Knight
You start knowing 2 players
that are not the Demaon.

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

Gambler

Each night*, choose a player & guess their character:

if you guess wiong, you die,

Village Idiot
Each night, choose a player.
you learn their alignment,

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

Mathematician
Each night, you leamn

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

Lycanthrope
Each night*, choose an alive player,

If good, they die & the Demon doesn't kill tonight,

One good player registers as evil.

Engineer
Once per game, at night,

choose which Minions or which Deman is in play.

Tinker
You might die
at any time.

Damsel
All Minions know you are in play.

If a Minion publicly guesses you (oncel,

Wour team loses,

Witch
Each might, choose a player:
if they nominate tomorraw, they die.

If just 3 players live, you lose this ability.

Psychopath
Each day, before nominations,

you may publicly choose a player: they die.
If executed, you only die if you lose roshamb.

Vigormortis
Each night*, choose a player: they die

Minions you kill keep their ability & paisan 1

Townsfolk neighbor. [-1 Outsider]

Lleech
Each might*, choose a player: they die.

You start by choosing a player: they are poisoned,

You die if & only if they are dead,
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Courtier
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days.

Seamstress

Once per game, at night,

choose 2 players (not yourself):

you leam if they are the same alignment.

Huntsman
Once per game, at night, choos a living player:

[+the Damsel]

Fisherman Aol

Once per game, during the day, o
visit the Stonyteller for some advice H
ta help your team win. T
Amnesiac Ly

You do nat know what your ability is.
Each day, privately guess what it is:
youl learn how accurate you are,

Magician
The Demon thinks you are a Minion.
Minions think you are a Demon.

Snitch
Each Minion
gets 3 bluffs.
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Puzzlemaster

1 player is drunk, even if you die.
If you guess {once) wha it is, leam the Demon player, &
but guess wrang & get false info. ;

o

i
Boomdandy Y
If you are executed, all but 3 players die. e
After 2 10 to 1 countdown, b

the phayer with the most players pointing at them, dies. 5 g
H“fﬁ-n b .-. -:-"' 'lu'
The Demon (even if drunk or poisaned) E
has a not-in-play good characters ability. i
You both know which. o

e

Leviathan

If mare than 1 good player is executed, evil winsg. 8
All players know you are in play. N
After day 5, evil wins.

Riot
On day 3, Minions become Riot

& nomineess die but nominate an alive player immediatsly,
This must happen.
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Check that all eyes are closed. Some Travellers & Fabled act.

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

Wake the Boffin and the Demon,
Shew the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.
Place this second character token by the Demon character token.

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 MIMIONS token. Point to al Minions &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 15 THE DEMON foken. Point to the Deman.

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

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.

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

The Lisech picks a player, Mark them with the POISONED token. @
The Courtier might choose a character, G

The Witch chooses a player. &

If the Huntsman paints to a player:
But them to sleep. Mark them with the NG ABILITY token, &
If they chese 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 Townsfalk character token.

Wake each Minion. Show the Damsel token.

The Seamstrass might choose 2 players. Mod or shake your head. €

Point to the two players marked KNOW. 88

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

Give a finger signal,
Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &
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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 ordered:

Poisoners, Pretectors, Killers, Informaticn

If the Engineer peints to 2 Demon 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 tc
Mark the Engineer with the NO ABILITY reminder taken. @

The Courtier might choose a character. B

The Gambler chooses a player & a character. &

The Witch chooses a player, @

The Lycanthrape points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Demaon doesn't Kill tonight.

The Vigormertis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

The Lleech chooses a player. Mark them with the DEAD token. &

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

TBD
The Tinker might dis. @

Either nod ar shake your head.,

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

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

Give a finger signal.

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

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