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Steward . Savant

You start knowing Each day, you may visit the Storyteller
1 good player. to learn two things in private:
1is true & 1 is false. ) h
LA T
MNoble pa— T .
You start knowing 3 players, ) Courtier e
1 and only 1 of which is evil. Once per game, at night, choose a character: A 1
they are drunk for 3 nights & 3 days. :-.. (i
Washerwoman E -
You start knowing that 1 of 2 players " Ao O ' k *".:
is & particular Townsfolk, Once per game, at night, B~
EEA choose 2 players (not yourself); i ,-.'
Bounty Hunter &5 you learn if they are the same alignment, 8
You start knowing 1 evil player .
If the player you know dies, you leam ancther . Philosophss iy H
evil player tonight. [1 Tewnsfolk is evill Once per game, at night, _._!
Pixie chupse a good Eha_ra[:!er: gain that ability.
You start knowing 1 in-play Townsfalk. If this character is in play, they are drunk. o
If you were mad that you were this character, : : --" i
you gain their ability when they die. = Amnesiac 3
You do not know what your ability is. e
High Priestess 9 Each day, privately puess what it is: 3
Each night, leam which player * you leam how accurate you are. y
the Storyteller believes you should talk to mast. AL
Mavor gy
Gambler m If only 3 players live & no execution oocurs, K
Each night*, choose a playver & guess their character: your fzam wins. i
if you guess wrong, you die, If you die at night, another player might die |n5!eajf
Drunk Hatter .
You do not know you are the Drunk. If you died today or tonight, I
You think you are a Townsfolk character, the Minion & Demon players i /o
but you are not, may choose new Minion & Demaon characters to be. '.
Golem Damsel -
You may only nominate once per game. All Minions know you are in play. wig
When you do, if the nominee is not the Demon, ' - If & Minion publicly guesses you (once),
they die. your team loses, =
T
g G
Mezepheles Assassin "
You start knowing a secret word. f Once per game, at night*, choose a player: e
The 1st good player to say this word they die, even if for some reason they could not. =
becomes evil that night. ' ; Sy
Cerenovus - Evil Twin ' Tﬁ
Each night, choose a player & a good character: ﬁ ;ﬁ;:‘ Z’r;dupp:smgsp;::cer lb;nﬂm:ve;acrjnas:her. % _ﬁ
they are ‘mad” they are this character tomorrow, gy ian't ﬂmﬁr Iu mtkli ik o A
ar might be executad, o o
Shabaloth Kazali £ 2
Each night*, choose 2 playvers: they die, Each might*, choose a player: they die. ;‘ilt .
A dead player you chose last night might be [You choose which players are which Minions.
regurgitated, -7 to 47 Outsiders] i _
Lo
Ojo Lil' Monsta *&
Each night*, choose a character; they die \ Each night, Minions choose
If they are not in play, #A ¢ who babysits Lil' Monsta & 'is the Demon’. & &8
the Storyteller chooses who dies. 4 t”h _$ . e Each night*, a player might die, [+1 Minion]
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Dusk

Amnesiac

Philosopher

Lil' Monsta

Minion Info

Demon Info

Courtier

Evil Twin

Cerenovus

Mezepheles

Steward

Noble

Washerwoman

Pixie

High Priestess

A f; /¢ Bounty Hunter
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Seamstress

Damsel

Itazalu pumataplwﬂard on the characte: sheet
Replac! their old character taken wllh Ih!- Minion token. Wake the pla'yer
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number af Minlons exist.
Put the Kazali to sleep.

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

This ability should occur at the appropriate time in the night order. Abilities are usually orderad:
Poisoners, Protectars, Killers, Infarmation

The Philosapher might choose a character, If necessary, swap their character token. @

Instead of the normal Minion Info and Deman Info steps, do the following:
Wake all Minions. Shew the THESE ARE YOUR MINIONS token. The minions pick a player:
Pt the minions back to slesp, Wake the chosen player. Point to the player, & show them the IS THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside thermn. @

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

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 token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist,
Fut the Kazali to sleep.

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

The Courtier might choose a character. @@

Wake both twins. Allow eye contact.
Show the good twin's character taken to the Evil Twin &vice versa,

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

Show a single word on a piece of paper, phone, or other device,
Point 1o the player marked KNOW. @
Point to al three players marked KNOW,
Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Show the Townsfolk character token marked MAD.
Point to the player whom you most think the High Priestess should speak with tamorrow.
Wake any player with a Townsfolk character:
Show tham 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. @&

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

Wake each Minion. Show the Damsel token,

Wait a few seconds. Call for eyes open.
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Pixie
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Seamstress

Dawn

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

This ability should aceur at the appropriate time in the night order, Abilities are usually ardered:
Poisoners, Protectors, Killers, Information

The Philosopher might chocse a character. If necessary, swap their character token. @
The Courtier might choose a character. @&

The Gambler chooses a player & a character, @

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

If a player is marked with the TURNS EVIL reminder:
Wake them, Show the YOU ARE info token then give a thumbs down, Put them to sleep,
Turn their character token upside down. (This shows they are now evil )
Mark the Mezzpheles with the NO ABILITY reminder, @

The Kazali chooses a player. @

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the IS THE DEMON token,
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

The Ojo points to a role. If a player has that role, they die. @
If the role is out of play, the Storvteller choosss any number of players that die. @

The Assassin might choose a player, 88

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token,
Each player may point to anather character of the same type as their current character,
If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again,
Put them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose,

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. @

Point to the player whom you most think the High Priestess should speak with tomorrow.

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

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

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