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

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

Village Idiot

Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Snake Charmer

Each night, choose an alive player;

a chosen Demon swaps characters & alignments
with you & is then poisoned.

ljl'l.'H.ITll.'r

wou learn 1 good and 1 evil character,
1 af which is correct.

Fortune Teller

Each night, chocse 2 players;

you learn if either is a Deman,

There & a good player that registers a5 a Demon to you.,

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

Hatter
If you died today or tonight,
the Minion & Deman players

Harpy

Each night, choose 2 players:

tomamow, the 15t player is mad that the 2nd is evil,
of one or both might die,

Pit-Hag *. %

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

Yaggababbll.

Vigormortis
Each night*, choose a player: they die.
Minians you kill keep their ability & paison 1

Each night, choose a player (not yourself or Travellers):

rmay choose new Minion & Demaon characters to be.

Townsfalk neighbor. [-1 Qutsider] .\ «1
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Investigator
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*Not the
first night

Gossip
Each day, you may make a public statement, *
Tonight, if it was true, a player dies,

R - ¥
Savant B & _l:‘]
Each day, you may visit the Storyteller g '
to learn two things in private:
1istrue & 1 is false. e i

il 1t

Courtier . A
Once per game, at night, choose a characler: ":
they are drunk for 3 nights & 3 days. e
Professor w

Orice per game, at night*, choose a dead p!ayer’*
if they are a Townsfolk, they are resurrected, 8

4 A
Soldier ) X :
You are safe - r B
from the Demon, "'1*.‘;

g ¢
Banshee -
If the Deman kills you, all players leamn this. ol ¢

From now on, you may nominate twice per day =
and vate twice per naminatian.

Poppy Grower
Minions & Demans do not know each other. -
If yiou dhie, they leam who each ather are that night,

Damsel g -
All Minions know you are in play. T

If & Minian publicly guesses you (once),

your team loses, o

Puzzlemaster G
1 player is drunk, even if you die. i '
If you guess (once) wha it s, leam the Demon player, ™
but guess wrang & get false info. =

Fearmonger g v
Each night, choose a player: et .
if you nominate & execute them, their team lus&a.
All players know if you choose a new player. 8 ;

Psychopath i,
Each day, before nominations, e
you may publicly choose a player: they die. 4.;'
If executed, you only die if you lose rmnamm._.; ':_‘i 4
Scarlet Woman [ { (4
If there are 5 ar more players alive {

& the Demon dies, you become the Deman.
(Travellers don't count)

Al-Hadikhia L
Each night", you may chocee 3 playes (a plajes lam wholh 8
each silently chooses to live or dig, e
but if all live, all die. i
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Check that all eyes are closed. Some Travellers & Fabled act.

o 1 : Grower | Wake the Deman.
’\%‘w Pﬂ[‘.’l[‘.’l} oy e THESE CHARACTERS ARE NOT IN FLAY dheny Sow 3 retingdy o vl theres FLL iPe Derron B g U et e e Vinen i and D

s ' ;
,.;}"t'g Yaserababble Write a phrase down so that the Yaggababble can read it.
1T B8 Show the Yaggababhble the phrase,

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

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,
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Put the old Snake Charmer to sleep. Wake the old Demon.

AL The Snake Charmer chooses a player. If they chose the Demon:
xfj&é R (Lot er Show the YOU ARE & Demon tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.
i

: 'l » Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&
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Courtier | The Courtier might choose a character. ©@&

Ha Py 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 point to the second targst,

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder. @ Declare that "The Fearmonger has chosen a player.”

Investigator |  show the Minion character token. Point to both the MINION and WRONG players.

Village 1diot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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. Mod if either is the Demon (or the RED HERRING),
Wake each Minion. Show the Damse| token,

Dawn | Wait a few seconds. Call for eyes open.




Courtier

Fearmonger

Pit-Hag

Scarlet Woman

Yaggababble

Vigormortis

Al-Hadikhia

Professor

Hatter

Banshee

Village Idiot

Dreamer

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

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 info token, then point to the Minions, Put the Deman fo slesy
The Snake Charmer chooses a player, If they chose the Demon:

Show the YOU ARE & Demon tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.

Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

The Innkeeper chooses 2 players. @O

The Courtier might choose a character. ©&

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 Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder;
Mark the chesen player with the FEAR reminder, @ Declare that ‘The Fearmanger has chosen a player.”

The Pit-Hag chooses a player & a character, If they chase a character that is nat in play:
Fut the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

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

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. GG

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player
Azk "Do you choose to live They nod or shake their head. Put them to slesp. Repeat for plavers marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive (none have a shroud), add a shroud to all three,

The Professor might choose a dead player. G

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token,
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the deman killed the Banshee tanight, place the HAS ABILITY token, @
Publicly announce that the Banshee died.

Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Fepeat until all Village Idiots have acted.

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).

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