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

Clockmalker
You start knowing how many steps
from the Demon to its nearest Minion,

Bounty Hunter d5

You start knowing 1 evil player.

If the player you know dies, you leam another
evil player tonight. [1 Townsfolk is evil]

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

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

Acrobat

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

Balloonist

Each night, you learm a player

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

Sweetheart
When you die,
1 player is drunk from now on.

Plague Doctor § @
If you die,
the Storyteller gains a Minion ability,

Fearmonger
Each might, choose a player:

if you nominate & execute them, their team loses.

All players know if you choose a new player.

Widow

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,

1 good player knows a Widow is in play.

Kazali = &

Each night*, choose a player: they die,

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

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon',
Each night®, a player might die. [+1 Minion]
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Fortune Teller
Each night, choose 2 players:
youl learn if either is a Demaon,
There & a good player that registers as a Dﬂrmb;m _

Savant

Each day, you may visit the Storyteller
to leam two things in private:

1is true & 1 is false,

Seamstress

Once per game, at night,

choose Z players (not yourself):

you lzarn if they are the same alignment,

Huntsman "
Once per game, at night, choose a living player: &8
the Damesel, if chosen, becomes a nokin- pla_.rTmrsfdk H
[+the Damsel]

Soldier <
You ane safe ¥
from the Demon,

Amnesiac

You do nat know what your ability is.
Each day, privately guess what it is: A
you learn how accurate you are. e

Moonchild

When you leamn that you died,

publicly choose 1 alive player.

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

Politician

I you mmmmmhmmm‘ 1{5
yiou change alignment & win,

even if dead. a
Boomdandy . #l :
If you are executed, all but 3 players die. HETH
After a 10 to 1 countdown, T

the player with the miost players pointing at them, dies. -—__~. L

Xaan A
On night X, A
all Townsfolk are poisoned until dusk, i
X Outsiders] e

Zombuul

Each night*, if no-one died today, B
choose a player: they die, 5
The 1st fime you die, you live but register as dead.

Vortox

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

Each day, if no-one is executed, evil wins,
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Check that all eyes are closed, Some Travellers & Fabled act.

This ability should accur at the appropriate time in the rght order. Atilities are usually ardered:
Poisoners, Protectors, Killers, Informaticn

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion taken, Wake the player,
Show 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 sleep.

If there are ¥ or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Demaon.

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.

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:
Put the minions back fo sleep. Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep, Place the IS THE DEMON token beside them, @

Add the NIGHT reminder token that matches the current night. &

On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire. @ Remove it the following dusk

Shaw the Grimaire for as long a5 the Widow neads.

The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
WWake any good player. Show them the Widow token, Put them to sleap, Mark them with the KNOWS reminder, &

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmanger has chosen a player *

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 Townsfolk character token.

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

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

Give a finger signal.

The Seamstress might choose 2 players. Mod or shake your head, ©

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

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

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisaners, Protectors, Killers, Information

Add the MIGHT reminder token that matches the current night. &
Omn the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remaove it the following dusk.

The Innkeeper chooses 2 players, @B

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

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder, @ Declare that “The Fearmaonger has chosen a player,*

If no one died today, the Zombuul chooses a player. @

The Vortox 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. Place the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

The Kazali chooses a player, @

If the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, do so now, @
If the Plague Doctor died, place a Minion character token in the center of the Grimoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Huntsman points to a player:
But them to sleep, Mark them with the NG ABILITY token, @

If they chese the Damsal, wake the Damsel, show the MO 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 Moonchild is due to kill 2 good player, they die. &

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

If a plaver was executed today, show their character token.

The Seamstress might choose 2 players, Nod or shake your head, @

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

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

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