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

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

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

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

Acrobat

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

Chambermaid

Each night, choose 2 alive players (not yourself):
you l2arn how many waoke tonight due 1o their
ability.

Village Idiot

Each nmight, choose a player:

you learn their alignment,

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

Klutz
When you leam that you died, publicly choose
1 alive player: if they are evil, your team lases.

Saint
If you die by execution,
your team loses.

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, - Ay
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Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,
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Exun‘int _- :
Each night*, choose a player (different to last :--‘
the Demon, if chosen, leams wha you are ". ,'r_,

then doesn't wake tonight. i
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Philosopher &
Once per game, at night, i
choose a good character: gain that ability,
If this character is in play, they are drunk, =
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Soldier .1

You are safe e
from the Demon. o
Banshee " )
If the Demon kills you, all players leam this. P '

From now on, you may nominate twice per day « 8
and vate twice per nomination.

Atheist p
The Storyteller can break the game rules, '
and if executed, good wins, even if you are daad
[No evil characters]

Lealot
If 5 or more players are alive,
you must vate for every nomination.

Puzzlemaster s
1 player is drunk, even if you die.

If you guess {once) who it s, leam the Dernmplayer
but guess wrong & get false info. r

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

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




Lil' Monsta

Fearmonger

Investigator

Empath

Fortune Teller

Grandmother

Village Idiot

Chambermaid

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

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

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

Place the NIGHT 1 reminder. &
Show the Summaner 3 not-in-play characters as bluffs,

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 not-in-play good character tokens,

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. Point to the player, & show them the IS THE [Ellﬂ"ltdqen
Put the chosen player back to sleep. Place the IS THE DEMON token beside thern. @&

The Witch chooses a player. @

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

Show the Minion character token. Paint ta bath the MINION and WRONG players.

Give a finger signal.

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

Point to the grandchild player & show their character token,

Wake any Village Idiat, 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.

The Chambermaid chooses 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. Same Travellers & Fabled act.

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

Acrobat The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. @

Witch The Witch chooses a player. @

Fearmonger The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder. @ Declare that “The Fearmanger has chosen a player

On night two, place the NIGHT 2 reminder. &
On night three, place the MIGHT 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.

Summoner

@ —~Z XmIO—=0

Bxorcist The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chn_s.e the U'E'I'I'IGIF‘!: :
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exoreist.
The Imp chooses a player. @ If the Imp chose themsalves:
Replace 1 alive Minion token with a spare Imp token.
Put the odd Imp to sleep, Wake the new Imp.
Show the YOU ARE token, then show the Imp token.

Imp

Po | The Po may choose a player OR chooses 3 players fi they chase no-one |ast night, @ or @@(*

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.
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
Ask "Do you choose to live?™ They nod or shake their head. Put them to sheep. Repeat for players marked 2 & 3.
Remove 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 minions pick a player, Put them back to sleep, and then:
VWake the chosen player. Point to the player, & show them the 1S 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. &

Al-Hadikhia

Lil' Monsta

Banshee

Grandmother

Empath

Fortune Teller

If the deman killed the Banshee tonight, place the HAS ABILITY token, ®
Publicly announce that the Banshee died.

If the grandchild was killed by the Demon, the Grandmother dies too, @

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.

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 Chambermaid chooses 2 living players. Give a finger signal.

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




