Chef
You start knowing how many pairs
of evil players there are.

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk unhbl dusk.

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

Acrobat

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

Dreamer

Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is cosrect.

King

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

The Demon knows you are the King.

Butler
Each night, choose a player (not yourself):
tomorrow, you may only vote if they are voling too.

(Goon

Each night, the 1st player to choose you
with their ability is drunk until dusk.
You become their alignment.

Devil's Advocate

Each night, choose a living player
(differant to last night):

if executed tomaorrow, they dont die.

Cerenovus

Each night, choose a player & a pood character:
they are "mad” they are this character tomormiw,
or might be exacuted,

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Qjo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.
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Philosopher
Once per game, at night,
choose a good character: gain that ability.
If this character is in play, they are drunk.

Artist p
Once per game, during the day,
privately ask the Storyteller any yesino queshio :. o+ ‘

Sage Y
If the Derman kills you, e d
you learn that it is 1 of 2 players.
F:l“. -|
Choirboy =
If the Demon kills the King, e
you learn which player is the Deman, EE
[+ the King] A
Tea Lady L
If botih your alive neighbors are good, " i
they can't die. 8
Magician o
The Deman thinks you are a Minian. i
Minions think you are a Demaon. AL
Pacifist ‘
Executed good players J' "
might not die, il
Drunk s
You do not know you are the Drunk. A
You think you are a Townsfolk character, i
but you are not. e
Puzzlemaster r
1 player is drunk, even if you die. wig
If wou guess {once) wha it i, leam the Dmmplayet
but guess wrong & get false info. "
". L
I]ihHag ot “ ‘ Py
Each night*, choose a player )
& a character they became (if not-in-play). B
If a Demon is made, deaths tonight are arbutra:‘g. ey,
"i
Xaa.n '1 £
On night X, i
all Townsfolk are poisoned until dusk, v
[X Outsiders] “
Kazali<=;% 3
Each might*, choose a player: they die, ;"“.

[You choose which players are which Mlnhm‘
-7 to +7 Outsiders]

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info.
Each day, if no-one is executed, evil wins,
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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,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info token then the Minion character taken, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleep,

Philosopher | The Philosapher might choose a character, If necessary, swap their character token, @

If there are 7 or more plavers, instead of the normal Minion Info and Demen Info steps, do the following:
: Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Magi-t 1an Put the Minions to sleep. Wake the Demon,

Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.

Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

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

FE G Z e T i

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

King | wake the Demen. Show ther the THIS PLAYER IS irfio token, then the King token, then paint at the King player,

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Quisiders in play when the game began:
Add the X reminder to the Grimaire. @ Remove it the following dusk.

The Devil's Advocate chooses a living player. @

The Cerencvus chooses a player & a character, @ Put the Cerenovus to sleep. Wake the target,

Cerenovus | o " THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madne<s-character token

Give a finger signal.

The Butler chooses a player. @&

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

Wait a few seconds. Call for eyes open.




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

The Philosopher might choose a character, If necessary, swap their character token. 8

Add the MIGHT reminder token that matehes the current night. @
Xaan On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the following dusk.

Innkeeper | The Innkeeper chooses 2 players. ©©8

Gambler The Gambler chooses a player & a character. &

.' 5?;,';,‘,}* Acrobat The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder, &

'3 _mﬂeﬁl's Advocate | The Devil's Advocate choases a living player, &
' :
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The Cerencvus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the targst,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character token

Pit~Hag The Fit-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.

INo Dashii | The Mo Dashii chooses a player. @

Vortox | The Vortox chooses a player. @

Ojl.'l The Ojo points to a role. If a player has that role, they die. @
If the rale is aut of play, the Storyteller chooses any numbser of players that die, 8

Kazali | The Kazali chooses a player. @
Sage If the Derman killed the Sage, wake the Sapge and paint to 2 players, 1 of which is the Demon,
Chuirbo}' If the Deman killed the King, wake the Choirboy, Point to the Deman player.

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

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

King
Butler | The Butler chooses a player. @&

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




