Call llly Bluff v1.0.0 by Scryptman

TOWNSFOLK
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k4

{; Djinn

Alchemist
You have a not-in-play Minion ability.

Choirboy

If the Demon kills the King, you learn which player is the Demon. [+ the
King]

Cult Leader

Each night, you become the alignment of an alive neighbour. If all good
players choose to join your cult, your team wins.

Gambler

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

Gossip

Each day, you may make a public statement. Tonight, if it was true, a
player dies.

Huntsman

Once per game, at night, choose a living player: the Damsel, if chosen,
becomes a not-in-play Townsfolk. [+the Damsel]

King

Each night, if the dead outnumber the living, you learn 1 alive character.
The Demon knows who you are.

Pixie

You start knowing 1in-play Townsfolk. If you were mad that you were
this character, you gain their ability when they die.

Ravenkeeper

If you die at night, you are woken to choose a player: you learn their
character.

Sage
If the Demon kills you, you learn that it is 1 of 2 players.

Slayer

Once per game, during the day, publicly choose a player: if they are the
Demon, they die.

Fortune Teller
Each night, choose 2 players: you learn if either is a Demon. There is a
good player that registers as a Demon to you.

Dreamer

Each night, choose a player (not yourself or Travellers): you learn 1 good
and 1 evil character, 1 of which is correct.

Saint
If you die by execution, your team loses.

Mutant
If you are "mad" about being an Outsider, you might be executed.

Klutz

When you learn that you died, publicly choose 1 alive player: if they are
evil, your team loses.

Damsel

All Minions know you are in play. If a Minion publicly guesses you (once),
your team loses.

Evil Twin

You & an opposing player know each other. If the good player is executed,
evil wins. Good can't win if you both live.

Fearmonger

Each night, choose a player. If you nominate & execute them, their team
loses. All players know if you choose a new player.

Goblin

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

Witch

Each night, choose a player: if they nominate tomorrow, they die. If just
3 players live, you lose this ability.

Vortox

Each night*, choose a player: they die. Townsfolk abilities yield false info.
Each day, if no-one is executed, evil wins.

Al-Hadikhia

Each night*, choose 3 players (all players learn who): each silently
chooses to live or die, but if all live, all die.
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Lil' Monsta

Each night, Minions choose who babysits Lil' Monsta's token & "is the
Demon". A player dies each night*. [+1 Minion]

Leviathan 2 4 <

If more than 1 good player is executed, you win. All players know you are
in play. After day 5, evil wins.
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FIRST NIGHT

Quick Reference

Call My Bluff — by Scryptman

FABLED, JINXES & LORIC

OTHER NIGHTS

e @ Leviathan & Ravenkeeper

10 D ) Dusk 10 D ) Dusk
Each night*, the Leviat_han _c!mnses analive ple_lyer (different to previous nights): a chosen
> (M) Minion Info Ravenkefperusesthelrahlllty but does not die. 9 Gambler
€€ /I Leviathan & Sage
31 D ) Demon Info Each night*, the Leviathan chooses an alive good player (different to previous nights): a 3 ﬁ Witch
, chosen Sage uses their ability but does not die.
4 ?@% Alchemist e %%c;w Leviathan & King 4 é Fearmonger
0 If the L_eviathan isin play, and at least 1 player is dead, the King learns an alive character )
5 @Tg@ King each night. 5‘? Vortox
5 2 Lil Monsta FABLED 6 % Al-Hadikhia
2+ Djinn
1 H Evil Twin % Use the Djinn's special rule. All players know what it is. 1 % Lil' Monsta
8 ﬁ Witch 8 Q Gossip
9 r‘é Fearmonger 9 ﬂ Sage
10 g L Pixie 10 4% Choirboy
11 af. Huntsman 11 s#ww Huntsman
12 & Damsel 12 & Damsel
13 @ Fortune Teller 13 @ Ravenkeeper
14 % Dreamer 14 @ Fortune Teller
N
15 “{1/ Cult Leader 15 &2 Dreamer
16 @ Leviathan 16 g%g/ King
N
17( D ) Dawn 7 \‘1/ Cult Leader
13 S Leviathan
19 ( D ) Dawn
PLAYER COUNT
PLAYERS 5 6 1 8 9 0 N 12 13 14 15+
TOWNSFOLK 3 3 5 5 5 1 1 1 9 9 9
OUTSIDERS 0 1 0 1 2 0 1 2 0 1 2
MINIONS 1 1 1 1 1 2 2 2 3 3 3
DEMONS 1 1 1 1 1 1 1 1 1 1 1
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First Nlight
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1(p Dusk
| Start the Night Phase.

Minion Info
2{ M
| If there are 7 or more players, wake all Minions: Show the THIS IS THE DEMON token. Point to the Demon. Show THESE ARE YOUR MINIONS token. Point to the other Minions.

Demon Info

3 D If there are 7 or more players, wake the Demon. Show the Demon token. Show all Minions. Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good
character tokens.

Alchemist
| Show the Alchemist not-in-play Minion token

(9;:,

King
(i
“C | Wake the Demon, show them the This character selected you' card, show the King token and point to the King player.

3,
)

Lil' Monsta
| Wake all Minions together, allow them to vote by pointing at who they want to babysit Lil' Monsta.

Evil Twin

Wake the Evil Twin and their twin. Confirm that they have acknowledged each other. Point to the Evil Twin. Show their Evil Twin token to the twin player. Point to the twin. Show
their character token to the Evil Twin player.

Witch
| The Witch points to a player. If that player nominates tomorrow they die immediately.

Fearmonger

| The Fearmonger points to a player. Place the Fear token next to that player and announce that a new player has been selected with the Fearmonger ability.
Pixie

| Show the Pixie 1 in-play Townsfolk character token.

Huntsman
| The Huntsman shakes their head 'no o points to a player. If they point to the Damsel, wake that player, show the "You are’ card and a not-in-play character token.

Damsel
| Wake all the Minions, show them the This character selected you' card and the Damsel token.

13 @ Fortune Teller
3% | The Fortune Teller points to two players. Give the head signal (nod yes, shake no) for whether one of those players is the Demon.

1 % Dreamer

| The Dreamer points to a player. Show 1 good and 1 evil character token; one of these is correct.

- ‘_\\%?{7 Cult Leader
Y| If the cult leader changed alignment, show them the thumbs up good signal of the thumbs down evil signal accordingly.

Y YR

1 Leviathan
| Place the Leviathan ‘Day 1 marker. Announce The Leviathan is in play; this is Day 1.

(D Dawn
| Wait for a few seconds. End the Night Phase.
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Other Nights
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1(p Dusk
| Start the Night Phase.

9 Gambler
| The Gambler points to a player, and a character on their sheet. If incorrect, the Gambler dies.
Witch

| If there are 4 or more players alive: The Witch points to a player. If that player nominates tomorrow they die immediately.

Fearmonger

The Fearmonger points to a player. If different from the previous night, place the Fear token next to that player and announce that a new player has been selected with the
Fearmonger ability.

Vortox
| The Vortox points to a player. That player dies.

Al-Hadikhia

The Al-Hadikhia chooses 3 players. Announce the first player, wake them to nod yes to live or shake head no to die, kill or resurrect accordingly, then put to sleep and announce
the next player. If all 3 are alive after this, all 3 die.

Lil' Monsta
| Wake all Minions together, allow them to vote by pointing at who they want to babysit Lil' Monsta. Choose a player, that player dies.

Gossip
| 1f the Gossip’s public statement was true: Choose a player not protected from dying tonight. That player dies.

Sage
| If the Sage was killed by a Demon: Point to two players, one of which is that Demon.

Choirhoy
| Ifthe King was killed by the Demon, wake the Choirboy and point to the Demon player.

%hﬁgw%w%@

Huntsman
| The Huntsman shakes their head 'no o points to a player. If they point to the Damsel, wake that player, show the "You are’ card and a not-in-play character token.

Damsel
| If selected by the Huntsman, wake the Damsel, show 'You are’ card and a not-in-play Townsfolk token.

Ravenkeeper
| If the Ravenkeeper died tonight: The Ravenkeeper points to a player. Show that player’s character token.

Fortune Teller
| The Fortune Teller points to two players. Show the head signal (nod 'yes', shake 'no) for whether one of those players is the Demon.

Dreamer
| The Dreamer points to a player. Show 1 good and 1 evil character token; one of these is correct.

@:@‘;@E’%

16 ewe King
| I there are more dead than living, show the King a character token of a living player.

o 57 Cult Leader
| If the cult leader changed alignment, show them the thumbs up good signal of the thumbs down evil signal accordingly.

18 @ Leviathan

| Change the Leviathan Day reminder for the next day.

19 (p Dawn
| Wait for a few seconds. End the Night Phase.
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