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Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk,

Grandmother
You start knowing a good player & their character,
If the Deman kills them, you di2 too.

Oracle
Each night*, you learm
how many dead players are evil,

Balloonist

Each might, you learn 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.

Mathematician @

Each night, you leam

how many players' abilities worked abnormally
(since dawn) due to ancther character's ability,

Savant

Each day, you may visit the Storyteller
to learn two things in private:

1 is true & | is false,

Lunatic

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

& who you choose at night.

Moonchild

When you leam that you died,

publicly choose 1 alive player.

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

Cerenovus

Each night, choose a player & a good character:
they are "mad” they are this character tomorrow,
or might be executed,

Marionette 7 = /&

You think you are a good character but wou are not.
The Deman knows who you ane

[You neighbor the Deman]

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lil' Monsta
Each night, Minions choose
who babysits Li' Monsta & s the Demon,,

Each night®, a player might die. [+1 bﬁm *E
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Alsaahir
Once per day, if you publicly guess e
which players are Minion(s) and which are Demonisk S
good wins. e

b, 7
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Seamstress

Once per game, at night,

choase 2 players (not yourself):

yiou leam if they are the same alignment.

Huntsman b
Once per game, at night, choose a living player:"
the Damsl, if chosen, becomes a not-in-play Tmm‘oh
[+the Damsel]

Fisherman

Once per game, during the day, "
visit the Storyteller for some advice e i
to help your team win.

Cannibal >
o have the ability of the recently killed executes.
If they are evil, you are poisoned :
until a good player dies by execution.

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

Politician .
If you were the player most responsible for your eam lsing,
you change alignment & win, ' i
even if dead. gL

Heretic «
Whoever wins, loses & whoever loses, wins,
even If you are dead. 29

Summoner [T e
You get 3 bluffs. )

On the 3rd night, choose a player: S
they become an evil Demon of your chice. [No De ' .

F

Xaan e
On night X, it
all Townsfolk are poisoned until dusk.
[X Outsiders]

Fang Gu b2

Each might*, choose a player: they die. el ;“‘.

The 1st Qutsicer this kills becomes an evil Fang Gu

& you die instead. [+1 Qutsider] <5
.

Lleech o

Each night*, choose a player: they die. ; hy

You start by choosing a player: they are pomonad

You die if & only if they are dead,
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Minion Info

Lunatic

Summoner

Demon Info

Marionette

Lil' Monsta

Lleech

Xaan

Snake Charmer

Cerenovus

Huntsman

Washerwoman

Grandmother

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

If there are 7 ar more players, wake all Minions:
Show the THIS 15 THE DEMON foken. Point 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 to the Lunatic

Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in=play characters as blufis.

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

Wake the Deman. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token,
Put the Demon to sleep.

Instead of the normal Minion Info and Demaon Info steps, do the fallowing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Fut the minions back 1o sleep, Wake the chosen player, Paint to the player, & show them the 15 THE DEMON token,
Fut the chosen player back to sleep. Flace the IS THE DEMON token beside them. @

The Lleech picks a player. Mark them with the POISONED token. @

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Qutsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

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 Deman,
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

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

If the Huntsman points to a player:
Put them to sleep, Mark them with the NO ABILITY token, @ .
If they cheee the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token. -
Put the Damsel to sleep, Replace the Damsel character taken with their new Townsfalk character token,

Show the Townsfalk character taken. Point to both the TOWNSFOLK and WRONG players.
Point to the grandchild player & show their character token.

The Seamstress might choose 2 players, Nod or shake your head, @

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

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.

The Cannibal has the ability of the mast recently executed player.
They immediately learn any ‘you start knowing' information.

Add the NIGHT 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 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 Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep, Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerencwus token, then the madness-character token

On night twe, place the NIGHT 2 reminder. @&
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summoner to sleep.
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.

Do whatever needs to be done 1o simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Shaw the Lunatic token &paint to them, then their target(s).

A previously chosen player might be resurrected. @ The Shabalath chooses 2 players. 8@

The Fang Gu cheases a player. @ I7 they chase an Outsider (ance only);
Replace the Qutsider 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 Lleech choases a player. Mark them with the DEAD token, @&

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @
Place the DEAD token beside any living player. @

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

If the Huntsman points to a player:
Put them to sleep. Mark them with the NG ABILITY token, @

If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token. ..

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

If the Moonchild is due to kill 2 good player, they die. 8

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

Give a finger signal.

The Seamstress might choose 2 players. Nod or shake your head, &

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

Give a finger signal,

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

@ —~Z XmIO—=0




