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Steward
You start knowing
1 good player.

Librarian
You start knowing that 1 of 2 players
is & particular Outsider. (Or that zero are in play.)

Pixie

You start knowing 1 in-play Townsfalk.

[f you were mad that you were this character,
¥ou gain their ability when they die.

Undertaker
Each night*, you learn which character
died by execution today.

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

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

Acrobat

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

Moonchild

When you learn that you died,

publicly choose 1 alive player.

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

Saint
If you die by execufion,
your team loses.

Psvchopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose rashamba.

Summoner

You get 3 bluffs.

On the 3rd night, choose a player:

they become an evil Dernon of your choice, [No Demon]

Imp

Each night*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp.

Ojo

Each might*, choose a character: they die.
If they are not in play,

the Storyteller chooses who dies.
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Chambermaid
Each night, choose 2 alive players (not yourse
yau learn how many woke tonight due to their
ability.

Village Idiot

Each night, choose a player:
you learn their alignment.
[+0 to +2 Village Idiots. 1 of the extras is drunk]

Cult Leader

Each night, you become the alignment of an alive neghbor,
If all good players choose to join your cult, your team mrq,.u

Lyeanthrope i
Each night*, choose an alive player. Fl
If good, they die & the Demon doesn't kill tunlgh't H
One good player registers as evil.

Farmer [ &
If you die at night,
an alive good player becomes a Farmer,

Minstrel ¥
When a Minion dies by execution, all other players =8
{except Travellers) are drunk until dusk tomormaw.

Lealot
If 5 or more players are alive,
you must vate for every nomination.

Puzzlemaster
1 player is drunk, even if you die.
If you guess {once) who it is, leam the Demcnplayer

but guess wrong & get false info. a
-
Scarlet Woman 3 _ ‘F'} ;
If there are 5 or more players alive o
& the Demon dies, you become the Demon. 'fi':‘
(Travellers don't count) s
E
Vizier /# i3
All players know who you are, AR
You can not die during the day. i

If good voled, yﬂumayummem:mumrrmm 5

.1:: ‘3 T
Po
Each might*, you may choose a player: they die.
If your last choice was no-one, g
choose 3 players tonight, K
Al-Hadikhia

Each night*, you may chinee 3 players (all players leam whal:
each silently chooses to live or die,
bt if all live, all die.



Minion Info

Summoner

Demon Info

Pixie

Librarian

Empath

Steward

Village 1diot

Cult Leader

Chambermaid

Dawn

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

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

Flace the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters ags bluffs.

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,

Show the Townsfolk character token marked MAD.

Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

Give a finger signal.

Point to the player marked KNOW. &

Wake any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Wake the Cult Leadsr, show them the YOU ARE token, &sither a thumbs down (if evil) or thumis up (if good),

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)
The Chambermaid chooses 2 living players. Give a finger signal,

Wait a few seconds, Call for eyes open,

Declare that the Vizier is in play, and which player it is,
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Dusk

Pixie

Innkeeper

Acrobat

Lycanthrope

Imp

Po

Qjo

Al-Hadikhia

Farmer

Moonchild

Empath

Undertaker

Village Idiot

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this t:hara:ter

Replace the MAD reminder with the HAS ABILITY reminder. @

The Innkeeper chooses 2 players. @O

The Acrobat chooses a player, If the chasen player is drunk or paisoned, place the DEAD reminder, &

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token

On night two, place the MIGHT 2 reminder. &
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Demon icom on the-character sheet. Put the Summoner 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 thumkbs down.
Replace their character token with the Demon token and put the new Demon to sleep.

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight

The Imp choases a player. @ If the Imp chose themsalves:
Replace 1 alive Minicn token with a spare Imp token,
Put the old Imp to sleep, Wake the new Imp.

Show the YOU ARE tcken, then show the Imp token,

The Po may choose a plaver OR chooses 3 players fi they chose no-one |ast night, @ or SEN*

The Ojo points to a role, If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. &

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.
Ask "Do you choose fo 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,

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

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

Give a finger signal.

If a player was executed today, show their character token.
Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.
The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:
Wake the Cult Leadsr, show them the YOU ARE token, &either a thumbs down (f eil) or thumbs up (if good).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

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

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