el

Steward
You start knowing
1 good player.

Knight
You stant knowing 2 players
that are nat the Demaon,

MNoble
You start knowing 3 players,
1 and only 1 of which is evil,

Monk

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

Balloonist

Each might, you leam a player

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

(reneral

Each night, you leam which alignment
the Storyteller believes is winning:
good, evil, or neither,

King

Each night, if the dead equal or outnumber the living,
you learn 1 alive character,

The Demaon knows you are the King,

Lunatic

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

& who you choose at night.

Drunk

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

Poisoner
Each might, choose a player:
they are poisoned tonight and tomarrow day.

Boomdandy
If you are executed, all but 3 players die.
After a 10 to 1 countdown,

tihe player with the most playvers pointing at them, dies.

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy.

Vortox

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

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

Savant
Each day, you may visit the Storyteller
to leam two things in private;

1is true & 1 is false.

Juggler

On your 1st day,

publicly guess up to 5 players' characters. .
That night, you learn how many you got correct, &

Minstrel B
When a Minion dies by execution, all other players - S5SE
(except Travellers) are drunk unfil dusk tomormow.

Ravenkeeper g
If you die at night, E -
you are woken to choose a player: H
yau learn their characker. b

L 1'-‘!'
Choirboy L

If the Deman kills the King,
you learn which player is the Deman.
[+ the Kingl

Pacifist £
Executed good players Y
might not die, '

Recluse
You might register as evil & as a Minion or Deman,
even If dead.

Saint
If you die by execution,
your team loses,

Vizier Gk
All players know who you are. : HET
You can not die during the day. 'r-"~

0
.%;: 1
Vigormortis
Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 g

Townsfalk neighbor. [-1 Outsider]
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
- Put the Lunatic to sleep. Wake the Demon.
g Show the YOU ARE info token and the Deman token.
" Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

Lunatic

If there are 7 ar more plavers, wake the Deman:
Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

King Wake the Demon. Show them the THIS PLAYER 15 info token, then the King token, then peint at the King player.
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Poisoner The Poisoner chooses a player. @

Pukka | The Pukka chooses a player. @

Steward |  Point to the player marked KNOW. &

Knight |  point 1o the two players marked KNOW. ©@

Noble Point to al three players marked KNOW.

Point to a player (alive or dead),

Balloonist Place the SEEN token next to the shown player. @

If you believe that the good team is winning, give a thumbs up.
Gener:l] If you Believe that the el team 15 winmng. give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

Dawn VWait a few seconds, Call for eyes open.

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

Poisoner | The Paisoner chooses a player, @

Monk The Mank choosss a player. &

Do whatever needs to be done to simulate the Deman acting.
Lunatic Fut the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

Pukka The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

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

Chﬂil‘bﬂ}' If the Demon killed the King, wake the Choirboy. Foint to the Demon player.

Ravenkeepﬁ‘-r If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.

=y

Juggler | Give afinger signal.

=l
=l
L

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

Balloonist Place the SEEM token next to the shown player. @

If the number of dead plavers is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

King

If you believe that the good team is winning, give a thumbs up.
General | If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

awn ait a few seconds, Call for eyes open & immediately say wha died,
D Wait a f ds, Call for ey & tel hio died

e g . B L e o i - e
LM e, T e ) L P R 8 v N R v Sl 5"



