Steward
You start knowing
1 good player.

Oracle
Each night*, you learn
how many dead players are evil.

Empath
Each night, you learm how many
of your 2 alive neighbours are avil,

Balloonist

Each night, you leam a player

of a different character type than last night.
[+0 or +1 Outsider]

Mathematician

Each might, you learn

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

Alsaahir

Once per day, if you publicly guess

which players are Minionis) and which are Demani(s),
good wins.

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 nominee is not the Demon,
they die.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Pit-Hag % —

Each might*, 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.

Kazali &
Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]
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Nightwatchman
Once per game, at night, choose a player:
they leamn you are the Mightwatchman.
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Artist S :' .7 |
Once per game, during the day, e
privately ask the Storyteller any yes/no gues o, e
s .
il 1t
Ravenkeeper -
If you die at night, T
you are woken to choose a player: .

you learn their character,

Choirboy &
If the Demaon kills the King, e
you learn which player is the Deman, 'y
[+ the King] X

Fool s
The first time you die, = i
you don't. = -

Magician .
The Deman thinks you are a Minian. A
Minions think you are a Demaon. L3

Pacifist y
Executed good players J' "
might not die,

Hatter .
If you died today or tomight, 3
the Minion & Demon players -
may choose new Minion & Demaon characters to b -’4'

Damsel >
All Minions know you are in play. wig

If & Minion publicly guesses you (once),

your team loses. =

Fearmonger .
Each night, choose a player: )
if you nominate & execute them, their team loses.
All players know if you choose a new play»er. e
,
Goblin 4
If you publicly claim to be the Gaoblin 1 [
when nominated & are executed that day, 4

your t2am wins.
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Al-Hadikhia
Ezctinight*, wnwmamummm} '#
each silently chooses to live or die, ]

bt if all live, all die. : i

.-',-'

Leviathan Y& 2 & -
If more than 1 good player is executed, evil Mns.;

All players know you are in play. "
After day 5, evil wins.



Minion Info

Demon Info
Poisoner
Fearmonger
Leviathan
Steward
Empath

Balloonist

Nightwatchman

Damsel
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| The Kazali points at a playaranda nion on the character sheet,

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.

Put the Kazali to sleep,

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

If there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon.
Show the THESE ARE YOUR MINIONS token. Point to al Minians &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

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

The Kazali points at a player and a Minion on the character sheet.
Replace their old character token with the Minion token, Wake the player,
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist,
Put the Kazali to sleep.
If there are 7 or more players, wake the Demon:

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.

The Paisoner chooses a player, @

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.”

Mark the Leviathan with the DAY 1 reminder. &
Point to the player marked KNOW. ©

Give a finger signal.

Pairt ta a player {alive or dead).
Place the SEEN token next to the shown player. @

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,

Point to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

Wake each Minion. Show the Damsel token,

Give a finger signal,

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.

1
il &

Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token.
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Poisoner

Fearmonger

Pit-Hag

Kazali

Empath

Balloonist

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

The Paisoner chooses a player. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

The Pit-Hag chooses a player & a character. |f they chase a character that is not in play:
Put the Pit-Hag 1o sleep. Wake the target. Show the YOU ARE token & their new character token,

The Kazali chooses a player, @

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 Al Hadikhia has chosen® then the name of the player.
Ak "Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remeve a shroud (if any) for players that choose live, & add a shroud for players that choose die.
I all three are alive {none have a shroud), add a shroud to all three.

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, @

If the Hatter died, wake the Minicns and Demaon:
Show them the THIS CHARACTER SELECTED YOU info taken, then the Hatter token,
Each player may point to another character of the same type as their current character.
If & second player would end wp with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token,

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

Give a finger signal,

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. @

Give a finger signal.

If the Mightwatchman points at a player;
Fut the Mightwatchman to sleep.
Wake the chosen plaver, show them the THIS CHARACTER SELECTED YOU irfo token & the Mightwatchman token,
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @

Give a finger signal.

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