Steward
You start knowing
1 good player.

Knight
You start knowing 2 players
that are nat the Demon.

Investigator
You start knowing that 1 of 2 players
is & particular Minion.

Washerwoman

You start knowing that 1 of 2 players
is a particular Townsfolk,

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

Flﬂill.}'l"

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

Village Idiot

Each night, choose a player:

you leam their alignment.

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

®

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.

s
—

Devil's Advocate

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

if executed tomorrow, they don't die.

Wizard

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

leave a clue as to its nature,
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Kazali -

Each night*, choose a player: they die,

[You choose which players are which Minions.
-7 to +? Outsiders]

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

_, " #Not the

T

e

o g e e . first night |

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are
then doesn't wake tonight.

Nightwatchman
Once per game, at night, choose a player:
they leam you are the MNightwatchman.

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

Huntsman A
Once per game, at night, choose a living player: S8
the Dames, if chosen, becomes a not-in-play Townsfolk. S

[+the Damsel] 2%

', }_I' 1
Slayer i +
Once per game, during the day, - A

publicly chocse a player:
if they are the Demaon, they die.

Banshee hs
If the Deman kills you, all players leamn this, _-.
From now on, you may nominate twice per day =28
and vate twice per nomination. S

Sweetheart
When you die,
1 player is drunk from now on.

i
Saint iR q.
If you die by execution, : ﬁ‘fh
your team loses, JASE
Goblin CEE
If you publicly claim to be the Gablin o
when nominated & are executed that day, ".':':‘
your team wins. s

E
Mastermind Rt
If the Demon dies by execution (ending the game), S
play for 1 more day, k¥

If a player is then executed, their team loses. =&

Zombuul

Each night*, if no-one died today, e -
choose a player: they die, 5
The 1st fime you die, you live but register as dead.

Riot il 5

On day 3, Minions become Rict
& nomineess die but nominate an alive player immediatsly,
This must happen.




Kazali

Minion Info
Lunatic

Demon Info
Sailor
Courtier

Wizard

m Devil's Advocate
Y

Pukka

Huntsman

HK‘* Washerwoman

g Librarian
@% Investigator
Iiﬂ Steward
. % Knight
Village Idiot
Nightwatchman
Py Ogre
%
; Dawn

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

The Kazali paints at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Shiowr them the You Are info token then the Minion character taken, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali fo sleep,

If there are 7 or more players, wake all Minions:
Show 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 MINIONS token. Point fo any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 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 1S info token and the Lunatic token, then point to the Lunatic.

If there are 7 or mare players, wake the Deman:
Shew the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

The Sailor chooses a living player. @

The Courtier might choose a character, @@

Run the Wizard's ability, if applicatle.

The Devil's Advocate chooses a living player. &

The Pukka chooses a player. @

If the Huntsman paints to a player;
Put them to sleep. Mark them with the NO ABILITY token. &

If they chese the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk taken

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Shaw the Townsfalk character token, Point to both the TOWNSFOLK and WRONG players.

Show the Outsider character token, Paint to both the QUTSIDER and WRONG players

Show the Minion character token. Point to both the MIMION and WRONG players.

Foint to the player marked KNOW. @

Point to the two players marked KNOW. 88
Wake any Village Idiot, they chooses a player, Give a thumbs up or & thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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

VWake the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the MNightwaichman token.

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

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

Sailor | The Sailor chooses a living player. @

Courtier | The Courtier might choose 2 character. 8@
Wizard | Run the Wizard's ability, if applicable.

mﬂevﬂ's Advocate | The Devil's Advocate chooses a living player. @

Do whatever needs to be done 1o simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their target(s).
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The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Exorcist Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist.

Zombuul | I no cne died today, the Zombuul chooses a player. @

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

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now, @

If the deman killed the Banshee tonight, place the HAS ABILITY token. &

Banshee Publicly annocunce that the Banshee died.
If the Huntsman paints to a player:
Huntsman Put them to sleep. Mark them with the NO ABILITY token, @

If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk taken. |
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

i 3 ‘% ‘r’il]age Idiat Wake any Village |diot. they chooses a player. Give a thumbs up or a thumbs down.
k . Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

If the Mightwatchman points at a player:
b ¢ Put the MNightwatchman to sleep.
1 Nightwatchman Wake the chasen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwaichman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, @&

Dawn | Wait a few seconds, Call for eyes open & immediately say whe died.
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