Investigator B Fortune Teller
You start knowing that | of 2 players | Each night, choose 2 players:
is a particular Minion. you learn if either is a Deman,
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Grandmother -
If the Deman kills them, you die too. Each night, you become the alignment of an dive neg o
If il good players choose i join your cult, your iEam

Librarian
You start knowing that 1 of 2 players

Cannibal
is a particular Outsider. (Or that zero are in play.) =

You start knowing a good player & their character, 1:__; Cult Leader
%}gf

You have the ability of the recenthy killed e:cecuhe

; If they are evil, you are poisoned

Empath until a good player dies by execution.

Each night, you learm how many

>
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of your 2 alive neighbours are evil, e
I T iy Ravenkeeper +4A
If you die at night, .'-'L
Innkeeper you are woken to choose a player: - b

Each night*, choose 2 players: yiou leamn their character. =R
they can't die tomight, but 1 1s drunk unbl dusk. ;

Virgin

The 15t time you are naminated,
if the mominator is a Townsfolk,
they are executed immediately.

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

Mathematician Pacifist !
Each night, you leam E;::L:j L PPN .
how many players' abilities worked abnormally W - nﬂt%:lie Fiya d
(since dawn) due to another characters ability, g ' 2
Drunk Mutant .
You do not know you are the Drunk, _ If you are "mad" about being an Outsider, 38
You think you are a Townsfolk character, you might be executed. il
bBut you are not,
Politician

Saint . wammmmﬂuehymrmmg
If you die by execufion, yau change alignment & win,
your team loses. gven if dead. B
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Assassin Vizier e ¥ "
Once per game, at night*, choose a player: All players know who you are, )
they die, even if for some reason they could not, You can not die during the day. ks,

If pood voted, you may chooss me;cecmmmmed
Widow Xaan i Tﬁ
On your 1st night, look at the Grimoire On night X % #F.
‘i“:xgﬁﬁ: prlas:;;:?;rizﬂ'f“?d'la all Townsfolk are poisoned until dusk. AN
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Mo Dashii Zombuul o
Each night*, choose a player: they die. . Each might*, if no-one died today, 158 ;-#‘_
Your 2 Townsfolk neighbaours are poisoned, choase a player: they die, B

The 1st time you dig, you live but register as dead. i
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4 * ; Vortox
Each night*, you may choose a player: they die. .+ | Farh night* ehoces 2 BRIt
Ifh:-*wr last choice was no-one, : e v Townsfolk abilities yield false info. R}
Ehooss 2 Biae ai kL ¥ P Each day, if no-one is executed, evil wins. 1
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Check that all eyes are closed. Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:

Minion Info Shew 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.

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

Show the Grimoire for as long as the Widow needs.
Widow The Widow picks a player. Mark that player with a2 POISONED reminder. @ Fut the Widow to sleep.
Wake ary good player. Show them the Wideow token, Put them to sleep. Mark them with the KNOWS reminder. &
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lf‘g Librarian Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.
I_I.' -

Show the Minion character token. Foint to both the MINION and WRONG players.
Point to the grandchild player & show their character token.
Give a finger signal.
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) or thumbs up (if good).

Cult Leader Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)
The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING),
Give a finger signal,

Wait a few seconds, Call for eyes open,

Declare that the Vizier is in play, and which player it is,
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Check that all eyes are closed. Some Travellers & Fabled act.
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a ibal The Cannibal has the ability of the mast recently executed player,
e They immediately learn any ‘you start knowing' information.

The Innkeeper chooses 2 players. GG

Acdd the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Aeld the X reminder to the Grimaire, @ Remaove it the following dusk.

The Mank choasss a player. &

If no one died today, the Zombuul chooses a player. &
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No Dashii The No Dashii chooses a player. @
The Po may choose a player OR chooses 3 players fi they chase no-one last night, & or ©@1*
The Vartax chooses a player, @
Assassin | The Assassin might choose a player. ©8
RHVEH]‘-EEPEI‘ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.
Grandmother | If the grandchild was killed by the Demon, the Grandmother dies too. @
Empath | Give a finger signal.
The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Cult Leader Wake the Cult Leadzr, show them the YOU ARE token, &sither a thumbs down (if evil) ar thumbs up (if good),
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)
Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Deman (or the RED HERRING).

Mathematician | Give a finger signal.

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




