Chef
You start knowing how many pairs
af evil players there are.

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

Innkeeper
Each night*, choose 2 players:
they can't die tomight, but 1 is drenk wotil dusk.

Monl
Each night*, choose a player (nal yourself):
they are safe from the Demon tonight.

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & 15 then paisonad.

Dreamer

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

Drunk

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

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

Witch

Each night, choose a player:

if they nominate tomorraw, they die,

If just 3 players live, you lose this ability.

Pit-Hag

Each night*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary.

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated.

Vigormortis
Each might*, choose a player: they die.

Minions you kill keep their ability & poison 1
Townsfolk neighbor.
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Each night, choose a player (not yoursalf or Travellers);
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*Not the
first night
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Fortune Teller
Each night, choosa 2 players; y
you learn if either is a Deman,

There s a good player that registers as a Demon o yous
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Gossip
Each day, you may make a public statement, =
Taonight, if it was true, a player dies. |_ o |
AT
Savant - g _|

Each day, you may visit the Storyteller %7

N

ta learn two things in private; b
listrue & 1 is false, 3

Professor F‘
Once per game, at night*, choose a dead pdayaﬁ

if they are a Townsfolk, they are resurrected, ~.
i

Soldier .
You are safe ool
from the Deman,

Banshee
If the Deman kills you, all players leam this. — SE
From now on, you may nominate twice per day
and vote twice per nomination,

Magician
The Deman thinks you are a Minian. '
Minions think you are a Deman. N

Hatter g -
If you died today or tonight, 4
the Minion & Demon players ¥4
may choose new Minion & Demon characters to b

e
Snitch .

Each Minion
gets 3 bluffs. g

Psychopath g v
Each day, before nominations, it -
you may publicly choose a player: they die. -
If executed, you only die if you lose roshamba, = ;

Boomdandy s,
If you are executed, all but 3 players die. '
After 2 10 to 1 countdown, 4
e plaer with the rrost players pointing at them, --=;".

Scarlet Woman [
If there are 5 ar more players alive {
& the Demon dies, you become the Deman.
(Travellers don't count)

Al-Hadikhia L
Each night", you may chocee 3 playes (a plajes lam wholh 8
each silently chooses to live or dig, e
but if all live, all die. i
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Check that all eyes are closed. Some Travellers & Fabled act.

If there are 7 or mare players, instead of the narmal Minien Info and Deman Infa steps, do the following:
X Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Magmlau Put the Minions to 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. Shaw 3 not-in-play good character tokens,

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

Repeat the following process for each Minion:
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 the Demon:
Show the THESE ARE YOUR MINIONS taken, Point ta all Minions.
Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

FE G Z e T i

The Snake Charmer chooses 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 Derman,

Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Witch chooses a player. @

Give a finger signal.

Give a finger signal.

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

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

Wait a few seconds. Call for eyes open.




Snake Charmer

Innkeeper

Professor

Hatter

Banshee

Empath

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

The Snake Charmer chooses 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 tokens & give a thumbs up. @&

The Innkeeper chooses 2 players. @86

The Monk chooses a player. @

The Witch chooses a player, @

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

If the Scarlet Woman became the Deman today, show them the YOU ARE token, then the Deman token.

The Vigormortis chooses a player. @ If that player is a Minian, poison a neighbaring Townsfolk. 8@

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 Al Hadikhia has chosen® then the name of the player.
ek “Do you choose to live? They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3
Remove 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 Professor might choose a dead player. B8

If the Hatter died, wake the Minicns and Demaon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token
Each player may point to another character of the same type as their current character.
If a second player would end wp 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 deman killed the Banshes tonight, place the HAS ABILITY token, &
Publicly announce that the Banshee died.

Give a finger signal.

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

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

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