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Mathematician

Each night, you learm

how many players abilities worked abnormally
(since dawn) due to another character's ability.

Cult Leader
Each night, you baoome the alignment of an alive neghbar.
If all goad players choose ko join your cult, your iam wins.

Tinker
You might die
at any time.

Saint
If you die by execution,
your team loses,

Poisoner
Each might, choose a player:
they are poisoned tonight and tomarrow day.

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Ll JROFLR G

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated,
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Juggler
On your 15t day,

publicly guess up to 5 players' characters,
That night, you learn how many you got comect,

Ravenkeeper kg
If you die at night, £
you are woken to choose a player: *r -
you learn their character. . :
e

Barber

If you died today or tonight, the Demon maychm
2 plavers (not another Demon) to swap characters.

Politician
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yiou change alignment & win, {F

even if dead. 3
Evil Twin CEE
You & an opposing player know each other.  HESS
If the good player is executed, evil wins. U
Good can't win if you both live, s '
N
Orpan Grinder i
All players keep their eyes closed when voling e
and the vate tally is secret, i
Each night, chocse if you are drunk until dusk, =3

Vortox

Each night*, choose a player: they die. B -
Townsfolk abilities yield false info, e
Each day, if no-one is executed, evil wins.

Leviathan /£ "
If more than 1 good player is executed, evil wins.

All players know you are in play.

After day 5, evil wins.
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Check that all eyes are closed, Some Travellers & Fabled act.

The Paiscner chooses a player, @

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.

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 8@

The Mo Dashii chooses a player. &

The Vortox chooses a player. @

If the Barber died today or tonight, show the Deman the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demaon chose 2 players, wake one at a time, Show the YOU ARE token & their new character token,

The Tinker might die. @

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

Give a finger signal.

The Cult Leader becomes the alignment of one of their living neighbars. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &sither a thumbs down (if evil) or thumbs up (if good).
Fut the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

Show the Grimoire to the Spy for as long as they need.

Give a finger signal,

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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