Steward
You start knowing
1 good player.

Noble
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,

Bounty Hunter 4§

You start knowing 1 evil player

If the player you know dies, you lsam another
evil player tonight, [1 Townsfalk is evill

High Priestess
Each night, learm which player
the Storyteller believes you should talk to most.

Acrobat

Each night*, choose a player:
if they are drunk or poisoned,
you die,

Preacher

Each nmight, choose a player:

a Minion, if chosen, leams this.
All chosen Minions have no ability.,

Tinker
You might die
at any time.

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

Witch

Each night, choose a player:

if they nominate tomorrow, they die.

If just 3 players live, you lose this ability.

Pit-Hag #

Each nmight*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary

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

Fisherman
Once per game, during the day,
visit the Storyteller for some advice

to help your team win. ' ' k
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You do not know what your ability is. B i
Each day, privately guess what it is: VAERE
you learn how accurate you are, - _"
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Ravenkeeper g
If you die at night, 5
you are woken to choose a player. Pty
you learn their character. b
Mayor '1
If anly 3 players live & no execution ooours, -
your team wins. A el

If you die atnight, another player might die instead, b |

Fool &
The first time you die, "y
you dan',

Magician ;
The Demon thinks you are a Minion.
Minions think you are a Demon. ¥

Politician .
If you were fhe player most responsible for your team losing '
you change alignment & win, ; ol
even if dead. i

?.d..'..'i.].ﬂt
If 5 or more players are alive,
you must vate for every nominaton.

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-

,
Xaa.n '1 £
On night X, i
all Townsfolk are poisoned until dusk, v
[X Qutsiders] “

Lil' Monsta %
Each night, Minions choose .: 3
who babysits Lil' Monsta & 'is the Demon',

Each night*, a player might die. [+1 Minion] i

Fang Gu

Each night*, choose a player: they die.
The 1st Qutsider this kills bacomes an evil Fang Gl.r =l
& you die instead. [+1 Qutsider] -
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Dusk

Amnesiac

Lil' Monsta

Magician

Minion Info

Demon Info

Preacher

Xaan
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e 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 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.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

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:

Put the minions back to sleep. Wake the chesen player. Point to the player, & show thern the IS THE DEMON tolen.

Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @

If there are 7 or more plavers, 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 Demaon & the Magician.
Put the Minions to sleep. Wake the Demon,
Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character lokens,

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

The Kazali paints at a player and a Minion on the character sheat.
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 Demaon:
Show the THESE ARE YOUR MINIONS token, Point 1o all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.

Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

Add the NIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the following dusk.

The Witch chooses a player. @&

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, remaove their DRUNK reminder.

Point to the player marked KNOW. @

Point to al three players marked KNOW.

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

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

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, @

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Infarmation

The Preacher chooses a player. If they choose a Minion:
Preacher Fut a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remaove it the fallowing dusk.

The Witch chooses a player. @

Pit-Hag The Pit-Hag chooses a player & a character. If they chose a character that is nat in play:
Put the Pit-Hag 1o sleep, Wake the target. Show the YOU ARE token & their new character token,

@ —~Z XmIO—=0

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

Kazali | The Kazali chooses a player. @

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

E S REiccita Wake the chosen player, Paint to the player, & show them the 1S THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. &

Place the DEAD token beside any living player. @&

The Fang Gu choases a player. @ If they chose an Qutsider (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. @

No Dashii The Mo Dashii choozes a player. @

Acrobat | The Acrobat chooses a player, If the chasen player is drunk or poisoned, place the DEAD reminder, @

Tinker | The Tinker might die. @

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 sheat.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.

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

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

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




