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

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

Town Crier
Each night*, you learn
if a Minion nominated today.

General

Each night, you leamn which alignment
the Storyteller believes is winning:
good, evil, or neither.

Lycanthrope

Each might*, choose an alive player.

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

Seamstress

Once per game, at night,

choose 2 players (not yourself):

you learn if they are the same alignment.

B

Hermit
You have all Quisider abilities,
[-0 or -1 Qutsider]

Plague Doctor 3%
If you die,
the Storyteller gains a Minion ability,

Devil's Advocate

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

if executed tomorrow, they don't die.

Wizard

Once per game, chooss to make a wish.
If granted, it might have a price &

leave a clue as to its nature,

Po

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

choose 2 players tonight,

Legion /™

Each night*, a player might die.

Executions fail if only evil voted.

ou regrster as a Minion 100, [Most players are Legion]
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Princess
On your Lstday, if you nominated & exscuted a pla
the Demon doesn’t kill tonight.

Amnesiac

You do not know what your ability is.
Each day, privately guess what it is: s -
you leam how accurate you are.

Fool
The first time you die,
you don't.

Virgin y
The 1st time you are nominated, -

if the nominator is a Townsfolk, _
they are executed immediately. %8

Atheist

The Storyteller can break the game rules, L
and if executed, good wins, even if you are dead.
[No evil characters]

Pacifist : _. f‘

Executed good players pe
might nat die. l
g
Zealot .-& l
If 5 or more players are alive, te 0 '
i3

you must vate for every nomination. I

Snitch
Each Minion
gets 3 bluffs.

Wraith . ¥
You may choose to open your eyes at night. 'Qm !
You wake when other evil players do. %
.__\_3*
_\

Organ Grinder Yl
All players keep their eyes closed when voting =08
and the vote tally is secret. &

Each night, choose if you are drunk until dusk, -,-‘-,:I.

Leviathan iy _!:.
If more than 1 good player is executed, evil wins. s
All players know you are in play, g

After day 5, evil wins.

Riot
On day 3, Minions become Riot

& nomineess die but nominate an alive player immediatsly,
This must happen.
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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, Information

Wake the Wraith whenever other evil players wake.

If there are 7 or maore 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 MOT IN PLAY token. Shew 3 not-in-play good character tokens,

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint to all Minions.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

Run the Wizard's ability, if applicable.

The Organ Grinder either nods or shakes their head,
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder

The Devil's Advocate chooses a living player. €

Show the Townsfolk character token marked MAD.

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

The Seamstress might choose 2 players. Mod or shake your head, &

If you believe that the good team is winning, give a thumbs up.
If vou believe that the evil team 15 winning, give a thumbs dawn,
If you don't know which team is winning, give a thumbs to the side.

Wait a few seconds, Call for eyes open,

Mark the Leviathan with the DAY 1 reminder, &
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the Wraith whenever other evil players wake.

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

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. &

Fun the Wizards ability, if applicable.

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remave their DRUNK reminder.

The Devil's Advocate chooses a living player. &

The Lycanthrope points to a player. If the chesen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight

If it is the Princess' first day, and they nominated and executed a player:
If the Demon would wake to choose a player, wake them as normal. The Demon does not kill

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

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

If the Plague Doctor died, place a Minian character token in the center of the Grimaire,

Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

Either nod ar shake your head,

The Seamstress might choose 2 players, Nod or shake your head, @

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team 15 winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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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