Al ol ' D
Knight g, . Fortune Teller
You start knowing 2 players i Each night, choose 2 players:
that are not the Demon, youl learn if either is a Demaon,

There & a good player that registers as a Dﬂrmb;m _

Librarian
You start knowing that 1 of 2 players Exorcist
is a particular Qutsider. (Or that zero are in play.) Each night*, choose a player (different to last ﬂighﬂ:' i3
; B the Demon, if chosen, learns who you are -
Empath then doesn't wake tonight. 8
Each night, you leamn how many
of your 2 alive neighbours are evil. e f
" Lycanthrope e
Gambler # \b ﬁa;;“%w* ;hogﬁfhannal"'e p!:ye: i e
Each night*, choose a player & guess their character: ey e e el
if you guess wrong, you die. One good player registers as evil. -
Balloonist Philosopher :

Once per game, at night, gk
choose a good character: gain that ability. B
If this character is in play, they are drunk, :

Each might, you leam a player
of a different character type than last night.
[+0 or +1 Outsider]

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Soldier
You are safe
from the Demaon,

& ~

E & PROFAN

Mathematician i i Pacifist .
Each night, you learn {&, .,  Executed good players e
how many players’ abilities worked abnormally g:\:__,f might not die. o
(since dawn) due to another character's ability. g 5 -
Klutz Hatter
When you learn that you died, publicly choose : If you died today or tonight,
1 alive player: if they are evil, your team lases. & the Minion & Demon players
may choose new Minion & Demon characters to be 1'
.y 4 "!-
Saint o -.;
: - Snitch
If you die by exscution, EaTI:LMiniun : *y;;
your leam loses, gets 3 bluffs. H i a
.8
Devil's Advocate Marionette 7 2 & f‘: :
A /It Each night, choose a living player You think you are a good character but you are nnt.
W (different to last night}: The Dermaon knows who you are. % ;,'-
if executed tomorrow, they don't die. [You neighbor the Demon) -—__~. :
N
Harpy Goblin Rt
Each night, choose 2 players: If you publicly claim to be the Gablin e
tomomow, the 1st player is mad that the 2nd is evil, when nominated & are exacuted that day, 1ag
or one or both might die, yiour team wins. )
Lil' Monsta *& \'l i Legion &
Each night, Minions choose 8t Each night*, a player might die. e
who babysits Lil' Monsta & Yis the Demon’, . Executions fail if only evil voted. e
Each night*, a player might die. [+1 Minlen] ou regester a5 a Minion oo, [Meost players are Legion]
Vigormortis Al-Hadikhia

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]

Each night*, you may chinee 3 players (all players leam whal:
each silently chooses to live or die,
bt if all live, all die.
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Philosopher

Minion Info

Snitch

Demon Info

Marionette

Lil' Monsta

Snake Charmer
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& Devil's Advocate

ﬁ Harpy
: @ Librarian
| @ Empath
@ Fortune Teller
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Check that all eyes are closed, Some Travellers & Fabled act.

The Philosopher might choose a character, If necessary, swap thair character token, @

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

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

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

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

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions, Show the THESE ARE YOUR MINIONS token, The minions pick a player:
Pt the minions back to 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 them, @

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 tokens.
Put the old Snake Charmer to sleep. Wake the old Demaon.
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

The Devil's Advocate chooses a living player, @

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

Shaw the Qutsider character token, Paint to both the OUTSIDER and WRONG players.

Give a finger signal.

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

Point to the two players marked KNOW. ©8

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

Give a finger signal.

Wait a few seconds. Gall for eyes open.
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Lycanthrope
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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. @

The Gambler choosss a player & a character, @

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

The Devil's Advocate chooses a living player. &

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

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demaon:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

The Lycanthrope points o a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Deman doasn't kill tonight.

You may decide a player that dies. (Once per living Legion) &

The Vigormortis chooses a player, @ IF that player is a Minion, poison a neighbaring Townsfalk. ©@

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say "The A-l Hadikhia has chesen® then the name of the player
Azk "Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three,
The minions pick a player. Put them back to sleep, and then:
Wake 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. @
Flace the DEAD token beside any living player. @
If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info taken, 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.

Give a finger signal.

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

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

Give a finger signal,

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