Steward
You start knowing
1 good player.

Knight
You start knowing 2 players
that are ngt the Demon,

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Bounty Hunter 9§

You start knowing 1 evil player.

If the player you Know dies, you leam ancther
evil player tonight. [1 Townsfolk is evill

Acrobat

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

Sailor

Each nmight, choose an alive player:
either you or they are drunk until dusk,
You can't die,

Dreamer

Each night, choose a player (nat yoursalf or Travellers);
you learn 1 good and 1 evil character,

1 of which is correct,

Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Drunk

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

Witch

Each night, choose a player:

if they nominate tomorrow, they die.

If just 3 players live, you lose this ability.

Wizard

Once per game, choose to make a wish,
If granted, it might have a price &

leave a clue as to its nature,

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Kazali ==

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders] o ey

i

1 I'.

*Not the
first night

Ll

Exorcist

Each night*, chocse a player (different ta last nig
the Deman, if chosen, learms who you are _'. 4 TaM
i ¥

then doesn't wake tonight. o B
B %
Alsaahir L
Once per day, if you publicly guess k01
which players are Minion(s) and which are DemoniSEESE
good wins. -
R
I ¥ g
Professor

Once per game, at night*, choose a dead players ¥ 2
if they are a Townsfolk, they are resumected, =SS

Huntsman 33
Once per game, at night, choose a living player: '1
the Damsel, if chasen, becomes a not-in-play Townsfolke

[ +the Damsel] 5
. '_|, ]

Juggler &

On yaur 15t day, VN

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

Sape ;
If the Deman kills you, 8
you learn that it is 1 of 2 players. ¥

Golem

You may only nominate once per game.
When you do, if the nominee is not the Deman, fald
they die. g

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

Summoner () % d .

You get 3 bluffs. )

On the 3rd night, choose a player:

they become an evil Demon of your cheice. [No Demen ,"J-:. .
,

Organ Grinder o 4

All players keep their eyes closed when 'l.l"CIIII'IE .

and the vote tally is secret, 1

Each night, choose if you are drunk until dusk,™

Zombuul
Each night*, if no-one died today, ¥ .: 3
choose a player: they die, '

The st time you die, you live but register as dead. i

Vigormortis

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

-
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

~ Summoner

The Kazali points at a player and a Minion on the character sheet.
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep.

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

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

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

Place the MIGHT 1 reminder. &

Summoner Show the Summaner 3 not-in-play characters as biluffs.

FE G Z e T i

The Kazali paints at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to slesp,

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.

Sailor |  The Sailor chooses a living player. @

Witch |  The Witch chooses a player. @

¢ The Organ Grinder either nods or shakes their head:
Organ Grinder If they nod their head, mark them with the DRUNK reminder. @&
If they shake their head, remaove their DRUNK reminder.

Steward | Pairt to the player marked KNOW. @

Knight | point to the two players marked KNOW. ©0

Clockmaker Give a finger signal.

Dreamer | The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,

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 shawn player. @

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

Wait a few seconds, Call for eyes open.

_...‘ B By T
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Check that all eyes are closed. Some Travellers & Fabled act.

On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon taken.

Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.

The Sailor chooses a living player. @

The Witch chooses a player. @

On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summaner to sleep.
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.
The Organ Grinder either nods or shakes their head;
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remave their DRUNK reminder,

The Exorcist chooses a player. & Fut the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens, Point to the Exorcist,

The Kazali chooses a player, @

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

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G
The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &
The Professor might choose a dead player. @@

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

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

Give a finger signal.

If the Huntsman paints to a player;
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsal, wake the Damszl, 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.

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

T — - - -
] p e =

@ —~Z XmIO—=0




