The Resistance: Avalon (5p – 10p)

Object: Good must successfully pass 3/5 quests, while Evil must fail 3/5 quests.
Evil Reveal: Evil players identify each other.

Each round,
· Leader picks a team (can include himself)

· Everyone votes to accept or reject team.

· If the quest team is rejected, next player becomes new leader. Repeat procedure.

· If five teams rejected in a row, Evil wins.
· If majority accepts (tie counts as reject),  
· Each team member gets “Success” and “Fail” cards.

· Each member chooses a card and passes it face down to leader. 

· Leader shuffles and reveal.

· If ≥ 1 “Fail” cards, quest failed. Else, it succeeds. 

Note: For 7p – 10p, need ≥ 2 “Fail” cards to fail 4th quest.

Note: Good members must play “Success”.
· Next player becomes new leader.
Merlin and Assassin Variant
· Evil players put thumbs up after Evil Reveal. Merlin opens eyes to identify them. 
· In the end, if 3 quests succeed, Evil players discuss, without revealing any character cards and Assassin kills a player. If it is Merlin, Evil wins. Else, Good wins.

Optional Characters

1. Everyone: close eyes and extend fist.

2. Evil, except Oberon: open + close eyes.

3. Evil, except Mordred: thumbs up.

4. Merlin: open + close eyes.

5. Evil: thumbs down.

6. Merlin & Morgana: thumbs up.

7. Percival: open + close eyes.

8. Merlin & Morgana: thumbs down.

9. Everyone: open eyes.
Note: For 5p, if add Percival, add Morgana or Mordred.
Lady of the Lake & Loyalty Cards
· At the beginning, give Lady to player on Leader’s right.

· After 2nd, 3rd, and 4th quest, player with Lady chooses a player to examine. 

· Examined player shows true loyalty to player with Lady using the loyalty cards.

· Examined player then receives Lady.

· A player who has used Lady may not be examined.

· Lady will be used 3 times in the game.

Note: Lady should only be used for ≥ 7p.

	# Players:
	5
	6
	7
	8
	9
	10

	# Good
	3
	4
	4
	5
	6
	6

	# Evil
	2
	2
	3
	3
	3
	4

	# Members per quest

	# Players:
	5
	6
	7
	8
	9
	10

	Turn 1
	2
	2
	2
	3
	3
	3

	Turn 2
	3
	3
	3
	4
	4
	4

	Turn 3
	2
	4
	3
	4
	4
	4

	Turn 4
	3
	3
	4*
	5*
	5*
	5*

	Turn 5
	3
	4
	4
	5
	5
	5


* For 7p – 10p, need ≥ 2 “Fail” cards to fail 4th quest.

