Steward
You start knowing
1 good player.

Investigator
You start knowing that 1 of 2 players
i5 a particular Minion.

Grandmother
iou start knowing a good player & their character,
If the Deman kills them, you die tog.

Librarian
You start knowing that 1 of 2 players
is a particular Qutsider, (Or that zero are in play.)

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrary,

Sailor

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

Preacher

Each night, choose a player:

a Minion, if chosen, leams this,
All chosen Minions have no ability,

Ogre

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

Lunatic

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

& who you choose at night.

Devil's Advocate

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

if executed tomorrow, they don't die.

Witch

Each night, choose a player:

if they nominate tomorraw, they die,

If just 3 players live, you lose this ability.

Imp

Each night*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp.

Pulcka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy,

& _, " #Not the
| first night

Village Idiot
Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drun

Courtier

Once per game, at night, choose a character: -
they are drunk for 3 nights & 3 days. L

Philosopher

Once per game, at night,

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

Slayer g

Once per game, during the day, E o

publicly choose a player: H

if they are the Deman, they die. T
1'-‘!'

Sage 5o

If the Deman Kills you,
you learn that it is 1 of 2 players.

Banshee

If the Deman kills you, all players leamn this,
From now on, you may naminate twice per day
and vate twice per nomination.

Heretic
Whoever wins, loses & whoever loses, wins,
even if you are dead.

Puzzlemaster

1 player is drunk, even if you die. i s

If you guess {once) who it is, leam the Demcnplayer {1"

but guess wrong & get false info. a
2 %

Cerenovus = ‘F‘, ;

Each night, choose a player & a good character HET

they are "mad” they are this character tomorrow, 'fi':‘

or might be executed. -—__~. _'~
59
Goblin i
If you publicly claim to be the Goblin SAey
when nominated & are executed that day, .

yiour team wins.

Fang Gu

Each night*, choose a player: they die. B
The 1st Qutsider this kills becomes an evil Fang Gu 3
& you die instead. [4+1 Outsider]

Riot €l 1 5

On day 3, Minions become Rict
& 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.

The Philosopher might chocse a character. If necessary, swap their character token. &

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Foint to any playars.
Show the THESE CHARACTERS ARE MNOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

If there are 7 or more players, wake the Deman:
Shew the THESE ARE YOUR MINIONS token. Paint 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. @
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The Preacher chooses a player. If they choose a Minian:
Put a PREACHED reminder token next to that Minion. Wake the chasen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Courtier might choose a character, S

The Devil's Advocate chooses a living player, €

The Witch chooses a player. @

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Pukka chooses a player. @

Show the Outsider character token. Point to both the OUTSIDER and WRONG players.

Show the Minion character token. Foint to both the MINION and WRONG players.

Paint to the grandehild player & show their character token.

Foint to the player marked KNOW. @

Paint your finger harizantally in the direction of the ¢losest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

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,

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

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

The Sailor chooses a living player. &

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,

Show themn the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Courtier might choose a character, @@

The Devil's Advocate chooses a living player. &

The Witch chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character token

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon,
Show the Lunatic token &peint to them, then their target{s).

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion taken with a spare Imp token,
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token,

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

The Fang Gu choases a player. @ If they chose an Qutsider (ance only):
Replace the Ouisider 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, @

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

If the deman killed the Banshee tonight, place the HAS ABILITY token, &
Publicly announce that the Banshee died.

If the grandechild was killed by the Demon, the Grandmother dies too. @

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

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