1’ - When the Aura Seer wakes up, all

= @ players who have (at that pointin

/ V the night) viewed or moved any

~® " qard stick out their thumbs. If a

~  role was called and the Elayer did

not view or move a card, that player
does not stick out his thumb.

The Aura Seer is woken up after the Trouble-
maker (One Night) orVillage Idiot (Daybreak). The
Aura Seer is on the Village team.

“Aura Seer, wake up. Everyone: If you have
'.fli.lewebd or moved any card, stick out your
thumb.”

The player with the Aura Seer card opens her
eyes. All players who have either viewed or
moved any card stick out a thumb for the
Aura Seer to see.

“Everyone, put your thumbs away. Aura
Seer, close your eyes.”

CURSED

< The Cursed does not wake up
) at night. The Cursed is on the
village team, unless at least one
»  Werewolf or a Vampire votes for
% him, and then he becomes a Were-
wolf or a Vampire and joins the
werewolf or vampire team. This means that if the
Cursed receives the most votes, and at least one
of those votes is from a Werewolf or a Vampire,
the village team will win.

. PRINCE
The Prince does not wake up at
3 night. Votes for the Prince do not

x_ count. If the Prince receives the
—3% ' most votes, the player who re-
s Q% ceives the next largest amount of
votes (greater than one) dies. The

Prince s on thevillage team.

lill}

APPRENTICE TANNER

‘?’_59 The Apprentice Tanner wakes up,
4 and the Tanner puts out his thumb

_’ =5 50 the ﬁipprentice Tanner knows
(’. who the Tanneris.

The Aﬂprentice Tanner wins if the
Tanner dies (in which case the Tanner wins too).

If there is no Tanner, the Apprentice Tanner real-
izes that the Tanner job is not all that after all,
and only wins if he dies.

The Apprentice Tanner is on the Tanner team.

=

“Apprentice Tanner, wake up. Tanner, stick
out your thumb so the Apprentice Tanner
can see who you are.”

The Apprentice Tanner opens his eyes, and
then the Tanner sticks out his thumb.

“Apprentice Tanner, dose your eyes.”

~/  BEHOLDER
( %@’ The Beholder wakes up and

l: learns wsho the I:'SeEr and hﬁp-

rentice Seer are by having them

/é:(‘ Is:|tick out their thEmbs. .?ust to

 make sure they haven't been

switched with other roles, the

Beholder may then check the cards of the Seer
and Apprentice Seer.

The Beholder is on the villager team.

“Beholder, wake up. Seer (and A plarentice
Seer), stick out your thumb. Beholder, you
may view the Seer’s card.”

The Beholder opens her eyes, and then the
Seer (andA gpren:r’ce Seer) sticks out her
thumb. The Beholder may view the Seer’s
card (and Apprentice Seer’s card).

“Beholder, close your eyes.”



SQUIRE

| The Squire wakes up and learns
who the Werewolves are by hav-
" ing them stidc out their thumbs.
Just to make sure they haven't
+£\ been switched with other roles, the
Squire may then view the cards of
the Werewolves. If no players are Werewolves,
the Squire wins as long as one other player (not
the Squire) dies.

The Squire is on the Werewolf team.

(5

“Squire, wake up. Werewolves, stick out
wur thumb. Squire, you may view the
erewolves’ cards.”

The Squire opens his eyes, and then the
Werewaolves stick out their thumbs. The
Squire may view the Werewolves’ cards.

“Squire, close your eyes.”

= THE THING
3 83 (THAT GOES BUMP IN THE NIGHT)
|

The Thing wakes up and may tap

9 the nearest shoulder of either the

/ .\ player on his left or the player on
- hisright.

The Thing is on the villager team.

“Thing, wake up. You may tap the shoulder
of the player on yourright or on your left.’
The Thing opens his eyes, and then may ta
the shoulder of either the player on his left
orright.

“Thing, close your eyes”

™ BODY SNATCHER

The Body Snatcher wakes up with
the Aliens, and then wakes up
again by himself later. The second
. time he wakes up, he must take a
. cardfrom a non-Alien ?Ia]rer, look at

that card, and then place his Body

Snatcher card face down in front of the player

he stole from. The card he stole is now an Alien,
regardless of what team the role was on before
(if the card moves, the player who has the card at
the end of the game is an Alien and is on the alien
team). The player who has the Body Snatcher
card s alsoan Alien.

The Body Snatcher is on the alien team.

), NOSTRADAMUS

Nostradamus wakes up and may
look at 1, 2, or 3 cards. The last
~ card he looks at is the team he is
¢ on. When he has looked at his last
“1 card, he must tap that role on the

app; the app then tells the players
Nostradamus's team.

Nostradamus wins if he lives and the team he is
on wins. If he is on the werewolf/vampire/alien
team, he is not a werewolf/vampire/alien (so if
he dies he will not cause the team he is onto lose,
even though Nostradamus himself won't win).

Nostradamus is on the team of the last card he
looks at (which he taps on the app). If he does not
look at a card or choose a card in the app, the app
will choose a team for him. If a player receives the
Nostradamus card from the center cards, he is on
the team that the app has chosen for him.

EMPATH

The Empath wakes up, and watch-
% es as certain players do things (as
.\ determined by the app).

| The Empath is on the villager team.

~4;»» RICOCHET RHINO
i ._..i If Ricochet Rhino has the most
i |;|Iafers pointing at him, the player
3‘.;% e is pointing at is caught instead
&%  of him (regardless of how many
votes his target receives).

Ricochet Rhina is on the hero team.



x, FAMILY MAN
3 Family Man doesn't wake up, but is
told which and how many players
adjacent to him are now members
LA of glis family. Family Man wins as
long as none of the players who are
part of Family Man (including the Family Man
player) are caught. Family Man wins in addition
to any other teams that might win.

The players Familﬁ Man must keep alive are al-
ways relative to the location of the Family Man
card at the end of the game.

Family Man is on his own team.

iz, DEFENDER-ER

BV

%= When eveerfyone votes, the player

#3i]  thatthe Defender-er points to can-

not be caught. If that has the most

%, players pointing at him, the player
who is pointed at the most after that

player (greater than one) is caught.

When the Defender-er is in the game, it is neces-
sary for all players to turn their cards over right
after the vote (to see if the Defender-er is point-
ing to the player who has the most players point-
ing at himr.

Defender-er is on the hero team.

THE SPONGE

The Sponge does not wake up at
k4 night. Players who roint at the

* Sponge do not count. Ifthe Sponge
has the most players pointing at
him, the player who is pointed at
the most after the Sponge (greater
than one) is caught.

The Sponge is on the hero team.

WINDY WENDY

Windy Wendy does not wake up at
night.

Windy Wendy is on the hero team,
unless at least one villain votes for

her, and then she becomes a villain and
joins the villain team. This means that if Windy
Wendy has the most players pointing at her, and at
least one of those players is a villain, a villain has
been caught.

INNOCENT
BYSTANDER
55’ This is an additional Innocent
5= Bystander with the same rules as
the Innocent Bystander in Super
Villains.

The Innocent Bystander is not a hero, but he is on
the hero team.

DOPPELGANGER
& BONUS ROLES

The Doppelganger does the following based on
what she sees (the role marked witha f is an ac-
tion that the Doppelganger does immediately):

Aura Seer: The Doppelganger-Aura Seer is wo-
ken up immediately after the Aura Seer goes to
sleep, and all players who viewed or moved a
card must stick their thumbs out. She does not
wake up when the original Aura Seer is called.

Apprentice Tanner: The Doppelganger-Appren-
tice Tanner wakes up after the Apprentice Tanner.

Beholder: The Doppelganger-Beholder wakes u
aﬂertheBehoIder.Pp il 4/

Squire: The Doppelganger-Squire wakes up after
the Squire.

tThing: The Dopr(elg&nger-Thing taps a neighbor
when she first wakes up.

Body Snatcher: The Do%pelgﬁnger-Bod)f Snatcher
must exchange their Doppelganger card with



another player. The Doppelganger card is now an
Alien card, as well as the card that the Doppelgén-
ger-Body Snatcher snatched from a player.

Empath: The Doppelgénger-Empath wakes up
after the Empath, and sees what everyone is doing.

Nostradamus: The Doppelganger-Nostradamus
wakes up after Nostradamus and views up to 3
cards.

SPECIAL CASES

If the Prince receives the Mist of the Vampire, he
isavampire, and no longer has his special ability;
he can be killed.

If the Tanner has the Mark of Fear (Vampire), he
still puts his thumb out when the Apprentice Tan-
ner wakes.

If the Seer or Aﬂprentice Seer has the Mark of
Fear (Vampire), she still puts her thumb out when
the Beholder wakes.

If any Werewolf has the Mark of Fear (Vampire),
he If\till puts his thumb out when the Squire
wakes.

#11 & #12 TOKENS

Use these tokens when playing with Alien to add
two more players to the game (so you can play
with up to 12 players).

NEW ARTIFACTS

These artifacts can be used with the Curator in
Daybreak. Shuffle these artifacts into the stack of
other artifacts.

BOW OF THE HUNTER:

You are now a Hunter. If youdie,
the player you are pointing at
also dies.

o

Fen®

092'50.. CLOAK OF THE PRINCE
\ You are now a Prince. Votes
% against you do not count.
PR

SWORD OF THE BODYGUARD

. 10U are now a Bodyquard. The

Eilﬁygr you vote for cannot be
ed.

MIST OF THE VAMPIRE

You are now a Vampire, and win
or lose with the Vampire team.
y If you die, the Vampire team
(and you) loses. Only use this
in combination with roles from
One Night Ultimate Vampire.

%% o DAGGER OF THE TRAITOR

. g You are a traitor to your team.
% “&. You only win if someone else on
RA your team dies.
pHEY  ALIEN ARTIFACT
& You are an Alien, and win and
® lose with the Alien team,
npS
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