el

Knight
You start knowing 2 players
that are not the Demaon.

Investigator
You start knowing that 1 of 2 players
i5 a particular Minion.

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

Monk

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

Sailor

Each might, choose an alive player:
either you or they are drunk until dusk.
You can't die,

Balloonist

Each night, you leam a player

of a different character type than last night.
[+0 or +1 Outsider]

Snake Charmer

Each night, choose an alive player:

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

Plague Doctor T 9
If you die,
the Storyteller gains a Minion ability.

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

Devil's Advocate

Each might, choose a living player
(different to last night):

if executed tomorrow, they don't die.

Pit-Hag

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

Qjo

Each might*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

Po
Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight.
5 ik, '.' '! = o= "
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Mathematician
Each night, you leamn
how many players' abilities worked abruulmallu
{since dawn) due to another character's ability.

Dreamer
Each night, choose a player (nat yourself or Traveflers): = S8
you learn 1 good and 1 evil character, .
1 of which is comrect.

Exorcist

Each night*, choose a player (different to last mgﬁt}
the Deman, if chosen, leams who you are

then doesn't wake tonight.

Lycanthrope -
Each night*, choose an alive player.
If good, they die & the Demon doesn't kil tunlg‘ht

One good player registers as evil. T .'
Philosopher 4 +
Once per game, at night, : o

choose a good character: gain that ability.
If this character is in play, they are drunk,

Jugeler .
On your 1st day, iy
publicly guess up to 5 players' characlers. e
That night, you learn how many you got correct, 88N

Saint
If you die by execution,
your team loses.

Snitch
Each Minion
gets 3 bluffs.

Marionette 7 2 -
You think you are a good character but you are nut.

The Dermaon knows who you are. ¢ %
[You neighbor the Deman]

Boomdandy

If you are executed, all but 3 players die. s
After a 10 1o 1 countdown, Tag
the: player with the most players pointing at them, r.uu 5

".‘E g !
Vigormortis
Each might*, choose a player: they die. B
Minions you kill keep their ability & peisen 1 5

Townsfalk neighbor. [-1 Outsider]

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

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

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,

The Sailor chooses a living player. @

Wake the Demaon. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep.

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 cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Devil's Advocate chooses a living player. @&

Show the Minion character token. Paint to both the MINION and WRONG players.

Give a finger signal.

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

Point to the two players marked KNOW, 8@

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

Give a finger signal.

Wait a few seconds. Call for eyes open.
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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 token. @

The Sailor chocses a living player. 8

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 takens & give a thumbs up. @

The Maonk chooses a player. @

The Devil's Advocate chooses a living 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.

The Exorcist chooses a player, @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Foint to the Exorcist.

The Lycanthrope points to a player. If the chasen plaver is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or @8H*

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. GG

The Ojo points to a role. If a player has that role, they die. @

If the rale is aut of play, the Storyteller chooses any number of players that die. @

The Al-Hadikhia paints 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
Azk “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 Plague Doctor died, place a Minion character token in the center of the Grimoire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, add a taken to the night sheet.

Give a finger signal.

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

Give a finger signal,

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. @

Give a finger signal.

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