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Chef
You start knowing how many pairs
of evil players there are.

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk.

Grandmother
You start knowing a good player & their character,
If the Deman kills them, you die too,

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

Acrobat

Each might*, choose a player:
if they are drunk ar poisoned,
you die,

Snake Charmer

Each night, chocse an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.
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Recluse
You might register as evil & as a Minion or Deman,
even if dead.

Golem

You may only nominate once per game.

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

Pit-Hag *

Each night*, choose a player

& a character they becorne (if not-in-play).

If a Demon is made, deaths tonight are arbitrary

Psvchopath

Each day, before nominations,

wou may publichy chooss a player: they die,

If executed, you only die if you lose rashambo
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Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then bepomes
healthy,
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Engineer
Once per game, at night,
choose which Minions or which Demon is in plz L 3-;' X
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Philosopher R
Once per game, at night, e
choose a good character: gain that ability. '

If this character is in play, they are drunk. NSRS
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Amnesiac

You do nat know what your ability is.
Each day, privately guess what it is: B
¥ou learn how accurate you are, e
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Farmer ja?

If you die at night, 'y
an alive good player becomes a Farmer. _'1.1

Minstrel " : :
When a Minion dies by execution, all other players e i
(except Travellers) are drunk until dusk tomomaw. = &

Sage .
If the Deman kills you, .
you learn that it is 1 of 2 players. L3

Magician '
The Deman thinks you are a Minion. Y
Minigns think you are a Deman,

Saint
If you die by execution,
your team loses.

Politician A
If you were fhe player rrmrmmmbieﬁx;-.mrmnmg
you change alignment & win,

even if dead. s

Wizard .
Once per game, choose to make a wish. )

If granted, it might have a price & B
leave a clue as to its nature. B e

(oblin

If you publicly claim to be the Gaoblin
when nominated & are exacuted that day,
your t2am wins.

Legion @ { ¥
Each night*, a player might die. ¥ .: 3
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. f hy
[Evil characters are in a line. You are in the mlddh.
+1 Minion. -7 to +7 Outsiders]
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1 The Kazali pu{nl:sataplayaranda nion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.
Put the Kazali to sleep,

Wake the appropriate number of players directly clockwizse and counter-clackwise fram the Lord of Typhan:
=~ Lord Tyuhon Show each of these players a unigue Minion token, and give a thumbs down.

Of YP Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.
Then, do the Minion Info and Demon Info steps as normal.

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Paisoners, Protectors, Killers, Infarmation

Phi]ﬂ&ﬂ]ﬂ'lﬂr The Philosopher might choose a character. If necessary, swap their character token. @

FE G Z e T i

If there are 7 or more players, instead of the normal Minicn Info and Demon Info steps, do the following:
% & Wake all Minions. Show the THIS 1S THE DEMON token, Paint to the Deman & the Magician,
MHEIC lan Put the Minions to sleep. Wake the Demon.

Show the THESE ARE YOUR MINIONS token. Point to al Minions &the Magician,

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not=in-play good character tokens.

Wake the appropriate number of players directly clockwise and counter-clackwise from the Lord of Typhon:
S Lord Of Tvphon Shiow each of these players a unigue Minion token, and give a thumbs dawn.

A P Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Infa and Deman Info steps as normal,

.y If there are 7 or more players, wake all Minions:
Minion Info Show the THIS IS THE DEMON token. Point to the Deman.

The Kazali points at a player and a Minion on the character sheet.
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleap,

9 " If there are 7 or more players, wake the Deman:
i Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Snake Charmer chooses a player. If they chose the Demon:

Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Snake Charmer Put the odd Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

If the Engineer points ta a Demon or Minians on their character sheet:
Swap all appropriate character tokens with new character tokens.
VWake each evil player that changed character, show the YOU ARE info token, then their new character token, Put them i
Mark the Enginear with the NO ABILITY reminder token. @

Engineer

Pulkka The Pukka chooses a player. @

Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.

Give a finger signal,

Point to the grandchild player & show their character token.

Wait a few.-seconds, Lall for eye
e s




