Steward
You start knowing
1 good player.

Investigator
You start knowing that 1 of 2 players
i5 @ particular Minion.

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Bounty Hunter 9§

You start knowing 1 evil player,

If the player you know dies, you leam another
evil player tonight. [1 Townsfalk is evil]

Empath
Each might, you leam how many
of your 2 alive neighbours are evil,

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

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

Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Ogre

On your 1st night, choose a player (not yourself):
you Become their alienment (you don't know which)
even if drunk or poisoned.

Cerenovus

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

Pit-Hag ==

Each nmight*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary

Kazali =<

Each night*, choose a player: they die,

[You choose which players are which Minions.
-7 to +7 Outsiders]

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon/,

Each night®, a player might die, [+1 H@m
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Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,
Trﬁesagccdpq.ﬁﬂﬁtregmersasamrmb ou, b

.',' o

Alsaahir By -
Once per day, if you publicly guess '
wihich players are Minicn(s) and which are Demonisly
goad wins. 7
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Huntsman e
Once per game, at night, choose a living player: 588
the Darnsal, if chosen, becomes a not-in-play Twmfalt,.
[+the Damsel] i-=
Cannibal

Yau have the ability of the recently killed executee. '1
If they are evil, you are peisoned

until a good player dies by execution. "'-Z.' 3
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Banshee -
If the Dernan kills you, all players learn this. ol

From now on, you may nominate twice per day = &
and vate twice per nomination.

Virgin
The 1st ime you are nominated, .
if the nominator is a Townsfolk, ,
they are executed immediately.

Drunk

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

Kluiz s
When you leamn that you died, publicly choose
1 alive player: if they are evil, your teéam loses.

Assassin . i
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. =5
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Evil Twin o
You & an opposing player know each ather. '1 -‘-"
If the good player is executed, evil wins. J5E
Good can't win if you both live. i

Zombuul
Each night*, if no-one died today, ¥ .: 3
choose a player: they die, '

The st time you die, you live but register as dead. i

Fang Gu .
Each night*, choose a player: they die. "' 3
The 1st Qutsider this kills bacomes an evil Fang Gl.r =l
& you die instead. [+1 Qutsider] -




a4 e e A gag -.'.: . .-v"-"'h" o g

| The Kazali points at a playaranda nion on the character sheet,

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.

Put the Kazali to sleep,

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

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 DEMON token,
Put the chosen player back to slesp. Place the IS THE DEMON token beside therm. @

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token, Point to the Deman,

The Kazali paints 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 taken, and give a thumbs down,
Repeat until the normal numbser of Minions exist.
Put the Kazali to sleep,
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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 IN PLAY token, Show 3 not-in-play good character tokens.

. . Wake both twins. Allow eye contact.
Evil Twin Shaw the good twin's character taken to the Evil Twin &vice versa,

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the targst,

Cerenovus | o " THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character e

Steward |  Peint to the player marked KNOW, @

Investigator | Show the Minion character token. Point to both the MINION and WRONG players.

=. Clockmaker Give a finger signal.
W

5t

-
X
&

Empath | Give a finger signal.

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

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down, Put them back to sleep.
Turn their token upside-down. {This shows they are evil )
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, @

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

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Wait a few seconds. Call for eyes open.
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