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King a
Chef _ : ¢ ~  Eachnight, if the dead equal or outnumber the livi
You ;tan knowing how many pairs @G you learn 1 alive character,
of evil players there are. ' The Deman knows you are the King.
v Lycanthrope

Washerwoman h“ U B g

: Each night*, choose an alive player, L
You start knowing that 1 of 2 players T If good, they die & the Demon doesn't kill tonight, 5

is a particular Townsfolk. One good player registers as evil.

Artist
Once per game, during the day,
privately ask the Storyteller any yes/no guestion. =

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

e f
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| Sage :
Monk If the Deman kills you, g
Each night*, choose a player (not yourself): you learn that it is 1 of 2 players. B
they are safe from the Demon tonight.

Choirboy .

. A2 If the Demon kills the King, f 5

Acrobat ~a.( d yaul learn which player is the Deman, 1% b
Each night*, choose a player: [+ the Kingl e

if they are drunk or poisaned,

you die. > Tea Lady
= - If both your alive neighbors are good, 4
: they can't die. =
reamer .

Each night, choose a player (mot voursall or Travellers);
you learn 1 good and 1 evil character,
1 of which is correct.

Magician EE'
The Deman thinks you are a Minion. i
Minions think you are a Deman. -

tomormow, you may only vote if they are voling too. even if dead.

Butler Recluse L
Each night, choose a player (not yourself): ﬂl You might register as evil & as a Minion or Demon,.
% |

Lunatic Puzzlemaster
You think you are a Demon, but you are not. 1 player is drunk, even if you die. m i s
The Demon knows who you are If you guess (once) wha it is, leam the Demon player {F
& who you choose at night. but guess wrong & get false info. a
g
Poisoner Psychopath T
Each might, choose a player: Each day, before nominations, o
they are poisoned tonight and tomarrow day. you may publicly choose a player: they die. ".':':‘
If executed, you only die if you lose roshambo. | =l
R |
Cerenovus Wizard 28
Each night, choose a player & a pood character: Once per game, chioose to make a wish L o
they are *mad” they are this character tomorrow, If granted, it rni'gnt have a price & 1 B
MLk e leave a clue as to its nature. g
Mo Dashii Qjo
Each night*, choose a player: they die. Each night*, choose a character: they die. o
Your 2 Townsfolk neighbaours are poisoned, If they are not in play, g
the Storyteller chooses who dies. ey
Shabaloth Kazali <& :
Each night®, choose 2 players: they die. \ Each night*, choose a player: they die.
A dsaq player you chose last night might be [You choose which players are which Minions.
regurgriated. 2 to 42 Outsiders]
N P + , *Not the
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Check that all eyes are closed, Some Travellers & Fabled act.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

If there are 7 or more plavers, instead of the normal Minien Info and Demon nfo steps, do the following:

g ,EL o Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
I,: n‘_él Mﬂglt‘ 1an Put the Minions to sleep, Wake the Demon.
" Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.
# Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

Mini Inf If there are 7 ar more players, wake all Minions:
s Show the THIS IS THE DEMON token. Point 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. Shaw 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 15 info token and the Lunatic token, then point to the Lunatic
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Lunatic

If there are 7 or more players, wake the Demon:
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.

King | Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

Poisoner | The Paiscner chooses a player, @

Fun the Wizard's ability, if applicable.

The Cerenovus chooses a player & a character. & Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Chef | Give afinger signal.

Butler | The Butler chooses a player. @

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

Dawn Wait a few seconds. Call for eyes open.

e Rl e T R ; = ! =
e i L PSS Y S| S T ¥ - . Y



B Sl e M A g A R T TR ¥ ¥rET - 1 -3
o RS o ; Bt

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

Poisoner | The Paiscner chooses a player. @

Innkeeper | The Innkeeper chooses 2 players. ©©

Wizard Run the Wizards ability, if applicable.

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

Monk | The Mank choases a player. &

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

L@ ~Z XZEHT—0O

Cerenovus

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

The Lycanthrope points to a player. If the chosen player is good:

Lycanthrope
y P Mark them with the DEAD reminder. @ Demaon doesn't kill tonight.

& PIENIOUSIY Chasen player l'l"lig- resurrecie e Shabaloth chodses 2 p ayers.
Shabaloth | & ly ch [ ht be ted. @ The Shabaloth ch 2l [57s)

MNo Dashii | The Mo Dashii chooses a player. @

Ujﬂ The Ojo points to a role. If a player has that role, they die. @
If the rale is aut of play, the Staryteller choosss any number of players that die. @

Kazali | The Kazali chooses a player. @

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

Chuirbm,' If the Deman killed the King, wake the Choirboy, Point to the Deman player.

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

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

King
Butler | The Butler chooses a player. @&

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