High Priestess
Each night, learn which player
the Storyteller believes you should talk to most.

Sailor

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

Snake Charmer
Each night, choose an alive player:

a chosen Demon swaps characters & alignments

with you & is then poisoned.

Fortune Teller
Each night, choose 2 players:
yau learn if either is a Demon,

There 5 a good player that registers a5 a Demon to you,

savant

Each day, you may visit the Storyteller
ta lzamn two things in private:

1is true & 1 is false.

Phil(mu[:hur

Once per game, at night,

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

Lunatic

You think you are a Demon, but you are nat.
The Dernon knows who you are

& who you choose at night.

Barber

If you died today or tonight, the Demon may choose
2 players (not another Demon) to swap characters,

Poisoner
Each night, choose a player:
they are poiscned tonight and tomormow day.

Fearmonger
Each night, choose a player:

if you nominate & execute them, their team loses.

All players know if you chooss a new player.

Zombuul
Each night*, if no-one died today,
choose a player: they die,

The 15t time you die, you live but register as dead.

Fang Gu
Each might*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu

& you die instead. [+1 Quisider]
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Huntsman
Once per game, at night, choose a living player
the Damess, if chosen, becomes a notin-play Townsf
[+the Damsel]

Fisherman

Once per game, during the day,
visit the Storyteller for some advice
to help your team win.

Jugeler

On your 15t day,

publicly guess up to 5 players' characters, :
That night, you leam how many you got correct, 8% &8

Alchemist

You have a Minion ability. v

When using this, . S

the Storyteller may prompt you to choose differently, S
Fomod

Cannibal i, §: .
You have the abillty of the recently killed executee. | (=
If they are evil, you are peoisoned e
until 2 good player dies by execution. :

Tea Lady
If both your alive neighbors are good,
they can't die.

Poppy Grower Y
Minions & Demaons do not know each other. ,. ;
If you die, they leam who each other are that night. 588
R
Politician —'1
It you were the player most responsible for your eam ksing. 5
you change alignment & win, IS
even if dead. R
e
Damsel Sl s
Al Minions know you are in play. i# *p
If & Minion publicly guesses you (oncel, < A
your team loses, - % a
Psychopath . F’ :
Each day, before nominations, Y

you may publicly choose a player: they die. 'E':‘
If executed, you only die if you lose reshambo.
¥

Goblin A
If you publicly claim to be the Gablin ;
when nominated & are executed that day,
your team wins. A

Lleech

Each night*, choose a player: they die.
You start by choosing a player: they are pmaoned k-
You die if & only if they are dead,

Leviathan o
If maore than 1 good player is executed, evil wins.

All players know you are in play.

After day 5, evil wins.
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Check that all eyes are closed, Some Travellers & Fabled act.

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

Show the YOU ARE info token then the character token of a not-in-play Minion. Fut the Alchemist to sleep.
Mark the Alchemist with the IS THE ALCHEMIST token, & Swap the Alchemist taken with this Minion token,
Turn the Minion token upside-down. (This shows they are still good.).

Wake the Deman,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do not da the Minion Infe and Demon Info steps,

If there are 7 ar more plavers, wake all Minions:
Shew the THIS 1S THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Lunatic:
Shiow the THESE ARE YOUR MINIONS tokern. Point o any players.
Show the THESE CHARACTERS ARE NOT IM PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic taken, then paint to the Lunatic.

If there are 7 or more players, wake the Demon:
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,

The Sailor chooses a living player. &
The Lleech picks a player, Mark them with the POISONED token. @

The Poisoner chooses a player.

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

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

If the Huntsman paints to a player;
Fut them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsal, wake the Damsel, show the NO ABILITY info taken, then a nat-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Wake each Minion. Show the Damsel taken,
The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).
Point to the player whom you most think the High Priestess should speak with tomorrow,

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.

The Cannibal has the ability of the mast recently executed player.
They immediately learm any ‘you start knowing' information.

The Philosopher might chocse a character. If negessary, swap their character taken, @

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info token, then point to the Deman. Put the Minions to sleep.

Wake the Deman. Show the THESE ARE YOUR MINIONS info token, then peint to the Minions. Put the Demen to slee;

The Sailor chooses a living player. @

The Poisoner chooses a player. @

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demaon tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cld 3nake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. ©

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.”

Do whatever needs to be done to simulate the Demaon acting

Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis)

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

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Outsider 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 Lleech chooses a player. Mark them with the DEAD token. &

If the Barber died today or tonight, show the Demaon the THIS CHARACTER SELECTED YOU & Barber tokens

If the Deman chose 2 players, wake one at a time, Show the YOU ARE token & their new character token,

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token, @

If they chose the Damsel, 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 Townsfolk character token.

TBD

The Forture Teller chooses 2 players, Mod if either is the Demon (of the RED HERRING).

Give a finger signal,

Foint to the player whom you mest think the High Priestess should speak with tomormow,

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

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