Steward
You start knowing
1 good player,

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

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

Sailor

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

General

Each night, you learn which alignment
the Storyteller believes is winning:
good, evil, or neither,

Village Idiot

Each night, choose a player;

you learn their alignment.

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

Dreamer

Each night, choose a player (ot yoursalf or Travellers):

you learn 1 good and 1 evil character,
1 of which is cormect,

Drunk

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

Klutz
When you learn that you died, publicly choose
1 alive player: if they are evil, your team loses.

Harpy
Each might, choose 2 players:

tomormow, the 1st player is mad that the 2nd is evil,

or one or bath might die.

Pit-Hag ®

Each night*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary.

Kazali 7

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Outsiders]

Vigormortis
Each night*, choose a player; they die,
Minions you Kill keep their ability & poison, 1

Townsfolk neighbor. [=1&It&|d!f}
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*Not the
first night
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Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman, 5
There s a good player that registers as a Demon o yous

3. ., )
I]hill'.'l."i-ﬂ[!hl.‘l' n r
Once per game, at night,
chioose a good character: gain that ability. r &t
If this character is in play, they are drunk, A
- 4,-‘
Banshee !

If the Deman kills you, all players learn this.,

From now on, you may nominate twice per u:lay.

and vote twice per nomination. s o
Mavor 'y
If only 3 players live & no execution oocurs,
your team wins.

If you die at night, another player might die instead.=8 = ;

Magician
The Deman thinks you are a Minian. R (f
Minians think you are a Deman., o

Artheist

The Storyteller can break the game rules,
and if executed, good wins, even if you are dead.
[Mo evil characters]

Hatter

If you died today or tonight,
the Minion & Deman players o
may choose new Minion & Demon characters 10-be

Mutant
If you are “mad" about being an Outsider,
you might be executed.

Puzzlemaster :
1 player is drunk, even if you die, H
If you guess (once) who it is, IeamﬂEDaThmplayH
but guess wrang & get false info. .y
Marionette 2,
You think you are a good character but you are _ i T
The Demon knows who you are. 5
[You neighbor the Deman] ,
-1 .'.d
L5k

Xaan

On night X,

all Townsfolk are poisoned until dusk.
[X Qutsiders]

Fang Gu >
Each night*, choose a player: they die. 8
The 1st Outsider this kills becomes an evil Fang GUS :
& you die instead. i

[+1 Outsider]




Dusk

Philosopher

Magician

Minion Info

Demon Info

Marionette

Sailor

Xaan

Harpy

Steward

Grandmother

General

Village Idiot

Dreamer

Fortune Teller
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| he Kazali pu{nl:sataplayaranda hion on

e character sheet,

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.

Put the Kazali to sleep,

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

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

If there are 7 or mare players, instead of the normal Minion Info and Demon Infa steps, do the following:
VWake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon,
Show the THESE ARE YOUR MIMIONS token. Point 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 7 or more players, wake all Minions:
Shotw the THIS 1S THE DEMON token. Point to the Deman.

The Kazali paints 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 the Demon:
Show the THESE ARE YOUR MINIONS taken, Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Wake the Deman. Point to the player marked 15 THE MARIONETTE & show the Marionette character token,

Put the Demon to sleep.

The Sailor chooses a living player. @

Acdel the NIGHT 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 Grimoire, @ Remove it the fallowing dusk,

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Walke the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

Foint to the player marked KNOW. &

Point to the grandehild player & show their character token.

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down,
If you don't know which team is winning, give a thumbs to the side.

Wake any Village Idiot, 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.

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

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

Wait a few seconds. Call for eyes open.
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Kazali

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

The Philosopher might choose a character, If necessary, swap their character token. 8

The Sailor chooses a living player. &

Add the NIGHT remincer 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 following dusk.

The Harpy chooses a player @ & then anather player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second targst,

The Pit-Hag chooses a player & a character, If they chose a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

The Kazali chooses a player, @

The Fang Gu chooses a player. & If they chose an Outsider (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 neighbaring Townsfalk. ©@

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,
Put them to sleap. Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the deman killed the Banshee tonight, place the HAS ABILITY token, @
Publicly announce that the Banshee died.

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

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 |diats have acted.

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

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

If & player was executed today, show their character token,

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