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

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

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
yau gain their ability when they die.

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

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

Village Idiot

Each might, choose a player:

you learn their alignment.

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

Dreamer

Each night, choose a player (nat yoursalf or Travellers);
you learn 1 good and 1 evil character,

1 of which is correct,

Lunatic

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

& who you choose at night.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Mezepheles

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

Widow

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,

1 good player knows a8 Widow is in play.

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

Exorcist [l
Each night*, chocse a player (different ta last night
the Demon, if chosen, learns who you are

then doesn't wake tonight. : ) b
el & 4
Slayer _- :
Once per game, during the day, -
publicly choose a player: ;' (TRE
if they are the Deman, they die, E i
Jugzler I' ]

On your 1st day, {4t
publicly guess up to 5 players' characlers. i
That night, you learn how many you got cr:nrre.::t,‘*_ r

Cannibal 5. .1
You have the ability of the recently killed execufess™ = S5
If they are evil, you are poisoned B
until a good player dies by execution.

: '_|, ]
Ravenkeeper d
If you die at night, y

yau are woken to choose a player;
you learn their character,

L
Sage !
If the Demaon Kills you, ¥ -
you learn that it is 1 of 2 players. 4
Sweetheart s
When you die, 3
1 player is drunk from now on. : i
i
Hatter 1
If you died today or tomight, .
the Minion & Demon players 1
may choose new Minion & Deman characters to Bes :
- .
Goblin "
If you publicly claim to be the Gaoblin ]
when nominated & are executed that day, B
your team wins. i s
,
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.

Kazali
Each might*, choose a player: they die. -
[You choose which players are which Hinions.

-7 to +7 Outsiders]

Legion *&

Each night*, a player might die.

Executions fail if only evil voted,

ou register a5 a Minion oo, (Mest players ane Wm]
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Check that all eyes are closed. Some Travellers & Fabled act.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info token then the Minion character taken, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleep,

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or more plavers, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS 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 taken and the Deman token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

Lunatic

FE G Z e T i

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

Show the Grimoire for a3 long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widaw token, Put them 1o sleep, Mark them with the KNOWS reminder, @

Mezepheles | Show a single word on a piece of paper, phane, or other device.

Show the Townsfolk character token marked MAD.

Em path Give a finger signal.

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

Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Knight |  Point to the two players marked KNOW. @@

Village Idiot | ¥Vake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

Wait a few seconds. Call for eyes open,




Dusk

Cannibal

Pixie

Mezepheles

Lunatic

Exorcist

Legion

Imp

No Dashii

Kazali

Hatter

Sweetheart
Sage
Grandmother
Ravenkeeper
Empath
Dreamer
Town Crier
Juggler

Village 1diot

Dawn

,.v

Check that all eves are closed. Sa:nme Trmllers & Fahled ac1

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this nharau::ter
Replace the MAD reminder with the HAS ABILITY reminder. &

If & player is 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 Demaon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman_ Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paoint to the Exorcist.

You may decide a player that dies, (Once per living Legion) @

The Imp chooses a player. @ If the Imp chose themsalves:
Replace 1 alive Minion taken 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 No Dashii chooses a player. @

The Kazali chooses a player, @

If the Hatter died, wake the Minions and Demon:
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 Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&
If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

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

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that players character token,
Give a finger signal,

Thee Drearmer points to a plaver, Show 1 good & 1 evil character token, 1 of which is their character.

Either nod or shake your head.

Give a finger signal.

Wake any Village Idiot, they chocses a player. Give a thumbs up or a thumbs down.
Put that Villags Idiot to sleep. Repeat until all Village Idiats have acted,

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