Investigator

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

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

is clockwise of anti-clockwise,
If equidistant, this info is arbitrary.

Oracle

Each night*, you learn

how many dead players are evil,
Undertaker

died by execution today.

Sailor
Each night, choose an alive player:

You can't die,

Chambermaid
Each might, choose 2 alive players (no

ahility,

Goon

with their abality is drunk until dusk.
You become their alignment.

Lunatic

You think you are a Demon, but you a
The Demon knows who you are

& who you choose at night.

Fearmonger
Each night, choose a player:
if you nominate & execute them, their

Summoner 95

You get 3 bluffs.

On the 3rd night, choose a player:
they beoomie an il Demion of your chaice,

No Dashii

Kazali==32
Each night*, choose a playern: they die,

Each night*, you learn which character

aither you of they are dunk until dusk.

Each night, the 15t player to choose you

All players know if you choose a new player,

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

[You choose which players are which Minions,

characler,

You start knowing if your closest evil player
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you learn how many woke tonight due to their

re nat.

tearm loses,

[Mo Deman]
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Dreamer 7
Each night, choose a player (not yourself or Travellers|
you learn 1 good and 1 evil character,
1 of which is corect.

Alsaahir

Once per day, if you publicly guess

which players are Minion(s) and which are De
Boad wins.

Jugeler i
On your 1st day, A4
publicly guess up to 5 players' characters, et
That night, you learn how many you got comect, 8

Choirboy
If the Deman kills the King,
you learn which player is the Demon. A
[+ the Kingl

Tea Lady o i
If both your alive neighbars are good, Sl
they can't die,

Fool
The first time you die,
you don't. ¥

Plague Doctor § &
If you die,
the Storyteller gains a Minion ability. o

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

Baron . i
There are extra Qutsiders in play. )
[+2 Outsiders] o

Boffin «==
The Demon (even if drunk or poisoned) il. -‘-"
has a not-in-play good characters ability. JNE
You both know which. i

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

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

Leviathan &l
If more than 1 good player is executed, evil Mns.;

All players know you are in play. "
After day 5, evil wins.
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Minion Info
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Leviathan
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Chambermaid
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Place the NIGHT 1 reminder. @
Show the Summaner 3 not-in-play characters as bluffs,

i Y o

The Kazali points at a player and a Minion on the character sheet.
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep.

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

Wake the Boffin and the Demaon
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the geod character token.
Place this second character token by the Demon character token,

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 1o sleep, 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. @

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

Place the NIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as blufis.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character taken with the Minion taken, Wake the player,
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist,
Put the Kazali to sleep.
If there are 7 or more players, wake the Lunatic;
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MNOT IN PLAY token, Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demaon token,
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

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.

The Sailor chooses a living player. @

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

Park the Leviathan with the DAY 1 reminder. @
Show the Minion character token. Point to both the MIMION and WRONG players.

Point to the grandehild player & show their character token.

Point your finger harizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds. Call for eyes open.
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Sailor

Fearmonger

Summoner

Lunatic

Kazali

Lil' Monsta

No Dashii

Leviathan

Plague Doctor

Choirboy

Grandmother

Dreamer

Oracle

Undertaker

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

On the third night, 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 taken, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

The Sailor chooses a living 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.*

On the third night, wake the Summaner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaner to slesp,
VWake 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 Deman to sleep.

Do whatever needs to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Kazali chooses a player. 8

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 1S THE DEMON token beside them. @
Place the DEAD token beside any living player. @

The Mo Dashii chooses a player. @

Mark the Leviathar with either the DAY 2, DAY 2, DAY 4, or DAY 5 reminder. @

If the Plague Doctor died, place a Minion character token in the center of the Grimoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet

If the Deman killed the King, wake the Choirboy. Point to the Demon player.

If the grandchild was killed by the Demen, the Grandmother dies too. 8

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

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

Give a finger signal.

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

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