Steward
You start knowing
1 good player.

Grandmother
You start knowing a good player & their character,
If the Demon kills them, you die tod,

Libearian
You start knowing that 1 of 2 players
i5 a particular Qutsider. (Or that zero are in play.)

Flowergirl
Each night*, you learn
if a Demon voted today,

Acrobat

Each nmight*, choose a player:
if they are drunk or poisaned,
you die,

Dreamer

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

1 of which is correct,

Exorcist

Each night*. chocse a player (different to last night):
the Deman, if chosen, leams who you are

then doesn't wake tonight.

Lunatic

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

& who you choose at night.

Moonchild

When you leam that you died,

publicly choose 1 alive player.

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

Spy

Each night, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Witch

Each night, choose a player:

if they nominate tomormaw, they die,

If just 3 players live, you lose this ability.

Zombuul

Each night*, if no-one died today,

choose a player; they die,

The 1zt time you die, you live but register as dead,

Legion .
Each night*, a player might die. : %
Executions fail if only evil voted. ; g ¢
You register as a Minion too. [Most players are Legion] - “=¥
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Philosopher
Once per game, at night,
choose a good characker: gain that ability.

If this character is in play, they are drunk. 2 ER
A
Fisherman ;
Once per game, during the day, B i
visit the Storyteller for some advice CAER
to help your team win. -
e
Jugeler g
On your 1st day, .
publicly guess up to 5 players' characters, S S

That night, you learn how many you got cr:nrract:._

Amnesiac

You do not know what your ability is.
Each day, privately guess what it is: A
you learn how accurate you are,

Sage
If the Deman Kills you,
you learn that it is 1 of 2 players,

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

Barber .
If you died today or tonight, the Demon may choose 3
2 players (not another Demon) to swap character

Politician

If you were fhe player mmbﬁﬁymrmkﬂ%
you change alignment & win,

even if dead. B
'l... ‘ &
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Marionette .
You think you are a good character but you are ncl. ..
The Demon knows who you are. -
[You neighbor the Demon] ; Y
k5,
Vizier ¥ 3 N &
All players know who you are. % i
T

You can not die dunng the day.
If pood voled, you may choose i execute immediateh

Lord Of Typhon 3
Each might*, choose a player: they die. 13 ;“‘.
[Evil characters are in a line. You are in the middle.
+1 Minion. -7 to +7 Outsiders] <5
Riot ¢o il 1

On day 3, Minions become Rict
&mrmdebﬁmnaemdneplwmmmﬁr
This must happen.
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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.

This ability should occur at the appropriate time in the night order. Abilities are usually ardered:
Poisoners, Protectars, Killers, Infarmation

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

Walke 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 down.
Replace thess players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.
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If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Demon.

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 Demcn.
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

Lunatic

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

Wake the Deman. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Marionette Put the Demon to sleep.

Sp‘jr‘ Show the Grimoire to the Spy for as long as they need.

The Witch choases a player, @

Steward Point to the player marked KNOW. &

Librarian | Show the Outsider character token. Paint to both the OUTSIDER and WRONG players.

Grandmother Point to the grandchild player & show their character token.

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

Dawn Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is.




Amnesiac

Philosopher

Spy

Exorcist

Zombuul

Legion

® Lord Of Typhon

Acrobat

Barber

Moonchild

Sage

Grandmother

Dreamer

Juggler

Dawn

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

This ability should occur at the appropnate time in the night order, Abilities are usually ordered:
Paisoners, Protectors, Killers, Information

The Philosopher might choose a character, If necessary, swap their character token. &

Show the Grimeire to the Spy for as long as they need.

The Witch chooses a player. @

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

Do whatever needs to be dane to simulate the Demon acting
Put the Lunatic to sleep. Wake the Demon.

Show the Lunatic token &point to them, then their target(s).

If no one died today, the Zembuul chooses a player. &

You may decide a player that dies. (Once per living Legion) &

The Lord of Typhon chooses a player, &

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

If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Derman chose 2 players, wake cne at a time. Show the YOU ARE token & their new character token.

If the Moanchild is due to kill a good player, they die. 8

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

If the grandchild was killed by the Demon, the Grandmaother dies too. @

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

Give a finger signal.

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