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

Investigator
You start knowing that 1 of 2 players
i5 @ particular Minion.

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

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise,

If equidistant, this info is arbitrary.

Empath
Each might, you leam how many
of your 2 alive neighbours are evil,

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

Cult Leader
Each night, you become the alignment of an alve neghbor,
If all good players choose to join your cul, your ieam wins,

Butler &
Each night, choose a player (not yourself):
tomorrow, 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.

SEICR

Evil Twin

You & an opposing player know each ather.
If the good player is executed, evil wins.
Good can't win if you both live,

Mastermind

If the Demon dies by execution (ending the game),
play for 1 mare day.

If a player is then executed, their team loses,

&

Yaggababble

Lil' Monsta
Each night, Minions choose
who babysits Lil' Monsta & s the Demon’,

Each night*, a player might die. [+1 Minjon] */ & *
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*Not the
first night

Exorcist
Each night*, chocse a player (different ta last nig
the Deman, if chosen, learms who you are _'. - Lol
then doesn't wake tonight. ‘L e,

.'," . & 4
|']unt:-in1;|n _- :
Once per game, at night, chocse a living playe
tie Diamsel, if chasen, becomes a not-in-play To i
[+the Damsell

Soldier
You are safe
from the Demon,

Can nlhal b -
You have the ahlllty of the recently killed executes. -1

If they are evil, you are poisoned : :
until a good player dies by execution. Lo L

Ravenkeeper " '
If you die at night, e

you are woken to choose a player: % |
you learn their character,

L |
Banshee oy
If the Deman kills you, all players learn this., y
From now on, you may nominate twice per da-y
and vate twice per nomination. il
Saint ¥
If you die by execution, <3
your team loses. : i
o
Heretic & X
Whoever wins, loses & whoever (o525, wins, 8
even if you are dead, 5
1_— .+
N
Organ Grinder -
All players kesp their eyes closed when m:lllng )
and the vate tally is secret,
Each night, choose if you are drunk until duslf. j *J-
A ,
Boffin ¥ e
The Demon (even if drunk or poisaned) 1 '
has a not-in-play good characters ability. e
You both knaw which, -
Fang Gu ¥
Each might*, choose a player: they die. 18 :"“.

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

Lord Of Typhon
Each night*, choose a player: they die.
[Evil characters are in a line. You are in the mlddh.
+1 Minion. -7 to +7 Outsiders]




Demon Info

Yagpababble

Evil Twin

Boffin

Organ Grinder

Noble

Cult Leader

Huntsman

Butler
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Shw.r each of these players a unigue Minion token, aru:f Eive a thurnbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Info and Deman Info steps as normal.

Check that all eves are closed. Some Travellers & Fabled act.

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token, The minions pick a player:
Pt the minions back to sleep. 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 besids them, &

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 dawn,
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Deman Info steps as normal,

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 players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point fo 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 1S info token and the Lunatic token, then point to the Lunatic

If there are 7 or more players, wake the Deman:
Shew the THESE ARE YOUR MIMNIONS taken. Paint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Write a phrase down 2o that the Yaggababble can read it,
Show the Yaggababble the phrase.

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

Wake the Boffin and the Deman,
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.
Flace this second character token by the Demon character token,

The Organ Grinder either nods or shakes their head.
If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remove their DRUNK reminder.

Point to al three players marked KNOW,

Show the Tawnsfalk character taken. Point to both the TOWNSFOLK and WRONG players

Show the Minion character token, Paint ta bath the MINION and WRONG players,

Poirt your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

Give a finger signal.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leadsr, show them the YOU ARE token, &sither a thumbs down (if evil) ar thumbs up (if goad).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment. )

If the Huntsman points to a player:
Put them to sleep, Mark them with the NO ABILITY token, &

If they chose the Damsel, 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 foken.

The Butler chooses a player. &

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

f The Cannibal has the ability of the mast recently executed player,
Cannibal They immediately learn any ‘you start knowing' information.

Innkeeper |  The Innkeeper chooses 2 players. 808

g The Organ Grinder either nods or shakes their head.
Organ Grinder If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remave their DRUNK reminder.

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

A Do whatever needs to be dane to simulate the Deman acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).
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For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @&

The minions pick a player. Put them back to sleep, and then:

Lil' Monsta Wake the chosen player, Point to the player, & show them the IS THE D'E_HDN token,
Fut the chosen player back to sleep. Flace the IS THE DEMON token beside them. @

Place the DEAD token beside any living player. @

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fang Gu 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, @

- Lord Of Typhon The Lord of Typhon chooses a player, 8

Ravenkeeper | if the Ravenkeeper died tonight, the Ravenkeeper chocses a player. Show that player's character token,

i

g - k, y Banshee If the deman killed the Banshee tonight, place the HAS ABILITY token. &
. }, ¥ Publicly announce that the Banshee died.
iy
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' ? Empath | Give a finger signal.
!
i -
\ j The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:
' Wake the Cult Leadar, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if goosd).
Cult Leader Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

i
¥
1

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, &
If they chese 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 Townsfolk character token

Huntsman

The Butler chooses a player, @

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




