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Grandmother = Village Idiot
You start knowing a good player & their character, @ Each night, choose a player:
If the Deman kills them, you die too. youl learn their alignment,
[+0 to +2 Village Idiots. 1 of the extras is drun

Pixie
You start knowing 1 in-play Townsfolk. r——}r Cuilt Landes
If you were mad that you were this character, e 3
yﬂtwgain their ability i they die. \s{ ¥4 F”mﬂmmm“mmw &

v atmmmmpnwrmmrmw . i..
Town Crier i
Each night*, you leamn Farmer ' -:{
if a Minion nominated today. X i you die 2t night,

an alive good player becomes a Farmer, L
Oracle
Each night*, you learm
how many dead players are evil, Choirboy 3
. A" If the Demon kills the King, &

Gambler d you learn which player is the Demon. 5
Each night*, choose a player & guess their character: [+ the King] i
if you guess wrong, you die, p 3,
A : Atheist _ " f
Eack L eliobe s blak W = The _Sto:yteller can braal_q the gamale rules, _ &
R g & : and if executed, good wins, even if you are dead, 8
if 1heg are drunk or poisoned, il il ey )
you die, 7
Preacher { g Pacifist "
Each night, choose a player: & -, Executed good players Z4]
a Minion, if chosen, leams this. o~ might not die. '

All chosen Minions have no ability,

Politician s
Hf you were the player most responsible for your team ksing, 5
yiou change alignment & win, b

even If dead.

Lunatic

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

& who you choose at night.

Moonchild

When you leam that you died,

publicly choose 1 alive player.

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

Zealot Y ¥
If 5 or more players are alive, ;
you must vate for every nominaton.

You start knowing a secret word. If you are executed, all but 3 players die.
The 1st good player to say this word After a 10 to 1 countdawn,

\
Mezepheles i’b Boomdandy

becomes evil that night. the player with the mst players pointing at them, dies
Cerenovus Xaan

Each night, choose a player & a pood character: On night X, e
they are *mad” they are this character tomomow, all Townsfolk are poisoned until dusk. i
or might be executed, [X Qutsiders] 5
Yaggababble | Po

You start knowing a secret phrase. Each might*, you may choose a player: they die.  §
For each time you said it publicly today, ! If your last choice was no-one, g
a player might die. choose 3 players tonight, K
Ojo \t Y] Legion /&

Each might*, choose a character: they die. 108 Each night*, a player might die.

If they are not in play, S Executions fail if only evil voted.

the Storyteller chooses who dies. : ; You regrster as a Minion too, [Mest players are Legion].
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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 reminder. &

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

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, @ Remave it the fallowing dusk,

The Gambler chooses a player & a character. @

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

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

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

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 dane to simulate the Demaon acting
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targets).

You may decide a player that dies, (Once per living Lagion) @

The Pa may choose a plaver OR chooses 3 players fi they chose no-one |ast night, @ or €EN*

The Ojo paints to a role, If a player has that rale, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. @

Far each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @

If the Demaon killed the King, wake the Choirboy. Point to the Demon player.

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.

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

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

Either nod or shake your head.

Give a finger signal,
Wake any Village Idiot, 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 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, &etther a thumbs down (if ewl) 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 & immediately say wha disd,
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