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

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

Bounty Hunter
You start knowing 1 evil player.
If the player you know dies, you leam another

Mathematician
Each night, you leamn ;
how many players' abilities worked abruulmallu

{since dawn) due to another character's ability.

Fortune Teller

Each night, choose 2 players:
you learn if either is a Deman. -
These & 2 good player that registers 25 a Demontoyou, &

%KE’M@

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

If the Demon dies by execution (ending the game), =
play for 1 maore day. k¥

el player tonight. [1 Townsfolk is evill Exorcist : et
Each night*, choose a player (diffierent to last nightls £558

Empath the Demon, if chosen, leams who you are 3

Each night, you leamn how many el ‘

of your 2 alive neighbours are avil, ;

* Philosopher R
{:nmbler : Once per game, at night, 4
Each night*, choose a player & guess their character: choase a good character: gain that ability. b
if you guess wrong, you die, If this character is in play, they are drunk. :

et
Balloonist Soldier : o3
Each night, you leam a player Vo are o L
of a different character type than last night. “‘]"Ij'nat: sg em s
[+0 or +1 Outsider] T Y
& il
Snake Charmer i A Pacifist ¥
Each night, choose an alive player: SN, Executed good players P
a chosen Demon swaps characters & alignments é\‘:’_, might not die, .
with you & is then poisoned. g .-
g
Klutz é Barber -L
When you leamn that you died, publicly choose ~ If you died today or tonight, the Demon may choose S8
1 alive player: if they are evil, your team lases. Sy 2 plavers (not another Demon) to swap characters. ’f-'--‘
Saint — Snitch i = 1
If you die by execution, b Each Minion i3 ﬁ‘fh
your team loses, gets 3 bluffs., Ui ARE
Witch Goblin ot
Each might, choose a player: If you publicly claim to be the Gaoblin o
if they nominate tomorraw, they die. when nominated & are executed that day, ".':':‘
If just 3 players live, you lose this ability. your team wins. s
E
Marionette ¥ 2 & ¥ Mastermind [ ;

[You neighbor the Demaon] If a player is then executed, their team loses. =&
. ‘{:
Lil' Monsta \lg,  Legion .
Each night, Minions choose \ S Each night*, a player might die. b
who babysits Lil' Monsta & s the Demor’, ~ Executions fail if only evil voted. .

Each night®, a player might die. [+1 Minion]

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]

e sy *Not the
bl | first night

You register a5 a Minion too, [Maost plmaeLeduﬂ

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 7 or mare players, wake all Minions:
Shew the THIS 1S THE DEMON tokern. Poart to the Deman.

Repeat the following process for each Minion:
Show 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,

Wake the Demaon. Point to the plaver marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep.

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions, Show the THESE ARE YOUR MINIONS token, The minions pick a player;
Put the minions back to sleep. Wake the chosen player. Point to the plaver, & show them the IS THE DEMON token,
Put the chosen player back to sleep, Place the IS THE DEMON token beside them, @
The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman 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. &

The Witch chooses a player. @

Show the Outsider character token. Paoint to both the QUTSIDER and WRONG players.

Give a finger signal.

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

Point to the two players marked KNOW. @8

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

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down, Put them back to sleep.
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. 8

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

The Gambler chooses a player & a character, @

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 Demon
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Witch chooses a player, @

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

You may decide a player that dies, (Once per living Legion) 8

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

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 sleep
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
Ak "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,

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the IS THE DEMON token,
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Place the DEAD token baside any living player. @

If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens

If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

Give a finger signal.

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

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

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

Give a finger signal.

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