Moble
You start knowing 3 players,
1 and only 1 of which is evil.

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

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

Acrobat

Each might*, choose a player:
if they are drunk or poisoned,
you die,

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Butler
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

Klutz
When you learn that you died, publicly choose
1 alive player: if they are vil, your team loses.

Devil's Advocate

Each might, choose a living player
(different to last night):

if executed tomorrow, they don't die.

Cerenovus

Each night, choose a player & a pood character:
they are 'mad” they are this character tomoraw,
ar might be executed.

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

Imp

Each night*, choose a player: they die,
If you kil yourself this way,

a Minion becomes the Imp.
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Fortune Teller
Each night, choose 2 players:
youl learn if either is a Demaon,
There & a good player that registers as a Dﬂrmb;m _

Cult Leader

Each nigit, you become the algnment of an alive neightor. -~ S

walmﬁa;mcrmmpnywrut.}wrmwﬁ; &
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Lycanthrope 4

Each night*, choose an alive player.
If good, they die & the Demon doesn't kill tumght
One good player registers as evil.

Professor
Once per game, at night*, choose a dead player :
if they are a Townsfolk, they are restimected. T8

Sage .
If the Deman kills you, .
wau learn that it is 1 of 2 players. 1 ke
Tea Lady i
If both your alive neighbors are good,

they can't die,

& il

Actheist ¥
The Storyteller can break the game rules, % 1"

and if executed, good wins, even if you are dead,
[Mo evil characters]

Politician s
Hf you were the player most responsible for your team ksing, 5
yiou change alignment & win, b

even If dead.

Damsel

All Minions know you are in play.

If & Minion publicly guesses you (once),
your team loses,

Psvchopath

Each day, before nominations,

you may publicly choose a player: they die.
If executed, you only die if you lose roshamba.

Wizard

Once per game, choose to make a wish. e
If granted, it might have a price & i
leave a clue as to its nature. A

Zombuul

Each night*, if no-one died today, B
choose a player: they die, 5
The 1st fime you die, you live but register as dead.

Legion

Each night*, a player might die.
Executions fail if only evil voted.
You register 25 a Minion too, [Most players are Leg
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Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:
Sherer the THIS IS THE DEMON token. Point to the Deman.

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

Run the Wizard's ability, if applicable.

The Devil's Advocate chooses a living player. @&

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

Wake each Minion. Show the Damsel token.

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

The Butler chooses a player. €

Point to the grandehild player & show their character token.

Point to al three players marked KNOW.

Walke 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.

Walke any player with a Tewnsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their taken 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 Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Wait a few seconds. Call for eyes open.
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Dusle | Check that all eyes are closed. Some Travellers & Fabled act.

Innkeeper | The Innkeeper chooses 2 players. @O

Wizard | Run the Wizard's ability, if applicable.

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

The Devil's Advocate chooses a living player, @

The Cerenovus chocses 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

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

Lvcanthrope
' E Mark them with the DEAD reminder, @ Deman doasn’t kill tanight.

vE
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Lf:giml You may decide a player that dies, (Once per living Legion) @

-

The Imp chooses a player. @ If the Imp chose themsalves:
Replace 1 alive Minicn token with a spare Imp token.
Put the odd Imp to sleep, Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

Imp

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

No Dashii | The Mo Dashii chooses a player, @

A

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

Professor The Professer might choose a dead player, 8@

'mgf@w%%é

Damsel | TBD
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Grandmother | If the grandchild was killed by the Demon, the Grandmather dies too, &

Fortune Teller | The Fortune Teller chocsas 2 players. Mod if either is the Demen (or the RED HERRING).

@& ‘Vil]age Idiat Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
ﬁ\ Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

ﬁep Bountv Hunter If the player with the SEEN token died today or tonight, paint to an evil player.
oy tove the SEEN token to the shown player. @

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Cult Leader Wake the Cult Leader, show themn the YOU ARE token, &either a thumbs down (if evil) or thumbs up (f good).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Butler | The Butler chooses a player. &

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

gt B L e o i e "
A RS e ) L P R 8 v N R v e



