Knight
You start knowing 2 players
that are not the Demaon.

MNoble
You start knowing 3 players,
1 and only 1 of which is evil,

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

Undertaker
Each night*, you learn which character
died by execution today,

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 1s drunk until dusk.

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Preacher

Each might, choose a player:

a Minion, if chosen, learns this.
All chosen Minions have no ability.,

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

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

Witch

Each might, choose a player:

if they nominate tomorraw, they die.

If just 3 players live, you lose this ability.

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

Qjo

Each might*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

Kazali -

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to 47 Outsiders]

ol _:_-"' *Not the

Huntsman
Once per game, at night, choose a living player:
the Diamsa, if chosen, becomes a not-in-play To
[+the Damsel]

Fisherman

Once per game, during the day, &
visit the Stonyteller for some advice L
to help your t2am win. s
Juggler -1l

On your 1st day,
publicly guess up to 5 players' characters,
That night, you learn how many you got curreq:l;,_:t.;

Mavor i -

If only 3 players live & no execution occurs, =

your team wins. o

If you die at night, another player might die instead, 5
i

Virgin -

The 15t time you are nominated,
if the nominator is a Tawnsfolk,
they are executed immediately.

Poppy Grower
Minions & Demons do not know each other. o
If you die, they learn who each other are that night. _23; :

Barber e, 4
If you died today or tonight, the Demon may choose S5
2 players (ot another Demon) to swap characters,  *

Puzzlemaster ...:?. =3
1 player is drunk, even if you die. T 1$
If you guess (once) who it is, leam the Demen player, {F‘
but guess wrang & get false info. - a
Organ Grinder _ ‘F'} :
All players keep their eyes closed when voling 2 (oL

.

and the vote tally is secret.
Each night, choose if you are drunk until dusk. | =58
E

Xaan i
On night X, S
all Townsfolk are poisoned until dusk, i
(X Outsiders] 5o

Lil Monsta -

Each night, Minions choose B
who babysits Lil' Monsta & is the Demon'. 5
Each night*, a player might die. [+1 Minlan]

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info,

Each day, if no-one is executed, evil wins,
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Check that all eyes are closed, Some Travellers & Fabled act.

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 taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

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

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

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Point to all Minions,
Sheorer the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show themn the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

Instead of the nommal Minion Info and Deman Info steps, do the fallowing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions back to sleep, Wake the chagen player. Pant o the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remave it the fallowing dusk.

The Organ Grinder either nods or shakes their head,
If they mod their head, mark them with the DRUNK reminder. &
If they shake their head, remove their DRUNK reminder.

The Witch chooses a player. @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token. @
If they chese the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfiolk token.
Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token,

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

Paint to the two players marksd KNOW, 88

Point to al three players marked KNOW.

Wait a few seconds, Call for eyes open.
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Check that all eyes are closed, Some Travellers & Fabled act.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder;

Show the THIS IS THE DEMON info token, then point to the Demon. Put the Minions to sleep.

Wake the Deman, Show the THESE ARE YOUR MINIONS infis token, then point to the Miricrs, Put the Demon to slesy
The Preacher chooses a player. If they choose a Minion:

Put a PREACHED reminder token next o that Minion. Wake the chasen Minion,

Show them the THIS CHARACTER SELECTED YOU card & the Freacher token. Put the Minion back to sleep.
Add the NIGHT reminder token that matches the current night. @

On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remaove it the fallowing dusk,

The Innkeeper chooses 2 players, GO

The Maonk chooses a player. @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, &
If they shake their head, remove their DRUNK reminder.

The Witch chooses a player. @

The Vartox chooses a player. @

The Ojo points to a role. If a player has that role, they die. @
If the rale is aut of play, the Storyteller chooses any number of playvers 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 IS THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them, @
Flace the DEAD token beside any living player. @

The Kazali chooses a player. @

The Assassin might choose a player. @@

If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

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

If the Huntsman points to a player:
Put them to sleap. Mark them with the NO ABILITY token. &
If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel o sleep. Replace the Damasel character token with their new Townsfalk character token.

If & player was executed today, show their character token.
Give a finger signal.

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