Flowergirl
Each night*, you |earn
if a Demon voted today.

Oracle
Each might*, you learm
how many dead players are evil,

General

Each night, you learn which alignment
the Storyteller believes is winning:
good, evil, or neither.

Hermit

You have all Qutsider abilities.
[-0 or -1 Outsider]

Tinker
You might die
at any time.

Mezepheles

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

Witch

Each night, choose a player:

if they nominate tomormow, they die,

If just 3 players live, you lose this ability,

Ojo

Each night*, choose a character: they die.
If they are not in play,

the Storyteller chooses who dies.

Chambermaid
Each night, choose 2 alive players (not yourself): © 588
you learn how many woke tonight due to their = 08
ability.

I:r

Village Idiot

Each night, choose a player:
you learn their alignment, ;
[+0 to +2 Village Idiots. 1 of the extras is drunk]

Professor o
Once per game, at night*, choose a dead player: 35
if they are a Townsfolk, they are resurracted. !

Princess %
On your Ist day, if you nominated & executed a player,
the Demon doesn’t kill tonight.

g
Snitch : ,"i
Each Minion &
ge1s 3 bluffs, oy

i .'ff-.’
-Qﬁ -
Wizard L.
Once per game, choose to make a wish, '?_- 3
If granted, it might have a price & e
leave a clue as to its nature. C=la
B
Boomdandy ?:1' i
If you are executed, all but 3 players die, < '-'.-'
After a 10 to 1 countdown, - L
the player with the most players pointing at them, dies, = b
Lord Of Typhon

Each night*, choose a player; they die. g
[Evil characters are in a line. You are in the middle.
+1 Minion. -7 to +? Outsiders]
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Snitch

Demon Info

Wizard

Witch

Mezepheles

Village 1diot

General

Chambermaid

Dawn
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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’ pood character tokens with these Minion tokens and put these players to 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.

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MNOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character fokens,

Run the Wizard's ability, if applicable.

The Witch chooses a player. @

Show a single word on a piece of paper, phone, or ather device,

Wake any Village Idiat, 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.

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

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.

Fun the Wizard's ability, if applicable.

The Witch chooses a player. @

If & player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token themn give a thumbs down. Put them to sleep.
Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

If it is the Princess' first day, and they nominated and executed a player:
If the Deman would wake to choose a player, wake them as normal. The Demon does not kill

The Lord of Typhon chooses a player. @&

The Ojo points to a rele. If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. @

The Professor might choose a dead player. @&

The Tinker might die. @

Either nod or shake your head.

Give a finger signal.

Wake any Village Idict, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village ldiot to sleep. Repeat until all Village Idiots have acted.

If you believe that the geod team is winning, give a thumbs up.
If you Believe that the evil team 15 winmng, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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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