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(since dawn) due to another character's abiliky

-
Dreamer 7
Each night, choose a player (not yourself or Tra
you learn 1 good and 1 evil character,
1 of which is cormect.

Investigator
You start knowing that 1 of 2 players
i5 & particular Minion.

Steward Mathematician - :

You start knowing Each night, you leam ) :

1 good player. how many players' abilities worked abnurmd ! ;-. :
¥

—

Librarian
You start knowing that 1 of 2 players
i5 & particular Qutsider. (Or that zero are in play.)

Courtier ;
Once per game, at night, choose a character: b
they are drunk for 3 nights & 3 days.

Soldier Lo
You are safe ..
fram the Demon, it

Bounty Hunter
You start knowing 1 evil player.
If the player you know dies, you learn another

evil player tonight. [1 Townsfolk is evill Cannibal

! Ul g You have the ability of the recently killed executes. S8 ;'
If they are evil, you are poisoned

Pixie : g ! .
until a good player dies by execution. A

You start knowing 1 in-play Townsfalk.
If you were mad that you were this character,

: Ravenkeeper ¥
wou gain their ability when they die,

If you die at night, 3
yaou are woken to choose a player;

Chambermaid you learn their characier. -
Each night, choose 2 alive players (not yourself): : A
. ; Fool
you learn how many woke tonight due to their y g
abllll}' The first time you die, ¢
you don't, )
Drunk Mutant .
You do not know you are the Drunk. If you are "mad® about being an Outsider, ; r
You think you are a Townsfolk character, you might be executed. il
but you are not.
Moonchild Heretic & i
When you learn that you died, Whoever wins, loses & whoever [oses, wins, 8
publicly choose 1 alive player. even if you are dead. 3
Tonight, if it was a good player, they die. =
'l... ‘ x
E o
Psyvchopath 3 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 character's ability. 8
If executed, you only die if you lose roshambo You both knaw which ; Y
Assassin Xaan Bty
Once per game, at night*, choose a player: On night X, §5
: ! ' i all Townsfolk are poisoned until dusk, 4
they die, even if for some reason they could not,
i ; g (X Outsiders]
No Dashii j Vortox k3
Each night*, choose a player: they die. Each night*, choose a player: they die, el ;“‘.
Your 2 Townsfolk neighbours are poisoned. Townsfolk abilities yield false info. R
Each day, if no-one is executed, evil wins, -
|4
b &Y .
E;h Hoa _ ; Leviathan § £ -
r c ﬂ'IE 13 -h‘f‘.’“ I A el They db If more than 1 good player is executed, evil wlns.—
h:"wr Zﬂc i T:"me' ; e v All players know you are in play.
choose 3 players tonight. SET PN o 1l After day 5, evil wins.
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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,

Courtier | The Courtier might choose 2 character. 8@
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Add the NIGHT remincer 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.

Leviathan Mark the Leviathan with the DAY 1 reminder. &

Steward Point to the player marked KNOW. &

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

Investigamr Show the Minien character token. Paint ta both the MINION and WRONG players.

Show the Townsfolk character token marked MAD.

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

Wake amy plaver with a Townsfolk character:

Show them the YOU ARE token, & a thumbs down. Put them back to sleep.

Turn their taken upside-down. (This shows they are evil.)

Wake the Bounty Hunter, point to an evil player, Place the SEEN token beside the shown player. @

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

Mathematician | Give a finger signal.

Dawn | Wait a few seconds. Call for eyes open.
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Cannibal

Courtier

No Dashii

Leviathan

Moonchild

Ravenkeeper

Mathematician

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

The Cannibal has the ability of the maost recently executed player,
They immediately learn amy ‘you start knowing information.

The Courtier might choose a character, 8@

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.

The Mo Dashii chooses a player. &

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@~
The Vortox chooses a player. @

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @

The Assassin might choose a player. @@

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

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 Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that player's character taken,

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

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

The Chambermaid cheoses 2 living players. Give a finger signal,
Give a finger signal,

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