Steward
You start knowing
1 good player.

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrary.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you leam another
evil player tonight. [1 Townsfalk is evil]

Sailor

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

Balloonist

Each night, you learn a player

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

Dreamer

Each night, choose a player (not yourself or Tranvellers):
you learn 1 good and 1 evil character,

1 of which is correct.

Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Moonchild

When you leam that you died,

publicly choose 1 alive player.

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

Fearmonger

Each night, choose a player:

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

Assassin
Onee per game, at night*, choose a playar:
they die, even if for some reason they could not,

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 : )
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*Not the
first night
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Cult Leader L
Each night, you becorme the alignment of an alive neghbon Sk
I all good players choose to join your culf, your feam wins. S

Philosopher £ By
Once per game, at night,

choose a good character: gain that ability,
If this character is in play, they are drunk.

Jugeler X

On your 15t day, N

publicly guess up to 5 players' characlers. .

That night, you learn how many you got comect.
L

o
Farmer i

If you die at night, o
an alive good player becomes a Farmer, .1
Choirboy i
If the Demon kills the King, LN
you learn which player is the Deman, & & 1
[+ the King] S
Tea Lady S

If both your alive neighbors are good, .
they can't die. .- d
Fool o
The first time you die, o

you don't, o)
Politician ¥

If you were the player most responsibie for your team losing 3
you change alignment & win, ; ol
even if dead. i

?.d..'..'i.].ﬂt
If 5 or more players are alive,
you must vate for every nominaton.

Mastermind (3 3
If the Demon dies by execution (ending the game} i,
play for 1 more day. o

If a player is then executed, their team loses. = ,"J-:. .

s
Xaan 15 4
On night X, LAk
all Townsfolk are poisoned until dusk, A
[X Outsiders] "
Lord Of Typhon ¥
Each night*, choose a player: they die. 15 :"“.

[Evil characters are in a line. You are in the middle,
+1 Minion. -? to +7 Outsiders] %
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Al-Hadilkhia r

Each nght’, WWM3MMWSHHM =
each silently chooses to live or die,
but if all live, all die.



Philosopher

Lil' Monsta

Minion Info

Demon Info

Fearmonger

Steward

Shugenja

Balloonist

Cult Leader
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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 to slesp.
Then, da the Minion Info and Demon Info steps as normal.

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

The Philosapher might choose a character, If necessary, swap their character token, @

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.
Put the cheosen player back to sleep. Place the 1S THE DEMON token beside them, @

Wake the appropriate number of playvers directly clockwise and counter-clockwise from the Lord of Typhaon:
Show each of these players a unigue Minion token, and give a thumbs down.
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:
Show the THIS IS THE DEMON token. Foint to the Deman.

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 nat-in-play good character tokens.

The Sailor chooses a living player. @

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:
Ald the X reminder to the Grimaoire, @ Remaove it the following dusk.

The Fearmonger picks a player:
Mark the chesen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

Paint 1o the player marked KNOW. @

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, peint your finger harizontally in either direction,

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

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:
Wake the Cult Leader, show them the YOU ARE token, &sither a thumbs down (if eil) ar thumbs up (if good),
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

Wake any player with a Townsfalk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shawn player, &

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

Philﬂﬁﬂphﬂl‘ The Philosopher might choose a character. If necessary, swap their character token. @

Sailor | The Sailor chooses a living player. @

Acdd 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 follewing dusk.

Xaan

Fearmonger The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmaonger has chosen a player
The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Flace the 1S THE DEMON token beside them. @
Place the DEAD token beside any living player. @

Lil' Monsta

5
. i’ Vigormortis
il "

A
' ? Lord Of Typhon

%

The Vigarmartis chooses a player, @ IF that player is a Minion, paison a neighbaring Townsfalk. 8@

@ —~Z XmIO—=0

The Lord of Typhan chooses a player. @

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.

o Ee
' _J Al-Hadikhia

Assassin

Moonchild

Farmer

Choirboy

Balloonist

Dreamer

Cult Leader

Juggler

Dawn

Wake the player marked 1 & say “The Al Hadikhia has chosen® then the name of the player.

ek Do you choose to live™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Rerncve 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 Assassin might choose a player. 9@

If 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 Demon killed the King, wake the Choirboy. Point to the Demon player.

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

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

The Cult Leadsr becomes the alignment of one of their living neighbors, If their alignment changed:
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.)

If the player with the SEEN token died today or tonight, paint to an el player,
Move the SEEN token to the shown player. @

Give a finger signal.

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




