Knight
You start knowing 2 players
that are not the Demon.

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

Acrobat

Each night*, choose a player:
if they are drunk or poisoned,
you die,

Village Idiot

Each night, choose a player:

you learn their alignment.

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

King

Each night, if the dead equal or outnumber the Ivng,
you learn 1 alive character,

The Dermon knows you are the King,

Lycanthrope

Each night*, choose an alive player,

If good, they die & the Demon doesn't kill tonight.
One good player registers as evil.

Klutz
When you leam that you died, publicly choose
1 alive player: if they are evil, your team lases.

Moonchild

When you learn that you died,

publicly choose 1 alive player.

Tanight, if it was a good player, they dis.

Cerenovus

Each night, choose a player & a good character:
they are "mad” they are this character tomorrow,
or might be executed,

Fearmonger

Each night, choose a player:

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

Yaggababble

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Outsiders]
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Gossip 3
Each day, you may make a public stalement, &
Tomight, if it was true, a player dies. . . 4 Ak

i, o+ E,
Savant ] e 2
Each day, you may visit the Storyteller >
to learn two things in private; ) {
1is true & 1 is false, e o

PR
Nightwatchman B
Once per game, at night, choose a playEf [ ._":_,,.-
they leam you are the Mightwatchman, B
Fisherman ‘I* 4
Once per game, during the day, .
visit the Storyteller for some advice T
to help your team win, _1
i

Virgin by
The 15t time you are nominated, s
if the nominator s a Townsfolk, . |
they are executed immediately. " '
Atheist ke

The Storyteller can break the game rules,

and if executed, good wins, even if you are dead. . 3

[No evil characters] e

Pacifist o

Executed good players J

might not die, o)

Barber ..

If you died today or tonight, the Demon may choose S

2 players (not another Demon) to swap characters /o
#'f

Puzzlemaster ;_

1 player is drunk, even if you die.

If you guess {oncel wha it is, leam the Dernmplayer

but guess wrong & get false info. B
¥ L}
B

Summoner % § a .

You get 3 bluffs. )

On the 3rd night, choose a player: e

they become an el Demon of your choice, [No Demon ,"J_-:. ]
,

Xaan e

On night X, 1 ¢

all Townsfolk are poisoned until dusk, A

[X Outsiders] “

Legion ¥

Each might*, a player might die. 8 :‘1‘.

Executions fail if anly evil voted.
You register as a Minion too, [Mest players are Legia |"'i

Lleech
Each night*, choose a player: they die. b
You start by choosing a player: they are pomonad

You die if & only if they are dead,
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Dusk
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Minion Info

Summoner

Demon Info

King

Lycanthrope
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Fearmonger
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Knight
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Village Idiot

Saadih
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Place the NIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as bluffs.

The Kazali points at a player and a Minion on the character sheat,
Replace their old character token with the Minion taken, Wake the player.
Show them the You Are info token them the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist,
Put the Kazali to sleep.

Check that all eves are closed. Some Travellers & Fabled act.

Write a phrase down so that the Yaggababble can read it.
Show the Yaggababble the phrase,

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

Place the NIGHT 1 reminder. &
Show the Summoner 3 nat-in-play characters as bluffs.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token them the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist,
Put the Kazali to sleep.

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

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

Wake the Demon. Show them the THIS PLAYER |5 info token, then the King token, then point at the King player.

Place the FAUX PAW reminder @ next to a good player.

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaoire, @ Remove it the following dusk.

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

The Fearmonger picks a player;

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

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

Point to the two players marked KNOW. 86

Point to the grandchild player & show their character token.
Wake any Village Idiat, they chooses a player. Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.

Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchiman token.

Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, &

Wait a few seconds, Call for eyes open,
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Check that all eyes are closed. Some Travellers & Fabled act.

On the third night, wake the Summaoner:
They point at a player, and to a Deman ican on the character sheet, Put the Summaner to sleep,
VWake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info taken, then give a thumbs down,
Replace their character token with the Demaon token and put the new Demon to sleep.

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire. @ Remove it the following dusk.

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

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.”

On the third night, wake the Summarner:
They point at a player, and to @ Deman icon on the character sheet. Put the Summaner to sleep.
Wake the chosen player, Show the YOU ARE info token, then the Demon token,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demaon token and put the new Demon to sleep.

The Lycanthrope points to a player. If the chasen player is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player, @

The Kazali chooses a player, @
The Lleech chooses a player. Mark them with the DEAD token, &
You may decide a player that dies, (Once per living Lagion) @&

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. @

If the Barber died today or tanight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens 4
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token. [

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

If the grandehild 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 Idict to sleep. Repeat until all Village Idiots have acted.

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Fut the King to sleep.

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosan player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, &

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