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

Innkeeper
Each night*, choose 2 players;
they can't die tonight, but 1 is drunk until dusk,

Snake Charmer

Each night, choose an alive player:

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

Dreamer

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

1 of which is correct.

Fortune Teller

Each night, chogse 2 players;

you learn if either iz a Demagn,

There & a good player that registers as a Demon to you,

Cult Leader
Each night, you become the alignment of an alive nesghbor,
If all good players choose o join your cult, your eam wins,

Professor
Once per game, at night*, choose a dead player:
if they are a Townsfolk, they are resurrected.

Drunk

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

Moonchild

When you leam that you died,

publicly choose 1 alive player.

Tonight. if it was a good player, they die.

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Marionette #

You think you are a good character but you are not.
The Deman knows wio you are.

[You neighbor the Demon]

Mo 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, %
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Slayer
Once per game, during the day,
publicly choose a player:

if they are the Demon, they die. ' 3 k
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Jugeler Tk

On your 1st day, B

publicly guess up to 5 players' characlers. % 1R
That night, you l&arm Raw many you got cnrrect
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Ravenkeeper &
If you die at night, r
you are woken to choose a player: Ly
you lzamn their character. =

Sage X
If the Deman kills you, <
you learn that it is 1 of 2 players. e

Banshee Al
If the Demon kills you, all players leam this. - A
From now on, you may nominate twice per day « 8

and vote twice per nomination.

Mavor
If only 3 players live & no execution ocours, '
your team wins. "
If you die at night, another player might die |n5!eaj"

Saint
If you die by execution,
your team loses.

Mutant oL
If you are "mad" about being an Outsider, wiy
you might be executed,

Mastermind R
If the Demon dies by execution (ending the game} i,
play for 1 more day. -
If a player is then executed, their team loses. H ,"J-:. .
b
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Scarlet Woman

If there are 5 or mare players alive 8
& the Demaon dies, you becorne the Deman, v

(Travellers don't count) “
Lil' Monsta kA
Each night, Minions choose .:"‘1.

who babysits Lil' Monsta & 'is the Demon',
Each night*, a player might die. [+1 Minion] 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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Check that all eyes are closed. Some Travellers & Fabled act.

Instead of the nermal Minian Info and Demeon Info steps, do the fallowing:
Ll Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player: E
Put the minions back to slesp, Wake the dhasen player, Paint to the player, &SJ'MME'EISTHEWW
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

iy
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i i If there are 7 or more players, wake all Minions:
4 ;:i Minion Info Show the THIS 1S THE DEMON token. Point to the Demon,

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

Wake the Demon. Faint to the player marked IS THE MARIONETTE & show the Marionette character token.

Marionette Put the Demon to sleep
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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 cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

Noble | Poirt to al three players marked KNOW,

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

The Cult Leadsr becaomes the alignment of ane of their living neighbors, If their alignment changed:
Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep,
Turn the Cult Leader token upside-down. (This shows their alignment.)

Cult Leader

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

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Snake Charmer chooses a player, If they chose the Deman;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer o slesp, Wake the ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Innkeeper chooses 2 players. 96

If the Scarlet Weman became the Demon today, show them the YOU ARE token, then the Demon token.

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.
Fut the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

The Yigormortis chooses a player, @ If that player is a Minian, poison a neighbaring Townsfalk, @@

The Mo Dashii chooses a player. 8

The Assassin might choose a player. ©8

The Professor might choose a dead player. @&

If the Moonchild is due to kill a good player, they die. &

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

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

If the deman killed the Banshee tanight, place the HAS ABILITY token, &
Publicly announce that the Banshee died.

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

The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:
Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep,
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Give a finger signal.

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