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Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

Huwvrgirl
Each night*, you learn
if & Demon voted today.

Town Crier
Each night*, you learn
if & Minion nominated today.

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

High Priestess
Each night, learn which player
the Storyteller believes you should talk to most.

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Lycanthrope

Each night*, choose an alive player

If good, they die & the Deman doesn't Kill tonight.
One good player registers as evil.

Lunatic

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

& who you choose at night.

Saint
If you die by execufion,
your team loses,

- §

Devil's Advocate

Each night, choose a living player
(differant to last night):

if executed tomaorrow, they dont die.

Witch

Each night, choose a player:

if they nominate tomormaw, they die,

If just 3 players live, you lose this ability.

Imp

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

a Minion becomes the Imp.

Fang Gu
Each night*, choose a player: they die.

The 1st Outsider this kills becomes an evil Fang Gu
& you die instead,
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Engineer
Once per game, at night,
choose which Minions or which Demon is in plé

‘;.'l I: R ‘:1
Courtier ; :
Once per game, at night, choose a character: & i |
they are drunk for 3 nights & 3 days. ¢ TERE
Artist e

Once per game, during the day,
privately ask the Storyteller any yesno quﬁm\_, ;

Fisherman ey
Once per game, during the day,
visit the Storyteller for some advice
ta help your eam win.

Alchemist L
You have a Minion ability.

When using this,

the Storytellar may prompt you 1o choose differently,

Tea Lady ,
If both your alive neighbors are good, ’
they can't die.

Hatter .

If you died today or tomight, EE
the Minion & Demon players i /o
may chocse new Minion & Demon characters to | ba. '.

L

Politician -
If you were: fhe player most responsible for your team losing.
yiou change alignment & win,
even if dead. T

Fearmonger .
Each night, choose a player: 3

if you nominate & execute them, their team loses S
Al players know if you chocse a new player, ; Vg

Summoner { T &' ‘&5 -.'I .1 4
You get 3 bluffs, : A
i

On the 3rd night, choose a player.
they become an el Demon of your choice, [No Deman]

Lord Of Typhon k3
Each might*, choose a player: they die, 13 ;“‘.
[Evil characters are in a line. You are in the middle,
+1 Minion. -? to +7 Outsiders] ' ig
Lleech : -.

Each night*, choose a player: they die. ; hy
You start by choosing a player: they are pomonad

You die if & only if they are dead,
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Place the NIGHT 1 reminder. @
Show the Summaner 3 not-in-play characters as bluffs,

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show 2ach 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, do the Minion Info and Deman Info steps as normal,

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

Show the YOU ARE info token then the character token of a not-in-play Minion. Fut the Alchemist to sleep.
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.).

Wake the appropriate number of 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, dao the Minion Info and Deman Info steps as normal,

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

Flace the NIGHT 1 reminder. @
Show the Summaner 3 not-in-play characters as bluffs,

If there are 7 or more players, wake the Lunatic;
Show the THESE ARE YOUR MIMIONS token. Foint to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 good 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 paint to the Lunatic.

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

Place the FAUX PAW remindsr @ next to a good player,

The Courtier might choose a character. @&

If the Engineer points to a Demaon or Minions on their character sheat:
Swap all appropriate character tokens with new character tokens
Wake each el player that changed charactes, show the YOU ARE infio token, then their new characher iokaen. Put them I
Mark the Engineer with the NO ABILITY reminder token. @

The Devil's Advocate chooses a living player, @

The Witch chooses a player. @

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.

The Lizech picks a player, Mark them with the POISONED token. &

Show the Townsfolk character token marked MAD.

Give a finger signal.

Point to the player whom you most think the High Priestess should speak with tomorrow,

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

On the third night, wake the Summoner:
They point at a player, and to a Deman ican on the character sheet, Put the Summaner to sleep,
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,
Reolace their character token with the Demon token and out the new Demon to sleeo.

The Courtier might choose a character. @&

The Monk chooses a player. ©

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

The Devil's Advocate chooses a living player. @

The Witch chooses a player. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder;
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmaonger has chosen a player

On the third night, wake the Summaorner:
They point at a player, and to a Demaon icon on the character sheet. Put the Summaner to sleep.
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 Lycanthrope points to a player. If the chasen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tonight,

Do whatever needs to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targel{s).

The Lisech chooses a player. Mark them with the DEAD taken, &

The Fang Gu chooses a player. @ If they chose an OQutsider (once only):
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, @

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then shaw the Imp token.

The Lord of Typhon chooses a player. @&

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as another player;
Shake your head no and gesture for them to choose again.
Put them to sleep, Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the Townstolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @

Give a finger signal,
Paint to the player whom you most think the High Priestess should speak with tamarrow,
Either nod ar shake your haad.

Wait 2 few secands. Call far eyes open & immediately say wha died.
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