Investigator
You start knowing that 1 of 2 players
is a particular Minion.

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

Empath
Each night, you leam how many
of your 2 alive neighbours are ayil,

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

Acrobat

Each nmight*, choose a player:
if they are drunk or poisoned,
you die,

(eneral

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

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
ahility,

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Sweetheart
When you die,
1 player 15 drunk fram now on.

Witch

Each night, choose a player:

if they nominate tomorrow, they die.

If just 3 players live, you lose this ability.

Fearmonger

Each night, choose a player:

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

Imp

Each night*, choose a player: they die.
If you kill yourself this way,

a Minion becomes the Imp.

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

choose 3 players tonight. oAt
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first night

Village 1diot
Each night, choose a player:
you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is ¢ u_- e,
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Furlunu Teller - :
Each night, choose 2 players: .
you leam if gither is a Demon. -
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Exorcist &,

Each night*, choose a player (different to last nighth
the Demon, if chosen, learns who you are Sl
then doesn't wake tonight.

Philosopher .1
Once per game, at night, W -
choose a good character: gain that ability. B
If this character is in play, they are drunk.

Amnesiac g |
You do not know what your ability is.
Each day, privately guess what it is:
¥ou learn how accurate you are,

Sage !
If the Demaon Kills you, ¥ -
you learn that it is 1 of 2 players. ¢

Klutz
When you leamn that you died, publicly choose
1 alive player: if they are evil, your team loses:
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Saint it
If you die by execution, wig
your team loses,

Summoner .
You get 3 bluffs. ..'
On the 3rd night, choose a player:
they become an evll Demon of your choice. [No Deme I *J-
,
Boomdandy e
If you are executed, all but 3 players die. 1 '
After a 10 to 1 countdawn, ity
the player with the most players pointing at thern, dies

Lil' Monsta
Each night, Minions choose I .: 3
who babysits Lil Monsta & 'is the Demon',

Each night*, a player might die. [+1 Minlon] i

Riot i 1
On day 3, Minions become Rict

&mmdebﬁmmmdmmmﬂm
This must happen.
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

Summoner

Check 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 : ! 4
Poisoners, Protectors, Killers, Infarmation

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

Instead of the normal Minion Info and Demon Info steps, do the follewing:
Lil' Monsta Wake all h-'li_nﬁons Show the THESE ARE YOUR HII'II['E_JNS token. The minians pick a player:

Put the minions back to sheep. Wake the chosan player. Point to the player, & show them the IS THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them, @

If there are 7 or more players, wake all Minions:
Show the THIS IS THE DEMON token, Point to the Deman,
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Minion Info

Place the NIGHT 1 reminder. &

Summoner Show the Summoner 3 nat-in-play characters as blufis.

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

Witch |  The Witch chooses a player. @

The Fearmonger picks a player:

earmonger
Fearm & Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmaonger has chosen a player

Investigator | Show the Minion character token. Point to both the MINION and WRONG players.

Give a finger signal.

If you believe that the good team is winning, give a thumbs up.
General | 1 you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs ta the side,

Vﬂlag& Idiot 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.

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

Chambermaid | The Chambermaid cheases 2 living players. Give a finger signal,

The Ugre points to a player:

O
Bre If the player is evil, flip the Ogre's token upside down.

Dawn Wait a few seconds. Call for eyes open.
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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:
Poisoners, Protectors, Killers, Information

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

On the third night, wake the Summaner;
They point at a player, and to @ Demon icon on the character sheet. Put the Summoner to sleep.
Summoner Wake the chosen player, Show the YOU ARE info token, then the Demon token,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep,

Gambler The Gambler choosss a player & a character, @

Witch The Witch chooses a player. @

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

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

On the third night, wake the Summaner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Summoner Wake the chosen player, Show the YOU ARE info token, then the Deman taken,
Show the YOU ARE info token, then give a thumbs down,
Replace their character taken with the Demon token and put the new Deman to sleep.
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The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demaon:

Exorcist Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist

The minions pick a player. Put them back to sleep, and then:

Lil' Monista Wake the chosen player. Point to the player, & show them the IS THE DE_HDH taken.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @

Place the DEAD token beside any living player. @

The Imp chooses a player. @ If the Imp chose themselves:

Imp Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep, Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

Po The Po may choose a plaver OR chooses 3 players fi they chose no-one [ast night. @ or @K~
Acrobat The Acrobat chooses a player. If the chasen player is drunk or poisoned, place the DEAD reminder, @
Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @
Sﬂgﬂ If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

Empath Give a finger signal.

If you believe that the good team is winning, give a thumbs up.
General | 1f you believe that the evil team iz winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

Village I1diot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
& Put that Villags Idict to sleep. Repeat until all Village Idiots have acted,

Fortune Teller | The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
Undertaker If a player was executed today, show their character token,

Chambermaid | The Chambermaid chooses 2 living players. Give a finger signal,
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nil a few seconds. Call for eyes open & immediately say who died




