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L 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 [2am another
eyil 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 night*, choose a player:
if they are drunk or poisoned,
you die,

Snake Charmer

Each night, choose an alive player:

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

Dreamer

you learn 1 good and 1 evil character,
1 of which is correct.

(zoon

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

Ogre

On your 1st night, choose a player (not yourself):
you become their alignment (you don't know which)
even if drunk or poisoned,

Godfather

You start knowing which Outsiders are in play,

If 1 died today, choose a player tonight: they die.
[-1 or +1 Qutsider]

Psvchopath

Each day, before nominations,

you may publichy chooss a player: they die.

If executed, you anly die if you lose roshamba.

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

Ojo

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

the Storyteller chooses who dies.

Each night, chodse a player (not yourself or Travellers):

Alsaahir
Once per day, if you publicly guess
which phayers are Minion(s) and which are De
good wins.

Seamstress

Once per game, at night,
choose 2 players (not yourself): -
you learn if they are the same alignment.

You have the ability of the recently killed executee. ~ 5
If they are evil, you are peisoned L
until a good player dies by execution,

Cannibal : ’
f

Banshee

If the Demon kills you, all players learn this. 3
From now on, you may nominate twice per day &
and vate twice per nomination.

Tea Lady s

If both your alive neighbors are good, i
they can't die. e

Mavyor
If only 3 players live & no execution oocurs, R
your team wins. < EAS

If you die at night, another player might die instead,

Fool 3 1‘
The first time you die,
you don't,

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not,

Saint
If you die by execution,
your team loses,

Vizier L
All players know who you are, ! e
You can not die during the day. U
If good voted, you may chogse to execute immediately,
Xaan A
On night X, ;
all Townsfolk are poisoned until dusk.
X Outsiders] )

Kazali ==

Each might*, choose a player: they die, B
[You choose which players are which Minions,
-? to +7 Outsiders] 3

Al-Hadikhia
Each night*, you may choose 3 players (all players leam whol:
each silently chooses to live or die,

but if all live, all die,
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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 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.

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remaove it the following dusk.

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

Show the character tokens of all in-play Qutsiders.

Give a finger signal.

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

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

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs dawn, 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 Ogre points to a player;

If the player is evil, flip the Ogre's token upside down.

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.

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

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Ouisiders in play when the game began:
Ald the X reminder to the Grimaire. @ Remaove it the follewing dusk.

The Innkeeper chooses 2 players. @88

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

The Snake Charmer chocses a player. If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demon
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

The Mo Dashii chooses a player. &

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

The Al-Hadikhia points at three players:
Mark these players with the 1, 2. & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep
Wake the player marked 1 & say "The A:l Hadikhia has chosen® then the name of the player.
Ask “Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Rermcwve a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three.

The Kazali chooses a player. @

If an Outsider died today, the Godfather chooses a player. @

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

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

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

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

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