Mathematician

Each night, you leam

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

Cult Leader
Each night, you become the alignment of an alive nesghbor.
If 2l goad players choose 0 join your cult, your Eam wins.

Tinker
You might die
at any time.

Saint
If you die by execution,
your team loses.

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

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Mo 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 1o 5 players' characlers, =8 ;
That night, you learn how many you got comecty =

Ravenkeeper -1
If you die at night, "
you are woken to choose a player: Lo
you learn their character. .
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Barber .
If you died today or tonight, the Demon may choose S
2 players (not another Demon) to swap characters: s
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Politician

If you were fhe player rrmrmmmbieﬁx;-.mrmnmg

you change alignment & win,

ven if dead. T
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Evil Twin |

You & an oppaosing player know each other. )

If the good player is executed, evil wins. e

Good can't win if you both live. ‘, The
,

Organ Grinder

SF
All players keep their eyes closed when 'l.l"CIIII'IE .
and the vote tally is secret. A
Each night, choose if you are drunk until dusk,™

Vortox
Each might*, choose a player: they die. 1i :"“.
Townsfolk abilities yield false info. A
Each day, if no-one is executed, evil wins., ' i

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

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.

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

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

Poisoner | The Poisoner chooses a player. @

. _. Wake both twins. Allow eye contact.
Evil Twin Shaw the good twin's character taken to the Evil Twin &vice versa,
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SP’Y Show the Grimoire to the Spy for as long as they need.

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

.

Leviathan Mark the Leviathan with the DAY 1 reminder. &

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

BT il s Wake the Cult Leader, show them the YOU ARE token, &sither a thumbs down (if evil) or thurmibs up (if good).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

Mathematician | Give a finger signal,

Wait a few seconds, Call for eyes open,




Poisoner

Spy

Organ Grinder

No Dashii

Leviathan

Tinker

Cult Leader

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

The Paiscner chooses a player. @

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

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, remove their DRUNK reminder.

The Mo Dashii chooses a player. &

The Vortox chooses a player. @

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

The Tinker might die. @

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

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

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
VWake the Cult Leader, show themn the YOU ARE token, &either a thumbs down (if evil) or thumbs up (f good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

Give a finger signal,

Give a finger signal,

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