Chef
You start knowing how many pairs
of evil players there are.

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

Balloonist

Each night, you learm a player

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

King

Each night, if the dead equal or outnumber the living,
you learn 1 alive character,

The Demon knows you are the King,

Cult Leader
Each night, you become the alignment of an alive nesghbor,

Lycanthrope

Each night*, choose an alive player

If good, they die & the Demon doesn't kill tonight,
One good player registers as evil.

Engineer
Once per game, at night,
choose which Minions or which Deman is in play.,

Recluse
You might register as evil & as a Minion or Deman,
even if dead.

Sweetheart
When yau die,
1 player is drunk fram now an.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

(roblin

If you publicly claim to be the Goblin
when nominated & are executed that day,
your team wins,

Yaggababble

Imp

Each night*, choose a player: they die.
If you kill yourself this way,

a Minion becomes the Imp.

If all good players choose to join your cul, your i2am wins,

*Not the
first night

Philosopher
Once per game, at night,
choose a good character: gain that ability.
If this character is in play, they are drunk.

Cannihal ;'ﬂ" _- :
You have the ability of the recenthy killed exec 8.
If they are avil, you are poisoned '3
until & good player dies by execubion. .

Amnesiac 1N
You do not know what your ability is. :
Each day, privately guess what it is: il
you l2arn how accurate you are, A

Ravenkeeper

If you die at night, -
you are woken to choose a player: B
you learn their character.

Virgin g |
The 1st time you are nominated,
if the nominator is a Townsfolk,
they are executed immediately.

Pacifist "
Executed good players
might not die. ¥

Plague Doctor
If you die,
the Storyteller gains a Minion ability.

fealot it
If 5 or more players are alive, wig
you must vote for every nomination,

Boffin ¥ .
The Demon (even if drunk or poisoned) )
has a not-in-play good characters ability. o
You both know which B e

Xaan 1
On night X, i
all Townsfolk are poisoned until dusk.
[X Outsiders] “

Legion ¥ &
Each night*, a player might die. ¥ .: 3
Executions fail if only evil voted. [

You regrster as a Minion too, [Most players are I.edun] i

Leviathan < #
If more than 1 good player is executed, evil Mns.;

All players know you are in play. "
After day 5, evil wins.



Amnesiac

Philosopher

Yaggababble

Minion Info

Demon Info

King

Engineer

Mezepheles

Librarian

Balloonist

Cult Leader

Leviathan

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

This ability should accur at the appropriate time in the night order. Abilities are usually ardered:
Poisoners, Protectars, Killers, Information

Wake the Boffin and the Deman,

Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the pood character token.

Place this second character token by the Demon character token,

The Philosopher might choose a character. If necessary, swap their character token. &

Write a phrase down so that the Yaggababble can read it,
Show the Yaggababble the phrase.

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 mare players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Paint to all Minions.
Show the THESE CHARACTERS ARE NOT N PLAY token, Show 3 not-in-play good character tokens.

Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

If the Engineer points to a Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.

Wake each el player that changed character, show the YOU ARE info token, then thedr new character foken. Put them te

Mark the Engineer with the NO ABILITY reminder token. @

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:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

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

Show the Cutsider character token. Point to both the QUTSIDER and WROMNG players.

Give a finger signal.

Foint to a player (alive or dead).
Flace the SEEM token next to the shown player. @

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, &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.)

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &

FE G Z e T i




Amnesiac

Cannibal

Philosopher

Engineer

Xaan

Imp

Yaggababble

Sweetheart

Plague Doctor

Balloonist

King

Cult Leader

A

E ._,...\'

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Infarmation

The Cannibal has the ability of the mast recently executed player.
They immediately learm any ‘you start knowing' information.

The Philosopher might choose a character, If necessary, swap their character token. @

If the Engineer points to a Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed character, show the YOU ARE info token, then their new character token, Put them
Mark the Engineer with the NO ABILITY reminder token. @

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:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

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 token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

The Lycanthrape points to a player. If the chasen player is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

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

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,

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @&

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

If the Flague Doctor died, place a Minion character token in the center of the Grimoire.
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token,

Paint 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. 8

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

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, Leither 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.)

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

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