Investigator

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

Pixie

You start knowing 1 in-play Townsfolk.

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

Balloonist

Each night, you leamn a player

of a different character type than last night.
[+0 or +1 Outsider]

(zeneral

Each might, you leam which alignment
the Storyteller believes 5 winning:
good, evil, or neither.

Preacher

Each night, choose a player;

a Minion, if chosen, leams this.
All chosen Minions have no ability.

M;a,t htrma l.il,'.:iﬂl'l

Each night, you learn

how many players abilities worked abnormally
(since dawn) due to another characters ability.

Butler
Each night, choose a player (not yourself):

tomanmow, you may only vote if they are voling too.

(Goon

Each might, the 15t player to choose you
with their ability is drunk until dusk,
You become their alignment,

Psychopath

Each day, before nominations,

wou may publichy choose a player: they die.

If executed, you only die if you lose roshambo.

Mastermind

If the Demon dies by execution (ending the game),

play for 1 more day.
If & player is then executed, their team loses.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]

Y-

Lycanthrope
Each night*, choose an alive player. 5
If good, they die & the Demon doesn't kil ton
One good player registers as evil.

Savant

Each day, you may visit the Stonyteller
to leam two things in private:
listrue & 1 is false.

Huntsman o
Once per game, at night, choose a living player: &
the Damsal, if chosen, becomes a not-in-play Tm-.mfclr. {
[+the Damsell :

Slayer

Once per game, during the day, i
publicly choose a player: 8

if they are the Demon, they die.

}::'r
Mayor =
If only 3 players live & no execution occurs, +
your team wins, |

If you die at night, another player might die |ﬂstead

Fool
The first time you die,
you don't.

Poppy Grower [
Minions & Demaons do not know each other. Tl
If you dig, they leam who each other are that night.

Lealot
If 5 or more players are alive,
you must vote for every nomination.

Heretic B & 3:

Whoever wins, loses & whoever [oses, wins, : ﬁ;;
even if you are dead, < B
Baron F.’ ;
There are extra Qutsiders in play. ! j. A
[+2 Outsiders] N

.__!g';_ i

i
Boffin == Yol
The Deman (even if drunk or poisoned) L
has a not-in-play good characters ability. ' aF
You both know which. ="
Fang Gu

Each night*, choose a player: they die. e
The 15t Quisider this kills becomes an evil Fang Gu-
& you die instead. [4+1 Outsider]

Legion /&

Each night*, a player might die.

Executions fail if only evil voted.

ou regster as.a Minion too. [Mest players are Legion].




Minion Info

; 3 ? Demon Info

@ Preacher
2ol

&é Pixie

m Huntsman

% Investigator
! Butler

? Balloonist
r

& Mathematician

Dawn

General

T R AT A, W R TR g TR 2 A
s St .a..-lr-_. = T oh E"' : e 1"1.— '

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

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

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 nof-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info.and Demon Info steps.

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

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 IN PLAY token. Show 3 not-in-play good character tokens,

The Preacher chooses a player, If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,
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Show the Townsfolk character token marked MAD.

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, @
If they chose the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
Fut the Damsel to sleep. Replace the Damsel character token with their new Tawnsfalk character token.

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

The Butler chooses a player, @&

Point to a player (alive or dead),
Place the SEEN token next to the shown player. @

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.

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.

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 remindar. @ :

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info foken, then point to the Demaon. Put the Minions to sleep.
Wake the Dermon. Show the THESE ARE YOUR MINIONS. info token, then paint to the Minions, Put the Demaon to slesg

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight.

You may decide a player that dies. (Once per living Legion) &

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

The Fang Gu chooses a player. @ If they chase an Qutsider (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 neighboring Townsfolk. G

If the Huntsman points to a player:
Fut them to sleep, Mark them with the NG ABILITY token, @
If they chose the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.
Fut the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token.

Point to a player (alive or dead) with a different role type from the player with the SEEN taken.
Place the SEEN token next to the shown player. @

The Butler chooses a player. @&

If you believe that the geod team is winning, give a thumbs up.
If you Believe that the evil team 15 winmng, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

Give a finger signal,

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