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

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

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

Pixie

You start knowing 1 in-play Townsfalk.

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

Empath
Each night, you learm how many
of your 2 alive neighbours are evil,

High Pl‘il.'!'il.l_'!'i!i
Each night, learn which player
the Storyteller believes you should talk to most.

Sailor

Each night, choose an alive player:
aither you of they ane diunk until dusk.
You can't die,

A

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Devil's Advocate

Each might, choose a living player
(differant to last night):

if executed tomaorrow, they dont die.

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Imp
Each night*, choose a player: they die.
If you kill yourself this way,

a Minion becomes the Imp. rs ~:
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Balloonist
Each night, you learn a player
of a different character type than last nlghi
[+0 or +1 Outsider]
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Village Idiot . ‘
Each night, chocse a player: B i
you learn their alignment. VUTE

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

Dreamer g+
Each night, choose a player (nat yoursalf or Traveliersisess

you learn 1 good and 1 evil character, g i-"; i3
1 of which is comect. e
Ni“ht“’ﬂ tchman .’1’
Once per game, at night, choose a player: .
they leam you are the Nightwatchman. A ,'
. '_5, 1
Cannibal
You have the ability of the recently killed executee; 3
If they are evil, you are poisoned ;
until a good player dies by execution, .
Farmer b
If you die at night,
an alive good player becomes a Farmer. f
Saint i
If you die by execution, 3
your team loses. '}::
Politician
If you %ﬁEﬂEﬁaﬂn‘[ﬂEﬂIﬂbﬁﬁ]}mr’ﬂﬂ'ﬂkﬂg‘
you change alignment & win,
even if dead. B
oy
Harpy Fa 2
Each night, choose 2 players: )
tomarraw, the 15t player is mad that the 2nd is evil S8
or one or both might die. ; o
k5,
Boffin ®. J ¥ .~ 15 4
The Demon (even if drunk or poisoned) %
has a not-in-play good character's ability, A
You both know which,
Kazali £ 2
Each might*, choose a player: they die. ;‘ilt .
[You choose which players are which Minions.
-7 to +7? Outsiders] i-‘
| 4
Lleech o

Each night*, choose a player: they die. ; hy
You start by choosing a player: they are pomonad

You die if & only if they are dead,
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Check that all eyes are closed. Some Trmllerﬁ & Fabled act.

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 numbser of Minions exist.
Put the Kazali to slesp,

Wake the Boffin and the Demon.

Shew the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good charactes token, |

Place this second character token by the Demon character token.

If there are 7 or mare players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Deman:
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 Sailor chooses a living player. @

The Lleech picks a player. Mark them with the POISONED token. @

The Paisoner chooses a player, @

The Devil's Advocate chooses a living player. @

The Harpy chooses a player @ & then another player. @ Fut the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU taken, the Harpy taken, then point to the second target.

Show the Townsfolk character token marked MAD.

Give a finger signal,

Point to the grandchild player & show their character token.

Give a finger signal.

The Dreamer points to a plaver. Show 1 good & 1 evil character token, 1 of which is their character.

Point to al three players marked KNOW.

Point to a player (alive or dead).
Place the SEEM token next to the shown player. @

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

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

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Point to the player whom you most think the High Priestess should speak with tomorrow.

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

. The Cannibal has the ability of the mast recently executed player.
Cannibal They immediately learm any ‘you start knowing' information.

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

Pixie
Sailor | The Sailor chooses a living player. @

Poisoner | The Poisoner chooses a player. @

The Devil's Advocate chooses a living player, &

The Harpy choases a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

@ —~Z XmIO—=0

The Imp chooses a player. @ If the Imp chose themselves:

Imp Replace 1 alive Minion token with a spare Imp token,
Put the cld Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

Mo Dashii | The Ne Dashii choases a player. @
Lieech The Lleech chooses a player. Mark them with the DEAD token. @&

Kazali | The Kazali chooses a player. @

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 character token.

Farmer

Grandmother | If the grandchild was killed by the Demon, the Grandmather dies too. @
Empath | Give a finger signal.

Dreamer | The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character.

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

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

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

o If the Mightwatchman peints at a player:

7 HErR - Put the Mightwatchman to sleep,

g ® 1 Nightwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatcheman token.
i ;| Paint to the Nightwatchman player, Put the chosen player back to sleep

Mark the Mightwatchman with the NO ABILITY raminder token. @

High Priestess Point to the player whom you most think the High Priestess should speak with tomorrow.

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




