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

Shugenja

You start knowing if your closest evil player
i5 clockwise or anti-Clockwise.

If equidistant, this info is arbitrany.

Pixie

You start knowing 1 in-play Townsfolk.

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

Flowergirl
Each might*, you learn
if a Demon voted today.

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

Acrobat

Each night*, choose a player:
if they are drunk or poisoned,
you die,

Drunk

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

Moonchild

When you leam that you died,

publicly choose 1 alive player.

Tonight, if it was a good player, they die.

Harpy
Each might, choose 2 players:

tomomow, the 1st player is mad that the 2nd is evil,

or one or both might die.

Fearmonger
Each night, choose a player:

if you nominate & execute them, their team loses,

All players know if you choose a new player.

Po

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

choose 3 players tonight,

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon',
Each night®, a player might die. [+1 Minion]
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Snake Charmer
Each night, choose an alive player:

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

Dreamer
Each night, choose a player (not yourself o Travellers):
vou learn 1 good and 1 evil character, e
1 of which is comect. "

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

Savant b
Each day, you may visit the Storyteller g i\ﬂ_
to learn two things in private: T
listruee & 1 is false.

Philosopher

Once per game, at night, e
choose a good character: gain that ability, L *
If this character is in play, they are drunk, - -if-,.

Artist
Once per game, during the day, =
privately ask the Storyteller any yes/ino question. = = 8

Sage EE'
If the Deman kills you, s
you learn that it is 1 of 2 players, g i

Barber

If you died today or tonight, the Demon maychm
2 plavers (not another Demon) to swap characters.

Politician

ffyou meeﬁmda,&ntﬁmnbhhgmr’ﬁnﬁgl 1%

yiou change alignment & win,

even if dead. sk
Psychopath i ‘Fll :
Each day, before nominations, e
you may publicly choose a player: they die. U

If executed, you only die if you lose roshambo. | 5l
-4

Summoner v -y i
You get 3 bluffs. S
On the 3rd night, choose a player: i
they become an el Demon of your choice, (No Demon] 5

Legion

Each might*, a player might die. B
Executions fail if only evil voted, et
You register a5 a Minion too, [Maost pla_'umaeLeduﬂ

Lord Of Typhon
Each night*, choose a player: they die.

[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]

5 .. T : ‘“ *Not the
- bl | first night
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Check that all eyes are closed. Some Travellers & Fabled act.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this t:hara:ter
Replace the MAD reminder with the HAS ABILITY reminder. @

The Philosopher might chocse a character. If necessary, swap their character token, @

The Acrobat chooses a player, If the chosen player is drunk or poisoned, place the DEAD reminder, @

The Snake Charmer chooses a player. If they chose the Demon:
Showw the YOU ARE & Derman 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 tokens & give a thumbs up, @

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

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 peint to the second target.

O night twe, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaoner to sleep,
VWake 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 Demen token and put the new Demon to sleep.

You may decide a player that dies. (Once per living Lagion) @&
The Pa may choose a player OR chooses 3 players fi they chose no-one last night, @ or @@1(*

The Lord of Typhon chooses a player. @

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 1S THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @
Place the DEAD token beside any living player, @

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

If the Barber died today or tanight, shaw the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Deman chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

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

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

Give a finger signal.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
Either nod or shake your head.

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