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

Grandmother
You start knowing a good player & their character.
If the Deman kills them, you die too.

Bounty Hunter

You start knowing 1 evil player.

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

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Village Idiot

Each nmight, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Fortune Teller

Each night, choose 2 players;

you learn if either is a Demon,

There i a good player that registers as a Demon to you.

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Hermit

You have all Quisider abilities,
[-0 or -1 Qutsider]

Poisoner
Each might, choose a player:
they are poisoned tonight and tomarrow day.

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose roshamba.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Lombuul

Each night*, if no-one died today,

choose a player: they die.

The 1st time you die, you live but register as dead.
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Lycanthrope
Each night*, choose an alive player.

If good, they die & the Demon doesn't kill tun
One good player registers as evil.

Savant

Each day, you may visit the Storyteller
to learn two things in private:

1is true & 1 is false.
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Professor =g
i

Once per game, at night*, choose a dead playrer g’i_;
if they are a Townsfolk, they are resurrected. .

Slayer

Once per game, during the day, el
publicly choose a player: il
if they are the Deman, they die, y
Juggler B
On your 15t day, *3
publicly guess up to 5 players' characters, iR "k
That night, you learn how many you got comect, SN
Tea Lady

If both your alive neighbors are good, o
they can' die. e
Poppy Grower By

Minions & Demaons do not know each other. i
If you die, they leam who each other are that night. 88

Saint
If you die by execution,
your team loses.

Heretic i
Whaoever wins, loses & whoever loses, wins,  © *fh

even if you are dead. A
Wizard e
Once per game, choose to make a wish. HETH
If granted, it might have a price & ".':':‘
leave a clue as to its nature. s '
N
Orpan Grinder i
All players keep their eyes closed when voling s o
and the vate tally is secret, i

Each night, choose if you are drunk until dusk, =83

Yortox

Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5
Each day, if no-one is executed, evil wins.

Fang Gu

Each night*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider] L
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info and Demon Info steps.

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

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

The Foisoner chooses a player. @

Run the Wizard's ability, if applicable.

The Organ Grinder either nods or shakes their head
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remave their DRUNK reminder.

Give a finger signal.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Point to the grandehild player & show their character token.

Wake any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 1S THE DEMON info token, then point to the Demaon. Put the Minions to sleep. i
Wake the Demaon. Show the THESE ARE YOUR MINIONS info foken, then point to the Miniors. Put the Demen to teey

The Paisoner chooses a player. @

Run the Wizard's ability, if applicable.

The Mank chooses a player. @

The Organ Grinder either nods or shakes their head
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder.
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The Lycanthrope points to a player. If the chasen plaver is good:
Mark them with the DEAD reminder. @ Deman doesn't kill tonight

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

The Fang Gu chooses a player. & If they chose an Outsider (once only):
Replace the Outsider 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 Mo Dashii chooses a player. @

The Vartox chooses a player. @

The Professor might choose a dead player, @@

If the grandchild was killed by the Demon, the Grandmother dies too, &

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Give a finger signal.

Wake any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted,

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

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