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< Town Crier Snake Charmer
1 Each night*, you learn Each night, choose an alive playar: ;
N if a Minion nominated today. a chosen Demon swaps characters & alignmentss
with you & is then poisoned. £
Innkeeper Dreamer e
Each night*l choose 2 pla.wrs: Each n|E|'|T choose a ﬁaﬁr (ot :.w[se{[w]’r & hare
they can't die tonight, but 1 is drunk until dusk. you learn 1 good and 1 evil character, !
1 of which is corect.
Monk Nightwatchman t &
Each night*, choose a player in-:lt_yourseln: Once per game, at night, choose a player:
lhE}' are safe from the Demon mﬂlght. thE}' leam you are the Night'.lu'alchman. ':" } i
5
. s i
f S ér:’;:l:rr:c;ame at night, choose a characler o>
Each night, you leam a player f game, a nigm, gL
of a different character type than last night. they are drunk for 3 nights & 3 days; '1
[+0 or +1 Outsider] !
Cannibal ol
You have the ability of the recently killed executee. Y
Preacher If they are evil, you are poisoned g |
Each night, chocse a player. until a good player dies by execution. o
a Minion, if chosen, leams this. :
All chosen Minions have no ability. Farmer .
If you die at night, .
b Village Idiot an alive good player becomes a Farmer. i vy
Each night, choose a player. Fool !
you learn their alignment. The first g
[+0 to +2 Village Idiots. 1 of the extras is drunk] irst time you die, ¢
you dont. 28
Ogre Moonchild !
e, 'On your 1st night, choose a player (not yourself): When you leamn that you died, 3
you Become their alignment (you don't know which) publicly choose 1 alive player. :
even if drunk or poisoned. Tanight, if it was a good player, they die. i
Golem Politician -
You may only nominate once per game. If vou were fhe player most responsible for your ieam losng,
When you do, if the nominee is not the Demon, yiou change alignment & win, 3
they die. even if dead. =
B
Psvchopath Boffin . ¥ .- - .
Each day, before nominations, The Demon (even if drunk or poisoned) )
you may publicly choose a player: they die. has a not-in-play good characters ability. o
If executed, you only die if you lose roshambo You both know which i ; Ve
4
: : Evil Twin Xaan A ‘ &
You & an opposing player know each other. On night X, :
If the good player is exacuted, evil wins. all Townsfolk are poisoned until dusk. v
Good can't win if you baoth live, [X Qutsiders]
Shabaloth \i Legion & b2
Each night*, choose 2 playvers: they die, \_n ' Each might*, a player might die. .;‘#1.
A dead player you cheose last night might be . Executions fail if only evil voted. B
regurgitated, ou register a3 a Minion too, [Most players ane I..edm] i
Po . Riot 2 g 2« v
Each night*, you may choose a player: they die. g On day 3, Minions become Riot "
If your last choice was no-one, i { & nominees die bt nominate an alive player rm:admﬁr
choose 3 players tonight, 4 t”h _$ , - This must happen.
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e — *Not the g,
Lt e B first night TR
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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,

The Preacher chooses a player, If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.
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Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

17 The Snake Charmer chooses a player. If they chose the Demon:

1@ R (Lot er Show the YOU ARE & Demon tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.
>

5

Courtier | The Courtier might choose a character. ©@&

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 Grimaire. @ Remove it the following dusk.

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

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

Village 1diot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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

If the Nightwatchman points at a player:

; Put the Mightwatchman to sleep.

Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.

Mark the Nightwatchman with the NO ABILITY reminder token. @

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.




Cannibal

Preacher

Snake Charmer

Innkeeper

Courtier

Xaan

Monlk

Po

Legion

Moonchild

Balloonist

Village Idiot

Dreamer

Town Crier

A

E ._,...\'

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

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 old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

The Innkeeper chooses 2 players. OB

The Courtier might choose a character, @@

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Quisiders in play when the game began:
Add the X reminder to the Grimaire. @ Remove it the following dusk.

The Mank chooses a player, @

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

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

If the Moonchild is due to kill a good player, they die. &

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,

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. @

Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiet to sleep. Repeat until all Village Idiats have acted.

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

Either nod or shake your head.

It the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info icken & the Nightwaichman token.
Point to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @

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