Librarian
You start knowing that 1 of 2 players
is a particular Outsider. (Or that zero are in play.)

Shugenja

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

If equidistant, this info is arbitrany.

Bounty Hunter

You start knowing 1 evil player,

If the player you know dies, you leam another
evil player tanight, [1 Townsfolk is evill

Pixie

You start knowing 1 in-play Townsfolk.

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

Monk
Each night*, choose a player (nat yoursslf):
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.

Sweetheart
When you die,
1 player is drunk fram now on.

Klutz
When you learn that you died, publicly choose
1 alive player: if they are vil, your team loses

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose rashamba

Marionette # %

You think you are a good character but wou are not.
The Deman knows who you ane

[You neighbor the Deman]

Po

Each night*, you may choose a player: they die,
If your last choice was no-one,

choose 3 players tonight,

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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Snake Charmer
Each night, chocse an alive player;
a chosen Demon swaps characters & ahgnrm -- ;-.
with you & is then poisoned. o h
.'," Iii ko 4
Dreamer _ '
Each night, choose a player (not yoursalf or Traveliers

you leamn 1 good and 1 evil character, s

1 of which is correct. L

Alsaahir [
Once per day, if you publicly guess .

which players are Minion(s] and which are Dema
good wins. Ly

Soldier R
You are safe _1
from the Demon. r

Farmer 29
If you die at night, Ty
an alive good player becomes a Farmer. ;

Sage Tl
If the Demaon kills you, .
you learn that it is 1 of 2 players. i

Tea Lady ~
If both your alive neighbors are good, ¥
they can' die. o)

Saint
If you die by execution,
your team loses.

Damsel L
All Minions know you are in play.

If & Minion publicly guesses you (once), 1
yaur team loses, =

Mastermind R
If the Demon dies by execution (ending the game}, i,
play for 1 more day. -
If a player is then executed, their team loses, ,"J--. ]
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Boffin = £
The Demon (even if drunk or poisoned) 1
has a not-in-play good character's ability. A
You both know which, b
Zombuul k2
Each night*, if no-one died today, izh :‘1‘.

choose a player; they die,
The st time you die, you live but register as dead. i

Leviathan 2 >4 1 & r
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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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 Baffin token, then the good character token.
Place this second character token by the Demon character token.

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

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

If there are 7 or more players, wake the Demon:
Demon Info 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.

Marionette Put the Demon to sleep.
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Instead of the normal Minion Info and Deman Info steps, do the following:

Lil' Monsta 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 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 takens.
Put the odd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

Show the Tawnsfalk character token marked MAD.

Wake each Minion. Show the Damssl taken,

Librarian Shaw the Outsider character token, Paint to both the QUTSIDER and WRONG players

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

Paint your finger horizontally in the direction of the closest evil player.

Shugenja
sen If the two closest evil players are equidistant, point your finger horizantally in either direction,

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, point to an evil player. Place the SEEN token beside the shown player. &

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

Wait a few seconds. Call for eyes open.

Leviathan | Mark the Leviathan with the DAY 1 reminder. @




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 ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Snake Charmer

The Monk chooses a player. @

Zombuul If no one died today, the Zombuul chooses a player. &

The Po may choose a player OR chooses 3 players fi they chose no-one [ast night. @ or @@ *

@ —~Z XmIO—=0

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 1S THE I]'E_HDH taken,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

Place the DEAD token beside any living player. @&

Sweetheart | If the Sweetheart died, a player became drunk immediately, fl yvou haven't done this yet, do so now, &

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

Damsel | 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.

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

If the player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN token to the shown player. @

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

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

Leviathan Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @




