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

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

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

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

Snake Charmer

Each night, choose an alive player:

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

Dreamer

Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is correct.

Drunk

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

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

Witch

Each night, choose a player:

if they naminate tomarraw, they die,

If just 3 players live, you lose this ability.

Pit-Hag

Each night*, choose a player

& a character they become (if nat-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 night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Outsider]

& " *Not the

| first night

L

--afécfxw&

Fortune Teller
Each night, choose 2 players:
yau learn if either is a Demaon,
There s a good player that registers a5 a Demon o you

Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies, N

Savant .
Each day, you may visit the Storyteller
to leam two things in private; i
listrue & 1 is false,

Professor %
Once per game, at night*, choose a dead pia;-.ner ' d
if they are a Townsfolk, they are resurrected, }

Soldier ¥
You are safe "" ;
from the Deman. 3
1 by
Banshee : { ‘_J;,.;.

If the Demon kills you, all players leam this. |
From now on, you may nominate twice per day
and vote twice per nomination,

Magician N
The Dernan thinks you are a Minion. iy
Minions think you are a Demnaon.

Hatter

If you died today or tonight,

the Minion & Demon players

rmay choose new Minion & Deman characters to be

Snitch
Each Minion )
gets 3 bluffs. i

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose rashamba.

Boomdandy T
If you are executed, all but 3 players die. Ll
Ater a 10 to 1 countdown, i
the player wilh the most players pointing at them, dies. . 3

Scarlet Woman 3 -
If there are 5 or more players alive -.,—1'_ 1
& the Diemon dies, you become the Demon, ="

(Travellers don't count) 5

Al-Hadikhia

Ezchnight*, you may chocee 3piayess (A paes anwiol 8
each silently chooses to live or dig, o
but if all live, all die. ‘e N !
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Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or mare players, instead of the normal Minion Infoand Demon 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.

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

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. @

The Witch chooses a player. @

Give a finger signal.

Give a finger signal.

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

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

Wait a few seconds. Call for eyes open.

kg, e s

LM e, T e R e

P T . ¥ TR

F
I

R
S
T
N
I

G
H
1




Monk

Witch
G,
@ Pit-Hag

a Scarlet Woman
@)
\I( Vigormortis

@ Al-Hadilkhia

Shabaloth

Gossip

Hatter

K"X Banshee

tﬁ Professor

Empath

Dawn

-

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

The Innkeeper chooses 2 players. @&

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

The Mank chooses a player. @

The Witch ehooses a player, @

The Pit-Hag chooses a player & a character. If 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.

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. ©6&

The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S8

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.
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.

If the Gossip is due to kill a player, they die. @

If the Hatter died, wake the Minions and Deman;
Show them the THIS CHARACTER SELECTED YOL 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 up with the same character as anather player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT remirder.
Change each player to the character they chose.

If the deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,

The Professar might ehoose a dead player, @@

Give a finger signal,

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

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

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