Knight
You start knowing 2 players
that are nat the Demon.

Librarian
You start knowing that | of 2 players
iz a particular Qutsider. (Or that zero are in play.)

Pixie

You start knowing 1 in-play Townsfolk.

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

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

Chambermaid

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

Village Idiot

Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Butler
Each might, choose a player (ot yourself):
tomonaw, you may only wate if they ane voling too.

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

Poisoner
Each night, choose a player:
they are poisoned tonight and tomormow day.

Spy B N

Each night, you see the Grimaire.

You might register as good

& a5 a Townsfolk or Qutsicer, even if dead.

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses,
All players know if you choose a new player,

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Qutsiders]

Legion

Each night*, a player might die.

Executions fail if only evil voted.

Wou register as a Minion too. (Most players are Legion]

& " *Not the

| first night

Dreamer
Each night, choose a :Hayer{rmz.wmeﬂorT
you learn 1 good and 1 evil character,

1 of which is cormect.

Cult Leader
Each night, you become the alignment of an aive nesghlor, -
If all good players choose to join your cult, your team wins,

Savant

Each day, you may visit the Storyteller
to learn two things in private:
listrue & 1 is false.

Philosopher Lol
Once per game, at night, i
choose a good character: gain that ability.

If this character is in play, they are drunk. rr
L

Mavor s

If only 3 players live & no execution occurs, - ! B

your team wins, 3
If you die at night, ancther player might die instead, =3

Poppy Grower
Minions & Demons do not know each other.

If you die, they learm who each other are that night. _: ;
Saint - !
If you die by execution, g 1
your team loses,
Damsel "{ ,
All Minions know you are in play. Raas - f
P : fuke

If a Minion publicly guesses you (once), N
your team loses, : ﬁ‘fh

a
Evil Twin ]
You & an opposing player know each other, et
If the good player is executed, evil wins, ~ HEAS
Good can't win if you both live, FLN

.__!g';_ i

i
Goblin 8
If you publicly claim to be the Goblin B
when nominated & are executed that day, -
your feam wins. kg
Lord Of Typhon

Each night*, choose a player: they die.
[Evil characters are in a line. You are in the mh!dle
+1 Minion. -7 to +7 Outsiders]




Kazali

ﬂ/ Philosopher

)
‘;,c_g Poppy Grower

Minion Info

@ Demon Info

\ Poisoner
73 Evil Twin
i Fearmonger
% Pixie
&.’ Damsel
g Librarian
? Butler
% Dreamer

Knight
l@K Village Idiot
%? Cult Leader

Spy

-

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

Wake the approgriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep,
Then, da the Minion Infa and Demon Info steps as normal.

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

The Philosopher might choose a character. If necessary. swap their character token. @
Wake the Deman.

Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,
Put the Demen to sleep. Do not do the Minion Info and Demon Info steps.

If there are 7 or maore plavers, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 ar more players, wake the Demon:
Shew the THESE ARE YOUR MIMIONS token, Paint to all Minians.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Poisoner chooses a player. @

Walke both twins. Allow eye contact.
Show the good twin's character token to the Evil Twin &vice versa,

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

Show the Townsfolk character token marked MAD.

Walke each Minion. Show the Damsal taken,

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

The Butler chooses a player. @

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. 80

Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs dewn,
Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

The Cult Leader becomes the alignment of one of their living neighbars, 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).

Puit the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)
Show the Grimeire to the Spy for as long as they need.
Point to the player whom you most think the High Priestess should speak with tomarrow,

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

Wait a few seconds, Call for eyes open,
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Pixie
Philosopher
Poppv Grower
Poisoner
Fearmonger

A
:"' : Legion

v Lord Of Typhon

% Kazali
B &. Damsel
e

% Dreamer

@;'\ Village 1diot

W/ Cult Leader

-

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 Philosapher might choose a character, If necessary, swap their character token, @

If the Poppy Grawer died today or tonight, & is marked with the EVIL WAKES reminder;
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep.

Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Mirions, Put the Demon 1o sleey

The Paisoner chooses a player. @

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 Fearmonger has chosen a player,”

You may decide a player that dies. (Once per living Legion) &

The Lord of Typhon chooses a player, &

The Kazali chooses a player. @

TED

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

Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idict to sleep. Fepeat until all Village Idiots have acted.

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 goad).

Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

The Butler chooses a player, &

Show the Grimoire to the Spy for as long as they need.

Point to the player whom ywou most think the High Priestess should speak with tamorrow,

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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