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Knight
You start knowing 2 players
that are not the Demaon.

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.

[f you were mad that you were this character,
¥ou gain their ability when they die.

Town Crier
Each night*, you learm

&

if a Minion nominated today.

: —
Undertaker ®
Each night*, you learn which character O,

died by execution today.

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

Balloonist

Each night, you leam a player

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

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

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

Mezepheles

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

Poizoner
Each night, choose a player:
they are poisonad tonight and tomorow day.

Imp

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

a Minion becomes the Imp.

= X

W

Kazali !
Each night*, choose a player: they die. \ 3
[You choose which players are which Minions. .

-7 to 47 Outsiders]

& " *Not the

| first night

Preacher
Each night, choose a player:
a Minion, if chosen, leams this.

All chosen Minions have no ability.

Village Idiot

Each night, choose a player:
you learn their alignment.
[+0 to +2 Village Idiots. 1 of the extras is drunk]

Alsaahir

Once per day, if you publicly guess b P
which players are Minicn(s) and which are Demon(s), =%
good wins, -

Jugeler F
On your 1st day, H
publicly guess up to 5 players' characlers. B
That night, you learn how many you got cormect, &8

U by
Farmer ik
If you die at night,

an alive good player becomes a Farmer,

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

Barber
If you died today or tonight, the Demon maychm
2 plavers (not another Demon) to swap characters.

Puzzlemaster
1 player is drunk, even if you die.
If you guess {once) who it is, leam the Demcnplayer

but guess wrong & get false info. a
&8

Evil Twin Y

You & an opposing player know each other.  HESS

If the good player is executed, evil wins.
Good can't win if you both live. s
E

Scarlet Woman

If there are 5 or mare players alive A
& the Demaon dies, you become the Deman. i
(Travellers don't count) A

Yortox

Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5
Each day, if no-one is executed, evil wins.

Legion &

Each night*, a player might die.

Executions fail if only evil voted.

ou regster as.a Minion too. [Mest players are Legion].
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Kazali

Minion Info

Lunatic

Demon Info

Preacher

Poisoner

Evil Twin

A

Mezepheles

s

Pixie
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Empath

Grandmother

Knight

Balloonist

Village 1diot

Dawn
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Check that all eyes are closed, Some Travellers & 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 taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

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

If there are 7 or more plavers, wake the Lunatic;
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Shiow the THESE CHARACTERS ARE NOT IN PLAY token, Shaw 3 geod character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info taken and the Deman token,
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

If there are 7 or more plavers, wake the Demon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 net-in-play good character tokens,

The Preacher chooses a player, If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Shewy them the THIS CHARACTER SELECTED YOU card & the Praacher token, Put the Minion back to sleep,

The Poisoner chooses a player. @

Wake both twins. Allow eye contact.
Show the good twin's character taken to the Evil Twin &vice versa,

Show a single word on a piece of paper, phone, or other device.

Show the Townsfolk character token marked MAD.

Give a finger signal.

Point to the grandehild player & show their character token.

Point to the two players marked KNOW. @8

Point to a player (alive or dead),
Place the SEEN 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 Idiot to sleep. Repeat until all Village Idiats have acted.

Wait a few seconds, Call for eyes open.
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