Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk.

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Bounty Hunter 3

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.

High Priestess
Each night, learm which player
the Storyteller believes you should talk 1o mest.

Chambermaid

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

Lunatic

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

& who you choose at night.

Recluse
You might register as evil & as a Minion or Dernon,
even if dead.

Harpy
Each might, choose 2 players:

tomomow, the 1st player is mad that the 2nd is evil,

or one or both might die.

Assassin
Once per game, at night*®, choose a player
they die, even if for some reason they could not.

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

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated,

i

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

Savant

Each day, you may visit the Storyteller
to learn two things in private:
1istrue & 1 is false.

Fisherman

Once per game, during the day,
visit the Storyteller for some advice
to help your team win,

Soldier
You are safe
from the Demon, ’

Farmer b,
If you die at night,
an alive good player becomes a Farmer. 3

Tea Lady
If both your alive neighbors are good, J
they can't die. AN

Fool bty
The first time you die, . |
you don't, o

Barber e, 4
If you died today or tonight, the Demon may choose S5
2 players (ot another Demon) to swap characters,  *

Puzzlemaster ,;?_ i1
1 player is drunk, even if you die. T 1$
If you guess (once) who it is, leam the Demon player, 5}3
but guess wrong & get false info. 15 a

Widow ot
On your 1st night, look at the Grimoire HETH
& choose a player: they are poisoned. ".':':‘
1 good player knows a Widow is in play. -—__~. :
59
Scarlet Woman Rt
If there are 5 or mare players alive SAey
& the Demon dies, you become the Demon, i

(Travellers don't count)

Kazali &

Each might*, choose a player: they die, B
[You choose which players are which Minions,
-? to +7 Outsiders] 3

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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Check that all eyes are closed, Some Travellers & Fabled act.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

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

If there are 7 or more plavers, wake the Lunatic;
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Shiow the THESE CHARACTERS ARE NOT IN PLAY token, Shaw 3 geod character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info taken and the Deman token,
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

Lunatic

=2 =R X

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

Instead of the normal Minion Info and Demen Info steps, do the following:

Lil' Monsta Wake all Minions. Shaw the THESE ARE YOUR MINIONS token. The minions pick a player:

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

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 to sleap.
Wake any good player. Show them the Widow token, Put them to sleep. Mark them with the KNOWS reminder. @&

The Harpy choases a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Give a finger signal,

Wake any player with a Tewnsfolk character:
Show them the YOU ARE token, & a thumbs down. 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. €

Point to the player whom you most think the High Priestess should speak with tomorrow,

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

Dawn Wait a few seconds. Call for eyes open.
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Lunatic

Shabaloth

No Dashii
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Kazali

Assassin

Gossip
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Check that all eyes are closed, Some Travellers & Fabled act.

The Harpy chooses a player 8 & then another player. @ Put the Harpy to sleep, Wake the first targat.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Demon token.

Do whatever needs to be done 1o simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

A previously chasen player might be resurrected. @ The Shabaloth chooses 2 players. B8

The Mo Dashii 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. @

The Assassin might choose a player, ©8

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

If the Barber died today or tanight, shaw the Demon the THIS CHARACTER SELECTED YOU & Barber tokens

If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

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.
Regplace their previous character token with a Farmer character token.

If & player was executed today, show their character token.

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

Point to the player whom you most think the High Priestess should speak with tomorrow,

The Chambermaid cheoses 2 living plavers. Give a finger signal.

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