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Knight
You start knowing 2 players
that are not the Demon.

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

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

Town Crier
Each night*, you learn
if a Minion nominated today.

Undertaker
Each night*, you learn which character
died by execution today.

Acrobat

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

Chambermaid

Each night, choose 2 alive players (not yourself):
you leam how many woke tonight due to their
ability.

Lunatic

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

& who you choose at night.

Kluiz
When you learn that you died, publicly choose
1 alive playes: if they are evil, your team lases.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Spy &

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Quisider, even if dead.

Pukka
Each night, choose a player: they are poisoned,
The previously poisoned player dies then becomes
healthy,

Fang Gu
Each night*, choose a player: they die.
The 1st Outsider this kills becomes an evil Fang Gu

& you die instead. [+1 Quisiderl:t v+
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Gossip { 3
Each day, you may make a public statement. SR
Tonight, if it was true, a player dies. ot U

Fisherman :
Once per game, during the day, 4
visit the Storyteller for some advice
to help your team win.

Amnesiac B
You do not know what your ability is.
Each day, privately guess what it is; {3
you learm how accurate you are, L

Tea Lady
If botih your alive neighbors are good, -
they can't die. « o 1ol

Virgin A
The 1st time you are nominated,
if the nominatar is a Townsfolk,

they are executed immediately. d

Poppy Grower
Minions & Demaons dao not know each other.
If ywou die, they learn who each other are that night.*

Politician .
If you were the player most responsible for your team losing, =3
you change alignment & win, :

even if dead.
Damsel B
All Minions know you are in play. wig
If & Minion publicly guesses you (once),
your team loses. =
B
Harpy "
Each night, choose 2 players: )
tormarraw, the 1st player is mad that the 2nd is evil 8=
or one or both might die. R
P "
Psychopath IS &
Each day, before nominations, % .
you may publicly choose a player: they die. &
If executed, you only die if you lose roshambe.
Lord Of Typhon b2
Each might*, choose a player: they die. 13 ;“‘.
[Evil characters are in a line. You are in the middle.
+1 Minion. -7 to +7 Outsiders] 3 i
. e
Lleech o

= 5

Each night*, choose a player: they die. N
You start by choosing a player: they are poisoned =%
You die if & only if they are dead, -
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Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ pood character tokens with these Minion tokens and put these players to sleap.
Then, do the Minion Info and Demon Info steps as normal.

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Paisoners, Protectars, Killers, Infarmation

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down,
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.

Then, do the Minion Info and Dermon Info steps as normal,

Wale the Deman.
Frow e THESE CHARACTERS ARE NOT IN LAY e Srow 3 ndingly oo dhaeier there Lt e Dinvon b sl Dot oy e Winin b and Cia

If there are / 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 to 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 15 info token and the Lunatic taken, then paint to the Lunatic,

If there are 7 or more players, wake the Demon:

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.
The Lleech picks a player. Mark them with the POISONED token. @

The Paisaner chooses a player. @

The Harpy chooses 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 peint to the second target.

The Pukka chooses a player, @

Wake each Minion. Show the Damsel foken.

Shaw the Minion character token. Paint ta bath the MIMION and WRONG players,
Point to the grandchild player & show their character token.

Foint to the two players marked KNOW. 88

Show the Grimoire to the Spy for as long as they need.

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

Wait a few seconds. Call for eyes open.
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Poppy Grower

Poisoner

Acrobat

Harpy

Lunatic

Pukka

Fang Gu

Lleech
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Grandmother

Underta ker

Town Crier

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, Protectars, Killers, Infarmation

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep. :
Wake the Dermon. Show the THESE ARE YOUR MINIONS irfio token, then point to the Minions, Pul the Deman fo sleey |

The Foisoner chooses a player. @
The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &
The Harpy chooses a player @ & then anaother 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.

Do whatever needs to be done to simulate the Demaon acting.
Put the Lunatic to slesp. Wake the Demon.
show the Lunatic token &point to them, then their target{s).

The Pukka chooses a player, @ The previously paisoned player dies then becomes healthy, &

The Fang Gu choases a player. @ If they chose an Qutsider (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 Lord of Typhon chooses a player, @

The Lleech chooses a player. Mark them with the DEAD token. @&

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

If the grandchild was killed by the Demon, the Grandmother dies too. @

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

Either nod ar shake your head,

Show the Grimoire to the Spy for as long as they nesd.

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

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