Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrary.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you l2am ancther
vil player tonight. [1 Toewnsfolk is evill

Pixie

You start knowing 1 in-play Townsfalk.

If you were mad that you were this character,
wou gain their ability when they die.

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

Balloonist

Each night, you learn a player

of a different character type than last night.
[+0 or +1 Outsider]

.‘“II!I.HI(L' Chﬂrmur

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & 15 then paisonad.

Recluse
You might register & evil & as a Minion or Derman,
even if dead.

Klutz
When vou leamn that you died, publicly choose
1 alive player: if they are evil, your team loses.

Pit-Hag

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

@

Yaggababble

Qjo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

i
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*Not the
first night

Fortune Teller
Each night, choose 2 players:
you learn if either is a Demon. I
There s a good player that registers 25 2 Demon (o you

Savant

Each day, you may visit the Storyteller
to learn two things in private;

1istrue & 1 is false.

Philosopher

Once per game, at night,

choose a good character: gain that ability,
If this character is in play, they are drunk, 5

Artist -.-._
Once per game, during the day,
privately ask the Storyteller any yesino queﬂm -1

Juggler e
On your 15t day, X
publicly guess up to 5 players' characlers, & &
That night, you learn how many you got corect,

Minstrel T
When a Minion dies by execution, all other players S8
(except Travellers) are drunk until dusk tomomow, S

Choirboy L
If the Deman kills the King, -
you learn which player is the Deman. '-’
[+ the King] S
Saint ',
If you die by execution,
yaur team loses. : i
#’u
Barber e

If you died today or tanight, the Deman may chooses
2 players (not another Demon) to swap characters, =8

Vizier .o T
All players know who you are. i
You can not die during the day. ',
If pood weted, you may choose 0 execute immedia

,

1~
Baron " LR
There are extra Outsiders in play. .: #
[+2 Outsiders] Hf
Vigormortis ¥
Each might*, choose a player: they die. 1i :"“.

Minions you kill keep their ability & paison 1 )
Townsfolk neighbor. [-1 Quisider] 888

Lord Of Typhon
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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The Philosopher might choose a character, If necessary, swap their character token, @
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Check that all eyes are closed. Some Travellers & Fabled act.

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.
Replace thess players’ good character tokens with these Minion tokens and put these players to sleep,
Then, da the Minion Info and Demon Info steps as normal.

Write a phrase down 3o that the Yaggababble can read it.
Show the Yaggababble the phrase,

[FEse. Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
: Lord Of Tvphon Show each of these players a unigue Minion token, and give a thumbs dawn,
G P Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Infa and Deman Infa steps as normal,

FE G Z e T i
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s vy If there are 7 or more players, wake all Minions:

.m Minion Info Show the THIS IS THE DEMON token. Point to the Deman.
&

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS taken, Paint to all Minians,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Snake Charmer chooses a plaver, If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer 1o sleep. Wake the ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizantally in either direction.

Show the Townsfolk character token marked MAD.

Give a finger signal.

. Point to a player (alive or dead).
Balloonist Place the SEEN token neat to the shown player. @

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down, Put them back to sleep,
Turn their token upside-down. (This shows they are evil.}
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shawn player, @

WWait a few seconds, Call for eyes open.

Vizier | Declare that the Vizier is in play, and which player it is,
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Check that all eyes are closed. Some Travellers & Fabled act.

Phi]ﬂﬁﬂphﬂl‘ The Philozopher might choose a character. If necessary, swap their character token. @

The Snake Charmer chooses a player, If they chose the Demon:
Show the YOU ARE & Deman tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep, Wake the old Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the targst. Show the YOU ARE token & their new character token.

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @

Vigormortis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

@ —~Z XmIO—=0

Ojo The Ojo paints ta a role, If a player has that rale, they die, @
If the role is out of play, the Storyteller chooses any number of players that die. @

The Loed of Typhon chooses a player. @

Assassin | The Assassin might choose a player. 8@

If the Barber died today or tanight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Deman chose 2 players, wake one at a time, Show the YOU ARE token & their new character token.

If the Townsiolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @

Choirboy If the Demon killed the King, wake the Chairboy, Point to the Deman player

Empath | Give a finger signal.

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. @

Balloonist

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

If the player with the SEEN token died today or fonight, paint to an evil player,
Move the SEEN token to the shown player. @

Juggler Give a finger signal.

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




