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Chef
You start knowing how many pairs : @
af evil players there are.

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

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

Balloonist
Each night, you learn a player
of a different character type than last night.
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Each night, choose a player (not yourself or Travellers):
wou learn 1 good and 1 evil character,

1 of which is cosrect.

Fortune Teller

Each night, choose 2 players: 4

you learn if either is a Deman, ‘%‘k P,
There is a good player that registers a5 a Demon to you, \_é

with their ability is drunk until dusk.
You become their alignment.

Goon éﬁa
Each night, the 1st player to choose you S

bk

Recluse
You might register as evil & as a Minion ar Deman,
even if dead.

Summoner
You get 3 bluffs.
On the 3rd night, choose a player:

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

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Vigormortis

Each right*, choose a player: they die.

Minians you kill keep their ability & poison 1

Townsfolk neighbor. [-1 Duulﬂe.ﬂs., c 7l
Gony J

S e *Not the

ik ' ' first night

they become an evil Demon of your chaoice. [Mo Demon] m
Evil Twin

i

Huntsman g
Once per game, at night, choose a living player:
the Damsel, if chosen, becomes a nol-in-play Towns
[+the Damsell e

Fisherman

Orice per game, during the day,
visit the Storyteller for some advice
1o help your team win,

Soldier N
You are safe [
from the Demon. B -
Farmer ,L" [

If you die at night, ¥

an alive good player becomes a Farmer, i 1
Mil.}'ﬂl‘ - :1;] N
If only 3 players live & no execution oocurs, =

your team wins. o
If you die at night, ancther player might die instead. SSS
Virgin - £
The 1st fime you are nominated, M

if the nominator is a Townsfolk,

they are executed immediately. '_ L |
Magician b
The Deman thinks you are a Minion.

Minions think you are a Demaon. ¢
Barber T

If you died today or tonight, the Demon may choose S
2 players (not another Demon) to swap characters. e

Damsel G
All Minions know you are in play. -
If a Minion publicly guesses you (once), X
your team loses, .

Boomdandy H
If you are executed, all but 3 players die. ! -
After a 10 1o 1 countdown, Gt
the player with the most players pointing at them, dies.

Scarlet Woman & i
If there are 5 or more players alive ' b i
& the Demon dies, you become the Demon. L&
(Traveliers don't count) 1

Boffin == o
The Deman (even if drunk or poisoned) .

has a not-in-play good characters ability,

You both know which.

Fang Gu @ A
Each night*, choose a player: they die. g !

The 1st Qutsider this kills becomes an evil Fang & *1_;
& you die instead. [+1 Outsider] Al
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

~ Summoner

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

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

If there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon,
Shiow the THESE ARE YOUR MINIONS token. Point to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.
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Flace the NIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as bluffs,

If there are 7 or more players, wake the Dermaon:
Show 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 tokens,

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

Point to al three players marked KNOW.

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

Give a finger signal.

Point to a player (alive or dead).

Balloonist Place the SEEN token next to the shown player. 8

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

Fortune Teller | The Fortune Teller chooses 2 players, Nod if either is the Demon (or the RED HERRING).

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 NO 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

Damsel | Wake each Minion. Show the Damsel token.

Wait a few seconds. Call for eyes open.




Summoner
Scarlet Woman

Summoner

‘5{( Vigormortis

B, "’% No Dashii

Barber
Farmer

Balloonist
Dreamer

Fortune Teller
Huntsman

Dawn

r.‘h" T A

T dih

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

On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summeoner to sleep.
Wake the chosen player, Show the YOU ARE infa token, then the Demon token,
Show the YOU ARE info token, then give a thumbs down.
Replace their character taken with the Demon taken and put the new Demon to sleep.

If the Scarlet Waman became the Deman today, show them the YOU ARE token, then the Deman token.

On the third night, wake the Summaoner:
They point at a player, and to a Deman icon on the character sheet. Put the Summaoner to sleep.
Wake the chosen player, Show the YOLU ARE info token, then the Demon taken,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demaon token and put the new Deman to sleep.

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 Vigormentis chooses a player, @ If that player is a Minion, poison a neighboring Townsfolk, GG

The Mo Dashii choosas a player, @

If the Barber died today or tonight, show 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.
Replace their previous character token with a Farmer character token.

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. @

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

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

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 Damseal character token with their new Townsfalk character token.

Wait a few seconds, Call for eyes open & immadiately say wha died,
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