Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk,

Pixie

You start knowing 1 in-play Townsfolk.

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

Oracle
Each night*, you leam
how many dead players are evil,

Chambermaid

Each night, choose 2 alive players {not yourself):
you learn how many woke tonight due to their
ability.

Cult Leader
Each night, you become the alignment of an alive negghbor.
If &ll goad players choose o join your cult, your ieam wins.

Grossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Princess
On your 1st day, if you nominated & evecuted a player,
the Demon doesn’t kill tonight.

Drunk

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

1 alive player: if they are evil, your team lases.

Harpy

Each might, choose 2 players:

tomomow, the 1st player is mad that the 2nd is evil,
or one or both might die.

Cerenovus

Each night, choose a player & a pood character:
they are 'mad” they are this character tomoraw,
ar might be executed.

Imp

Each night*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp.

Pulcka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy,
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Klutz
When you learn that you died, publicly choose i .

Soldier
You are safe
from the Demon.

Choirboy

If the Deman kills the King,

you learn which player is the Demon.
[+ the Kingl

Banshee

If the Demaon kills you, all players learm this.
From now on, you may nominate twice per day 40
and vate twice per nomination,

Mavor Aol
If only 3 players live & no execution oocurs, :
your team wins. = 4

If you die at night, another player might die instead.

Magician ; 4 I
The Demaon thinks you are a Minion.
Minions think you are a Demon.

Atheist h
The Storyteller can break the game rules, ; 1‘
and if executed, good wing, even if you are dead. =3
[Mo evil characters] e

Saint
If you die by execution,
your team loses.

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (once),
your team loses.

Fearmonger Gk
Each night, choose a player: i
if you nominate & execute them, their team loses. ©
All players know if you choose a new player. ?_'*. [
SN
Baron (= '~__'
There are extra Qutsiders in play. b
[+2 Qutsiders] 23

Lord Of Typhon

Each might*, choose a player: they die. B
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]

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

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

If there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the following:
ot Wake all Miniens. Show the THIS IS THE DEMON token, Peint to the Demon & the Magician,
Magician Put the Minions to sleep. Wake the Demaon,

Show the THESE ARE YOUR MINIONS tokern. Point to al Minions &the Magician,

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

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

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

If there are 7 or more plavers, wake the Demaon:
Demon Info Show the THESE ARE YOUR MINIONS token, Point to all Minions.
Shew the THESE CHARACTERS ARE MOT IN PLAY token, Show 3 net-in-play good character tokens.
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The Lleech picks a player. Mark them with the POISOMED token. @

The Cerenovus chooses a player & a character. & Put the Cerenovus to sleep. Wake the target.

Cerenovus | ;.. "te THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-characte token

The Fearmonger picks a player:

Fearmonger
B Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

The Harpy chooses a player @& & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy taken, then point to the second target.

Harpy

The Pukka chooses a player. &

Show the Townsfolk character token marked MAD.

Damsel |  Wake each Minion. Show the Damsel token.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Wait a few seconds. Call for eyes open.
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Cerenovus

Fearmonger

Harpy

Princess

Imp

Pukka

Lleech

Gossip

Banshee

Choirboy

Damsel

Oracle

Cult Leader

Dawn
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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 Cerenovus chooses a player & a character. @ Put the Cerencvus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder, @ Declare that ‘The Fearmanger has chosen a player,”

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second tanget.

If it 15 the Princess' first day, and they nominated and executed a player:
If the Demon would wake to choose a player, wake them as normal. The Demon does not kill.

RN @—~Z XImIm—=0O

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token
Put the old Imp to sleep. Wake the naw Imp.

Show the YOU ARE token, then show the Imp token,

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy, €

The Lord of Typhon chooses a player, @

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

If the Gessip is due to kill a player, they die. @

If the deman killed the Banshee tonight, place the HAS ABILITY token, &
Publicly announce that the Banshee died.

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

TBD

Give a finger signal.

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Fut the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

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