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Noble
You start knowing 3 players,
1 and only 1 of which is evil,

Flowergirl
Each night*, you learn
if a Demon voted today.

Innkeeper
Each might*, choose 2 players:
they can't die tonight, but 1 is drunk unbl dusk.

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

Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Chambermaid

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

Fortune Teller

Each night, choose 2 players:

you learn if either is a Deman,

There & a good player that registers a5 a Demon to you,

Butler &

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

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Fearmonger

Each might, choose a player:

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

Lil' Monsta

Each night, Minions choose

who babysits Lil Monsta & ‘is the Demon’,
Each night*, a player might die. [+1 Minion]

Vortox

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

Each day, if no-one is executed, evil wmqu
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Cult Leader
Each night, you become the alignment of an alive ne
If all good plavers choose o join your culf, your ke

Alsaahir

Once per day, if you publicly guess 4
which players are Minion(s) and which are Demonis)
good wins. i

R

Courtier (8
Once per game, at night, choose a character: X
they are drunk for 3 nights & 3 days, .-;_,._-'
Lo

Professor Ny

Once per game, at night™, choose a dead player; -1
if they are a Townsfolk, they are resumected. +

Ravenkeeper g ¢
If you die at night,
yau are woken to choose a player:

you learn their character,

Mavor -
If only 3 players live & no execution ocours, i,
your team wins,

If you die at night, another player might die |n5t&a:l.#

-‘.

Klutz .
When you learn that you died, publicly choose 2
1 alive player: if they are evil, your team losess S8
=
Mutant B

If you are "mad" about being an Outsider, i)
you might be executed,

Psychopath ..
Each day, before nominations, )
you may publicly choose a player: they die. 8
If executed, you only die if you lose roshambe, ; thy
k5,
Orpan Grinder i N

e
Al players keep their eyes closed when vating
and the vote tally is secret, A
Each night, choose if you are drunk until dusk,

Fang Gu b2
Each might*, choose a player: they die. el ;“‘.
The 15t Qutsider this kills becomes an evil Fang GUE
& you die instead. [+1 Qutsider] <5

Riot 2 'g & 2 e

On day 3, Minions become Riot !'
&mrmdebﬁmnaemdneplwmﬂdmﬁr
This must happen.




Minion Info

Demon Info

Lil' Monsta

Poisoner

Courtier

Organ Grinder

Fearmonger

Fortune Teller

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

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

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 chasen 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. @

The Poisoner chooses a player. @

The Courtier might choose a character. G

The Organ Grinder either nods or shakes their head;
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder.

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

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

The Butler chooses a player, ©&

Paint to al three players marked KNOW.

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep,
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Wait a few seconds. Call for eyes open.
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Poisoner

Courtier

Innkeeper

Gambler

Monlk

Vortox

Lil' Monsta

Professor

Ravenkeeper

Fortune Teller

Flowergirl

Cult Leader

Butler
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Check that all eyes are closed. Some Travellers & Fabled act.
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The Paoisoner chooses a player. @

The Courtier might choose a character. @@
The Innkeeper chooses 2 players. 96

The Gambler chooses a player & a character, @

The Monk chooses a player. @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, @
If they shake their head, remove their DRUNK reminder.

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.”

The Fang Gu chooses a player. @ If they chose an Qutsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to slesp. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

The Vaortox chooses a player. @

The minians 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. @

The Professor might choose a dead player. @@
If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token,
The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Either nod or shake vour head.

The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:
Wake the Cult Leadar, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

The Butler chooses a player. &
The Chambermaid chooses 2 living players. Give a finger signal,

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