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

Grandmother
You start knowing a good player & their character,
If the Deman kills them, you di2 too.

Undertaker
Each night*, you learn which character
died by execution taday,

Acrobat

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

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk,
You can't die.

(eneral

Each might, you learm which alignment
the Storyteller believes is winning:
good, evil, or neither,

Chambermaid

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

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Lunatic

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

& who you choose at night.

Mezepheles

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

Witch

Each night, choose a player:

if they nominate tomormaw, they die,

If just 3 players live, you lose this ability.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Vortox
Each night*, choose a player: they die.
Townsfolk abilities yield false info.

Each day, if no-one is executed, evil winggt © +

*Not the =
first night R s

Village 1diot
Each night, choose a player:
you learn their alignment.

[mtn-o-zv'llageldms.lnfﬂmuhasls L
?"' u. -
Dreamer _-
Each night, choose a player (not yourself or Trave ors 23
you learn 1 good and 1 evil character, Ry
1 of which is correct. R
R
g
Slaver e :
Once per game, during the day, ¥
publicly choose a player: i
if they are the Deman, they die. by
Juggler .1
On your 1st day, o
publicly guess up to S players' characters. o
That night, you learn how many you got correet.
. '_|., ]
Choirboy _-a
If the Deman kills the King, y
yau learn which player is the Deman, ;
[+ the King] R
Fool 4
The first time you die, R
you dont. 4
Sweetheart i |
When you die, 3
1 player is drunk from now on. il
&’I
Moonchild A
When you learn that you died, .
publicly choose 1 alive player. 1
Tonight, if it was a good player, they die. B
¥ L}
B
Mastermind i
If the Demon dies by execution (ending the game}, i,
play for 1 more day. .
If a player is then executed, their team loses. = ,"J_-:. .
L4,
Boffin . — |
The Deman (even if drunk or poisoned) LAk
has a not-in-play good character's ability, 4
You both knaw which, y
Lord Of Typhon ¥
Each night*, choose a player: they die. 15 :"“.

[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders] ]

Leviathan <
If more than 1 good player is executed, evil Mns.;

All players know you are in play. "
After day 5, evil wins.



Boffin

Minion Info

Lunatic

Sailor

Witch

Mezepheles

Investigator

Grandmother

Dreamer

Village Idiot

Ogre

General

Chambermaid

Dawn

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

Wake the appropriate number of players directly clockwise and counter-clockwise fram the Lord of Typhan:

Show each of these players a unigue Minion token, and give a thumbs down.

Replace these players’ good character tokens with these Minion tokens and put these players to sleep.

Then, do the Minion Info and Demon Info steps as normal.

Wake the Boffin and the Deman,

Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.

Place this second character token by the Demon character token,

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point to any players,
Show the THESE CHARACTERS ARE NOT 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 1S info token and the Lunatic token, then point to the Lunatic.

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

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

The Sailor chooses a living player. 8

The Witch chooses a player. @

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

Show the Minion character token. Paint to both the MINION and WRONG players.

Paint to the grandehild playver & show their character token.

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

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

If you Belisve that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't krow which team s winning, give a thumbs to the side,

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

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &
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Sailor

Acrobat

Witch

Mezepheles

Lunatic

Shabaloth

Vortox

Choirboy

Moonchild

Grandmother

Undertaker

Dreamer

Juggler

Village Idiot

General

Chambermaid

Dawn

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

The Sailor chooses a living player. @

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

The Witch chooses a player, @

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 &paint to them, then their target{s).

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. @@

The Vartox chooses a player. @

The Lord of Typhon chooses a player. &

If the Sweetheart died, a player bacame drunk immediately, fl you haven't done this yet, do so now, @

If the Demon killed the King, wake the Chairboy. Foint to the Demaon player.

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

If the grandchild was killed by the Demon, the Grandmaother dies too. @

If a player was executed today, show their character token,

The Dreamer paints o a player, Show 1 good & 1 evil character token, 1 of which is their character,

(Give a finger signal.

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

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

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, @
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