Steward
You start knowing
1 good player.

lnn':-iligatur
You start knowing that 1 of 2 players
15 & particular Minion.

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

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise,

If equidistant, this info is arbitrary.

Innkeeper
Each night*, choose 2 players:
they can't die tormight, but 1 15 drunk untl dusk,

Chambermaid

Each night, choose 2 alive players (not yourself);
yau learn how many woke tonight due to their
ahility.

Plague Doctor 11 <=}
If you die,
the Storyteller gains a Minion ability.

Hatter

If you died today or tonight,

the Minion & Demaon players

may choose new Minion & Deman characters to be.

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.
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Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

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

a Minion becomes the Imp. FEAR FL

]

*Not the
first night

Snake Charmer
Each night, choose an alive player;
a chosen Demon swaps characters & ahgnrm -- ;-.
with you & is then poisoned. k
B o3
Cult Leader -
Each night, you become the algnment of an alive neghbotsss
If all good players choose i join your cult, your ieam WIRER S

i II_J !
Gossip e
Each day, you may make a public statement, E_ ey
Tonight, if it was true, a player dies. .

Slayer =
Once per game, during the day, e
publicly choose a player:

if they are the Demon, they die.

Soldier L
You are safe
from the Deman., 5

Alchemist

You have a Minion ability.

When using this,

the Storyteller may prompt you fo choose drfFEfmﬂy

L]

Pacifist

Executed good players b
might not die, o)

Mutant
If you are “mad* about being an Cutsider,
you might be executed.

Politician A

If you were fhe player rrmrmmmbieﬁx;-.mrmnmg
you change alignment & win,
even if dead. s

Marionette # R
You think you are a good character but you are ncl. ..

The Demon knows who you are. .
[You neighbor the Deman] ‘, The

,
Mastermind

E
If the Dermon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their team loses.

Po

- #
Each night*, you may choose a player: they ﬂll‘ S
If your last choice was no-one, }

choose 3 players tonight. ! i

Lil' Monsta “&

Each night, Minions choose

who babysits Lil' Monsta & 'is the Demon'.
Each night*, a player might die, [+1 Minion]
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Check that all eyes are closed. Some Travellers & Fabled act.

¢ Show the YOU ARE info token then the character token of a not=in-play Minion. Put the Alchemist to sleep.
Alchemist Mark the Alchemist with the 1S THE ALCHEMIST taken, & Swap the Alchemist taken with this Minion taken, &
Turn the Minion token upside-down. (This shows they are still good.).

Instead of the normal Minion Info and Deman Info steps, do the following:

Li"Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions back to sleep, Wake the dhasen player, Paint to the player, & show them the IS THE DEMON Hﬂ'n
Put the chosen player back to sleep. Place the 1S THE DEMOMN token beside them. @

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Deman:
Sho the THESE ARE YOUR MIMIONS token. Point to all Minions.
Shaw the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character fokens.

Walke the Deman. Paint to the player marked 15 THE MARIONETTE & show the Marionatte character token.
Put the Demon to sleep.

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon takens.
Put the odd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Shaw the Grimoire to the Spy for as long a3 they need,

The Witch chooses a player, @

Steward Point to the player marked KNOW. @

Investigator |  Show the Minion character token. Point to bath the MINION and WRONG players.

Grandmother Point to the grandchild player & show their character token.

Paint your finger horizontally in the direction of the closest evil player.

ugenja
BUUEETA | W0 ekosest el players are equidistant point your fnger Herizotally in elther direction.

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:

Clll Brader Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if goad).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Wait a few seconds. Call for eyes open.




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

The Snake Charmer chooses a playver, If they chose the Deman;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer o sleep, Wake the ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Snake Charmer

Innkeeper | The Innkeeper chooses 2 players. @O

S'p"jr‘ Show the Grimoire to the Spy for as long as they need.

Witch The Witch chooses a player. @

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

Lil' Monsta Wake the chosen player, Point to the player, & show them the 1S THE I:IE_HGH taken,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

Place the DEAD token beside any living player. @

@ —~Z XmIO—=0

No Dashii | The No Dashii chooses a player. @

The Imp chooses a player. @ If the Imp chose themsalves:

Imp 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 Po may choose a player OR chooses 3 players fi they chose no-one last night, @ or @@K*

If the Plague Dector died, place a Minion character token in the center of the Grimoire.
Docto
Plague 4 Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

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 anather 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 grandchild was killed by the Demon, the Grandmather dies too, @

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if goaod).
Cult Leader Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

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




