Chef
You start knowing how many pairs
of evil players there are,

Moble
You start knowing 3 players,
1 and only 1 of which is evil.

Town Crier
Each might*, you learm
if @ Minion nominated today.

Empath
Each night, you learm how many
of your 2 alive neighbours are avil,

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

Village Idiot

Each might, choose a player:

you learn their alignment.

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

Philosopher

Once per game, at night,

choose a good character: gain that ability,
If this character is in play, they are drunk,
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Butler
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

Lunatic

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

& who you choose at night.

-
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Fearmonger
Each might, choose a player:

if you nominate & execute them, their team loses.

All players know if you choose a new player.

Widow 7+

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

1 good player knows a Widow is in play.

» &

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lil' Monsta 7

Each night, Minions choose

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

& _, " #Not the
| first night

\i(

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

if they are the Demaon, they die.

Soldier
You are safe
from the Demon,

Choirboy

If the Derman kills the King,

yaul learn which player is the Deman,
[+ the Kingl

Tea Lady : i

If both your alive neighbors are good, "
they can't die. T2
L]
Mayor 4 +
If only 3 players live & no execution occurs, o

your team wins. y.
I you die at night, another player might die mstead o

Poppy Grower ;
Minions & Demons do not know each other, Y
If you die, they leam who each other are that night. =~

Drunk
You do not know you are the Drunk.
You think you are a Townsfolk character,

but you are not. . "I ik
o
Sﬂ.inl ": 1:$
If you die by execution, f *;3
your team loses, ‘i a
i =
Summoner 7 CE
You get 3 bluffs. _HEse
On the 3rd night, choose a player: FLN
they become an el Demon of your choice, [No Deman] ?. :
N
Xaan fei
On night X, i
all Townsfolk are poisoned until dusk, i
(X Outsiders] ]
Vigormortis
Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 g
Townsfalk neighbaor, [-1 Outsider] i,
Fang Gu :

Each night*, choose a player: they die.
The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+] Qutsider]
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Check that all eyes are closed, Some Travellers & Fabled act.

The Philosopher might choose a character. If necessary, swap their character token. @

Wake the Demon.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Shaw 3 nat-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 more players, wake all Minions:
Sheww the THIS 15 THE DEMON foken. Point to the Deman,

If there are 7 ar more plavers, 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 token, then paoint to the Lunatic
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Flace the MIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as bluffs,

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS token, Paint 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 Deman Info steps, do the following:
Wake all Minions. Shaw the THESE ARE YOUR MINIONS token. The minions pick a player:
Pt the minions back to slesp, Wake the chosen player. Point to the player, & show them the IS THE DEMON token,
Fut the chosen player back to sleep. Place the 1S THE DEMON taken beside thern. @

Add the MIGHT reminder token that matches the current night.
On the night that equals the nurmber of Qutsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

Shaw the Grimoire far as long a5 the Widow nesds.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player, Show them the Widaw token, Put them 1o sleep, Mark them with the KNOWS remindzr, &

The Fearmonger picks a player.

Mark the chesen player with the FEAR reminder. @ Declare that “The Fearmanger has chosen a player.”

Give a finger signal.

Give a finger signal.

The Butler chooses a player, @&

Foint to al three players marked KNOW.

Wake any Village Idiat. 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.

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

The Philosapher might choose a character, If necessary, swap their character token, @

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder.
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Deman to cleey

Add the NIGHT remincer 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 fallowing dusk,

The Innkeeper chooses 2 players. GG

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.”

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 Demon icon on the character sheet, Put the Summaoner to sleep,
Wake the chosen player. Show the YOU 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 Demon to sleep.

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target{s).

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. ©6&

The Fang Gu chooses a player, @ If they chose 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. S

Thie minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 1S 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. @

It the Deman killed the King, wake the Chairboy. Point to the Deman player

Give a finger signal.

Either nod or shake your head.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Villags Idiot to sleep. Repeat until all Village Idiots have acted.

The Butler chooses a player. €

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