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You Cry Wolf!

Age: 12 or more
Number of players: 2-5
Play time: 20 minutes
Artwork: MIKI Touma

Game Design: Ginichirou Suzuki Dice design: chi-ha

Game overview

Picture a little hamlet in Europe, about one hundred years
ago.

It's evening. The children have climbed a hill at the out-
skirts of the hamlet to watch the cattle being brought back
from pasture.

“Look, | see 2 cows!”

someone shouts, and the others follow

“I see 10 sheep!”
“l see 3 sheepdogs!”
“Oops, | see 2 wolves following”

Wanting to brag about their sharp eyes, the numbers go
up.

“Actually, it's 20 sheep!”
“| see 22"

As the numbers climb unrealistically, suddenly someone
shouts
“You're lying! (You cry wolf)”

But is he lying? Really?

That is what this game is about.

Game information
The game is played on 2 to 5 players. With more special
dice, cups and chips, you can play any number of players.
The game lasts for about 20 minutes, but may end in just
5. If you have more time than that, you can track the victory
points and play several matches.

Preparations

Each player takes 5 chips in his colour, 6 special dice, 1
dice cup and 3 markers in his own colour.

All players roll their 6 dice, and the player who rolls most
wolves becomes the start player, and takes the start player
marker.

Flow of the game

All players put their dice in their respective cups and roll.
Each player keeps his dice under his cup, and tilts the cup so
that he only sees what the dice show. This is the animal that
you see.

The first player now takes one of his dice and puts it on
the board in the corresponding space (like, if the die shows

a cow, he places it in the cow space). Then he makes a
“claim”, like “l see 3 cows”, and places one of his markers on
the corresponding space on the board — if he claimed he saw
3 cows, he places his marker on number 3 on the cow row.

The claim must be at least 1 more than the current number
of dice for that animal. You can not put out a cow and then
claim “l see 1 cow”. You must claim seeing at least 2.

Turn then goes to the next player on the left, who takes
one of his dice, puts forward and makes a claim, and then it’s
the next player’s turn and so on.

However, you can actually make “mistakes” — When plac-
ing a Sheepdog, it may instead be placed as a Wolf — they al-
most look the same, and similarily, Wolves may be placed as
Sheepdogs. Also, Wolves may actually be placed as sheep.
Why, you ask? Well, you know that wolves sometimes go
clad in sheep’s clothing... However, once placed on the map
board, they are regarded as that type of animal and are not
counted as what they really are. A wolf placed as a sheep
remains a sheep for the whole round. And remember that
you must claim seeing at least 1 more than the number on
the map board. If there are already 15 sheep on the board (of
which any number may really be a wolf), you must claim to
see at least 16, and place your marker on that number. Mark-
ers beneath that number are of no meaning, so they return to
their owner.

This goes on until someone calls a lie: On your turn, if
you think someone is exaggerating, you point at that player
and call out “You cry wolf”. Or, if you prefer “There aren’t that
many sheep, you liar!”, or in any way that makes it clear who
you’re accusing and of what. At this point, everyone removes
their dice cups, and the remaining dice are put in their correct
position on the map board (any previous “mistakes” remain).

Now the animal is accounted for. Count the number of ani-
mals the accused was accused of exaggerating the number
of. However, when counting Wolves, you also count the
Sheepdogs. | mean, even if you see the difference when you
look closely, thinking a Sheepdog is a Wolf isn’t a lie —it's just
a mistake. Similarily, when counting Wolves, also count the
Sheepdogs. When counting Sheep, also count the Wolves.
Again why? you ask. Well... it's because when the sheep are
accounted for, ALL wolves go clad in sheep’s clothing!

Do note that any previous “mistakes” only count as the
animals they were mistaken for. For example, a wolf placed
as a sheep will NOT count as a wolf (or sheepdog). Only
wolves placed as wolves will count at a wolf, a sheepdog and
a sheep.

If there are fewer animals than the accused player’'s
marker indicates, then the accused has indeed lied (exag-
gerated), and must give to the accusing player as many
chips of his own colour as the difference between his claim
and the real number of animals. For example, is the claim is
20 sheep, and there are 16 sheep (of which any number may
be mistaken wolves) and 2 wolves (total of 18 “sheep”), the
accused player must pay 2 chips of his own.

If there are as many (or more) animals as the accused
player’s claim, he didn’t lie, and in that case the accusing
player must pay the penalty to the accused; as many chips
(of his own colour) as the number of animals exceeded the
claim plus one. Meaning, if the claim was 20 sheep and
there was 20 sheep, the accusing player pays 1 chip (0+1). If
there were 22 sheep, the accusing player pays 3 chips (2+1).

Note that the chips you pay always MUST be of your own
colour. If anyone runs out of own coloured chips, the game
ends (see below)

When that’s been resolved, everyone takes back his
markers and 6 dice and play another round. The player who
had to pay chips becomes the first player.

First player’s power

Once everyone has done his turn, and it’s the first player’s
turn again, and he doesn’t want to make a claim nor accuse
anyone, he can simply roll a spare die and add it to the
board. Like always, a sheepdog can be placed as a wolf, and
a wolf as a sheepdog or a sheep. (If there are no spare dice,
use the lowest sheep die instead.) The first player marker
then moves to the next player who takes his turn. However,
this special power can’t be used the very turn you’'ve become
the first player, you have to wait one whole lap around the
table. This special power is especially important when you're
playing 2 or 3 players.

Game end and victory conditions
If someone has to pay his last chip of his own colour, the

game ends (if he has to pay more than he has own chips left,
then he doesn’t pay what he can’t pay. However, the player
who should receive chips will still as having received them).
All players get 1 point per received chip (no points for your
own chips), and the player with the most points wins. In case
of a tie, the tied player who has most of his own chips left is
the winner.

Note that having all your own chips left don’t gain you any-
thing unless you've received other chips; you need to make
claims and call out in order to win.

Optional rule

When you’re playing with 4 or less players, the first player
rolls 6 spare dice that are open for the whole game. How-
ever, they’re not put on the map board until someone has
called out. This creates more possibilities for claim decisions
and is especially recommended if you play on 3 or 2 players.
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