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

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

Pixie

You start knowing 1 in-play Townsfalk.

If you were mad that you were this character,
yau gain their ability when they die.

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

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die,

Acrobat

Each night*, choose a player:
if they are drunk or poisoned,
you die,

Village Idiot

Each night, choose a player:

you learn their alignment,

[+0 to 42 Village Idiots. 1 of the extras is drunk]

Ogre
On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Golem

You may only nominate once per game.

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

Psvchopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose rashamba.

Evil Twin

You & an opposing player know each other,
If the good player is executed, evil wins.
Good can't win if you both live,

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated,

Snake Charmer
Each night, choose an alive player:

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

Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies,

Courtier
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days.

Huntsman o
Once per game, at night, choose a living player: 8
the Damsel, if chosen, becomes a not-in-play Townsfolk. SR

[+the Damsel] "" .
Banshee e +
If the Deman kills you, all players leamn this, "

From now on, you may nominate twice per day | S8
and vate twice per nomination.

Pacifist 5
Executed good players .
might nat die.

Snitch
Each Minion
gets 3 bluffs.

Heretic
Whoever wins, loses & whoever loses, wins,
even if you are dead.

Goblin

If you publicly claim to be the Gaoblin
when nominated & are executed that day,
your team wins.

Orpan Grinder

All players keep their eyes closed when voling =
and the vate tally is secret, i
Each night, chocse if you are drunk until dusk, =3

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

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

Riot 5
On day 3, Minions become Rict

& nomineess die but nominate an alive player immediatsly,
This must happen.

g,



Demon Info

Courtier

Evil Twin

Huntsman

Knight

Village Idiot

Ogre

ST TR T A e T wE T i =
e T TR

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

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

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 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 Courtier might choose a character. &

The Snake Charmer chocses 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 Demon
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

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

Wake both twins. Allow eve contact,
Show the good twin's character token to the Evil Twin &vice versa.

Show the Townsfalk character token marked MAD.

If the Huntsman points to a player:
Put them to sleep. Mark them with the NG ABILITY token. &
If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Point to the two players marked KNOW. 88
Point to al three players marked KNOW.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleap. Repeat until all Village |diots have acted,

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down,

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

Wait a few seconds. Call for eyes open.
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Dusk

Pixie

Courtier
Gambler

Acrobat

é Snake Charmer
@ Organ Grinder

Legion

Shabaloth
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Mo Dashii

Gossip

Banshee

Huntsman

Village Idiot

wsF  High Priestess

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: #
Replace the MAD reminder with the HAS ABILITY remindar. @ :

The Courtier might choose a character, 88

The Gambler choosss a player & a character. @

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

The Snake Charmer chocses 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 Demon
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

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

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

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 8@

The Mo Dashii chooses a player. @

If the Gossip is due to kill a player, they die. @

If the deman killed the Banshee tonight, place the HAS ABILITY token, @
Publicly announce that the Banshee died.

If the Huntsman points to a player;
Put them to sleep. Mark them with the NO ABILITY token. & ¥
If they chose the Damsal, wake the Damsel, show the MO ABILITY info taken, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.

Put that Villags Idict to sleep. Repeat until all Village Idiots have acted,

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.
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