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

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die.

Mathematician

Each might, you learm

how many players' abilities worked abnormally
(since dawn) due to another character's ability.

Dreamer

Each night, choose a player (nat yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is correct.

Fortune Teller

Each might, choose 2 players:

you learn if either is a Deman.

There 5 a good player that registers a5 a Demon to you,

Cult Leader
Each night, you become the alignment of an alive nesghbor,
If all good players choose 10 join your cult, your team wins.

Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Drunk

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

Mezepheles

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

Harpy

Each night, choose 2 players:

tamorraw, the 15t player is mad that the 2nd is ewvil,
or one or bath might die.

Yaggababble

Kazalj ==

Each night*, choose a playern: they die,

[You choose which players are which Minions,
-7 to +7 Outsiders]
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*Not the
first night

Lycanthrope “*5
Each night*, choose an alive player, 4
If good, they die & the Demon doesn't kill ll:lnl {-; g
One good player registers as evil. ‘L R

.'," Ii! o
Engineer ks -
Once per game, at night, _
choose which Minions or which Demaon is in piar oo

..- 4

Cannibal 7 i
You have the ability of the recently killed executep,
If they are evil, you are poisoned -
until a good player dies by execution, '. £

Farmer
If you die at night, o
an alive good player becomes a Farmer, .1

Sapge Lo i
If the Deman Kills you,
you learn that it is 1 of 2 players. e B!

Virgin

The 15t time you are nominated,
if the nominator is a Townsiolk,
they are executed immediately.

Poppy Grower ]
Minions & Demaons do not know each other. 3
If you die, they learm who each other are that night. =3

Plague Doctor
If you die,
the Storyteller gains a Minion ability. o

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 & P
leave a clue as to its nature. i f s

Mastermind 1
If the Demon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their team loses,

Zombuul
Each night*, if no-one died today, ¥ .: 3
choose a player: they die, '

The st time you die, you live but register as dead. i

Legion {F

Each night*, a player might die.

Executions fail if only evil voted,

ou register a5 a Minion oo, (Mest players ane Wm]
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| The Kazali points at a playaranda 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,

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

Wake the Deman.

Poppy Grower | o e CYRICTERS AFE NOT IN AU ten S, 3 gy g ot s, At Dvont e Doretc e i o Ds

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 paints 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 exist.
Put the Kazali to sleep,

FE G Z e T i

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

Yaoeahabble | Vrite @ phrase down so that the Yaggababble can read it.
B&d Show the Yaggababble the phrase.

If the Engineer points to a Deman or Minions an their character sheet;
Swap all appropriate character tokens with new character tokens.
Wake each el player that changed character, show the YOU ARE info token, then their new character token. Put them I
Mark the Engineer with the NO ABILITY reminder token. @&

Engineer

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

MEZJEPhE-'lES show a single word on a piece of paper, phone, or other device,

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.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Cult Leader
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

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

Give a finger signal,

Wait a few seconds, Call for eyes open,
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Chack that all eyes are closed. Sﬂrne Trawllers & Fahhad' an:t

The Cannibal has the ability of the most recently executed player,
They immediately learn any ‘you start knowing' information.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions. F‘LI‘Iﬂ"EEHT[ﬂbJSIEE;

If the Engineer points to @ Deman or Minians an their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evl player that changed characker, show the YOU ARE info token, then their new characier foken. Put them fc
Mark the Engineer with the NO ABILITY reminder token. @

The Gambler chooses a player & a character, @&
The Harpy chooses 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,
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 down. {This shows they are now evil )

Mark the Mezepheles with the NO ABILITY reminder. @

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tonight.

For each time the Yaggababble publicly said their phrase:
You may place a2 DEAD token next to a living player. @

The Kazali chooses a player. 8

If no one died today, the Zombuul chooses a player, &

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

If the Plague Dector died, place a Minion character token in the center of the Grimoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

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.

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

Give a finger signal.

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

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:
VWake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Give a finger signal,

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