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

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

Preacher

Each night, choose a player;

a Minion, if chosen, leamns this.
All chosen Minions have no ability.
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Each night, choose 2 alive players (not yourself):
wou learn how many woke tonight due to their
ability.

Snake Charmer

Each night, choose an alive player:

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

Mathematician &
Each night, you leam
how many players' abilities worked abnormally

(since dawn) due to another characters ability,

Drunk

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

Sweetheart
When yvou die,
1 player is drunk from now on,

Godfather

You start knowing which Outsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Dutsider]

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

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

Pukka

Each might, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy.
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Dreamer i
Each night, choose a player (nat yourself or Travellefs
you learn 1 good and 1 evil character,
1 af which is cormect.

King

Each night, if the dead equalcrrautnumbefmlm 1

you leam 1 alive character, B3 g
The Deman knows you are the King. VAR
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Lycanthrope “*y i .
Each night*, choose an alive player, .
If good, they die & the Demon doesn’t kill tnnlght.
One good player registers as avil, F ;
Gnssip {. ¥
Each day, you may make a public statement. ,
Tonight, if it was true, a player dies. -1]

Courtier - A
Once per game, at night, chocsa a character:
they are drunk for 2 nights & 3 days. B B!

Amnesiac PR ¢
You do not know what your ability is. 3
Each day, privately guess what it 15 .
you learn how accurate you are, a2

Choirboy L
If the Deman kills the King, £
you learn which player is the Deman.

[+ the Kingl £

Moonchild

When you learn that you died,

publicly choose 1 alive player.

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

Politician -
If you were the player most responsible for your team lsing,

you change alignment & win,
even if dead, S

Scarlet Woman [§ .o T
If there are 5 or more players alive i
& the Demon dies, you become the Demon. ',
(Travellers don't count) b

Vizier T @ ¢ ‘M
ll 3
All players know who you are, L
You can not die during the day. 1
If pood voted, you may chooss to execute immediateh

Lil' Monsta 8 €
Each night, Minions choose .: 3
who babysits Lil' Monsta & 'is the Demon',

Each night*, a player might die. [+1 Minion] i

Al-Hadilkhia r
Each nght’, WWM3MMWSHHM =
each silently chooses to live or die,
but if all live, all die.
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:‘h S e

F o N
- e, :_,-;.:'-

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

This ability should accur at the appropriate time in the night order. Abilities are usually ardered:
Poisoners, Protectars, Killers, Information

Instead of the normal Minion Info and Demon Info steps, do the follewing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token, The minions pick a player:

Pt the minions. back to sleep. Wake the chosen player. Point fo the player, &mmmﬁﬂibﬂﬂﬂm !

Put the chosen player back to sleep, Place the 1S THE DEMON token beside them, @

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

If there are 7 ar more plavers, wake the Dermon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 nat-in-play good character tokens.

Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then peint at the King player,

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chasen Minian,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Snake Charmer chooses a player. If they chose the Demon:

Show the YOU ARE & Deman fokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens,

Put the old Snake Charmer to sleep. Wake the old Demaon.

Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

Place the FAUX PAW reminder @ next to a good player.

The Courtier might choose a character, @@

Shaw the character tokens of al in-play Outsiders,

The Pukka chooses a player. @

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

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

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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Check tht all eyes are closed, Some Travellers & Fabled 3¢t

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion, Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

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

The Innkeeper chooses 2 players. @08
The Courtier might choose a character. @@
The Gambler choosss a player & a character, @

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

The Lycanthrope points to a player, If the chasen player is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

The Pukka chooses a player, @ The previously poisoned player dies then becomes healthy, @

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. Flace the IS THE DEMON token beside them. @
Place the DEAD tcken beside any living player. @

The No Dashii chooses a player, @

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 "D you choose to live?™ They nod or shake their head. Put them fo sleep. Repeat for players marked 2 & 3
Remcwve 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 an Outsider died today, the Godfather chooses a player, @

The Assassin might choase a player. ©8

If the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, do so now, &
If the Moanchild is due to kill a good plaver, they die. &

If the Derman killed the King, wake the Choirboy. Point to the Demaon player.

The Dreamer points 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.

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

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