Moble
You start knowing 3 players,
1 and only 1 of which is evil.

Grandmother

You start knowing a good player & their character.
If the Demon kills them, you die toa,

Flowergirl
Each might*, you learn
if a Demon voted today.

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

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

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Sailor

Each night, choose an alive player:
ejther you or they are drunk until dusk,
You can't die,

Lunatic

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

& who you choose at night.

Plague Doctor T & <=}
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.

Spy

Each night, you see the Grimaire,

You might register as good

& as a Townsfolk or Qutsider, even if dead,

Yaggababble

You start knowing a secret phrase.

Far each time you said it publicly today,
a player might die.

Pulcka
Each night, choose a player: they are poisoned.

The previously poisoned player dies then becomes b

healthy,

& " *Not the

| first night
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Village Idiot
Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drun

Lycanthrope
Each night*, choose an alive player. i
If good, they die & the Demon doesn't kill tomght N
One good player registers as evil. g

Soldier
You are safe
from the Demaon,

Cannibal g
You have the ability of the recenthy killed executee. B

If they are evil, you are peiscned _
until a good player dies by execution. T3

Banshee L
If the: Demaon kills you, all players leam this. - i
From now on, you may nominate twice per day | &8l
and vate twice per nomination.

Mavor
If only 3 players live & no execution ooours, ;
your team wins.

If you die at night, another player might die instead.

Moonchild
When you leamn that you died,
publicly chocse 1 alive player. g
Tanight, if it was a good player, they die. - ples
e
Mutant i 1$
If you are *mad” about being an Qutsider, -u {Ll
you might be executed. & a
ot
Marionette ﬁbr :
You think you are a good character but you are nut.
The Dermaon knows who you are. R ;,'-
[You neighbor the Demon] s '
M
Baron Ul il
There are extra Outsiders in play. k '.
[+2 Qutsiders] B
Zombuul
Each night*, if no-one died today, B
choose a player: they die, .

The 1st ime you die, you live but register as dead,

Legion

Each night*, a player might die.
Executions fail if only evil voted.
You register 25 a Minion too, [Most players are Leg



Yaggababble

Minion Info
Lunatic

Demon Info

Sailor
3 Marionette
g & iﬂevi['s Advocate

Pukka

Village Idiot
Spy

Dawn

i, o e

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

Write a phrase down 5o that the Yaggababble can read it,
Show the Yaggababble the phrase.

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

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

The Sailor chooses a living player. &

Walke the Demon. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token.
Put the Demen to sleep.

The Devil's Advocate chooses a living player, &

The Pukka chooses a player, @

Give a finger signal,

Point to the grandehild player & show their character token.

Point to al three players marked KNOW,

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

Show the Grimoire to the Spy for as long a5 they need,

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

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

The Sailor chocses a living player. 8
The Mank chooses a player. @

The Devil's Advocate chooses a living player, @

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

The Lycanthrope points to a player, If the chosen 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) &
If no one died today, the Zombuul chooses a player. &

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy, @&

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

If the Plague 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 deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.

If the Moanchild is due to kill a good player, they die. &

If the grandechild was killed by the Demon, the Grandmother dies too. @
Give a finger signal.

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

Either nod or shake your head.

Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

Shaw the Grimoire to the Spy far as long as they need,

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