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

Balloonist
Each might, you learm a player

of a different character type than last night.
[+0 or +1 Outsider]

Snake Charmer

Each might, choose an alive player:
a chosen Demon Swaps characters & alignments — 58
with you & is then poisoned. R -

Grandmother
You start knowing a gocd player & their character,
If the Demon kills them, you die too.

Pixie

You start knowing 1 in-play Townsfalk.

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

L
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Dreamer s
Each night, choose a player (not yourselfor Travelles) .8
you learn 1 good and 1 evil character, ;
1 af which is correct.

@ (RN

Lk Nightwatchman
M“nl‘: : Once per game, at night, choose a player:
Each nEEhT , choose a ]}13}"& [ﬂﬂt.}fﬂuﬁem: th‘Eh' leamn you are the NFE'TTNEIEhmEﬂ. :'
they are safe from the Demon tonight.
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Acrob;
g e publicly guess up to 5 players’ characters.

Each might*, choose a player: T h ! i
i rect, Ap
if they are drunk or poisoned, hat night, you learn how many you got corre G

you die. Farmer

If you die at night,
an alive good playver becomes a Farmer.

X

Sailor
Each night, choose an alive player:

gither you or they are drunk until dusk, foed Poppy Grower 8

N B )AL Minions & Demans do not know each other, =8
ol If you die, they leam who each other are that night. = =

Goon @ Sweetheart

Each night, the 1st player to choose you @m When you die,

with their ability is drunk until dusk. * *- 1 player is drunk from now on.

You become their alignment.

Recluse : Mutant. . : : <o
You might register as evil & as a Minion or Deman, 30 b mad” about-heing &, ORI=KeNs P e
e e you might be executed. iy 1$
i} {Fl
Devil's Advocate S a
Ay T 7 Each night, choose a living player =9
Mezepheles W (different to last night) Ea
You start knowing a secret word, if executed tomaorrow, they dont die, Kis
The 1st good player to say this word .
becomes evil that night. Cerenovus £4N
Each night, choose a player & a good character: |
they are *mad” they are this character tomorraw, 3
Godfather or might be executed. i
You start knowing which Qutsiders are in play. e
If 1 died today, choose a player tonight: they die. Organ Grinder v
[-1 or +1 Outsider] All players keep their eyes closed when voling -i
and the vote tally is secret, .
Each night, choose if you are drunk until dusk, £
Imp . Lleech 45
Each night*, choose a player: they die. Each night*, choose a player: they die. e
If you kill yourself this way, You start by choosing a player: they are poisoned. *

a Minion becomes the Imp. You die if & only if they are dead.

Ojo
Each nmight*, choose a character: they die.
If they are nat in play,
the Storyteller chooses who dies.
R ey *Notthe
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| first night




Dusk

Poppy Grower
Minion Info
Demon Info

Sailor

Lleech

Mezepheles

Pixie

Dreamer
Noble

Balloonist

e
1’ Nightwatchman

Dawn

e T T W W e TR wr . TET P

Check that all eyes are closed. Some Travellers & Fabled ack.

Wake the Deman. &
Show e THESE CHARACTERS ARE MO IN PLAY e Sow 3 ey g e tlers Al e Cavon b dep ot oo be Wi Mo adl D

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

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

The Sailor chooses a living player. @

The Lleech picks a player. Mark them with the POISONED token. &

=2 =R X

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

Show the character tokens of all in-play Outsiders.

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, remave their DRUNK reminder.

The Devil's Advocate chooses a living player. &

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

Show a single word on a piece of paper, phone, or ather device,

Show the Townsfolk character token marked MAD.

Point to the grandchild player & show their character token.

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

Point to al three players marked KNOW,

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chesen player, show them the THIS CHARACTER SELECTED YOU infi token & the Mightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken. &

Wait a few seconds. Call for eyes open.

L A b

LLLVLEAS o S R TR o T b



Dusle | Check that all eves 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. @

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Poppy Grower Show the THIS 1S THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wiake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions. Put the Demon to sleey

Pixie

Sailor | The Sailor chooses a living player. @

ﬁfﬂ.,‘,f Acrobat The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &
b |

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens.
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

zi l Monk The Monk choosss a player. ©

_ ! The Organ Grinder either nods or shakes their head
Organ Grinder If they nod their head, mark them with the DRUNK reminder. @

If they shake their head, remove their DRUNK reminder.

@ Snake Charmer
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: & Devil's Advocate | The Devil's Advocate chooses a living player. @

The Cerenovus chooses a player & a character, @ Put the Cerenovus o sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Carenovus token, then the madness-character token

If a player is marked with the TURNS EVIL reminder;
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character taken upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &
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 new Imp.
Show the YOU ARE token, then show the Imp token.

Mezepheles

Imp

Uj-:l The Ojo paints to a role, If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. &

Lleech The Lleech chooses a player. Mark them with the DEAD token. &
Godfather | If an Outsider died today, the Godfather chooses a player. @

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

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.

Farmer

@@J Grandmother | If the grandchild was killed by the Demon, the Grandmother dies too, @

% Dreamer The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,
"- : .. ; - - .
o ¥ Juggler Give a finger signal.

ﬂ-\_'\_;

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

: It the Mightwatchman points at a player:
P Y Put the Mightwatchman to sleep.
1‘ Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwaichman token.
Paint to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @ 3

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