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e King ]
Librarian _ 3 s Each night, if medﬁdmwlwmm&lm 3
You start knowing that | of 2 players %  Vouleam 1 alive character,

is a particular Outsider. (Or that zero are in play.) The Demon knows you are the King.

5 Lycanthrope e
ml'l.-l'l'll'_}- Hl.l'f't{".'l' q" “\LJ Each I"IiEl"IT" choose an alive plaj'Ef 1
W You start knowing 1 evil player. If good, they die & the Demon doesn't kill tonigl
If the player you know dies, you leam another

One good player registers as evil.
evil player tonight. [1 Townsfolk is evil] i

] I\,‘.‘ Nightwatchman '-"'1,-.'
Undertaker Once per game, at night, choose a player: g+
Each night*, you learn which character I they leam you are the Mightwatchman. bei
died by execution today. = =ty
Courtier e
Once per game, at night, choose a character: 588
High Priestess they are drunk for 3 nights & 3 days. _1
1 Each night, learn which player o
the Storyteller believes you should talk to most. _ Philosopher Lo
J Once per game, at night, i |
choose a good character: gain that ability, L !
E Monk If this character is in play, they are drunk. & -
Each night*, choose a player (not yaurself): i o
they are safe from the Demon tonight. o Sage :
i H If the Demaon kills you, -
Chiniheniiad you learn that it is 1 of 2 players. <
Each night, choose 2 alive players (not yourself): _ Tea Lady .

yau learn how many woke tonight due to their
ahility.

If both your alive neighbors are good, ;' '
they can't die. ey

o
Goon Plague Doctor % i
W Each night, the 15t player to choose you If you die, ; 3
with their abality is drunk until dusk. the Storyteller gains a Minion ability. i

&
You become their alignment. i

Klutz B
When you learn that you died, publicly choose S5
1 alive player: if they are evil, your t2am |oses,

Lunatic
You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night. =

'l... ‘ x
5 4

Godfather el Widow -, T

You start knowing which Qutsiders are in play. / On your 1st night, look at the Grimoire )

If 1 died today, choose a player tonight: they die. & choose a player: they are poisoned. L

[-1 or +1 Outsider] 1 good player knows a Widow is in play. ; o
k5,

Cerenovus Evil Twin v 3

Each night, choose a player & a pood character: You & an opposing player know each ather, %

they are ‘mad” they are this character lomomow, If the good player is exscuted, evil wins. 4

or might be exacuted,

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info,

Each day, if no-one is executed, evil wins.

Vigormortis

Each night*, choose a player: they die.

Minions you kill keep their ability & poison 1

Townsfolk neighbor. [-1 Uuts.ldeﬁ,
ir .5

Good can't win if you both live,

Fang Gu b2
Each night*, choose a player: they die. i ;“‘.
The 1st Qutsider this kills becomes an evil Fang GUES
& you die instead. [+1 Quisider] <
Lord Of Typhon : -.

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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Philosopher

L4~ Lord Of Typhon

Minion Info

Lunatic

Demon Info

King

Lycanthrope

Courtier

Widow

Evil Twin

Godfather

Cerenovus

Librarian

High Priestess
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Shw.r each of these players a unigue Minion token, aru:f Eive a thurnbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Info and Deman Info steps as normal.

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

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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
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 Infa and Deman Info steps as normal.

If there are 7 or more plavers, wake all Minions:
Show the THIS IS THE DEMON token. Foint to the Deman.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then paint ta the Lunatic.

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

Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

Place the FAUX PAW reminder @ next to a good player.

The Courtier might choose a character. @@

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 ary pood player. Show them the Widcw token. Put them to sleep. Mark them with the KNOWS reminder. &

Wake both twins. Allow eye contact,
Show the good twin's character token to the Evil Twin &vice versa.

Show the character tokens of al in-play Outsiders.

The Cerencvus chooses a plaver & a character, @ Put the Cerenovus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenowvus token, then the madness-character token

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

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

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
Wake the choeen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @

The Chambermaid choases 2 living players. Give a finger signal,

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

Philﬂﬁﬂphﬂl‘ The Philozopher might chocse a character. If necessary, swap their character token. @

Courtier | The Courtier might choose a character. @@

Monk | The Mank chooses a player. &

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep, Wake the target.

Cerenovus | o " THIS CHARACTER SELECTED YOU foken, the Cerenovus token, then the madnesscharacter token

The Lycanthrope points to a player. If the chosen player is good:

Lycanthrope
4 P Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

Do whatever needs to be done to simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Shaow the Lunatic token &paint to them, then their targei{s).

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fang Gu 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. &

@ —~Z XmIO—=0

}F Vigﬂrmurtis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. GG

38

g ? Vortox |  The Vartox chooses a player. @
it o

;'1" Lord Of Typhon The Lord of Typhon chooses a player. &
b ¥

Godfather | 1f an Outsider died today, the Godfather chooses a player. @

Plague Doctor If the Plague Dector died, place a Minion character Foken in the center of the Grimoire.
& Mark this with the STORYTELLER ABILITY reminder, If applicable, 2dd a taken to the night shest

Sage | If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

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

King If the number of dead players is equal to or excesds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.
:'nr » Bounty Hunter If the player with the SEEN token died today or tonight, point to an evil player.
R 74 Move the SEEN token to the shown player. ©

Undertaker It a player was executed today, show their character token.

It the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds. Call for eves open & immediately say wha died.




