Steward
You start knowing
1 good player.

Chef
You start knowing how many pairs
of evil players there are.

Town Crier
Each might*®, you learn
if @ Minion nominated today.

High Priestess
Each night, learm which player
the Storyteller believes you should talk 1o mest,

Gambler
Each night*, choose a player & guess their character:
if yiou guess wrong, you die.

Preacher

Each might, choose a player:

a Minion, if chosen, learns this.
All chosen Minions have no ability.

Mathematician

Each might, you learm

how many players' abilities worked abnormally
(since dawn) due to another character's ability.

Drunk

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

Moonchild

When you leam that you died,

publicly choose 1 alive player.

Tonight, if it was a good player, they die.

Spy

Each night, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses,
All players know if you choose a new player,

Po

Each night*, you may choose a player: they die,
If your last choice was no-one,

choose 3 players tonight,

Pukka

Each night, choose a player: they are poisoned.

The previously poisoned player dies then bepomes

healthy. = tm
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Dreamer i
Each night, choose a player (not yourself or Travellers
you learn 1 good and 1 evil character, 1
1 of which is comect.

Fortune Teller

Each night, choose 2 players:
yau learn if either is a Deman, TRE
There is 2 good player that registers 2s a Demon to yous

Cult Leader B -
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Amnesiac 3
You do not know what your ability is.
Each day, privately guess what it is:
you learn how accurate you are.

Farmer
If you die at night,
an alive good player becomes a Farmer,

Banshee -
If the Deman kills you, all players lzarn this, =
From now on, you may nominate twice per day

and vate twice per nomination. ¥}
Saint i
If you die by execution, 3
your team loses. =N
Hatter o

If you died today or tonight,
the Minion & Demon players
may choose new Minion & Deman characters to b

¥

Widow .

On your 1st night, look at the Grimoirs )

& choose a player: they are poisoned. L

1 good player knows a Widow is in play. * b
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Goblin IS M

If you publicly claim to be the Gaoblin %

when nominated & are executed that day, v

your t2am wins.

Lil Monsta *i b2

Each night, Minions choose 1k ;“‘.

who babysits Lil' Monsta & 'is the Demon', y
Each night*, a player might die. [+1 Minlon] i

Lord Of Typhon o

Each night*, choose a player: they die. ! ™
[Evil characters are in a line. You are in the mlddlm
+1 Minion. -7 to +7 Outsiders]
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| 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’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Deman Info steps as normal.

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

| This ability should accur at the appropriate time in the night order, Abilities are usually ardered:
Amnesiac Paisoners, Protectors, Killers, Information
Instead of the normal Minion Info and Deman 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, & show them the IS THE DEMON token.
Fut the chosen player back to sleap, Place the IS THE DEMON token beside therm, @

VWWake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minian token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.

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

FE G Z e T i

If there are 7 or more players, wake the Deman;:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT N PLAY taken, Show 3 not-in-play good character tokens.

The Preacher chooses a player. If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Show the Grimoire for as long as the Widow needs.
Widow | The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep. :
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. @&

SP‘}" Show the Grimoire to the Spy for as long as they need.

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmanger has chosen a player

Pukka The Pukka chooses a player. @

Foint to the player marked KNOW. @

Chef | Give a finger signal.

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

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

The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:
~ Wake the Cult Leadsr, show them the YOU ARE token, &either a thumbs down (if eil) or thumbs up (if good).
Cult Leader
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Give a finger signal.

Wait a few seconds. Call for eyes open.
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Dusk G‘hﬁ:k that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Information

The Preacher chooses a player, If they choose a Minian:
Preacher Put a PREACHED reminder token next o that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

Gambler The Gambler chooses a player & a character. @

Sp‘jr‘ Show the Grimoire to the Spy for as long as they need.

The Fearmonger picks a player, If they chose a player who wasn't already marked with the FEAR reminder;

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

Pukka | The Pukka chooses a player. @ The previously poisoned player diss then becomes healthy, &

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

Place the DEAD token beside any living player. @

@ —~Z XmIO—=0

The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or @8K*

The Lord of Typhon chooses a player. @

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.
Fut them to sleep. Remove the TEA PARTY TONIGHT raminder.
Change each player to the character they chose.

Moonchild | f the Moonchild is due to kill a good player, they die. @

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

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

Farmer

Banshee

High Priestess | point to the player whom you most think the High Priestess should speak with tomorrow.

' _.‘; Dreamer | The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character,

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

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

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

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
Either nod or shake your hsad,

Give a finger signal.

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




