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

Empath
Each might, you learm how many
of your 2 alive neighbours are evil.

Monk
Each might*, choose a player (nat yaurself):
they are safe from the Demon tonight.

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Balloonist

Each might, you learn a player

of a different character type than last night.
[+0 or +1 OQutsider]

Village Idiot

Each night, choose a player.

you learn their alignment.

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

Drunk

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

Tinker
You might die
at any time.

Godfather

You start knowing which Qutsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Widow & %

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

1 good player knows a Widow is in play.

Lil' Monsta

Each night, Minions choose

who babysits Lil Monsta & ‘is the Demon’,
Each night*, a player might die. [+1 Minion]

Vigormortis

Each night*, choose a player: they die.

Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Quisiderl:t : )

1 I'.

i

*Not the
first night

Exorcist

Each night*, chocse a player (different ta last nig

the Deman, if chosen, learms who you are _'. 4 TaM
i ¥

then doesn't wake tonight. o B
‘;"' R _.1

Lycanthrope

Each night*, choose an alive player.

If good, they die & the Demon doesn't kill tonightses

One good player registers as evil. ¥ .y
= 4,-‘

Courtier
Once per game, at night, choose a characler: b
they are drunk for 3 nights & 3 days.

P
Artist =
Once per game, during the day, " 4
privately ask the Storyteller any yesno gueshion, .1

|
Fisherman T
Once per game, during the day, .
visit the Storyteller for some advice |
to help your team win, " '

Alchemist

You have a Minion ability,
When using this, R
the Stonyteller may prompt you fo choose differently. =

Fool :
The first time you die, o
you dont. 3

Plague Doctor B
If you die,
the Storyteller gains a Minion ability. o

Damsel L
All Minions know you are in play.

If & Minion publicly guesses you (once),
yaur team loses, =

Boomdandy .
If you are executed, all but 3 players die. )
After a 10 fo 1 countdawn,
the player with the miost players pointing at them, d

Xaan
On night X, i
all Townsfolk are poisoned until dusk, v
[X Outsiders] "

Lord Of Typhon
Each might*, choose a player: they die. [
[Evil characters are in a line, You are in the middle,
+1 Minion. -7 to +7 Outsiders] Y

.-',-'

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

You die if & only if they are dead,

= 5



Lil' Monsta

L g Lord Of Typhon

Minion Info

Alchemist

Demon Info

Sailor

Courtier

Xaan

Widow

Godfather

Lleech

Librarian

Empath

Balloonist

Village Idiot

Damsel

#o b o b

e Wakfﬂ've anmourlate number -:i p!

ers lfecly closkwise and counte 5 3 fmmme“tm-:ﬂ;&mn
Show each of these players a unigue Minion token, and give a thumbs down.

Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, da the Minion Info and Demon Info steps as normal.

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

Instead of the normal Minion Info and Demaon Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions. back fo sleep. Wake the chosen player. Point fo the player, 4 show them e IS THE DEMON token, |

Put the chosen player back to sleep, Place the IS THE DEMON token beside them., @

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs dawn.
Replace these players’ pood character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Info 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.

Shaw the YOU ARE info token then the character taken of a not-in-play Minion, Put the Alchemist to sleep.

Mark the Alchemist with the 1S THE ALCHEMIST token. @ Swap the Alchemist token with this Minion token.

Turn the Minion token upside-down, (This shows they are still good. ).

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.

The Sailor chooses a living player. 8

The Courtier might chaose a character, ©@

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the fallowing dusk.

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a 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 character tokens of al in-play Outsiders.

The Lleech picks a player, Mark them with the POISOMED token. @

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

Give a finger signal.

Point to a player (alive or dead).
Place the SEEM token next to the shown player. @

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

Wake each Minion. Show the Damsel taken,

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Sailor chooses a living player. §

The Courtier might choose a character, @@

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remaove it the fallowing dusk.

The Mank chooses a player. &

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Wake the Demaon. Shaw the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,

The Lycanthrope points to a player. If the chasen player is good:
Mark them with the DEAD reminder. @ Demaon doesn't kill tonight.

The minions pick a player. Put them back to sleep, and then:
VWake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @
Place the DEAD token beside any living player. @

The Lleech chooses a player. Mark them with the DEAD token, &

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfalk. 8@

The Lord of Typhon chooses a player. &

If an Qutsider died today, the Godfather chooses a player, @

The Tinker might die. @

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

Give a finger signal.

Paint to a player (alive or dead) with a different role type from the player with the SEEN token,
Place the SEEM token next to the shown player. §

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

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