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Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Grandmother
You start knowing a good player & their character,
If the Deman kills them, you die too,

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

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

Balloonist

Each night, you learm a player

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

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Damsel

All Minions know you are in play.

If a Minion publicly gusssas you (once),
your team loses,

Godfather 1
You start knowing which Qutsiders are in play. /
If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

—

Cerenovus

Each night, choose a player & a pood character:
they are "mad” they are this character tomormiw,
or might be exacuted,

Po

Each night*, you may choose a player: they die,
If your last choice was no-one,

choose 3 players tonight,

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon/,

Each night®, a player might die, [+1 H@m

1 I'.

e &

*Not the
first night

o i 2o ot e N R
i, .F n & i = g T e
Steward
You start knowing 4 Fortune Teller o
1 good player. | Each night, choose 2 players: g, ;ﬁ- !
you learn if either is a Demon. o &
3 Theresa pla:.Erﬂ'EtlwstersaaDmmtJ ou. .
Investigator iy -2
You start knowing that 1 of 2 players b
is & particular Minion, \""_f Cult Leader oy
;I" Each night, you become the algnment of an aive neghtion S

I 2l good players choose 0 join your cult, your tearm Winse

b

I. -.I‘ -‘I
tl .
Slayer R
Once per game, during the day, o
publicly choose a player: sy
if they are the Demaon, they die. ja?
;.;
Soldier R
You are safe o s T
from the Demon.
: '_|., ]
Sage ¥
If the Demaon kills you, £
you learn that it is 1 of 2 players, g
A
Pacifist .
Executed good players
might not die, 4
Snitch b
Each Minion A
gets 3 biuffs. e
&’I
Puzzlemaster ;_
1 player is drunk, even if you die.
If you guess {oncel wha it is, leam the Dernmplayer
but guess wrong & get false info. B
¥ L}
B .
Widow % "
On your 1st night, look at the Grimaire )
& choose a player: they are poisoned. e
1 good player knows a Widow is in play. H e
,
Mastermind

E
If the Dermon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their team loses.

Vortox
Each might*, choose a player: they die. 1i :"“.
Townsfolk abilities yield false info. A
Each day, if no-one is executed, evil wins., ' i

Riotsd'g 1 @

On day 3, Minions become Rict
&mmdebﬁmmmdmmmﬂm
This must happen.




Lil' Monsta

Minion Info

Snitch

Demon Info

Widow

Godfather

Cerenovus

Steward

Balloonist

Cult Leader

Fortune Teller

Damsel

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

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions back fo sleep. Wake the chosen player. Point fo the player, & show them the IS THE [Elll:l"ltd-m
Put the chosen player back to sleep, Place the IS THE DEMON token beside them, @

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

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 ar more players, wake the Lunatic;
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MNOT IN PLAY token. Shaw 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info taken and the Deman token
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

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

Shaow the Grimoire far as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widow token, Put thern to sleep, Mark them with the KNOWS reminder. &

Show the character tokens of al in-play Outsiders,

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

Poirit to the player marked KNOW. @

Show the Minion character token. Point to both the MINION and WRONG players.

Give a finger signal.

Point to the grandchild player & show their character token.

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

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
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).

Wake each Minion. Show the Damszl token,

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

The Innkeeper chocses 2 players. @O

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Cerenovus | o " . THIS CHARACTER SELECTED YoU token, the Corefiviit fkalinhen the mahEtclinacta icitall

Do whatever needs to be done to simulate the Deman acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The minions pick a player. Put them back to sleep, and then:

S Monsta Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @

Place the DEAD token beside any living player. @

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

R P — = ;Ummr-ﬂo

The Vortox chooses a player. @
Godfather If an Outsicer died today, the Godfather chooses a player. @
Sﬂgﬂ If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token.

Balloonist Place the SEEN token next to the shown player. @

SR . The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:

e 1%0’ Bt cndir Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
R Put the Cult Leader back to sleep,

Turn the Cult Leader token upside-down. (This shows their alignment.)

o i

Fortune Teller | The Fortune Teller chooses 2 players. Nod if either is the Demon (or the RED HERRING).

Undertaker If & player was executed today, show their character token.

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




