Steward
You start knowing
1 good player.

Noble
You start knowing 3 players,
1 and only 1 of which is evil,

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

Bounty Hunter 4§

You start knowing 1 evil player

If the player you know dies, you lsam another
evil player tonight, [1 Townsfalk is evill

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

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

Village Idiot

Each nmight, choose a player:

you learn their alignment,

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

Lunatic

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

& who you choose at night.

]]qu;uv Doctor
If you die,
the Storyteller gains a Minion ability.

Godfather

You start knowing which Qutsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Cerenovus

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

Kazali §

Each night*, choose a player: they die,

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

Po
Each night*, you may choose a player: they die.
If your last choice was no-one,
choose 3 players tonight,

i
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*Not the
first night

\ I

Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,
Trﬁesagccdpq.ﬁﬂﬁtregmersasamrmb u,- . b
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Once per day, if you publicly guess
which players are Minion(s) and which are Da
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good wins. Lo PR
Soldier R
You are safe by
from the Demon. Faiab
Cannibal .1
You have the ability of the recently killed execufess™ = S5
If they are evil, you are poisoned o
until a good player dies by execution.

: '_|., ]
Sage i £
If the Deman Kills you, o
you learn that it is 1 of 2 players, b

i

Pacifist )
Executed good players
might nat die. i
Hatter ..
If you died today or tomight, 3

the Minion & Demon players
may choose new Minion & Demaon characters to b -’4'

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

Wi

Widow . o :

On your 1st night, look at the Grimoire )

& choose a player: they are poisoned. e

1 good player knows a Widow is in play. H e
,

Mastermind

E
If the Dermon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their team loses.

Lil' Monsta “&
Each night, Minions choose .: 3
who babysits Lil' Monsta & 'is the Demon',

Each night*, a player might die. [+1 Minion] i

Vortox

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

.E'
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Lil' Monsta

Minion Info

Lunatic

Demon Info

Widow

Godfather

Cerenovus

Steward

Noble

Investigator

Pixie

Village Idiot

Fortune Teller
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| he Kazali pu{nl:sataplayaranda hion on

e character sheet,

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.

Put the Kazali to sleep,

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

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Pt the minions back to sheep. Wake the chosan player. Point to the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them., @

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

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.
Shiow them the You Are info token then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.
Put the Kazali to sleap,

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to 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 Deman token,
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

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

Show the Grimoire far as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widaw token, Put them to sleep, Mark them with the KNOWS reminder, @&

Shaw the character tokens of al in-play Qutsiders,

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

Pairt to the player marked KNOW. &
Point to al three players marked KNOW.
Shaw the Minion character token. Point to bath the MINION and WRONG players.

Show the Townsfolk character token marked MAD.

Wake any Village Idiat, 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.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down, Put them back to sleep,
Turn their token upside-down. (This shows they are evil.}
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player, &

_ Wait a few seconds. Call for eyes open. : o
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Cannibal

Innkeeper

Cerenovus

Lunatic

Kazali

Lil' Monsta

Po

Vortox

Godfather

Plague Doctor

Pixie

Sage

Village Idiot

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

The Cannibal has the ability of the mast recently executed player.
They immediately learn any ‘you start knowing' information.

The Innkeeper chocses 2 players, @80
The Cerenovus chooses a player & a character. & Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU token, the Cerenowvus token, then the madrness-character token

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to slesp, Wake the Demon,
Show the Lunatic token &point to them, then their target{s).

The Kazali chooses a player. @

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or @81 *

The Vartax chooses a player, @

If an Qutsider died today, the Godfather chooses a player. @

If the Plague Doctor died, place a Minion character token in the center of the Grimaoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable_ add a token to the night sheet.

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character-
Replace the MAD reminder with the HAS ABILITY reminder. &

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

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.

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

If the player with the SEEN token died today or tonight, point to an avil player.
Move the SEEN token to the shown player, @

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