Grandmother
You start knowing a good player & their character,
If the Demon kills them, you die too.

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

Empath
Each might, you leam how many
of your 2 alive neighbours are evil,

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

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

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
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.

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

Poisoner
Each might, choose a player:
they are poisoned tonight and tomarrow day.

Fearmonger
Each might, choose a player:

if you nominate & execute them, their team loses.

All players know if you choose a new player.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Po

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

choose 3 players tonight,
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Snake Charmer
Each night, choose an alive player:
a chosen Demon swaps characters & alignmen
with you & is then poisoned.

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

Professor A
Once per game, at night*, choose a dead player: =% 38
if they are a Townsfolk, they are resurected.

Jugeler s
On your 1st day, £
publicly guess up to 5 players' characters. *r -
That night, you learn how many you got corect, =3
L

Soldier ' &
You are safe -
from the Demaon,

Fool .
The first time you die, - _
you don', ey

Moonchild
When you leamn that you died,
publicly chocse 1 alive player. A
Tanight, if it was a good player, they die. g
ikl
Mutant 1 s
If you are *mad” about being an Outsider, i} '{L}
you might be executed. < a
Psychopath : #1 :
Each day, before nominations, e
you may publicly choose a player: they die. = % 8
If executed, you only die if you lose roshambo. |5l
,-5,-
Vizier T ¢ it
All players know who you are, g
You can not die during the day. i

If good voled, yﬂumayummem:mumrrmm 5

Al-Hadikhia

Each night*, you may chocse 3 players (all plyers leamwhol
each silently chooses to live or die, .
but if all live, all die.

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

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.



Minion Info

Demon Info

Lleech

Poisoner

Courtier

Snake Charmer

Fearmonger

Empath

Grandmother

Ogre

Chambermaid

Dawn

Vizier

i, o e

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

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

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.

Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Lleech picks a player. Mark them with the POISONED token. @

The Foisoner chooses a player. @

The Courtier might choose 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 cld Snake Charmer to sleep. Wake the old Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

The Fearmonger picks a player.

Mark the chesen player with the FEAR reminder. @ Declare that “The Fearmanger has chosen a player.

Give a finger signal,

Point to the grandchild player & show their character token.

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

The Chambermaid chooses 2 living players. Give a finger signal,

VWait a few seconds, Call for eyes open,

Declare that the Vizier is in play, and which player it is,
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Check that all eyes are closed. Some Travellers & Fabled act

The Poisoner chooses a player. @

The Courtier might choose a character. S8

The Innkeeper chooses 2 players. 888

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

The Maonk choosss a player. @

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.*

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

The Mo Dashii chooses a player. &

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen arder. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.
Ask "Do you choose fo 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 Lleech chooses a player. Mark them with the DEAD token.

The Professor might choose a dead player. G

If the Moonchild is due to kill 2 good player, they die. @

If the grandchild was killed by the Demon, the Grandmather dies too, @

Give a finger signal,

Either nod ar shake your head.

Give a finger signal.

The Chambermaid chooses 2 living players. Give a finger signal.

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