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

Librarian
You start knowing that 1 of 2 players
i5 & particular Outsider. (Or that zera are in play.)

Shugenja

You start knowing if your closest evil player
is clockwise of anti-clockwise,

If equidistant, this info is arbitrary.

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
wou gain their ability when they die.

Monk
Each night*, choose a player (not 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
ahility.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Kluiz
When you learn that you died, publicly choose
1 alive playes: if they are evil, your team lases.

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Marionette & %

You think you are a good character but you are not.
The Deman knows wio you are.

[You neighbor the Demon]

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lil' Monsta

Each night, Minions choose

who babysits Li' Monsta & s the Demon,, i

Each night®, a player might die, [+1 m_im] -
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Snake Charmer
Each night, choose an alive player; ;
a chosen Demon swaps characters & alignmentss
with you & is then poisoned. £

Dreamer :
Each night, choose a player (not yoursalf or Tra
you leamn 1 good and 1 evil character,

1 of which is cormect.

from the Demon.

Alsaahir t X ."',1._-
Once per day, if you publicly guess -
which players are Minion(s) and which are Demon(shat
good wins. :P i
Soldier o &
At
You are safe -_11

Farmer % II :
If you die at night, g !
an alive good player becomes a Farmer. r

Sape
If the Deman kills you, .
you learn that it is 1 of 2 players. -

Tea Lady _.
If both your alive neighbors are goad, &
they can't die. 3

Saint
If you die by execution,
your team loses.

Damsel .
All Minions know you are in play.

If & Minion publicly guesses you (once),
yaur team loses, =

Mastermind ..
If the Demion dies by execution (ending the game), =5

play for 1 more day. Pl
If a player is then executed, their team loses, ; e

Boffin o
The Deman (even if drunk or poisoned) i
has a not-in-play good character's ability. A
You bath know which,

Fang Gu b2
Each might*, choose a player: they die. el ;“‘.
The 1st Qutsicer this kills becomes an evil Fang Gu
& you die instead. [+1 Qutsider] <5
.
Lleech ¥ -
Each night*, choose a player: they die, :‘
You start by choosing a player: they are poisoned S8
You die if & only if they are dead. -



Minion Info

Demon Info

Marionette

Lil' Monsta

Lleech

Snake Charmer

Damisel

Librarian

Investigator

Dreamer

Shugenja

Chambermaid

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

Wake the Boffin and the Demon.

Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.

Place this second character token by the Demon character token.

If there are 7 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,

VWake the Deman. Point to the player marked 1S THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep.

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 Lleech picks a player. Mark them with the POISOMED token. @

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Shaw the Townsfalk character token marked MAD.

Wake each Minion. Show the Damssl taken.

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

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

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

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

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

Wait a few seconds. Call for eyes open.
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Snake Charmer

Shabaloth

Fang Gu

Lleech

Lil' Monsta

Assassin

Sage

Damsel

Farmer

Dreamer

Chambermaid

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:

Replace the MAD reminder with the HAS ABILITY reminder. @

The Snake Charmer chooses a player, If they chose the Demon:

Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.

Put the old Snake Charmer to sleep, Wake the old Deman,
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

The Monk chooses a player. @

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 8@

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

The Lleech chooses a playar. Mark them with the DEAD token. @&

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 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 Assassin might choose a player, B8

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

TBD

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.

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 & immediately say who died.
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