ot

Al

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk,

Bounty Hunter ./

You start knowing 1 evil player.

If the player you know dies, you [2am another
evil player tonight. [1 Townsfolk is evil]

High Priestess
Each night, learm which player
the Storyteller believes you should falk o most,

Monlc
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Sailor

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

i

Snake Charmer 2
Each nmight, choose an alive player:

a chosen Demon swaps characters & alignments

with you & is then poisoned.

Dreamer

Each night, choose a player (nat yoursalf or Travellers);
you learn 1 good and 1 evil character,

1 of which is correct,

Lunatic

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

& who you choose at night.

Kluiz
When you learn that you died, publicly choose
1 alive playes: if they are evil, your team lases.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Devil's Advocate

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

if executed tomaorrow, they dont die.

Shabaloth
Each night*, choose 2 playvers: they die,
A dead player you chose last night might be
regurgitated.
Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes . = ¢
healthy. ol TN
4 i g - - "-'.-_.i_ '
o . *Not the g,
ey e ] st TR first night e

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are SR

then doesn't wake tonight. 2 ER
el &
Savant ;
Each day, you may visit the Storyteller B i
to learn two things in private: U TERE
1istrue & 1 is false, -
Philosopher h ;
Once per game, at night, Ll

choose a good character: gain that ability, i-" i3
If this character is in play, they are drunk,

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

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

Mavor -
Ifonly 3 players live & no execution occurs, K.
your feam wins.

If wou die at night, another player might die II'ISIEEI]J"

L

Saint
If you die by execution,
your team loses.

Politician M
If you were fhe player nmrﬁpxﬂueﬁxymrmnmg;
you change alignment & win,

even if dead. =

Pit-Hag ¥ "
Each night*, choose a player )
& a character they becarne (if not-in-play). S
If a Demon is made, deaths tonight are arbitra':g.

o
e

Evil Twin B .
You & an opposing player know each other, |
If the good player is executed, evil wins. 4

Good can't win if you both live,

Fang Gu b2
Each night*, choose a player: they die. i ;“‘.
The 15t Qutsicer this kills becomes an evil Fang

& you die instead.

[+1 Outsider] 3 i
Lord Of Typhon : -.
Each night*, choose a player: they die. ! ™

[Evil characters are in a line. You are in the mlddlm
+1 Minion. -7 to +7 Outsiders]
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© Wake the appropriate number of players direetly clockwise and counte clockvis from the Lord of T:;f;ﬂn:""
Show each of these players a unigue Minion token, and give a thumbs down. N
Replace these players’ good character tokens with these Minion takens and put these players ta sleep. -
Then, da the Minion Info and Demon Info steps as normal.

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

Philosopher |  The Philosopher might choose a character, If necessary, swap their character token, @

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 tokens and put these players to sleep.
Then, da the Minion Infa and Deman Info steps as normal.

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players.
Shiow 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 token and the Demon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

FE G Z e T i

Lunatic

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

Sailor | The Sailor chooses a living player. @&

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 Dermaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

Poisoner | The Poisoner chooses a player. @

Fvil Tvin Wake both twins, Allow eye contact,
Show the good twin's character token to the Evil Twin &vice versa,

The Devil's Advocate chooses a living player, @

The Pukka chooses a player. @

Shaw the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.

High Priestess Paint to the player whom you mest think the High Priestess should speak with tomorrow.

Dreamer | The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Walke the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

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

Philﬂsupher The Philosapher might choose a character, If necessary, swap their character token, @

The Sailor chooses a living player. &

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 Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

Poisoner | The Poisoner chooses a player, @

Monk | The Mank chooses a player. @

@ —~Z XmIO—=0

The Devil's Advocate chooses a living player, &

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token,

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist.

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to slesp, Wake the Demon,
Show the Lunatic token &point to them, then their targetis).

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

The Fang Gu cheases a player. @ I7 they chase an Outsider (once only);
Replace the Quisider 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 Lord of Typhon chooses a player. @

Paint to the player whom you most think the High Priestess should speak with tamorrow,

The Dreamer points to a plaver. Show 1 good & 1 evil character token, 1 of which is their character.

If the player with the SEEN token died today or tonight, point to an evil player.
Mowve the SEEN token to the shown player, @

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




