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Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise,

If equidistant, this info is arbitrary,

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

High Priestess
Each night, leam which player
the Storyteller believes you should talk to most,

CGambler
Each night*, choase a player & guess their character:
if you guess wrong, you die.

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

Nightwatchman
Once per game, at night, choose a player:
they learn you are the Nightwatchman,

Lunatic

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

& who you choose at night.

Kluiz

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

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Harpy

Each night, choose 2 players:

tomoraw, the 15t player is mad that the 2nd is evil,
or one or both might die,
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Lil' Monsta

Each night, Minions choose

who babysits LI Monsta & 'is the Demon',
Each night®, a player might die. [+1 Minion]

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,
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Courtier ;
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days.

Seamstress

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

Fisherman

Once per game, during the day,
visit the Stonyteller for some advige
to help your team win,

Soldier -
You are safe a
from the Demon. 4

Alchemist & <=§ 1
You have a Minion ability. A
When using this, [ o
the Storyteller may prompt you 1o choose differently, =53

Atheist 4
The Staryteller can break the game rules, ks
and if executed, good wing, even if you are dead. =3
[Mo evil characters] _23;
g
Barber -L

If you died today or tenight, the Demon may choase 54
2 players (not another Demaon) to swap characters,

Heretic <z} 4 ey
Whoever wins, loses & whoever loses, wins, || ifrl

even if you are dead. A
Pit-Hag CE
Each night*, choose a player HET

& a character they become (if not-in-play). ;
If @ Demon is made, deaths tonight are arbitrary. =S

Orpan Grinder i
All players keep their eyes closed when voling s o
and the vate tally is secret, i

Each night, choose if you are drunk until dusk, =83

Legion
Each might*, a player might die. B
Executions fail if only evil voted. -

Yol register 25 a Minion too, [Most players are Legion]

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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Alchemist

Minion Info

Lunatic

Demon Info

Lil' Monsta

Courtier

Organ Grinder

Harpy
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Empath

Clockmaker

Seamstress

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

Show the YOU ARE info token then the character token of a not-in-play Minion. Fut the Alchemist to sleep.

Mark the Alchemist with the 1S THE ALCHEMIST token, @ Swap the Alchemist token with this Minion taken, ‘

Turn the Minion token upside-down. (This shows they are still good.).

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

If there are ¥ or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER IS5 info token and the Lunatic token, then point to the Lunatic.

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

Show the THESE ARE YOUR MINIONS token. Foint to all Minions.

Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character fokens.
Instead of the normal Minion Info and Deman Info steps, do the following:

Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions back to sleep, Wake the chasen player, Point to the player, & show them the 1S THE DEMON token,
Put the chosen player back to sleep. Place the IS THE DEMOMN token beside them. @&

The Courtier might choose a character, 8@

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, &
If they shake their head, remaove their DRUNK reminder.

The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

Give a finger signal.

Give a finger signal.

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

Point your finger horizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
Vake the choeen player, show them the THIS CHARACTER SELECTED YOU info foken & the Mightwatchanan token.
Point to the Mightwatchman player, Put the chosen player back ta sleep
Mark the Mightwatchman with the NO ABILITY reminder token. &

Show the Grimoire to the Spy for as long as they need.

Point to the player whom you most think the High Priestess should speak with tomarmaw,

Wait a few seconds. Call for eyes open.
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Dusk

Courtier

Gambler

Monlk

Organ Grinder

Pit-Hag

Harpy

Lunatic

Legion

Zombuul

Al-Hadikhia

Lil' Monsta

Barber

Empath

Seamstress

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

The Courtier might choose a character. @&

The Gambler chooses a player & a character. @

The Monk chooses a player. @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, &
If they shake their head, remaove their DRUNK reminder.

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

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second target,

Do whatever needs to be dane to simulate the Demaon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their target(s)

You may decide a player that dies. (Once per living Legion) @

If no one died today, the Zombuul chooses a player, @

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 slesp.
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.

Ak Do you choose 1o live™ They nod or shake their head. Put therm to sleep. Repeat for plavers marked 2 & 3.

Remeove 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 minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @
Place the DEAD token beside any living player. &

If the Barber died today or tonight, show the Demaon the THIS CHARACTER SELECTED YOU & Barber tokens

If the Demon chose 2 players, wake one at a time, Show the YOU ARE token & their new character token,

Give a finger signal.

The Ssamatress might choose 2 players. Mod or shake your head, &

If the Nightwatchman points at a player:
Put the Mightwatchman to sleep.

Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman foken.

Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @
Show the Grimeire to the Spy for as long as they need.

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

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

o i R T T . = :
¥ dae Xty e 5
LB e 0 AR . P ) L P Vi N AN Thl ¥ T i

"l!-“r"."'.""""‘"'-'..'-i"m'= ¥ oEETT - : G
.-'ful"-t-_' R b . X g 3 ¥ . Pl - "‘i‘- ¥
. e ‘ . iXr

0
|

H
E
R
\|
I

G
H
\
S




