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

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
ywou gain thesr ability when they die.

Town Crier
Each night*, you learm
if & Minion nominated today.

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

Empath
Each night, you learm how many
of your 2 alive neighbours are evil.

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Village Idiot

Each might, choose a player:

yau learn their alignment,

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Butler
Each night, choose a player (not yourself):
tomorrow, you may only vote if they are voling too.

Lunatic

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

& who you choose at night.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Fearmonger

Each night, choose a player:

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

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Shabaloth

Each night*, choose 2 players: they die,

A dead player you chose last night might be
regurgitated,
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*Not the
first night

Snake Charmer
Each night, choose an alive player;
a chosen Demon swaps characters & ahgnrm -- ;-.
with you & is then poisoned. k
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Each night, choose a player (not yourself or Trave ors 5
you learn 1 good and 1 evil character, ". ,'r_,

1 of which is corect. i
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Fortune Teller I

Each night, choose 2 players: §
you l2arn if either is a Deman,
There is a good player that registers 253 Demmtoym*

Gossip
Each day, you may make a public statement. & =
Tonight, if it was true, a player dies. B

Amnesiac Ak
You do not know what your ability is. e
Each day, privately guess what it is: o |
yaul learn how accurate you are,

Choirboy gy

If the Deman kills the King, y
you learn which player is the Demaon. g
[+ the Kingl

Politician .
If you were fhe player most responsible for your team losing '
you change alignment & win, ; ol
even if dead. i

Snitch "
Each Minion
gets 3 bluffs.

Marionette 2 /& B
You think you are a good character but you are ncl. ..
The Demon knows who you are. .
[You neighbor the Deman) i s
,
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Summoner [T :)
You get 3 bluffs.
On the 3rd night, choose a player: v
they become an evll Demon of your chioice, [No Demon]

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

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

Zombuul

Each night*, if no-one died today,
choose a player: they die., b
The 1st time you die, you live but register as dead, -
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Dusk
Amnesiac
Minion Info

Snitch

Lunatic

Summoner
Demon Info

Marionette

Lil' Monsta

Snake Charmer
Fearmonger
Mezepheles

Pixie

Butler

Dreamer
Village Idiot

Dawn
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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:
Poisoners, Protectars, Killers, Information

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

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Poirit to any players,
Show the THESE CHARACTERS ARE NOT M PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Dermon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info taken and the Lunatic token, then point to the Lunatic.

Flace the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs,

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

Wake the Demon. Point to the player marked 1S THE MARIONETTE £ show the Marionette character token,
Fut the Demon to sleep.

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 to sleep, Wake the chosen player. Paint b the player, & show them the IS THE mﬁen
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @

The Snake Charmer chooses a player, If they chose the Demaon;
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 Fearmonger picks a player:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmaonger has chosen a player

Show a single word on a piece of paper, phone, or other device.

Show the Townsfolk character token marked MAD.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Give a finger signal,

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

The Butler chooses a player. @

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

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

Wait a few seconds. Call for eyes open.
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Dusk
Amnesiac

Pixie

Snake Charmer

Monlk

Summoner

Lunatic
Zombuul
Shabaloth

No Dashii

Lil' Monsta

Gossip
Choirboy
Empath
Fortune Teller
Undertaker
Dreamer
Town Crier
Village Idiot

Butler

:‘h S e

i :_,-;.:' .

Check that all eyes are closed. Som

This ability should occur at the appropriate time in the night arder. Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: |

Replace the MAD reminder with the HAS ABILITY remindar. &

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

The Maonk chooses a player. @

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 Fearmonger has chosen a player.”

If a player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside down. (This shows they are now evil.}
Mark the Mezepheles with the NO ABILITY reminder. &

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint at a player, and to a Deman icon on the character sheet. Put the Summaner 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 dane to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targets).

If no one died today, the Zombuul chooses a player. &

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

The Mo Dashii chooses a player. @

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @
Place the DEAD token beside any living player. @

If the Gossip is due to kill a player, they die. @

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

Give a finger signal,

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

If a player was executed today, show their character token.

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

Either nod or shake your head.

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

The Butler chooses a player. @

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