Knight
You start knowing 2 players
that are not the Demaon.

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

Acrobat

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

Chambermaid

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

Village Idiot
Each might, choose a player:
you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk] L

Dreamer

Each night, choose a player (not yourself or Travellers);
you leamn 1 good and 1 evil character,

1 of which is correct.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Sweetheart
When you die,
1 player 15 drunk fram now on.

Witch

Each might, choose a player:

if they nominate tomorraw, they die.

If just 3 players live, you lose this ability.

Cerenovus

Each night, choose a player & a pood character:
they are 'mad” they are this character tomoraw,
ar might be executed.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Lil' Monsta %

Each night, Minions choose

who babysits Lil' Monsta & 'is the Demon',
Each night*, a player might die. [+1 Minion]

& " *Not the

| first night

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are
then doesn't wake tonight.

Gossip
Each day, you may make a public statement.
Taonight, if it was true, a player dies.

Nightwatchman
Once per game, at night, choose a player:
they learn you are the Mightwatchman,

Professor %
Once per game, at night®, choose a dead playerr i d
if they are a Townsfolk, they are resurrected. % -

Huns=man -
Once per game, at night, choose a living player: -J " t
the Damsal, if chosen, te:::rrﬁarmn-pla:.-Twme

[+the Damsel] : .é-

Juggler

On your 15t day,

publicly guess up to 5 players' characters, A
That night, you learn how many you got comect, & &8

Sage EE'
If the Deman kills you, s
you learn that it is 1 of 2 players, g i

Hatter

If you died today or tonight,
the Minion & Demon players
may choose new Minion & Demon characters to be 1'

"!1

Puzzlemaster &
1 player is drunk, even if you die. B ﬁ;x
Ilmw{m}mlt&mmmmﬂaﬁ“ A4S

but guess wrong & get false info. 7 __a‘
Widow : #1 ;
On your 1st night, look at the Grimoire HETH
& choose a player: they are poisoned. ".':':‘
1 good player knows a Widow is in play. -—__~. _'~
N
Summoner *¥ % it
You get 3 bluffs. R
On the 3rd night, choose a player: i

they become an el Demon of your choice, (No Demon] 5

Vigormortis

Each might*, choose a player: they die. B
Minions you kill keep their ability & peisen 1 5
Townsfolk neighbor. [-1 Cutsider]

Lord Of Typhon

Each night*, choose a player: they die.

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




Minion Info

Summoner

Demon Info

Lil' Monsta

Cerenovus

Huntsman

Dreamer

Knight

Village Idiot
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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 from 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 takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

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

Place the MIGHT 1 reminder. &
Show the Summaner 3 not-in-play characters as biuffs,

If there are 7 or mare players, wake the Deman:
Shew 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 fokens,
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Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions, Shew the THESE ARE YOUR MINIONS taken, The minions pick a player:
Pt the minions back to sleep. Wake the chosen player. Point bo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep, Place the 1S THE DEMON token beside them, @

show the Grimoire for as long as the Widow needs.
The Widow picks a player, Mark that player with a POISONED reminder, @ Put the Widow ta sleep.
VWake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. &

The Witch chooses a player, @

The Cerenovus choases a player & a character. @ Put the Cerenovus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character taken

If the Huntsman paints 1o a plaver;
Put them to sleep. Mark them with the NO ABILITY token. &
If they chese the Damsal, wake the Damsel, show the NO ABILITY infa token, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

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

Point to the two playvers marked KNOW. 88

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 Idiots have acted.

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchean token.
Point to the Mightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NOQ ABILITY reminder token. &

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

Wait a few seconds. Gall for eyes open. £
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Acrobat

Witch

Cerenovus
Summoner

Exorcist

No Dashii

v Lord Of Typhon

\9{( Vigormortis
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* S
ﬂ Sage
tEB Professor
A.mm Huntsman
% Dreamer
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Check that all eyes are closed. Some Travellers & Fabled act.
The Innkeeper chooses 2 players, GEE
The Acrobat chooses a player, If the chasen player is drunk or poisoned, place the DEAD reminder, &

The Witch chooses a player. @

The Cerericvus chooses a player & a character, @ Put the Cerencvus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenowus token, then the madness-character token

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder & and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summaner to sleep.
Wake the chosen player. Show the YOL ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,

The Mo Dashii chooses a player. @

RN @—~Z XImIm—=0O

The Lord of Typhon chooses a player, @

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfalk, @@

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token.
Fut the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Flace the DEAD token beside any living player. @

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

If the Hatter died, wake the Minions and Derman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each playver may point to anather character of the same type as their current character,
If a second player would end up with the same character as ancther player:
Shake your head no and gesture for them to choose again.
Fut them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose,

If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. &
If the Derman killed the Sage, wake the Sage and paint to 2 players, 1 of which is the Demon,

The Professor might choose a dead player. 8@

If the Huntsman points to a player:
But themn 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.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

The Dreamer points to 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 Village Idiot to sleep. Repeat until all Village Idiats have acted.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchenan token.
Foint to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY raminder token. @

The Chambermaid chooses 2 living players. Give a finger signal,

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