

For example, If there are two Villagers and two Forsaken players 
left in the game, the Forsaken should notify the Villagers that the 

Forsaken Team has won the game.

Victory Condition #2: Navigate to “The Void” Destination 
Slot. If any player successfully navigates the group to The Void, 

no matter how many Villagers remain, the game ends and the 
Forsaken team wins.

Phases of the Game

27
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A variant of the game involves randomly determining which special roles 
are included in the game. 

This can be accomplished by shuffling the Commonfolk Role Cards and 
the Special Role Cards into a single pile, and choosing X of them, where X 
is the number of players you are playing with, minus the suggested number 
of Forsaken Role Cards. Then take the random Villager pile and shuffle it 
together with the Forsaken Role Cards and deal them out. This way, no one 
will know for sure what roles are in the game, or if you’re telling the truth 
when you say you’re a special role.

Alternate Gameplay
The use of group-voting in making decisions, no matter how small, is one that 
9/10 ethereal visitors suggest to increase your survival rate. Voting gives you the 
opportunity to catalog how people acted through various stages of the game. You 
never know how a random vote could reflect upon them later in the game when more 
information is available. Voting also gives you a better idea of the group dynamic. 
Polarized opinions are great for extracting inferences and deductions.

Tips and Tricks

Another variant of the game is to reveal your Team Affiliation when you 
die. This heavily favors the Villagers, because a lot of information is gained 
when a player who has formed a personal alliance dies and then reveals 
that they were a Forsaken - it almost outs their Forsaken compatriot on the 
spot. Not only do the Villagers have much more information about personal 
interactions, but they have a much better idea of how close they are to 
losing, or winning the game. 

Never, ever physically reveal your Role Card or the cards in your hand. This 
information is not public, and must be earned with Discovery cards.

You can certainly tell everyone what you plan to do on your turn (this is a nice 
strategy for the Forsaken to mislead the Villagers), but don’t accidentally play your 
card out of sequence. 

Lie, lie, lie! You can even lie as a Villager to throw off the Forsaken, or conceal 
valuable information from those who do not trust you. You may be killed if you get 
caught in the act though.

Give yourself as much space as possible to play and try to make it so the Forsaken’s 
movement during the Night is as unimpeded as possible. You wouldn’t want to give 
away any information, like who was moving in the Night. Ambient noise, or music 
is a great safeguard for hearing telling sounds during the Night. You should not use 
sounds heard in the night as part of your case against someone.

The Moderator must always continue to moderate for player roles even if they know 
that role/player is dead. The other group members may not know that information 
for a fact, and not announcing their game actions would give it away. The goal of the 
Moderator should be to be as impartial as possible, and announce the Night the same 
way each time, even if they wake up and must perform actions as they moderate.

There is strategy to where the Forsaken place the Destination Cards on Night One, 
as well as which Destinations you choose to navigate to as a result. Some strategies 
revolve around making the Village as close as possible to Void, so the Forsaken can 
easily detour the group as they attempt to navigate to victory. Other strategies revolve 
around making the Void as far as possible from the Village, because the Forsaken 
may immediately start traveling towards the Void, and want to make as little progress 
towards the Village as possible, in the case the Void is discovered. Villagers should keep 
all of this in mind when navigating.

As a Forsaken, it is not unheard of to throw your Forsaken partner under the bus. In 
fact, if your Forsaken compatriot is taking a ton of heat, it is often a wise strategy to 
attempt to kill them to gain some much-needed trust. 

Because the Forsaken do not know the identity of the Coward, it is very possible 
that they accidentally sacrifice, or kill him during the span of the game. There are 
many ways for the Coward to signal to the Forsaken that he knows who they are, but 
getting caught doing so would be disastrous. It very possible that a Villager could 
bluff being the Coward to throw off the Forsaken. 

28
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Gameplay Glossary
Action - The term for playing one card on 
any turn. 

Alliance Card - A Travelers Deck card 
that allows a player to form a partnership of 
sorts with another player, through sharing 
cards, or information (Marked by the 
Handshake symbol).

Artifact Card - A special reward for 
navigating to one of the eight Excavation Sites.

Betrayal Card - A Travelers Deck card 
that allows a player to sabotage, and deplete 
the resources of the players whom they distrust. 
(Marked by the Dagger symbol.)

The Chosen - Those Villagers who have 
been blessed with special abilities, which may be 
utilized during the Night. 

Commonfolk - Those Villagers with no 
special abilities. 

The Coward - This special role has 
allegiance to the Forsaken team, and wins if 
the Forsaken win the game. The Coward wakes 
up during the first night of the game to see the 
identities of the Forsaken. The Coward is on the 
Forsaken Team, but is not a Forsaken himself. 

Curse - A Forest Deck card that haunts the 
group with a nasty, long-lasting effect. 

Dead End - Six of eight Destinations are 
Dead Ends. If the group navigates to one, 
nothing happens. It is simply a waste of time, 
and resources to travel to a Dead End.

Death’s Doorstep - The term for when 
a player has been critically injured and will die 
unless revived. Players on Death’s Doorstep may 
not speak. (Noted by the Death’s Doorstep token)

Destination Card - The eight face-down 
cards on the edge of the Game Board, marked 
by a red border. Six are Dead Ends, the other 
two, the Void and the Village, end the game 
immediately if navigated to. 

Destination Slot - The Area where each 
face-down Destination Card is placed.

The Forsaken - Those whose souls have 
been claimed by the Forest. They make up 
a minority of the group, but they have an 
overwhelming information advantage. They 
win the game by navigating to the Void, or 
when the ratio of Forsaken to Villagers is 1:1 or 
better in favor of the Forsaken. 

The Gallows - This is where a player is 
sent when they carry heavy suspicion. Here, a 
player must plead their innocence and answer 
questions from the group to avoid being 
Lynched. 

Group Action - An Artifact Deck card that 
rewards the whole group when discovered.

Insight Card - A Travelers Deck card that 
allows a player to draw extra cards, or learn a 
sinister truth about the woods (Marked by the 
Book symbol).

Lynch - When a player pleads their case on 
the Gallows, they are under the threat of being 
Lynched. If a player is successfully Lynched, 
they are on Death’s Doorstep.

Mark for Death - The act of the Forsaken 
placing the Death’s Doorstep token in front 
of a player during the Night to represent their 
sacrificing of them in the name of the Forest. 

Navigation Card - A Travelers Deck card 
that allows a player to Forge Paths and guide 
the group through the Forest (Marked by the 
Compass symbol).

The Navigator - This Role can peek at 
face-down Destination Cards during the night. 
The Navigator wins if the Villager team wins 
the game.  

Night One- The Set-Up Stage of the game, 
where the Forsaken wake up to acknowledge 
their teammates and place the Destinations, 
face-down, in the Destination Slots of their 
choice. Other Roles, such as the Coward and 
Navigator also wake up to perform their special 
abilities. 

Night Two-  When Night descends, by 
means of a Darkness Card, the Forsaken wake 
up to sacrifice an innocent Villager of their 
choice. During the Night, the Chosen also have 
a chance to wake up and use their powers. 

The Oracle - This role can peek at face-
down Role Cards during the Night Two and 
on. The Oracle wins if the Villager team wins 
the game.  

Peek - When a card states that a player may 

Destroy - When a card states that a Card, or 
Path is “Destroyed”, it means that it is put into 
the Discard Pile, or simply removed from the 
Game Board, respectively. 

Die - When a player is on Death’s Doorstep 
and is not Revived.  

Disaster - A Forest Deck card that delivers 
a one-time, devastating effect on one person or 
the whole group. 

Discovery Card - A Travelers Deck card 
that allows a player to Peek at hidden cards 
(Marked by the Third-Eye symbol.)

Draw a Card - When a card states “draw a 
card,” it always means from the Travelers Deck. 

Excavation Site - The eight territories, 
signified by a gold border, which are between each 
Destination on the edge of the Board. When a 
player navigates to an Excavation site, they reveal 
a hidden treasure from the Artifact Deck. 

Fast Action - A Travelers Deck card that 
can be played at any time, on any player’s turn. 

Finder’s Action - An Artifact Deck card 
that rewards the player who navigated to the 
Excavation Site in which it was found.

Foraging - The act of discarding two Wander 
cards to draw a card from the Travelers Deck. 

Forbid - When a card states that a player 
may “Forbid” a card, it means that it negates all 
of the effects of the card and immediately places 
it in the Discard Pile. Only Resistance cards use 
this term. One may only Forbid a card as it is 
being played, not if it has already resolved, or is 
already in play.

Forest Deck - The deck used by the Forest 
to sabotage, delay, and even kill players, to 
keep them trapped in the woods for all eternity. 
It is full of perilous traps, curses, disasters, and 
evil creatures. After six player turns have been 
taken in a Turn Cycle, it is the Forest’s turn to 
play a card from the Forest Deck.

Forge a Path - The act of placing a Path 
Token down on a territory that connects to an 
existing Path Token, or the center of the Forest.
 

“Peek” at a card, it means that only that player 
can look at it. After one Peeks at a card, they are 
free to discuss with the group what they saw. They 
may lie, or tell the truth about what they saw. 

Resistance Card - A Travelers Deck card 
that allows a player to Forbid (place in the 
Discard Pile, with no effect) troublesome cards 
(Marked by the Fist symbol).

Revival Card - A Travelers Deck card that 
allows a player to Revive a player who is on 
Death’s Doorstep (Marked by the Ankh symbol).

Revive - The term for saving a player on 
Death’s Doorstep, who would otherwise die. 

Slow Action - A Travelers Deck card that 
can only be played on a player’s own turn, 
during their Action Phase. 

Special Role - Any Role Card that is not a 
Commonfolk, or a Forsaken.

Suspicion Card - A Travelers Deck card 
that allows a player to accuse a player of being 
a Forsaken and send them to the Gallows 
(Marked by the Noose symbol).

Team Affiliation - A player is either on the 
Villager team or the Forsaken team. A player’s 
Team Affiliation stays with them throughout 
the entire game. Commonfolk and the Chosen 
are on the Villager Team, and the Forsaken and 
the Coward are on the Forsaken Team.

Territory - Each distinct square on the 
game board.

Travelers Deck - The deck that all players 
draw from, and use throughout the game. 

The Village - The Destination that the 
Villagers aim to navigate to. 

Villagers - The innocent travelers who are 
desperately trying to save their home from 
plague. They win the game by navigating to the 
Village, or by killing all of the Forsaken. 

The Void - The Destination that the 
Forsaken aim to navigate to. 

Weapon Card - A Travelers Deck card 
that allows a player to assassinate someone that 
they distrust (Marked by the Gun symbol). 
If a player targets another player with a 
Weapon Card, they are immediately on Death’s 
Doorstep, and will die unless a player Revives 
them immediately. 




