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.

Investigator
You start knowing that 1 of 2 players
is & particular Minion.

Grandmother
You start knowing a good player & their character,
If the Deman Kills them, you die too.

Bounty Hunter 95

You start knowing 1 evil player.

If the player you know dies, you leam another
evil player tonight. [1 Townsfolk is evil]

Pixie

You start knowing 1 in-play Townsfalk.

If you were mad that you were this character,
yau gain their ability when they die,

Town Crier

Each night*, you learm
if a Minion nominatad today.

Plague Doctor %
If you die,
the Storyteller gains a Minion ability.

Politician

If you were the player most responsibie for your team losing,
wou change alignment & win,

even if dead.

Witch

Each night, choose a player:

if they nominate tomorrow, they die.

If just 3 players live, you lose this ability.

Wizard

Once per game, choose to make a wish,
If granted, it might have a price &

leave a clue as to its nature,

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

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Outsiders]
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*Not the
first night

Gambler i
Each night*, choose a player & guess their characte
if you guess wrong, you die.
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Nightwatchman g ]
Once per game, at night, choose a player:
they leam you are the Nightwatchman. B3 g
VTR
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Courtier

Orice per game, at night, choose a characler: R
they are drunk for 3 nights & 3 days. !

Fisherman ja?
Once per game, during the day, EE
visit the Storyteller for some advice _'1.1
to help your team win. >

Ravenkeeper R e
If you die at night, ‘
yau are woken to choose a player: o (f
you learn their character, X

Banshee -
If the Deman kills you, all players learm this, !
From now on, you may nominate twice per day
and vote twice per nomination.

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (once), ¢
your team loses, Y

Snitch "
Each Minion
gets 3 bluffs.

Summoner ] % .
You get 3 bluffs. )
On the 3rd night, choose a player:
they become an evil Demon of your cheice. [No Demen ,"J-:. .
,
Evil Twin =
You & an opposing player know each ather, I.'
If the good player is executed, evil wins. 4
Geod can't win if you both live. y

Vigormortis
Each might*, choose a player: they die. 1
Minians you kill keep their ability & poison 1 :
Townsfolk neighbor. [-1 Qutsider] s i

Leviathan <) § # /
If more than 1 good player is executed, evil Mns.;
All players know you are in play. "
After day 5, evil wins.
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as blufis.
The Kazali points at a player and a Minion on the character sheet.
Replace their old character taken with the Minion taken, Wake the player,
Show them the You Are info token then the Minion character token, and give a thumbs down.

Repeat until the normal number of Minions exist,
Put the Kazali to sleep.

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

If there are 7 ar more plavers, wake all Minicns:
Show the THIS 1S THE DEMON token. Point to the Deman.

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

Place the NIGHT 1 reminder. &
Show the Summaner 3 not-in-play characters as bluffs,

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 token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleep.

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

The Courtier might choose a character. 88

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

The Witch chooses a player. @

Mark the Leviathan with the DAY 1 reminder, @

Point to al three players marked KNOW.

Show the Minion character token. Paint to bath the MINION and WRONG players.
Give a finger signal.

Point to the grandchild player & show their character token.

Show the Townsfolk character token marked MAD.

Wake any player with a Townsfolk 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, paint to an evil player. Place the SEEN token beside the shown player. @
If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the Nighbwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token, @

Wake each Minion. Show the Damss| taken,

Wait a few seconds. Call for eyes open.

FE G Z e T i




-
X
&

=
=3 ?}L@ Ravenkeeper
- "rgﬂ }

g -

Summoner

Courtier

Gambler

Witch

Summoner

Kazali

Vigormortis

No Dashii

Leviathan

Plague Doctor

Pixie

Banshee

Grandmother

(/' /r Bounty Hunter

Town Crier

_...‘ B By T

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

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

The Courtier might choose a character. ©@
The Gambler chooses a player & a character, @

The Witch chooses a player. @

On the third night, wake the Summarner:
They point at a player, and to @ Deman icon on the character sheet. Put the Summaner 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 Demaon token and put the new Demon to sleep.

The Kazali chooses a player. @
The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G
The No Dashii chooses a player. @

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

If the Plague Doctor died, place a Minion character token in the center of the Grimoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @

If the Ravenkeeper died tonight, the Ravernkeeper chooses a player. Show that player's character token.

If the deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.

If the grandehild was killed by the Demon, the Grandmother dies too, @

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

Either nod or shake your head.

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosan player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, &

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

T — rrw - -
L, p e =

@ —~Z XmIO—=0




