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

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

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

High Priestess
Each night, learn which player
the Storyteller believes you should talk to most.

Gambler

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

Acrobat

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

Tinker
You might die
at any time.

Sweetheart
When yau die,
1 player is drunk fram now an.

Mezepheles

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

Mastermind

If the Demon dies by execution (ending the game),
play for 1 mare day.

If a player is then executed, their team loses,

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Kazali
Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to 47 Outsiders]
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*Not the
first night

Chambermaid .
Each night, choose 2 alive players (not yourselfis b
you learn how many woke tonight due’mihul s l\
ahility. ‘L
.',' h'! o
Gossip 3
Each day, you may make a public statement.

Tonight, if it was true, a player dies.

Courtier %5
Once per game, at night, choose a character: I -
they are drunk for 3 nights & 3 days. 1

L
Professor 2
Once per game, at night*, choose a dead pdayer

if they are a Townsfolk, they are resurrected, _1
i

Farmer ool
If ywou die at night,
an alive good player becomes a Farmer, e b

Fool
The first time you die, i
you dant. AL

Magician y
The Demon thinks you are a Minion,
Minions think you are a Deman.

Hatter .
If you died today or tomight, 3
the Minion & Demon players -
may choose new Minion & Demaon characters to b -’4'
Politician s

If you were: fhe player most responsible for your fam losing,

yiou change alignment & win,

even if dead. =

Vizier ¥ % * .
All players know who you are, )
You can not die during the day.
If good voled, you may choos i execute |mmed

Organ Grinder o 4
All players keep their eyes closed when 'l.l"CIIII'IE .

and the vote tally is secret, 1
Each night, choose if you are drunk until dusk,™

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

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

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Outsider] .
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Check that all eyes are closed. Some Travellers & Fabled act.

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 taken, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleep,

If there are 7 or more plavers, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon.
Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.
Shew the THESE CHARACTERS ARE NOT IN PLAY token, Shaw 3 not-in-play good character tokens,

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

If there are 7 or maore players, wake the Demaon:
Show the THESE ARE YOUR MINIONS token, Paint ta all Minicons,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
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Instead of the normal Minion Info and Demon Info steps, do the follewing:

Lil' Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions Back to deep. Wake the dhesen player. Point to the player, & show thern the IS THE DEMON token.

Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @
Courtier | The Courtier might choose a character. B@

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

ME@EPhE'EE Show a single word on a piece of paper, phone, or other device,

Empath | Give a finger signal.

Grandmother | Point to the grandchild player & show their character token.
Point to al three players marked KNOW.
High Priestess | Point to the player whom you most think the High Priestess should speak with tomorrow.
Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is.
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k that all eyes are closed. Some Travellers & Fabled act.

Courtier | The Courtier might choose a character. ©@

Gambler | The Gambler chooses a player & a character, @

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

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.
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 sleap.
Turn their character taken upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

Shabaloth | A previously chasen player might be resurrected. @ The Shabalath chooses 2 players. ©@

@ —~Z XmIO—=0

‘r’igormm'tis The Vigormortis chooses a player, @ If that player is a Minion, poison a neighboring Townsfalk, 8@

The minions pick a player. Put them back to sleep, and then:

Lil' Monsta Wake the chosen player. Point fo the player, & show them the IS THE DE_HDN taken.
Put the chosen player back to sleep. Flace the IS THE DEMON token beside them. &

Place the DEAD token beside any living player. @

Kazali The Kazali chooses a player. @

Gossip | 1 the Gossip is due to kill a player, they die. @

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character
If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleap. Remove the TEA PARTY TOMIGHT reminder.
Change each player to the character they chose.

Sweetheart If the Sweatheart died, a player bacame drunk immediately. fl you haven't done this yet, do so now. @

Professor | The Professor might choose a dead player. @@

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

Farmer

Tinker | The Tinker might die. @

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

Give a finger signal.

Point to the player whom you most think the High Priestess should speak with tomorrow,

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

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




