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

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

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

Town Crier
Each might*, you learm
if a Minion nominated today.

Oracle
Each night*, you learn
how many dead players are evil,

High Priestess
Each night, leam which player
the Storyteller believes you should talk to most,

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

Ogre
On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Lunatic

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

& who you choose at night.

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Widow

On your 1st night, look at the Grimoire
& choose a player: they are paisoned.

1 good player knows a Widow is in play.

Imp

Each night*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp.

Vortox

Each might*, choose a player: they die.
Townsfolk abilities yield false info.

Each day, if no-one is executed, evil wins,
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if you guess wrong, you dig,

Dreamer
Each night, choose a player (not yourself o Travellers):
you learn 1 good and 1 evil character, 4
1 af which is correct.

Alsaahir
Once per day, if you publicly guess

good wins.

Artist g
Once per game, during the day, g |
privately ask the Storyteller any yes/no question. =8

Cannibal 1 S
You have the ability of the recently killed executes. S
If they are evil, you are peisoned '
until a good player dies by execution,

Ravenkeeper 4

If you die at night, i
you are woken to choose a player. -1d
you learn their character. i
Drunk

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

but you are not. . "I ik
e
Plague Doctor [7 Y 1$
If you die, ¥ {k.l
the Storyteller gains a Minion ability. + a
Marionette CEE
You think you are a good character but you are not. #5488
The Dermaon knows who you are. ".':':‘
[You neighbor the Demon] s '
59
Goblin i
If you publicly claim to be the Goblin SAey
when nominated & are executed that day, .

yiour team wins.

Legion
Each might*, a player might die. i
Executions fail if only evil voted. -

Yol register 25 a Minion too, [Most players are Legion]

Leviathan '8§ £ "
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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Minion Info

Lunatic

Demon Info

Marionette

Widow

Librarian

Clockmaker

Dreamer

Noble

Ogre

High Priestess

Dawn

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

If there are 7 or more players, wake all Minions:
Sherer the THIS IS THE DEMON token. Point to the Deman.

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. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info taken and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

If there are 7 ar more plavers, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

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

Shaw the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. & Put the Widow to sleep.
Wake any good player. Show them the Widow token, Put them to sleep. Mark them with the KNOWS reminder, @

Show the Qutsider character token. Paint to both the OUTSIDER and WRONG players.

Give a finger signal.

The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character.

Point to al three players marked KNOW.

The Ogre points to a player;
If the player is evil, flip the Ogre's token upside down.

Point to the player whom you most think the High Priestess should speak with tomorrow.

VWait a few seconds, Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, &
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Dusk

Cannibal

Innkeeper

Gambler

Lunatic

Legion

Imp

Vortox

Assassin
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Plague Doctor

Ravenkeeper

Dreamer

Town Crier

Oracle

High Priestess

Dawn

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

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

The Innkeeper chooses 2 players. G

The Gambler choases a player & a character, @

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).

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

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the cld Imp to sleep. Wake the new Imp.

Showw the YOU ARE token, then shaw the Imp token,

The Vartox chooses a player. @

The Assassin might chooss a player, B8

If the Plague Doctor died, place a Minion character token in the center of the Grimaoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

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

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Either nod or shake your head,

Give a finger signal,

Point to the player whom you most think the High Priestess should speak with tomorrow.

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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