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

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

o

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

4 Alsaahir
Once per day, if you publicly guess
which players are Minion(s) and which are Demoni(s),

. P - 5

Town Crier ey gt ¢
Each night*, you leam &
if a Minion nominated today. i Philosopher ; _‘f

Once per game, at night,
Innkeeper choose a good character: gain that ability, P
Each night*, choose 2 players: If this character is in play, they are drunk.
they can't die tonight, but 1 is drunk until dusk. e
o Choirboy o il
Sailor | If the Deman kills the King, P
Each night, choose an alive player: you learn which player is the Demon. = 4
either you or they are drunk until dusk. [+ the King] B
You can't die, b
Village Idiot Mayor L

If anly 3 players live & no execution Goturs,
your team wins.

Each night, choose a player. =y
If you die at night, another player might die instead. =3

you learn their alignment.
[+0 to +2 Village Idiots. 1 of the extras is drunk]

a

Klﬂg : e e - FHJUI -.
Each night, if tr}e-:fead equal or outnumber the living, WL i The first time you die, . _
you learn 1 alive character, you dont, i
The Demon knows you are the King, '- 2
Saint Damsel

If you die by execution,
wour team loses.

All Minions know you are in play.
If a Minion publicly guesses you (once),

your team loses,

Politician

; i Puzzlemaster LT
"WTEWF:?’E“E:&HE_ BReforyou kam kg, 1 player is drunk, even if you die. {;
e C.!Z”E'*da ot il If you guess {once) who it is, leam the Demon player, * & 408
oliaad but guess wrong & get false info. 7 __a‘
Devil's Advocate Evil Twin CEE
Each might, choose a living player You & an opposing player know each other.  HESS
(different to last night): If the good player is executed, evil wins. ".':':‘
if executed tomorrow, they dont die, Good can't win if you both live. s

ko

Widow % Vizier i # ;

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,
1 good player knows a Widow is in play.

All players know who you are. A
You can not die during the day. i
If good voled, you mwmmmmummm 5

CE 2o ‘_;: &
Vigormortis J
Each night*, choose a player: they die.
Minions you kill keep their ability & paisan 1
Townsfolk neighbor. [-1 Outsider]

Lord Of Typhon

Each might*, choose a player: they die. B
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]

Fang Gu

Each might*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider]

Leviathan '8 Ik < o
If more than 1 good player is executed, evil wins.

All players know you are in play.
After day 5, evil wins.

8 <d B %7~

5 .. T : ‘“ *Not the
- bl | first night




Philosopher

Minion Info

Demon Info

King

Sailor

Widow

; & Devil's Advocate

a T Evil Twin
2

i &. Damsel

' o Knight

A Noble

; @;& Village Idiot
£

Dawn

% Leviathan

Vizier

[, e
g

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 Typhon:
Show each of these players a unigue Minion token, and give a thumbs down,
Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.
Then, do the Minion Info and Demon Info steps as normal.

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

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

If there are 7 or more plavers, wake the Demaon:
Show the THESE ARE YOUR MINIONS token, Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 net-in-play good character tokens.

Wake the Deman. Show them the THIS PLAYER IS info token, then the King token, then point at the King player,

The Sailor chooses a living player. @

Shaw the Grimoire for 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 o sleep, Mark them with the KNOWS reminder, (=]

The Devil's Advocate chooses a living player. @

Wake both twins. Allow eve contact,
Show the good twin's character token to the Evil Twin &vice versa.

Wake each Minion. Show the Damsel taken.

Foint to the two players marked KNOW. 88

Point to al three players marked KNOW,

Wake any Village Idict, 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.

fark the Leviathan with the DAY 1 reminder. @

Declare that the Vizier is in play, and which player it is,
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Dusk

Sailor

Innkeeper

mﬂevﬂ's Advocate

Fang Gu

S Lord Of Typhon

Vigormortis

Gossip

Choirboy

Damsel

Town Crier

Village Idiot

King

Dawn

Leviathan
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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, @

The Sailor chooses a living player. @

The Innkeeper chooses 2 players. @88

The Devil's Advocate chooses a living player. @&

The Fang Gu chooses a player. @ If they chose an Outsider (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 Lord of Typhon chooses a player. @&

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

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

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

TBD

Either nod ar shake your head.,

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 number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, &
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