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

Sailor

Each might, choose an alive player:
either you or they are dunk until dusk.
You can't die,

Balloonist

Each night, you leam a player

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

General

Each right, you leam which alignment
the Staryteller beleves s winning:
good, evil, or neither,

Preacher

Each night, chaose a player;

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

Ch;—mlhg‘.rmaid

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

Butler
Each night, choose a player (not yourself):
tomaorrow, you may only vote if they are voling too.

Ogre

On your 15t night, choose a player (not yourself):
you become their alignment (you don't know which)
even if drunk or poisoned.

Mezepheles

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

Devil's Advocate ¢
Each night, choose a living player f
(different to last night): N
if executed tomorrow, they don't die.

Shabaloth
Each night*, choose 2 players: they die.
A dead player you chose last night might be

first night

regurgitated. § E
Ojo
Each night*, choose a character: they die \
If they are nat in play, ; I, ¢
the Storyteller chooses who dies. st e e 71 L
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Village Idiot
Each night, choose a player:
you learn their alignment.

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

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

Fisherman ]
Once per game, during the day, - -
visit the Storyteller for some advice i
ta help your team win.

Cannibal & {
You have the ahlllty of the recently killed executes. -
If they are evil, you are poisoned ~
until a good player dies by execubion. _'1.1

Farmer . i
If you die at night,
an alive good player becomes a Farmer, e B!

Choirboy i
If the Deman kills the King, Tl

you leam which player is the Deman. S
[+ the King] a2

Virgin L
The 1st time you are nominated, i
if the nominator is & Townsfolk, ¢

they are executed immediately. £

Sweetheart
When you die,
1 player is drunk from now on.

Politician o

If you were the player Mmuauahymrmm
you change alignment & win,

aven if dead, ':_- .
B .
Wizard Fa -
Once per game, choose to make a wish, i
If granted, it might have a price & e
leave a clue as to its nature. 1 3
,
Summoner & 57 Bty
You get 3 bluffs. 8
On the 3rd night, choose a player: 1
thiey berome an el Demon of your choice. [No Demon
Fang Gu ¥
Each night*, choose a player: they die. 18 :"“.

The 1st Qutsider this kills becomes an evil Fang Gul
& you die instead. [+1 Quisider] s i

Lord Of Typhon O
Each night*, choose a player: they die. b
[Evil characters are in a line. You are in the middle. ;
+1 Minion. -7 to +7 Outsiders]

" !
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

~ Summoner

Wake the appropriate number af players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Info and Deman Info steps as normal,

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

v Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
= Lord Of Tvphon Show each of these players a unigue Minian token, and give a thumbs down,
A P Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Deman Info steps as normal,

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

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as blufis.
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Summoner

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

Sailor |  The Sailor chooses a living player. @

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 Devil's Advocate chooses a living player. &

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

Empﬂth Give a finger signal.

Point to a player (alive or dead).

Balloonist Place the SEEN token next to the shown player. &

If you believe that the good team is winning, give a thumbs up.
General If you believe that the evil team is winning, give a thumbs down.
It you don't know which team is winning, give a thumbs to the side.

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

Butler | The Butler chooses a player. @

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

The Ogre points to a player:

Ogre
8 If the player is evil, flip the Ogre's token upside down.

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

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

L T

@ —~Z XmIO—=0

On the third night, wake the Summaoner:
They point at a player, and to a Deman icon on the character sheet. Put the Summeaner fo sleep.
Summoner Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.

Sailor |  The Sailor chooses a living player. @

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

_k ,-;:LDL'VH'S Advocate | The Devil's Advocate chooses a living player. @

%

.
¥

i If a player is marked with the TURNS EVIL reminder:

tE !£ Mezenheles Wake them. Show the YOU ARE info token then give a thumbs down, Put them to slsep.
] P Turn their character token upside down. {This shows they are now evil.)

Mark the Mezephsles with the NO ABILITY reminder, @

On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep,
Summoner Wake the chosen player, Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.

- The Fang Gu chooses 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. @

O;iu The Qjo points to a role. If a player has that role, they die. @
If the rale s out of play, the Storyteller chooses any number of playvers that die. @

The Lord of Typhon chooses a player. @

Sweetheart If the Sweatheart diad, a player bacarme drunk immediately. fl you haven't done this yet, do so now, @

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

Choirboy If the Demon killed the King, wake the Chairboy. Point to the Deman player.

Give a finger signal.
B lloonist Point to a player (alive or dead) with a different role type from the player with the SEEM token.
Place the SEEN token next to the shown player, @
If you believe that the good team is winning, give a thumbs up.
General If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.
elliee Idiot Wake ary Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

Butler | The Butler chooses a player. &

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

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

T F — e - -
- e - iy o
¥ k

e

G



