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Steward Cult Leader
You start knowing Each night, you become the alignment of an alive ne
1 good player. If all good plavers choose o join your culf, your ke
Investigator Al lE
‘.H’ﬂu start Hn-:]mnlg.that 1 of 2 players Once per day, if you publicly guess #
% 8 payhciRagion. which players are Minion(s) and which are Demea
goad wins.
Shugenja
You start knowing if your closest ewil player
is clockwise or anti-clockwise. Huntsman
If equidistant, this info is arbitrary. ﬁrﬁ Once per game, at night, choosa a living p'm a
the Damsal, if chisen, becomes a not-in-play To
Empath [+the Damsel]
Each night, you learm how many bt
of your 2 alive neighbours are evil, b, Cannibal 3 3
i b You have the ability of the recently killed exectitee. '1
Innkeeper : If they are evil, you are peisoned Y
Each night*, choose 2 players: until & good player dies by execution. .
they can't die tonight, but 1 is drunk until dusk. : --" i
Farmer & -
Monk If you die at night, '
Each night*, choose a player (not yourself): an alive good player becomes a Farmer.
they are safe from the Demon tonight. Y
Fortune Teller Ilf?-::‘lnshue i | : 4 #
Each night, choose 2 players: F[ e Demon kils you, i GESEES RN !
you learn if either is a Demon, oM AoW O, you may .nur'!'unate twice per day i
There & a good piayer that registers 25 a Demon 1oy0u, and vate twice per nomination. ]
Lunatic Klutz .
You think you are a Demon, but you are not. When you leamn that you died, publicly choose, 3
The Demon knows who you are 1 alive player: if they are evil, your team loses. - o
& who you choose at night. g
Dkl Politician
You do not know you are the Drunk. "memﬁmmmwﬂrmm&
You think you are a Townsfolk character, you change alignment & win, g -
but you are not. L = =
B .
G
Harpy Psychopath "
Each might, choose 2 players: Each day, before nominations, )
tomarmow, the 1st player is mad that the 2nd is evil, yau may publicly choosa a player: they die. o
ar one or bath might die. If executed, you anly die if you lose roshambe, * S8
4
Fearmonger 5 Boffin ¥ § ¥ B
Each night, choose a player: The Demon (even if drunk or poisoned) %
if you nominate & execute them, their team loses, has a not-in-play good characters ability. 1
All players knaw if you choose a new player, You both knaw which,
Kazali - ” Fang Gu b2
Each night*, choose a player: they die, Each might*, choose a player: they die. el ;“‘.
[You choose which players are which Minions. The 1st Qutsider this kills bacomes an evil Fang GuS
-7 to +7 Outsiders] & you die instead. [+1 Qutsider] <5
.
Vigormortis v Legion
Each night*, choose a player: they die. \ \ 1 Each night*, a player might die.
Minions you kill keep their ability & poisopr 1 ik N Executions fail if only evil voted. *
Townsfolk neighbor. [-1 Ut.lL'.Ide{L;; i = 1 You register a5 a Minion too, [Mest players are Legic 'r.
ir .5-~ ; Rl
T ] e *,, *Not the &
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Boffin

Minion Info

Lunatic

Demon Info

Fearmonger

Harpy

Huntsman

Investigator

Empath

Fortune Teller

Steward

Shugenja

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

The Kazali points at a player and a Minion on the characker sheet,
Replace their ald 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 Minlons exist.
Put the Kazali to sleep.

Wake the Boffin and the Demon
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the geod character token.
Place this second character token by the Demon character token.

If there are 7 or mare players, wake all Minions:
Show the THIS IS 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. 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 15 info token and the Lunatic taken, then paint to the Lunatic.

If there are 7 or more plavers, wake the Demaon:
Show the THESE ARE YOUR MINIONS taken. Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 nat-in-play good character tokens.

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

The Harpy choases a player @ & then ancther player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second targst,

If the Huntsman points to a player:
Put them to sleap. Mark them with the NO ABILITY token. &

If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token

Put the Damsel o sleep, Replace the Damazl character token with their new Tawnsfalk character token.

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

Give a finger signal.

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

Point to the player marked KNOW. ©

Point your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Wait a few seconds, Call for eyes open.
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Cannibal

Innkeeper

Monk

Fearmonger

Harpy

Lunatic

Legion

Fang Gu

Vigormortis

Kazali

Banshee

Huntsman

Empath

Fortune Teller

Cult Leader
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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 chooses 2 players. @88

The Monk chooses a player. @

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.’

The Harpy chooses a player @ & then anather player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

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 target(s).

You rmay decide a player that dies, (Onee per living Legion) @

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfolk, ©Q

The Kazali chooses a player, @

If the demon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,

If the Huntsman points to a player:
Put them to sleep, Mark them with the NO ABILITY token, @&

If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token. &

Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token.

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.

Give a finger signal.

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

The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shaws their alignment.)

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