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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 might*®, you learn
if @ Minion nominated today.

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

High Priestess
Each night, learn which player
the Storyteller believes you should talk to mast.

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.

- §

Spy %

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Quisider, even if dead.

Witch

Each night, choose a player:

if they nominate tomormaw, they die,

If just 3 players live, you lose this ability.

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,

5-\.
oy

S e "- *Not the =2
; first night [EEEe

B L] 1 =l

o i
sy, i P
s

[+1 Gutsldu];,, WX 5

King i
Each night, if the dead equaloru.mwrixrmelm 3
you learn 1 alive character,

The Demon knows you are the King.

{Il_'l'q'd.p
Each day, you may make a public stal&ment.
Tonight, if it was true, a player dies.

: *'_.f.' :
Amnesiac (8
You do not know what your ability is. -
Each day, privately guess what it is; .-;_,.-
you learm how accurate you are, i " '
Tea Lady .1
If botih your alive neighbors are good, g
they can't die. o
Virgin . -
The 1st time you are nominated, ¥
if the nominator s a Townsfolk, :
they are executed immediately. g
Poppy Grower ]

Minions & Demans do not know each ather.
If ywou die, they learn who each other are that night.*

L

Politician .
tf you were fhe player most responsible for your eam losing 3
you change alignment & win,

even if dead.
Damsel g
All Minions know you are in play. wig
If & Minion publicly guesses you (once), ]
yaur team loses, =
.y
Psychopath 2 T
Each day, before nominations, )
you may publicly choose a player: they die. 88
If executed, you only die if you lose roshambo, S8
k5,
Widow W s o .
On your 15t night, look at the Grimaoire % .
& choose a player: they are poisoned, A
1 good player knows a Widow is in play.
Lord Of Typhon b2
Each night*, choose a player: they die. i ;“‘.
[Evil characters are in a line. You are in the middle.
+1 Minion. -7 to +7 Outsiders] <5
4
Lleech

Each night*, choose a player: they die. ; hy
You start by choosing a player: they are pomonad

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 dawn.
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 eyves 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

Wake the Demaon.
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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, da the Minion Infa 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 to any players,
Show the THESE CHARACTERS ARE NOT N PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE infoe token and the Deman token.
Shiow the THIS PLAYER IS info token and the Lunatie token, then paint to the Lunatic.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

Show the Grimoire for as long as the Widow needs.

The Widow picks 2 player. Mark that player with 2 POISONED reminder. @ Put the Widow to sleep

Wake any pood player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. &

Show the Grimoire to the Spy for a5 lang as they nesd,

The Witch chooses a player. @

The Pukka chooses a player. @

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

Show the Minion character token. Point to both the MIMION and WRONG players.

Point to the grandchild player & show their character token.

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

Wake each Minion. Show the Damss| taken,

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

Wait a few seconds. Call for eyes open.

FE G Z e T i




Amnesiac

Poppy Grower

Spy

Pukka

Lleech

Fang Gu

Lord Of Typhon

Acrobat

Grandmother

High Priestess

King

Town Crier

Undertaker

o s, T

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

P

This ability should occur at the appropnate time in the night order, Abilities are usually ordered:
Paisoners, Protectors, Killers, Information

If the Poppy Grower died today o tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.

Wake the Dermon. Show the THESE ARE YOUR MINIONS infio token, then point to the Mirions, Pl.dﬂ'eDmmsteq

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

The Witch chooses a player. @

Do whatever needs to be dane to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Shaw the Lunatic token &point to them, then their target(s).

The Pukka chooses a player. @ The previously poisoned player dies then bacomes healthy. €

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

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 Lord of Typhon chooses a player, @&

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

If the grandchild was killed by the Demen, the Grandmother dies too, @

Point ta the player whom you most think the High Priestess should speak with tomorrow,

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character taken, Put the King to sleep,

Either nod or shake your head.

If a player was executed today, show their character token.

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

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

R P — = ;dmmHD




