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B M\ Knight 7/ Cult Leader e
W You start knowing 2 players W Each night, you bacome the alignment of an alive nesghb
| 7% that are not the Demaon. J If all gond players choose o join your cult, your team wink
MNoble
You start knowing 3 players, == Juggler
1 and only 1 of which is evil. &\ On your 1st day,
G, 3 publichy guess up to 5 players' characlers. 5
Investigator That night, you learn how many you got correct. : 5
You start knowing that 1 of 2 players
is a particular Minion. . Cannibal :5. &
ﬁ:’ You have the abillty of the recently klled executee, +4
Innkeeper | If they are evil, you are poisoned A

Each night*, choose 2 players: until a good player dies by execution,
they can't die tonight, but 1 is drunk until dusk.

©® § Odal

Balloonist - Et:m;b“}' s g
Each night, you leam a player T ¢ RO 5
of a different character type than last night. i i’”“ﬂ:ﬂag ""'r]“':h player is the Demon. s
[+0 or +1 Outsider] fito i b2,
'] ¥ 1.._!._
Dreamer Tea Lady -
Each night, chocse a player (not yourself of Travellersl: =1~ If both your alive neighbors are good, '
you learn 1 good and 1 evil character, @? they can't die. v
1 of which is correct.
& il
Fortune Teller RN Fool B
Each night, choose 2 players: s L The: first time you die, P,
you learn if either is a Demon, you don't. ..
There is a good player that registers 2 a Demon 1o you, g
Ogpre A Golem
"_‘_‘__'x_, On your 1st night, choose a player (not yourself): o st You may anly nominate once per game. B
: you Become their alignment (you don't know which) t&? When you do, if the nomines is not the Deman, ’Lc-..‘
even if drunk or poisoned, : they die. - ples
; =3y
'.1: ; Im'":{ Demon, b t & Suhy gl 1
‘ou think you are a Demon, but you are not. If you die by execution, i t“
The Demon knows who you are 1 Jh
: your team loses. T
& who you choose at night. 7 a
Devil's Advocate >, PitHag ¥ — SEE
A 1 /U Each night, choose a living player Each night*, choose a player B
W (different to last night}: & a character they become (if not-in-play). ".':':‘
if executed tomorrow, they don't die. If a Demon is made, deaths tonight are arbitrary. -—._~. !
N
Witch Goblin Rt
Ei Each night, choose a player: If you publicly claim to be the Gablin e
if they nominate tomorraw, they die, when nominated & are executed that day, Tag
If just 3 players live, you lose this ability. yiour team wins. 1 ]

Ojo Zombuul
Each night*, choose a character: they die. Each night*, if no-one died today, B
If they are not in play, choase a player: they die, g

the Storyteller chooses who dies. The 1st fime you die, you live but register as dead.

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon',
Each night®, a player might die. [+1 Minion]

Fang Gu

Each night*, choose a player: they die.
The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider] L
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Minion Info

Lunatic

@ Demon Info
&_ Lil' Monsta
- | L Devil's Advocate
A #

'E: d Witch
E: % Investigator
&

L. ﬁ Fortune Teller

Dreamer

Knight

Noble

Balloonist

kY Cult Leader

Ogre

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

If there are 7 or more players, wake all Minions:
Sherer the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info taken and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

If there are 7 ar more plavers, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

Instead of the mormal Minion Info and Demon Info steps, do the following:
Wake all Miniens. Shew the THESE ARE YOUR MINIONS taken, The minians pick a player;
Put the minions back to sleep. Wake the chosen player. Point to the plaver, & show them the IS THE DEMON token.
Put the chosen player back to sleep, Place the IS THE DEMON taken beside them, @

The Devil's Advacate chooses a living player, &

The Witch chooses a player, @

Shaw the Minion character token, Paint to bath the MIMION and WRONG players,

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING),

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

Point to the two players marked KNOW. @8

Foint to al three players marked KNOW.

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

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 thurmbs up (if goad).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

The Cannibal has the ability of the mast recently executed player,
They immediately learn any ‘you start knowing information.

The Innkeeper chooses 2 players. @O

The Devil's Advocate chooses a living player. €

The Witch chooses a player. @

The Pit-Hag chooses a player & a character, If they chose a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

Do whatever needs to be done to simulate the Demon acting
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

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

The Fang Gu choases a player. @ If they chose an Qutsider (once 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 Qjo paints to a role, If a player has that role, they die. @
If the rale is aut of play, the Storyteller chooses any number of players that die. @

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the 1S THE DEMON taken.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. &
Place the DEAD token beside any living player. @

If the Derman killed the King, wake the Choirboy, Point to the Demaon player.

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

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

Give a finger signal.

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. &

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, &sither a thumbs down (if evil) ar thumbs up (if goad).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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