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Steward
You start knowing
1 good player.

Shugenja

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

If equidistant, this info is arbitrary.

Balloonist

Each night, you learm a player

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

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Exorcist

Each night*. choose a player (different to last night):
the Deman, if chosen, leams who you are

then doesn't wake tonight.

Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Klutz
When you learn that you died, publicly choose
1 alive player: if they are evil, your team lases.

Mutant
If you are *mad" about being an Outsider,
you might be executed.
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Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Godfather

You start knowing which Qutsiders are in play.

If 1 died today, choose a player tonight: they die,
[-1 or +1 Outsider]
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Po

Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight,

Legion

Each night*, a player might die.

Executions fail if only evil voted.

Wou register as a Minion too, [Mest players are Legion]

& " *Not the

| first night

Philosopher
Once per game, at night,

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

Huntsman
Once per game, at night, choose a living player;
the Damsel, if chosen, becomes a notn-play Townsfolk.
[+the Damsel]

Farmer
If you die at night,
an alive good player becomes a Farmer.

Banshee

If the Deman kills you, all players leam this,
From now on, you may nominate twice per day 38
and vate twice per nomination.

Tea Lady s
If both your alive neighbors are good, i
they can't die. e

Fool
The first time you die, o A
you dont. <

Pacifist ]
Executed good players s
might not die, s i

Politician

If you were the player most responsibie for your t2am lcg'g,
yiou change alignment & win,

even If dead.

Damsel

All Minions know you are in play.

If & Minion publicly guesses you (once),
your team loses,

Pit-Hag ®. ¢ % .
Each night*, choose a player HET
& a character they become (if not-in-play). & 4§
If a Deman is made, deaths tonight are arbitrary, 5 8

Fearmonger S
Each night, choose a player: s
if you nominate & execute them, their team boses. i
All players know if you choose a new player, =

Lord Of Typhon

Each might*, choose a player: they die. B
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]

Al-Hadikhia
Each night*, you may choose 3 players (all players leam whol:
each silently chooses to live or die,

but if all live, all die,



B Sl e M A g A R T TR ¥ ¥rET - 1 -3
o RS o ; Bt

Dusk | 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 Typhan:
Lord Of Tvphon Show each of these p{ayers a unigue Minion tollcen, and gh:rela thumbs down.
IG P Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

Philosopher | The Philosopher might choose a character. If necessary, swap their character token. @

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS 1S THE DEMON token. Point to the Deman.

If there are 7 or mare players, wake the Deman:
Demon Info Shew 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 fokens,
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Godfather Show the character tokens of all in-play Qutsiders.

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

Mezephelﬂs Show a single word on a piece of paper, phone, or ather device,

If the Huntsman points to a player:
Put them to sleep. Mark them with the NG ABILITY token, &
If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsiolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Huntsman

Damsel | Wake each Minion, Show the Damssl taken,

Steward | Foint to the player marked KNOW. @

Point to a player (alive or dead).

Balloonist Place the SEEM token next to the shown player. @

Point your finger horizontally in the direction of the clesest evil player.

Shugenja : k- : . Eal e
If the two closest evil players are equidistant, peint your finger harizontally in either direction,

f‘ % 'Jil]age 1diot Wake ahg.r_'-.-'illage _Idicnt. they chooses a pl-_z-yer. I;i¢e a thurb@ up ar a thumbs down.
- Put that Villags Idict to sleep. Repeat until all Village Idiots have acted,

Dawn Wait a few seconds. Call for eyes open.
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Check that all eves are closed. Some Travellers & Fabled act.

The Philosopher might choose a character. If necessary, swap their character token. @

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 target. Show the YOU ARE token & their new character token,

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder, @ Declare that ‘The Fearmonger has chosen a player.”

If a player is marked with the TURNS EVIL reminder;
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside dawn. {This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exarcist.

You may decide a player that dies, (Once per living Legion) @

The Po may choose a plaver OR chooses 3 players fi they chose no-one |ast night, @ or €EN*

The Lord of Typhon chooses a player, @

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.
Ask "Do you choose to live?™ They nod ar shake their head. Put them to sleep. Repeat for plavers marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three,

If an Outsider died today, the Godfather chooses a player. @

If the Gessip is due to kill a player, they die. @
If the demaon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.

If the Huntsman paints to a player;
Put them to sleep. Mark them with the NO ABILITY token. &

If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk characker token.

TBD

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer characker token.

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. @

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.

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

L & -
L ¥ Sy,
:.:-L-‘.-ﬂ?i:..:-- AL R

B ST R T . = :
L W Lm;.: Thl ¥ T e = "4':: "

0
I

H
E
R
\|
I

G
H
1
S




