You start knowing 3 players,
1 and only 1 of which is evil.

Investigator
You start knowing that 1 of 2 players
is a particular Minion.

Undertaker
Each might*, you learn which character
died by execution today.

Empath
Each night, you leam how many
of your 2 alive neighbours are avil,

Gambler
Each night*, choose a player & guess their character:
if yiou guess wrong, you die.

Village Idiot

Each might, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Exorcist

Each night*. choose a player (different 1o 1ast night):
the Demaon, if chosen, leams who you are

then doesn't wake tonight.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Sweetheart
When you die,
1 player 15 drunk fram now on.

Cerenovus w

Each night, choose a player & a good character:
they are "mad® they are this character tomarrow,
or might be executed.

Wizard

Once per game, choose to make a wish,
If granted, it might have a price &

leave a clue as to its nature,

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then bepomes
healthy,
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Moble

*Not the
first night

Lycanthrope “*3
Each night*, choose an alive player.
If good, they die & the Demon doesn't Kill fon

One good player registers as evil. ‘" u % _I:‘]
Nightwatchman B
Once per game, at night, choose a player: i 'ura "
they learn you are the Mightwatchman. e

E X -
Professor

Once per game, at night*, choose a dead playw
i they are a Townsfolk, they are resurrected, =« = 8

Alchemist -1
You have a Minion ability. o .
When using this, 4
the Storyteller may prompt you to choosa ﬂrHevmuy

Minstrel - i
When a Minion dies by execution, all other players: ©
(except Travellers) are drunk until dusk tomonmow.

Sage !
If the Deman kills you, -
you learn that it is 1 of 2 players, ¥

Mutant
If you are “mad* about being an Cutsider,
you might be executed.

Damsel L
All Minions know you are in play.

If & Minion publicly guesses you (once), 1
yaur team loses, =

Goblin " 4
If you publicly claim to be the Gaoblin ]
when nominated & are executed that day, P
your team wins. i s

Mastermind 1
If the Demon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their team loses,

Legion s
Each night*, a player might die. N
Executions fail if only evil voted.

You regrster as a Minion too, [Most players are I.edun] i

Lord Of Typhon f
Each night*, choose a player: they die.
[Evil characters are in a line. You are in the mlddh.
+1 Minion. -7 to +7 Outsiders]
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" Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs down. N
Replace these players’ good character tokens with these Minion takens and put these players ta sleep. -
Then, da the Minion Info and Demon Info steps as normal.

Check that all eyes are closed. Some Travellers & Fabled act.

Show the YOU ARE info token then the character token of a not-in-play Minian, Put the Alchemist to sleep. |
Mark the Alchemist with the IS THE ALCHEMIST token. @ Swap the Alchemist token with this Minion token.
Turn the Minian token upside-down, (This shaws they are still good.).

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Infa and Dermon Info steps as normal,

If there are 7 or more players, wake all Minions:
Show the THIS IS THE DEMON token. Foint to the Demaon.
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If there are 7 or more players, wake the Deman:
Shew the THESE ARE YOUR MINIONS taken. Paint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Place the FAUX PAW reminder @ next to a good player,

The Cerencvus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character token |

The Pukka chooses a player, @

Point to al three players marked KNOW.

Investigator |  Show the Minion character token. Point to bath the MINION and WRONG players.

Empath | Giea finger signal.

\’illage Idiot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Villags Idict to sleep. Repeat until all Village Idiots have acted,

If the Mightwatchman points at a player:

- Put the Mightwatchman to sleep.

Nightwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.

Mark the Nightwatchman with the NO ABILITY reminder token. &

Wake each Minion. Show the Damsel taken,

Dawn | Wait a few seconds. Call for eyes open.
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Gambler

Cerenovus

Exorcist

Pukka

Legion

Lord Of Typhon

Sweetheart

Sage

Empath

Village Idiot

Undertaker

Check that all eyes are closed. Some Travellers & Fabled act.

The Gambler chooses a player & a character, @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character mken !

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demon:
Wake the Deman. Shew the THIS CHARACTER SELECTED YOU & Exorcist tokens, Paint to the Exorcist,

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tonight.

The Fukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

You may decide a player that dies. (Once per living Legion) &

The Lord of Typhon chooses a player. @

The Professar might choose a dead player. @@

If the Sweatheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

Give a finger signal,

Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If a player was executed today, show their character token,

If the Mightwatchrman points at a player;
Put the Mightwatchman to sleep.
Wake the chosen plaver, show them the THIS CHARACTER SELECTED YOU irifo token & the Mightwatchrman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder taken, @

Wait a few seconds, Call for eyes open & immediately say who died,

R P — = ;Ummr-ﬂo




