Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

Town Crier
Each night*, you learn
if 2 Minion nominated today.

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

Snake Charmer

Each night, choose an alive player:

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

Mathematician

Each might, you learn

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

Exorcist

Each night*, choose a player (different to last night):

the Demon, if chosen, learns who you are
then doesn't wake tonight.

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

Tinker
You might die
at any time.

Wizard

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

leave a clue as to its nature.

Marionette

You think you are a good character but you are not.
The Demon knows who you are,

[You neighbar the Demon]

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Po
Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight.
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Lycanthrope
Each night*, choose an alive player.

If good, they die & the Demon doesn't kill tun
One good player registers as evil.

Alsaahir

Once per day, if you publicly guess
which players are Minion(s) and which are Demonls), 85
good wins.

Philosopher

Once per game, at night,

choose a good character: gain that ability.
If this character is in play, they are drunk.

Artist £
Once per game, during the day, Londe
privately ask the Storyteller any yes/no question.

Minsirel
When a Minion dies by execution, all other players &
(except Travellers) are drunk until dusk tomorraw. 1SS E

Fool
The first time you dig,
you don'.

Actheist -
The Storyteller can break the game rules, :" 1"
and if executed, good wins, even if you are dead,
[MNo evil characters]

Golem
You may only nominate once per game, B
When you do, if the nominee is not the Demon, = 8

they die. ar
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Moonchild -5
When you learn that you died, i %
publicly choose 1 alive player. L
Tonight, if it was a good player, they die. 7 __a?
Summoner [T Y _ #1 ;
You get 3 bluffs. e
On the 3rd night, choose a player: FLN
they become an el Demon of your choice, [No Deman] ?. :
N
Goblin A
If you publicly claim to be the Gablin S
when nominated & are executed that day, B

yiour team wins.

Legion f}

Each might*, a player might die. B
Executions fail if only evil voted. 5
You register as a Minion too, [Most players are Legion]

Al-Hadikhia

Each night*, you may chinee 3 players (all players leam whal:
each silently chooses to live or die,
bt if all live, all die.
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Dawn

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

The Philosopher might choose a character. If necessary, swap their character foken, @

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Place the MIGHT 1 reminder. &
Shaw the Summoner 3 nat-in-play characters as bluffs,

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,

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep,

Run the Wizard's ability, if applicable.

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 cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Show the Townsfalk character token marked MAD.

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

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 ack.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: §

Replace the MAD reminder with the HAS ABILITY reminder. &

The Philosopher might choose a character. If necessary. swap their character token. @

Fun the Wizard's ability, if applicable.

The Gambler chooses a player & a character, @

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 cdd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summoner:
They point at a player, and to a Demon icon on the character sheet, Put the Summoner to sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

The Exgecist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,

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

You may decide a player that dies. (Once per living Legion) @

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 88

The Pa may choose a player OR chooses 3 players fi they chose no-one last night, @ or @81 *

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.
#zk “Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove 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 Tinker might die. &

If the Moanchild is due to kill a good player, they die. @

Either nod ar shake your head.

Give a finger signal.

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