Investigator
You start knowing that 1 of 2 players
is a particular Minion.

Washerwoman

You start knowing that 1 of 2 players
is @ particular Townsfolk,

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

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

th.l gt'njﬂ

You start knowing if your closest ewil player
15 clockwise or anti-clockwise,

If equidistant, this info is arbitrary.

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

Empath
Each night, you learm how many
of your 2 alive neighbours are evil,

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

]ll.'l.'lu}il‘
You might register as evil & as a Minion or Dernon,
even If dead.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Devil's Advocate

Each might, choose a living player
(differant to last night):

if executed tomaorrow, they dont die.

Po

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

choose 3 players tonight,

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but reglster.ag;lgad
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Monk

Each night*, choose a player (not yourselfl: ¢
they are safe from the Demon tonight. 1

¥
B o0
King o |
Each night, if the dead equal or outnumier the I
you leam 1 alive character. e o
The Deman knows you are the King. VAR
Y
Fortune Teller e

Each might, choose 2 players:
waul learn if either is a Deman,
There i a good player that Wﬁamwm*" i

Jugeler 1
On your 1st day, .'1.1

publicly guess up to 5 players' characters. H
That night, you learm how many you got comect, =1

soldier T
You are safe VN
from the Demon. '

Ravenkeeper d
If you die at night, g
you are woken to choose a player: ¥ -
you learn their character. ¢

Saint
If you die by execution,
your team loses.

Damsel L
All Minions know you are in play.

If & Minion publicly guesses you (once),
yaur team loses, =

Pit-Hag % .
Each night*, choose a player )

& a character they becarne (if not-in-play). P

L
If a Demon is made, deaths tonight are arbutra:‘g. ey,
"i

-1 £ |

Xaan
On night X, i
all Townsfolk are poisoned until dusk, v
[X Outsiders] "

Legion
Each night*, a player might die. 1
Executions fail if only evil voted, £
Yol register a5 a Minion too, [Most players are Lagig ﬁ

Al-Hadikhia

Each night*, wmmi?mtmﬂa,eamnm B
each silently chooses to live or die,
but if all live, all die.



Minion Info

Demon Info

King

Poisoner

Damsel

Washerwoman

Librarian

Investigator

Empath

Fortune Teller

Clockmaker

Shugenja

Dawn

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

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

If there are 7 or more players, wake the Demon:
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.

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

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 Grimaire, @ Remove it the following dusk.

The Foisoner chooses a player. @

The Devil's Advocate chooses a living player. &

Wake each Minion. Show the Damsel token.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Show the Cutsider character token. Point to both the OUTSIDER and WRONG players.

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

Give a finger signal,

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

Give a finger signal,

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

Wait a few seconds. Call for eyes open.
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