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Moble
You start knowing 3 players,
1 and only 1 of which is evil.

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

Librarian
You start knowing that 1 of 2 players
is a particular Outsider. (Or that zerg are in play.)

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

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

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Fortune Teller

Each might, choose 2 players:

you leamn if either is a Demon,

Thenz i a good player that registers as a Demon 1o you,

Ogre
On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Lunatic

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

& who you choose at night.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Harpy

Each night, choose 2 players:

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

Imp

Each night*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]

Seamstress
Once per game, at night,

choose 2 players (not yourself):

vou learn if they are the same alignment.

Philosopher
Once per game, at night, R
choose a good character: gain that ability. N
If this character is in play, they are drunk, ‘ *

Cannibal

If they are evil, you are poisoned
until a good player dies by execution.

Banshee Pty
If the Deman kills you, all players leamn this. L3
From now on, you may nominate twice per day f :
and vate twice per nomination. ks

Fool
The first time you die,
you don't.

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

Drunk
You do not know you are the Drunk.
You think you are a Townsfolk character,

but you are not. . "I '-,'-."
-'la_: _T-
Mutant 1 s
If you are *mad” about being an Outsider, i} '{k-}
you might be executed. + o a
Marionette : #1 :
You think you are a good character but you are not. & =48
The Dernon knows who you are., TR
[You neighbar the Demon] s
,-5,-
Baron Cal
There are extra Qutsiders in play. b
[+2 Outsiders] 434

Fang Gu

Each night*, choose a player: they die. B
The 1st Qutsider this kills becomes an evil Fang Gu 3
& you die instead. [4+1 Outsider]

Legion

Each night*, a player might die.
Executions fail if only evil voted.
You register 25 a Minion too, [Most players are Leg
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Check that all eyes are closed, Some Travellers & Fabled act.

The Fhilosopher might choose a character. If necessary, swap their character token. @

If there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THIS 15 THE DEMON token. Point to the Deman & the Magician.
Fut the Minions to sleep, Wake the Demon,
Show the THESE ARE YOUR MIMIONS token. Foint to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are ¥ 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 Lunatic:
Show the THESE ARE YOUR MINIONS tokern. Point to any players,
Show the THESE CHARACTERS ARE NOT IM PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Demon token.
Show the THIS PLAYER 15 info token and the Lunatic taken, then point to the Lunatic.

If there are 7 or more plavers, wake the Demon:
Show the THESE ARE YOUR MINIONS token, Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 net-in-play good character tokens.

Walke the Demon. Paint to the player marked 15 THE MARIONETTE & show the Marionette character token.

Fut the Demon to sleep.

The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first target
Show the THIS CHARACTER SELECTED YOU taken, the Harpy token, then peint to the second target,

Show a single word on a piece of paper, phone, or other device.

Show the Qutsider character token, Paint to both the QUTSIDER and WRONG players,

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Paint to the grandchild player & show their character token.

The Seamstress might choose 2 players. MNod or shake your head, @

Paint to al three players marked KNOW.

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down,

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

Wait a few seconds, Call for eyes open.

Lo e Ty -y
L i e

P T . ¥ TR

F
I
R
S
T
N
I
G
H
1




Cannibal

Philosopher

Harpy

Mezepheles

J
E- Monk
&
i

Lunatic
.:"g Legion
\L‘ Imp
@ Fang Gu
"5{( Vigormortis

tﬁ*g}r Banshee

w Grandmother
g Fortune Teller

e

Undertaker

Seamstress

Dawn

-

AT e
s

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

The Cannibal has the ability of the mast recently executed player,
They immediately learn any ‘you start knowing information.

The Philosopher might chocse a character. If necessary, swap their character token. @

The Maonk 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 taken, the Harpy token, then point to the second tanget.

If a player iz marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside down. {This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

Do whatever needs to be done to simulate the Demon acting.

Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their target{s).

You may decide a player that dies. (Once per living Legion) &

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token,
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token,

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

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

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

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

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

The Seamstress might choose 2 players. Mod or shake your head, @&

Point to the player whom you most think the High Priestess should speak with tamarrow,

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