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Steward
You start knowing
1 good player.
Knight

You start knowing 2 players
that are not the Demon.

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

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

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

Preacher

Each night, choose a player:

a Minion, if chosen, learns this.
All chosen Minions have no ability.

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many wioke tonight due to their
ahility.

Drunk

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

Kluiz
When you learn that you died, publicly choose
1 alive playes: if they are evil, your team lases.

Pit-Hag %

Each night*, choose a player

& a character they becorne (if not-in-play).

If a Demon is made, deaths tonight are arbitrary

Wizard

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

leave a clue as to its nature,

Yaggababble

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Outsiders]
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Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,
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Once per game, at night,

choose 2 players (not yourself):

you learn if they are the same alignment.

Artist :
Once per game, during the day, - ]
privately ask the Storyteller any yesino queslm;l =

Ravenkeeper
If you die at night,
you are woken to choose a player: ¢
you learn their character. % {

Sage
If the Deman Kills you,
you learn that it is 1 of 2 players.

Poppy Grower
Minions & Demaons do not know each other,
If ywou die, they learn who each other are that night.*
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Damsel

All Minions know you are in play.
If a Minion publicly guesses you (once), Al
your team loses,

Puzzlemaster L
1 player is drunk, even if you die. s
If you guess {once) wha it 5, leam the Dmmplayer

but guess wrong & get false info. ]
i.. _I_‘
Scarlet Woman (3 "
If there are 5 or more players alive )
& the Demon dies, you become the Deman. . SSSS
(Travellers don't count) Phg
5
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Baron et
There are extra Qutsiders in play. { §
[+2 Outsiders] .
Po \_

Each might*, you may choose a player: they dle ';_ a
If your last choice was no-one, N 3=
choose 3 players tonight, e

Al-Hadikhia

Eaxch night*, you miay chioose 3 pag.estalpta,eaiaan-.-.m}
each silently chooses to live or die,
bt if all live, all die.



Poppy Grower

Yaggababble

Damsel
Librarian
Empath
Fortune Teller
Clockmaker
Seamstress
Steward
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Check that all eyes are closed. Some Travellers & Fabled act.

The Kazali points at a player and a Minion on the character sheet.
Reglace their ald 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.

Wake the Deman.
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Write a phrase down so that the Yaggababble can read it.
Show the Yapgababble the phrase,

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Preacher chooses a player, If they choose a Minian:

Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.

Shewy them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Run the Wizard's ability, if applicable.

Wake each Minion. Show the Damsel token.

Show the Qutsider character token. Paint to both the OUTSIDER and WRONG players.

Give a finger signal.

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

Give a finger signal.

The Seamstress might choose 2 players. Nod or shake your head. &

Point to the player marked KNOW. @

Point to the two players marked KNOW. &&

The Chambermaid chooses 2 living players. 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.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |S THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions. Pl.rlﬂ'e[)a'rmmslﬂe;

The Preacher chooses a player, If they choose a Minian:
Put a PREACHED reminder token next to that Minion. Wake the chozen Minion.
Shaw them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to slsep.

Run the Wizard's ability, if applicable.

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

If the Scarlet Woman became the Deman teday, show them the YOU ARE token, then the Deman token,
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The Fa may choose a player OR chooses 3 players fi they chose no-one last night, @ or @@~

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order, Put the Al-Hadikhia to slesp.
Al Hadikhia Wake the player mark_ed 1 & say "The Al Hadik!ﬂa has chosen® then the name of the player.
Ask "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,

Ya babble For each time the Yaggababble publicly said their phrase:
L You may place a DEAD token next to a living player. @

Kazali | The Kazali chooses a player. @

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

Damsel

Rawnketper If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that players character token.

Empath Give a finger signal.

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

The Seamstress might choose 2 players. Nod or shake your head, @

The Chambermaid chooses 2 living players. Give a finger signal,

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




