Grandmother

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

Flowergirl
Each night*, you learn
if a Demon voted today,

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

Sailor

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

Preacher

Each night, choose a player:

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

Chambermaid

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

Village Idiot

Each night, choose a player:

you learn their alignment,

[+0 to 42 Village Idiots. 1 of the extras is drunk]

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

Ogre

On your 1st night, choose a player (not yourself):

wou become their alignment (you don't know which)
even if drunk or poisoned.

Psvchopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose rashamba.

Evil Twin

You & an opposing player know each other,
If the good player is executed, evil wins.
Good can't win if you both live,

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Po

Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight.

& " *Not the

Snake Charmer
Each night, choose an alive player:

a chosen Demon swaps characters & alignme
with you & is then poisoned.

Lycanthrope
Each night*, choose an alive player. i
If good, they die & the Demon doesn't kill tnmght LA
One good player registers as evil. ; ‘f'

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

Fisherman oo
Once per game, during the day, g |
visit the Stonyteller for some advice L

ta help your team win. b

Farmer

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

Choirboy
If the Deman kills the King,

you lzarm which player is the Demaon, _: _
[+ the Kingl g

g
Sweetheart
When you die, :

1 player is drunk from now on.

Politician : .;? <3

nmmmmmmh@rmmm 1{5

yiou change alignment & win,

even if dead. :
-
Goblin CEE
If you publicly claim to be the Gablin HETH
when nominated & are executed that day, ".':':‘
your team wins. s '
N
Boomdandy Rt
If you are executed, all but 3 players die. <2
After a 10 to 1 countdown, HaE

the player with the most plavers pointing at them, dlES 5

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

Lleech
Each night*, choose a player: they die.

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 ar more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint 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 Preacher chooses a player, If they choose a Minian:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher foken, Put the Minion back to slesp,

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

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

Wake both twins. Allow eye contact,

Show the good twin's character token to the Evil Twin &vice versa.

The Butler chooses a player, @

Point to the grandchild player & show their character token

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,

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

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

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

The Sailor chooses a living player. @

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

The Gambler chooses a player & a character, @

The Snake Charmer chooses a player. If they chose the Demon:
Show 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 Demaon.
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

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

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. G0

The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@K*

The Lord of Typhon chooses a player, @

The Lleech chooses a player. Mark them with the DEAD token, €

If the Gossip is due to kill a player, they die. @

If the Sweetheart died, a player became drunk immediately. | you haven't done this yet, do so now. &

If the Demon killed the King, wake the Choirboy. Point to the Demon 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.

If the grandchild was killed by the Demon, the Grandmother dies too. @

Either nod or shake your head,

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 Idiots have acted.

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

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