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Chef
You start knowing how many pairs
of evil players there are.

Bounty Hunter

You start knowing 1 evil player,

If the player you know dies, you learn another
evil player tonight. [1 Townsfolk is evill

Acrobat

Each rmight*, choose a player:
if they are drunk ar poisoned,
yau die,

Balloonist

Each night, you learn a player

of a different character type than last night.
[+0 or +1 Qutsider]

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
ahility.

Alsaahir

Once per day, if you publicly guess

which players are Minion(s) and which are Demanis),
g00d wins,

Artist
Once per game, during the day,
privately ask the Storyteller any yes/no question.
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Recluse
You might register as evil & as a Minion or Deman,
ever if dead.

Sweetheart
When you die,
1 player is drunk from now an.

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

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose roshamba.

Ojo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.
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Alchemist

You have a Minion ability. Byt

When using this, b

the Starteller may prompt you o chooss differsatly :
"l' .

Cannibal L

Yau have the ability of the recently killed exec -J
If they are evil, you are poisoned
until a good player dies by execution, .

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

Choirboy

If the Demon kills the King, L
you learn which player is the Deman. .
[+ the Kingl iy

Banshee

If the Deman kills you, all players lear this,
From now on, you may nominate twice per day
and vate twice per nomination.

Atheist

The Storyteller can break the game rules,

and if executed, good wins, even if you are daad.;
[MNo evil characters] b

L

Saint
If you die by execution,
your team loses,

Snitch .
Each Minon o=
gets 3 bluffs. Lo

Summoner " . ji

You get 3 bluffs. .

On the 3rel night, choose a player: -

they become an evil Demon of your choice, [No Demon]
L

Mastermind

If the Demon dies by execution (ending the gamel S8

play for 1 more day,

If & player is then executed, thair team loses,

Vortox 5

Each night*, choose a player: they die.
Townsfolk abilities yield false infio.
Each day, if no-one is executed, evil wins.
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Summoner

Amnesiac
Alchemist

Minion Info

Summoner

Demon Info

Balloonist

,' {#/r Bounty Hunter

ol

Chambermaid

g R | St s i e e P
ah’_ Aoy s L e

P __,5._ 1 L, e

Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

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 ordered:
Paoisoners, Protectors, Killers, Informaticn

Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Mark the Alchemist with the IS THE ALCHEMIST token. @ Swap the Alchemist token with this Minion token.
Turn the Minion token upside-down, (This shows they are still good.).

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

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

Place the NIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as bluffs,

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

The Poisoner chooses a player. @

Give a finger signal.

Point to a player (alive or dead).
Place the SEEM token next to the shown player. &

Wake amy 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.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, @

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.

This ability should occur at the appropriate time in the night order, Abilities are usually ordered:

Amnesiac Poizoners, Protectors, Killers, Informaticon

P The Cannibal has the ability of the maost recently executed player,
Cannibal They immediately learn ary ‘you start knowing' information.

On the third night, wake the Summaoner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Summoner Wake 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 Demon token and put the new Demon to sleep.

Poisoner | The Poisoner chooses a player. @

B & 4 On the third night, wake the Summaner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.

Summaoner Wake the chosen player, Show the YOU ARE info token, then the Demon toker,
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Show the YOU ARE info token, then give a thumbs down.
Replace their character taken with the Demon token and put the new Demon to sleep.

Ojo The Ojo paints ta a role, If a player has that rale, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. &
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The Vartax chooses a player, 8

The Acrobat choases a player, If the chasen player is drunk or poisoned, place the DEAD remindsr, &

Sweetheart If the Sweetheart died, a player bacame drunk immediately. fl you haven't done this yet, do so now. @

Choirboy | # the Demon killed the King, wake the Choirboy. Point to the Cemon player.

If the demon killed the Banshee tonight, place the HAS ABILITY token, &
Publicly announce that the Banshee died,

B it Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. @

If the player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN token 1o the shown player, @

Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.

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




