Steward
You start knowing
1 good player.

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

Town Crier
Each might*, you learm
if @ Minion nominated today.

Undertaker

Each nmight*, you learn which character
died by execution today,

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Flﬂill.}'l"

Each nmight, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Dreamer

Each night, choose a player (not yoursaif or Travellers):

yau learn 1 good and 1 evil character,
1 of which is correct.

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Ogre

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

Psvchopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose rashamba.

Wizard

Once per game, chooss to make a wish.
If granted, it might have a price &

leave a clue as to its nature,

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,

& _, " #Not the
| first night
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Engineer
Once per game, at night,
choose which Minions or which Demon is in play‘

Seamstress

Once per game, at night,
choose 2 players (not yourself): = -
you leam if they are the same alignment.

Choirboy

If the Deman kills the King,

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

Mavor Aol
If only 3 players live & no execution oocurs, :
your team wins. = 4

If you die at night, another player might die instead.

Fool
The first time you die,
you don't.

Atheist

The Storyteller can break the game rules, 8
and if executed, good wing, even if you are dead. =3
[Mo evil characters]

Saint
If you die by execution,
your team loses.

Puzzlemaster
1 player is drunk, even if you die. m i s
Ilmm{m}mﬂmmmmmﬂaﬂ {1"
but guess wrong & get false info. a
g
Evil Twin CEE
You & an opposing player know each other.  HESS
If the good player is executed, evil wins. U
Good can't win if you both live, s
1
Xaan
On night X, e
all Townsfolk are poisoned until dusk, i
[X Outsiders] 5
Fang Gu

Each night*, choose a player: they die. e
The 15t Quisider this kills becomes an evil Fang Gu-
& you die instead. [4+1 Outsider]

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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Minion Info

Demon Info

Sailor

Engineer

Xaan

Wizard

Evil Twin

Dreamer

Seamstress

Steward

Noble

Ogre

Dawn
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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.

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

The Sailor chooses a living player. @

If the Engineer points to a Deman or Minians an their character sheet:
Swap all appropriate character tokens with new character tokens.
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. @

Add the NIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remaove it the following dusk

Run the Wizard's ability, if applicable.

Wake both twins. Allow eve contact,
Show the good twin's character token to the Evil Twin &vice versa.

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

The Seamstress might choose 2 players, Nod or shake your head, @&

Point to the player marked KNOW. @

Foint to al three players marked KNOW.

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Wait a few seconds, Call for eyes open.
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Sailor

Engineer

Xaan

Wizard

Monk

Lombuul

Shabaloth

Fang Gu

Al-Hadilkhia

Choirboy

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

The Sailor chooses 2 living player. @

If the Engineer points to @ Deman or Minions on their character sheet;
Swap all appropriate character tokens with new character tokens.
Wake each el player that changed characier, show the YOU ARE info token, then their new characker token, Put them I
Mark the Enginesr with the NO ABILITY reminder token. @&

Aidel the NIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remave it the fallowing dusk.

Run the Wizard's ability, if applicable.

The Mank chooses a player. &

If no one died today, the Zombuul chooses a player. &

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

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Qutsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, &

The Al-Hadikhia points at three players:
Mark these players with the 1, 2. & 3 reminders, in the chosen order. Fut 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 or shake their head. Put them to 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 the Demon killed the King, wake the Choirboy. Point to the Demon player

If & player was executed today, show their character token.

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

Either nod or shake your head.

The Seamstress might choose 2 players. Mod or shake your head. &

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