Empath
Each night, you leam how many
of your 2 alive neighbours are avil,

=

Gambler
Each night*, choose a player & guess their charactar:
if you guess wrong, you die,

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

(General

Each might, you learm which alignment
the Storyteller believes is winning:
good, evil, or neither,

Tinker
You might die
at any time,

Recluse
You might register as evil & as a Minion ar Deman,
even if dead.

Pit-Hag

Each night*, choose a player

& a character they become (if not-in-playl.

If a Demon is made, deaths tonight are arbitrary.

Marionette 2

You think you are a good character but you are not.
The Demon knows who you are.

[You neighbor the Demon]

Imp

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

a Minion becomes the Imp.

Dreamer
Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character, 4
1 of which is corect.

Savant

Each day, you may visit the Storyteller
to leam two things in private;
1istrue & 1 is false,

Philosopher s

Once per game, at night,
chioose a good character: gain that ability. T3 -
If this character is in play, they are drunk. :

Fisherman
Once per game, during the day,
visit the Storyteller for some advice

to help your team win. iy
e ‘."
i
Snitch : ,"i
Each Minion e
ge1s 3 bluffs, oy
Baron R - )
There are extra Outsiders in play. '?_- d
[+2 Outsiders] e
e s 'I
2
<4
Al-Hadikhia -

Each night*, you may chionse 3 players (2l players laam whol:
each silently chooses to live or die,
but if all live, all die.
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Philosopher

Minion Info

Snitch

Demon Info

Marionette

Empath

Dreamer

General

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

The Philosopher might choose a character. If necessary, swap their character foken, @

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

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,

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

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep,

Give a finger signal.

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

If you believe that the good team is winnlrtg, give a thumbs up
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

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

Philosopher | The Philosopher might choose a character. If necessary. swap their character token. @

Ej}? Gambler | The Gambler choosss a player & a character. @

Zi l Monk The Mank choosss a player. @

Pit-Hag The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to slesp, Wake the target, Show the YOU ARE token & their new character token,

3

< 4

1

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

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

Imp
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) The Al-Hadikhia points at three players:
. 3 Mark these players with the 1, 2, & 3 reminders, in the chosen arder, Put the Al-Hadikhia to sleep,
i E*i Al Hadithia Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
r; 1 Ak Do you chooss to live? They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Rerncve 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,

Tinker The Tinker might diz, @

Empath Give a finger signal.

v Bgior.

Dreamer | The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
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If you believe that the good team is winning, give a thumbs up.
General If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

4 (; ~ Dawn Wait a few seconds. Call for eyes open & immediately say who died.
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