You start knowing that 1 of 2 players
is a particular Townsfolk,

Librarian
You start knowing that 1 of 2 players
is a particular Qutsider. (Or that zero are in play.)

Bounty Hunter

You start knowing 1 evil player,

If the player you know dies, you leam another
evil player tonight. [1 Townsfalk is evill

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

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

Snake Charmer

Each night, choose an alive player;

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

Fortune Teller

Each night, choose 2 players:

you learn if either is a Demon,

These i a good player that registers 25 a Demon 1o you,

Drunk

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

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Spy

Each night, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Pit-Hag #

Each nmight*, choose a player

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

If a Demon is made, deaths tonight are arbitrary

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info,

Each day, if no-one is executed, evil wins.

Legion {F

Each night*, a player might die.

Executions fail if only evil voted,

Wou register as a Minion 1og, thstplamw
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Washerwoman

*Not the
first night

Engineer
Once per game, at night,
choose which Minions or which Demon is in plz L 3-;' X

r.
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Nightwatchman
Once per game, at night, choose a player:
they leam you are the Nightwatchman.

Philosopher :
Once per game, at night, fi8
choase a good character: gain that ability,
If this character is in play, they are drunk, ¥

Ravenkeeper :
F f 3+

If you die at night, X

you are woken to choose a player: < -

you learn their character. Lo L

Atheist o
The Staryteller can break the game rules, e | {
and if executed, good wins, even if you are dead

[No evil characters]

Pacifist
Executed good players
might nat die. ¢

Saint
If you die by execution,
your team loses.

Politician A
If you were fhe player rrmrmmmbieﬁx;-.mrmnmg
you change alignment & win,

even if dead. s

Widow .
On your 1st night, look at the Grimoire )

& choose a player: they are poisoned. P
1 good player knows a Widow is in play. H e

Mastermind [ 1
If the Dermon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their l2am |oses,

Lord Of Typhon
Each might*, choose a player: they die. 1ig :"“.
[Evil characters are in a line, You are in the middle,
+1 Minion. -7 to +7 Outsiders] ' i

.-',-'

Al-Hadikhia B

Each night*, wmmi?mtmﬂa,eamnm B
each silently chooses to live or die,
but if all live, all die.
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Show each of these players a unigue Minion token, and give a thumbs down.

Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, da the Minion Info and Demon Info steps as normal.

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

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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
= Lord Of Tvphon Show each of these players a unique Minion token, and give a thumbs dawn,

A P Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal,

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

T G9 — Z, »—a@mdeﬂ

If there are 7 ar more players, wake the Demon:
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 fokens,

The Snake Charmer chooses a player, If they chose the Deman;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer o slesp, Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

If the Engineer points to a Demon of Minions an their character sheal;
Swap all appropriate character tokens with new character tokens.
Wake each vl player that changsd characker, show the YOU ARE info token, then their new character tokan, Put them b:
Mark the Engineer with the NO ABILITY reminder token. @

Show the Grimoire for as long as the Widow needs.

The Widow picks 2 player, Mark that player with a POISONED reminder. @ Put the Widow to sleep
Wake ary pood player. Show them the Widow token, Put them to sleep, Mark them with the KNOWS reminder. &

Shaw the Grimaire to the Spy for as long as they need,

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

- # *
“ .J' Librarian Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

' :

o ngh Priestess |  Point to the player whom you most think the High Priestess should speak with tomarrow.
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Fortune Teller The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

Wake any player with a Townsfolk character:
Bounty Hunte Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
r r"‘ 3 C Turn their token upside-down. (This shows they are evil )

-'} Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player, @

! & "‘
If the Mightwatchman points at a player:
Put the Nightwatchman fo sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the MNighbwalchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token. @

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

The Philosapher might choose a character, If necessary, swap their character token, 8

The Snake Charmer chooses a player, If they chose the Demaon;
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. @

Snake Charmer

Innkeeper | The Innkeepar chooses 2 players. GGG

If the Engineer peints to a Demaon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens,
Wake aach el player that changed character, show the YOU ARE info token, then their new character tokian. Put them tc
Mark the Engineer with the NO ABILITY reminder token. @

Engineer

Shaw the Grimoire to the Spy for as long as they need.
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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 Vortox chooses a player. @

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

® Lord Of Typhon | The Lord of Typhon 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
R adikhia 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.
Remcove 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,

Ravenkeeper | if the Ravenkeeper died tanight, the Ravenkeeper chooses a player, Show that player's character token,

High Priestess | point to the player whom you most think the High Priestess should speak with tomorrow,

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

If the player with the SEEN token died today or tonight, point to an evil player.
Maove the SEEN faken fo the shown player, @

If the Mightwatchman peints at a player:
Fut the Mightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint to the MNightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @

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




