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Steward
You start knowing
1 good player.

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this characher,
you gain their ability when they die.

Flowergirl
Each night*, you learm
if a Demon voted today.

Village Idiot

Each night, choose a player:

you learn their alignment,

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

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Cult Leader
Each night, you banome the alignment of an alve negghbor,
If all good players choose fo join your cult, your ieam wins,

Lycanthrope

Each night*, choose an alive player.

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

(Goon

Each night, the 15t player to choose you
with their ability is drunk until dusk.
You become their alignment,

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

Devil's Advocate

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

if executed tomorrow, they don't die.

Harpy

Each night, choose 2 players:

tomarmaw, the 15t player is mad that the 2nd is evil,
or one or both might die.

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.
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Savant
Each day, you may visit the Stonyteller
to learn two things in private;

1is true & 1 is false.

Alsaahir

Orice per day, if you publicly guess
which players are Minion(s) and which are Demon(s), — S8
good wins. ’

Seamstress

Once per game, at night,

choose 2 players (not yourself):

yau learn if they are the same alignment.

Huntsman el
Once per game, at night, choose a living player; =8
the Diamsa, if chosen, becomes a not-in-play Townsiolk 58

[+the Damsel] el

Fisherman i
Once per game, during the day, /8
visit the Stonyteller for some advice i
1o help your tzam win, i &

Farmer
If you die at night,
an alive good player becomes a Farmer.

Magician e 1
The Deman thinks you are a Minion,
Minions think you are a Demon,

Klutz iy
When you leam that you died, publicly choose . S8
1 alive player: if they are evil, your team loses.

Damsel

All Minions Know you are in play.

If & Minion publicly guesses you (oncel,
your team loses,

Goblin

If you publicly claim to be the Goblin
when nominated & are executed that day,
your team wins.

Mastermind it
If the Demon dies by execution (ending the game), =38
play for | more day. y
If a player is then executed, their team loses. 'i

Vizier 7L

All players know who you are.

You can not die during the day.
If good voted, you may choose to execute immediately. S8

Shabaloth

Each might*, choose 2 players: they die,

A dead player you chose last night might be
regurgitated,
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Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or more players, instead of the normal Minion Info and Deman Infa steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minians ta 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,

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

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

The Snake Charmer chooses a player, If they chose the Demon;
Show the YOU ARE & Deman tokens. Give a thumbs down. Swap the Snake Charmer & Demaon tokens.
Put the old Snake Charmer to sleep, Wake the ald Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Devil's Advocate chooses a living player, &

The Harpy chooses a player & & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU taken, the Harpy taken, then point to the second target,

Show the Townsfolk character token marked MAD.

If the Huntsman points to a player:
Put them to sleep, Mark them with the NO ABILITY token, &
If they chose the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep, Replace the Damszl character taken with their new Tawnsfalk character token,

Walke each Minion. Show the Damssl taken,

The Seamstress might choose 2 players, Mod or shake your head, @&

Point to the player marked KNOW. @

Wake any Village Idiot, 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.

The Cult Leader becomes the alignment of one of their living neighbars, If their alignment changed:
VWake 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.

Declare that the Vizier is in play, and which player it is.
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Check that all eyes are closed, Some Travellers & Fabled act.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @ ;

The Snake Charmer chooses a player, If they chose the Dermon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the cld Snake Charmer to sleep, Wake the ald Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

The Devil's Advocate chooses a living player. &

The Harpy choases a player @ & then ancther player, @ Put the Harpy to sleep, Wake the first targst
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Lycanthrope points to a player. |f the chosen player is good:
Mark them with the DEAD reminder, @ Demon doasn’t kill tanight
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A previously chosen plaver might b resurrected. @ The Shabaloth chooses 2 players. @@

The Mo Dashii chooses a player. @

If the Sweatheart diad, a player became drunk immediately. fl you haven't done this yet, do so now. @

If the Huntsman paints to a player;
Put them to sleep. Mark them with the NO ABILITY token. &
If they chese the Damsel, wake the Damsel, show the NO ABILITY info token, then a notin-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

TBD

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep,
Replace their previous character token with a Farmer character token.

Either nod ar shake vour head.

The Seamstress might choose 2 players. Nod or shake your head. @

Wake any Village Idiat, 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.

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 & immediately say whao died.
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