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

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

Clockmaker
You start knowing how many steps
from the Dermon to its nearest Minion.

High Priestess
Each night, learm which player
the Storyteller believes you should talk 1o mest,

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

Acrobat

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

Chambermaid

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

Lunatic

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

& who you choose at night.

Moonchild

When you leam that you died,

publicly choose 1 alive player.

Tonight. if it was a good player, they die.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Cerenovus

Each night, choose a player & a pood character:
they are "mad” they are this character tomormiw,
or might be exacuted,

Po

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

choose 3 players tonight,

Vigormortis

Each night*, choose a player: they die.

Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Quisiderl:t : )

i

1 I'.

*Not the
first night

Village 1diot
Each night, choose a player:
you learn their alignment.
[+0 to +2 Village Idiots. 1 of the extras is ¢

Dreamer B
Each night, choose a player (not yourself or Travellersiss

you learn 1 good and 1 evil character, VALK

1 of which is correct. -

Courtier g =

Once per game, at night, choose a character: © S

they are drunk for 3 nights & 3 days. =ty

Farmer _1
i

If you die at night,
an alive good player becomes a Farmer.

Banshee e k!
If the Demaon kills you, all players learn this. [
From now on, you may nominate twice per day '
and vote twice per nomination,

Atheist -
The Storyteller can break the game rules, :
and if executed, good wins, even if you are dead
[Mo evil characters]

Barber .
If you died today or tonight, the Demon may choose S
2 players (not another Demon) to swap characters: s

Bl
Heretic 4 .
Whoever wins, loses & whoever [oses, wins, 8
even if you are dead,

Pit-Hag *. .
Each night*, choose a player )
& a character they became (if not-in-play). B
If a Demon is made, deaths tonight are arbutra:‘g. e

"i
Marionette

." 1.
You think you are a good character but you are 0 4
Thie Demaon knows who you are, A

[You neighbor the Deman "
Legion ¥
Each might*, a player might die. ¥ .:"‘1.

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

Al-Hadilkhia r
Each nght’, WWM3MMWSHHM =
each silently chooses to live or die,
but if all live, all die.



Minion Info

Lunatic

Courtier

Clockmaker

High Priestess

Village Idiot

Dreamer

Chambermaid

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

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

If there are 7 or mare players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MOT IN PLAY token., Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

If there are 7 ar more players, wake the Deman:
Show the THESE ARE YOUR MIMIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

Walke the Deman. Paint to the player marked 15 THE MARIONETTE & show the Marionatte character token.

Put the Demon to sleep.

The Courtier might choose a character. G

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

Show a single word on a piece of paper, phone, or ather device,

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Shaw the Minion character token, Paint ta bath the MINION and WRONG players,

Give a finger signal,

Foint to the player whom you most think the High Priestess should speak with tomorrow.

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 Idiats have acted.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

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

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

The Innkeeper chooses 2 players. BEE@

Courtier | The Courtier might choose a character. B@&

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

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

The Pit-Hag chooses a player & a character. |f they chase a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

If a player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside down. {This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder, @&

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

@ —~Z XmIO—=0

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. @&
Po | The Po may choose a player OR choases 3 players fi they chase no-one |ast night, @ or @8(*

I.egicm You may decide a player that dies. (Once per living Legion) @

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order, Put the Al-Hadikhia to sleep.
S L. Hadikhia Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
Ak "Do you choose to 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,

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

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

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

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

Farmer

If the deman killed the Banshee tanight, place the HAS ABILITY taken, @

Banshee Publicly announce that the Banshee died.

High Priestess Paint to the player whom you most think the High Priestess should speak with tomaorrow.

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

Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
The Chambermaid chooses 2 living players. Give a finger signal.

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




