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

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

High Priestess
Each night, learm which player
the Storyteller believes you should talk 1o mast,

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

Acrobat

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

Village Idiot

Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Mathematician

Each night, you leamn

how many players’ abilities worked abnormally
(since dawn) due to another characters ability.

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Golem

You may only nominate once per game.

When you do, if the nominge is not the Demon,
they die.

Cerenovus =

Each night, choose a player & a good character:
they are “mad" they are this character tomorrow,
or might be executed.

Pit-Hag ™ -~

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Ojo

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

the Storyteller chooses who dies.

Dreamer
Each night, choose a player (not yourself or Travelie
you learn 1 good and 1 evil character,
1 of which is correct.

Engineer
Once per game, at night, s -
choose which Minions or which Deman is in play,

Huntsman
Once per game, at night, choose a living player: S
the Damsal, if chosen, becomes a not-in-play Townsfolle
[+the Damsel] i

Choirboy iz
If the Deman kills the King, 3
you leam which player is the Demon. T2
[+ the King] B

Fool [ &
The first time you die,
yiou dant,

Poppy Grower _
Minions & Demons do not know each other, Y
If you die, they leam whao each other are that night. = :{: ‘

Barber e, 4
If you died today or tonight, the Demon may choose S5
2 plavers (not another Demon) to swap characters.

Puzzlemaster ...:?. =3
1 player is drunk, even if you die. T 1$
If you guess (once) who it is, leam the Demen player, {F‘
but guess wrang & get false info. ‘B a
Goblin CEE
If you publicly claim to be the Goblin HETH
when nominated & are executed that day, ".':':‘
your team wins. s
-4
Mastermind 3 ;

If the Demon dies by execution (ending the game), =
play for 1 more day. i
If & player is then executed, their team loses. ;-1‘11-_

Lil Monsta -

Each night, Minions choose B
who babysits Lil' Monsta & is the Demon'. 5
Each night*, a player might die. [+1 Minlan] :

Al-Hadikhia
Each night*, you may choose 3 players (all players leam whol:
each silently chooses to live or die,

but if all live, all die,
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.
2T

7
} Wake the Demaon, t
“K% Poppy Grower T te THESE CHARICTERS AFE NDT IN LAY tler, Siew 3 retingly s et ters, it Dl b s [ et b b i b D

: L, i If there are ¥ or more players, wake all Minions:
P m Minion Info Shew the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Demon:

= Demon Info 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,
. If the Engineer points to a Deman or Minians an their character sheet:
b Enrincer Swap all appropriate character tokens with new character tokens.
L Wake each el player that changed characker, show the YOU ARE info token, then their new character foken. Put them fc

Mark the Engineer with the NO ABILITY reminder token. @

=2 =R X

Instead of the normal Minion Info and Demon Info steps, do the following:

Lil' Monsta Wake all Minions, Shew the THESE ARE YOUR MINIONS taken, The minions pick a player:

Pt the minions back to sleep. Wake the chosen player. Point bo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep, Place the 1S THE DEMON token beside them, @

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

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token
If the Huntsman paints to a player:
Hiititsinan Put them to sleep. Mark them with the NO ABILITY token, @&
i

If they choss the Damsal, wake the Damsel, show the NO ABILITY info taken, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Librarian | Show the Outsider character token. Paint to both the OUTSIDER and WRONG players,

Chef | Give afinger signal.

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

‘Fillage Idiot Wake any Village Ildiot. they chooses a plft}.-'er. Give a thun"bﬁ. up ar a.lhur“lb:\ down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.,

The Ogre points to a player:

Ogre g
B If the player is evil, flip the Ogre's token upside down.

Point to the player whom you most think the High Priestess should speak with tomorrow.

Give a finger signal.

Wait a few seconds. Call for eyes open.
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Engineer

Innkeeper

Acrobat

Cerenovus

Pit-Hag

Shabaloth

Ojo

Al-Hadikhia

Lil' Monsta

Barber

Choirboy

Huntsman

Dreamer

Village I1diot

e P ke R, W T TR =g ¥ R =

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 1S THE DEMON info token, then point to the Demon. Put the Minions to sleep. :'
Wake the Demon, Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Demon to slesy

If the Engineer points to @ Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed character, show the YOU ARE info foken, then their new character token. Put them 1
Mark the Engineer with the NO ABILITY reminder token. @

The Innkeeper chooses 2 players. @BE

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder, @

The Cerencvus chooses a player & a character, @ Put the Cerenovus o sleep. Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character token

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

RN @—~Z XImIm—=0O

A previously chosen playver might be resurrected. @ The Shabaloth chooses 2 players. @@

The Ojo points to a rele. 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 paints 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 to live?™ They nod ar shake their head. Put them to sleep. Repeat for plavers 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,

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @
Place the DEAD token beside any living player. @

If the Barber died today or tanight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demaon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

If the Demon killed the King, wake the Choirboy. Point to the Demon player.

If the Huntsman paints to a player:
Put them to sleap. Mark them with the NO ABILITY token. &
If they chese the Damsal, wake the Damsel, 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 eharacter token.

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

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

Foint to the player whom you most think the High Priestess should speak with tomorrow,
Give a finger signal,

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