You start knowing that 1 of 2 players
is a particular Outsider. (Or that zero are in play.)

Bounty Hunter 95

You start knowing 1 evil player.

If the player you know dies, you leam another
evil player tonight. [1 Townsfolk is evil]

Preacher

Each night, choose a player

a Minion, if chosen, leams this.
All chosen Minions have no ability,

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
ability.

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisonad.

Dreamer

Each night, choose a player (not yourself or Tranvellers):
you learn 1 good and 1 evil character,

1 of which is correct.

(}].:IT -

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

]ll.'l.'lu}il‘
You might register as evil & as a Minion or Dernon,
even If dead.

Mezepheles

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

Pit-Hag ¥ ¥ -

Each nmight*, choose a player

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

If a Demon is made, deaths tonight are arbitrary

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but reglster.ag;lgad
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Librarian

*Not the
first night

Cult Leader (.
Each nigh, you become the alignment of an aive neighbar
If all good players choose fo join your culf, your feam » 5. | &
Lycanthrope ) v & _I:‘]
Each night*, choose an alive player. g

If good, they die & the Demaon doesn't kill tomighEsess
One good player registers as ewvil. -. J;-‘

]

Alchemist .
You have a Minion ability, [ ",
When using this, P :
the Storyteller may prompt you o choose differenty

¥ 4
Ravenkeeper L=
If you die at night, i
you are woken (o choose a player; 3
you learn their character. .'1.1
Magician ¢ 1
The Deman thinks you are a Miniom, b
Minions think you are a Demon, X
Atheist EE

The Storyteller can break the game rules,

and if execuled, good wins, even if you are dead. . S48
[No evil characters] Y
Poppy Grower ]
Minions & Demaons do not know each other. 3
If you die, they learm who each other are that night. =3

Politician .
If you were fhe player most responsible for your team losing '
you change alignment & win, ; ol
even if dead. i

Puzzlemaster -

1 player is drunk, even if you die. wig

If wou guess {once) wha it i, leam the Dmmplayet

but guess wrong & get false info. "

Evil Twin .
You & an oppaosing player know each other. )

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

Boffin ¥ &' ¥ — I
The Demon (even if drunk or poisoned) i
has a not-in-play good character's ability, 4
You both know which, p

Fang Gu

Each might*, choose a player: they die. 1
The 1st Qutsider this kills becomes an evil Fang GUsS
& you die instead. [+1 Quisider] s i

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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Ny " Replace their old character token with the Mmum tnken Wake the player 3 : 3
Kazali Show them the You Are info token then the Minion character token, and give a thumbs down. g

Repeat until the normal number of Minions exist,
Piit tha Karali ta claan
Wake the appropriate number af players directly clockwise and counter-clockwise from the Lord of Typhon:
—= Lord Of Tyvphon Show each of these players a unigue Minion token, and give a thumbs down,
P Replace these players’ good character tokens with these Minion tokens and put these players to sleep.

Than A tha Minian Infa and Naman Infs ctame a2 anemal

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

If there are 7 or maore players, instead of the normal Minion Info and Demon Info steps, do the following:
iz Wake all Minions, Show the THIS 1S THE DEMON token, Point to the Deman & the Magician,
MHI;ICIEH Put the Minions to sleep. Wake the Demon.

Show the THESE ARE YOUR MINIONS token. Point to al Minions &the Magician,

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

Wake the Deman.
Srowy e THESE CHARACTERS ARE NOT IN PLAY thery Srow 3 retindy gooe draecer ters ALt e Derron b e Coret ob be i Mo ard D

A Wake the appropriate number of playvers directly clockwise and counter-clockwise fram the Lord of Typhon:
. v Lord Of Typhnn Show each of these players a unigue Minion lnl_:en. and give a thumbs down.

PR3 Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
- Then, do the Minion Info and Demon Info steps as normal.

FE G Z e T i

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

2 Shaw the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Alchemist Mark the Alchemist with the IS THE ALCHEMIST token. & Swap the Alchemist token with this Minion token.
Turn the Minion token upside-down, (This shows they are still good.).

Pr . - The Kazali points at a player and a Minion on the character sheet.
. Replace their old character token with the Minion foken, Wake the player.

%‘ Kazali Show them the You Are info token then the Minion character token, and give a thumbs down.

Repeat until the normal number of Minions exist,

Put the Kazali to sleep.
If there are 7 or more players, wake the Deman:
Demon Info Show the THESE ARE YOUR MINIONS token. Point ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens.

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

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

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

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

Wake the Boffin and the Demon
Boffin Showy the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.
Place this second character token by the Demon character token.

Librarian | Show the Outsider character token. Paint to both the OUTSIDER and WRONG players.

Dreamer The Dreamer paints 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:

Cult Leader Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evl) or thumbs up (if good)
Put the Cult Leader back to sleep.

1%, Turn the Cult Leader token upside-down. (This shows their alignment.)

! & "‘

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

Chambermaid The Chambermaid chooses 2 living players, Give a finger signal,

Ogre The Ogre peints to a player;
If the player is evil, flip the Ogre's token upside down.
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Check that all eyes are closed. Some Travellers & Fabled act.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wake the Dermon. Show the THESE ARE YOUR MINIONS infio token, then point to the Mimions, F‘utﬂ"l&DH'rmtﬁsJBﬁ

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

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

The Pit-Hag chooses a player & a character. |f they chase a character that is not in play:
Put the Pit-Hag to slesp. Wake the target. Show the YOU ARE token & their new character token.

If & 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 Mezzphsles with the NO ABILITY reminder, @

@ —~Z XmIO—=0

The Lycanthrape points to a player, If the chasen player is good:
Mark them with the DEAD reminder. @ Demon doasn't kill tonight.

The Kazali chooses a player. 8

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

The Fang Gu choases a player. @ If they chose an Qutsider (once only):
Fang Gu Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

"'6--'!‘» Lord Of Typhon |  The Lord of Typhon chooses a player. @

L]
‘i A O Ravenkeeper If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

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, &sither a thumbs dewn (if evil) ar thumbs up (if goad).
Cult Leader
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

i, If the player with the SEEN token died today or tonight, paint to an evil player,
‘ f“ # Bounty Hunter Move the SEEN token to the shown player. @

_f
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Chambermaid The Chambermaid chooses 2 living players, Give a finger signal,

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




