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

Flowergirl
Each might*, you earm
if a Demon voted today.

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,

Chambermaid

Each night, choose 2 alive players (not yourself):
yau learn how many woke tonight due to their
ability.

Mathematician o~

Each night, you leam

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.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Cerenovus =

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

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.

Savant
Each day, you may visit the Storyteller
to leam two things in private;

1is true & 1 is false.

Huntsman
Once per game, at night, choose a living player: 588

the Diamsl, if chosen, becomes a not-in-play Tawnsfolk. = :
[+the Damsell : - ]

i
Artist ) "

Once per game, during the day, s "
privately ask the Storyteller any yes/no guestion,

Alchemist ¥ A
You have a Minion ability. o
When using this, 4
the Storyteller may prompt you to choose differentiy, 5

Choirboy ; o
If the Deman kills the King,

you learn which player is the Deman.
[+ the Kingl

Poppy Grower
Minions & Demons do not know each other. ;
If you die, they leam who each other are that night. '. £

BES

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 P

If the Demon dies by execution (ending the game), 4§
play for 1 maore day. k¥
If a player is then executed, their team loses. =&

Lil' Monsta

Each night, Minions choose e -
who babysits Lil' Mansta & '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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Check that all eyes are closed, Some Travellers & Fabled act.

Show the YOU ARE info token then the character token of a not=in=play Minion. Put the Alchemist to sleep.

Mark the Alchemist with the 1S THE ALCHEMIST token. @ Swap the Alchemist token with this Minion taken, i

Turn the Minion token upside-down. (This shows they are still good.).

Wake the Demaon.
Sowy e THESE CHARACTERS ARE NOT IN FLAY ey Sow 3 retingdy o drvecr Bhers B be Dervon b g Dot e e Vien i Dee

If there are 7 or maore players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman,

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

Instead of the normal Minion Info and Deman Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions. back fo sleep. Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside thern. @&

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

Show a single word on a piece of paper, phone, or ather device,

If the Huntsman points to a player:
Put them to sleep. Mark them with the NG ABILITY token, &
If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsiolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Shaw the Outsider character token, Paint to both the QUTSIDER and WRONG players.

The Ogre points to a player:
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 tomormow.

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

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 IS THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wake the Derman., Show the THESE ARE YOUR MINIONS infis token, then point to the Miniors, Put the Demion 1o sless

The Innkeeper chooses 2 players, 90O

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

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

If & plaver s marked with the TURNS EVIL reminder;
VWake them. Show the YOU ARE infio token then give a thumbs down. Put them to sleep.
Turn their character taken upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

@R 3 J I @ — = ,zﬁmr_u"a-—]@

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

The Qjo paints 1o 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 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,
Azk “Do you choose to live? They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Rernove 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 IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @
Place the DEAD token beside any living player. @

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

If the Demaon killed the King, wake the Chairboy, Point to the Deman player.

If the Huntsman paints to a player;
Put them to sleep. 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 character token.

Either nod or shake your head.

Point to the player whom you most think the High Priestess should speak with tomarraow,

The Chambermaid chooses 2 living plavers. Give a finger signal.

Give a finger signal,

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