Chef Dreamer 7
You start knowing how many pairs Each night, choose a player (not yoursalf or Travellers|
of evil players there are. you learn 1 good and 1 evil character,
1 of which is corect.

Investigator

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

Furlunu Teller
Each night, choose 2 players: 0
you learn if either is a Deman. RETS |

Washerwoman These: 5 a good player that registers &5 a Demon to you, ; :
You start knowing that 1 of 2 players T
is a particular Townsfolk, q, Alaaltic R !
Once per day, if you publicly guess
Undertaker . which players are Minion(s) and which are Da’ru’ﬁs},p L
Each night*, you learn which character - good wins, x
died by execution today, T
A0 Nightwatchman
Innkeeper Once per game, at night, choose a player: -
Each night*, choose 2 players: they leam you are the Nightwatchman. o s T
they can't die tonight, but 1 is drunk until dusk.
Sail Slayer -
Saulor f L
Once , during the day, e
either you qr they are drunk until dusk. if they are the Deman, they die. ;
You can't die. .l
A
Village Idiot Ravenkeeper p
Each night, choose a player. If you die at night, -
you lzarn their alignment, you are woken to choose a player: -
40 to +2 Village Idiots. 1 of the extras is drunk] ou S e b
Butler Recluse ¥
Each night, choose a player (not yourself): ) You might register as evil & as a Minion or Derman, =3
tomorrow, you may only vote if they are voling too. even if dead. - -
P
Drunk A, Saint o
You dq not know you are the Drunk, w If you die by execution, .
You think you are a Townsfolk character, N your team loses. .
but you are not. .-
¥ L}
B
Poisoner Scarlet Woman " i
Each night, choose a player: If there are 5 or more players alive )
they are poisoned tonight and tomarrow day. & the Demon dies, you become the Demon, 88
(Travellers don't count) i e
- i "i
Spy e Vizier G L i &
‘&:Ehn‘:?r::tr:;zi:rﬁa;hgzm;lmmrE. All players know who you are. I.' ¥ :
¥ ; AL
& as a Townsfolk or Qutsider, even if dead. B N

If pood voted, you may choose o exacute immediateh

Shabaloth Zombuul
Each night*, choose 2 playvers: they die, . Each might*, if no-one died today, - ;‘1‘.
A dead player you chose last night might be choose a player: they die, '
reguirgitated. The 1st time you die, you live but register as dead. i
Ojo \h Legion

Each night*, choose a character; they die \ \ i, Each night*, a player might die.

If they are not in play, S, T Executions fail if only evil voted,

i

the Storyteller chooses who dies. - \t.,'.l-.J. vy You register as a Minion too. [Mast players ane Leﬁn],

by A0 P,
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| first night [ i




Minion Info

Demon Info

Sailor

Poisoner

Spy

)

p \r;.

F“ Washerwoman
: : 3

Investigator

Village Idiot

Fortune Teller

Nightwatchman

Butler

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

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

If there are 7 or 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 tokens.

The Sailor chooses a living player. @

The Foisoner chooses a player. @

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

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

Give a finger signal.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

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, Nod if either is the Demon {or the RED HERRING).

If the Mightwatchman peints at a player:
Put the MNightwatchman to sleep,
Vake the chosen player, show them the THIS CHARACTER SELECTED YOU infio foken & the Nightwatchiman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, &

The Butler chooses a player. €

Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is.
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Check that all eyes are closed. Some Travellers & Fabled act.

Sailor |  The Sailer chooses a living player. @

Innkeeper | The Innkeeper chooses 2 players. @@

Poisoner | The Poisoner chooses a player. @

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

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

@ —~Z XmIO—=0

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

The Qjo points to a role. If a player has that role, they die. @
If the rale is out of play, the Storyteller ehooses any number of players that die. @

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

Rawnkeeper If the Ravenkeeper died tanight, the Ravenkeeper chooses a player. Show that player's character token.

Village 1diot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
& Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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 ither is the Demon (or the RED HERRING).

Undertaker If a player was executed today, show their character token.

If the Mightwatchman points at a player:

" Put the Nightwatchman to sleep,

Nightwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU infio token & the Mightwatchman token.
Point to the Mightwatchman player, Put the chosen player back to sleep.

Mark the Mightwatchman with the NO ABILITY reminder token. &

Butler | The Butler chooses a player, &

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




