Investigator
You start knowing that 1 of 2 players
is a parficular Minion.

Clockmaker

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

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

Libearian
You start knowing that 1 of 2 players
i5 a particular Qutsider. (Or that zero are in play.)

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

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

Fortune Teller

Each might, choose 2 players:

you leamn if either is a Demon,

Thenz i a good player that registers as a Demon 1o you,

Butler
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

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

Godfather

You start knowing which Outsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Spy —

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Quisider, even if dead,

Yaggababble

You start knowing a secret phrase.

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

Lombuul

Each night*, if no-one died today,

choose a player: they die,

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

& " *Not the

| first night
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Nightwatchman
Once per game, at night, choose a player:
they leam you are the Mightwatchman.

Slayer
Once per game, during the day, o
publicly choose a player: &
if they are the Deman, they die, -

Soldier
You are safe
from the Demon,

Sage i
If the Demaon kills you,

you learn that it is 1 of 2 players. ’:’ _
Br
£ L 1'-‘;'
Tea Lady B
If both your alive neighbors are good, A
they can't die.
% -';.
Mavor '

If only 3 players live & no execution ocours,
your team wins.
If you die at night, another player might die instead.

Saint
If you die by execution,
your team loses.

Heretic # =« <}
Whoever wins, loses & whoever [oses, wins,
even if you are dead,

Fearmonger Gk
Each night, choose a player: i
if you nominate & execute them, their team loses. &

All players know if you choose a new player. ?_. _'~
N
Widow fei
On your 1st night, look at the Grimaire S
& choose a player: they are poisoned, i

1 good player knows a Widow is in play.

Vigormortis

Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 5
Townsfolk neighbor. [-1 Cutsider]

Legion

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



Godfather
Fearmonger

Librarian

Investigator

r“ § Fortune Teller

k

2] .
e 4
d

} @QJ Grandmother
oy @ Clockmaker

T
1’ Nightwatchman

Butler

Spy

Ogre

Dawn

e T T W W e TR wr . TET P

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

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

If there are 7 ar more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

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

Show the Grimoire for as long as the Widow needs.
The Widow picks a player, Mark that player with 2 POISONED reminder, @ Put the Widow 1o slzep,
VWake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. @&

Shaw the character tokens of all in-play Outsiders.

The Fearmonger picks a player:
Mark the chesen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

Show the Minion character token, Point to bath the MINION and WRONG players,

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

The Butler chooses a player. &

Point to the grandchild player & show their character token.

Give a finger signal.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint to the Mightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token. @&

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

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

Wait a few seconds. Call for eyes open,

L el b Y

e ) L P R 8 v N R v e o i

F
I
R
S
T
N
I
G
H
1




B Sl e M A g A R T TR ¥ ¥rET - 1 -3
o RS o ; Bt

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

Monk | The Mank choosss a player. @

FeannnngEr The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmanger has chosen a player

LE[.'.ii'll'l You may decide a player that dies. (Once per living Legion) &

Zombuul If no one died today, the Zombuul chooses a player. @

\rigurmcrrtia The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. @
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& Yaeeababble For each time the Yaggababble publicly sah:li their phrase:
; % B& You may place a DEAD token next to a living player, @

}(‘) Godfather If an Outsicer died today, the Godfather chooses a player. @

H Sﬂgﬁ‘- If the Deman killed the Sage, wake the Sage and paint to 2 players, 1 of which is the Demon.

-

A @EJ Grandmother | If the grandehild was killad by the Demon, the Grandmother dies too, @
2
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E & Fortune Teller | The Fortune Teller chooses 2 players. Med if either is the Deman (or the RED HERRING).
ln._
1

e/) Undertaker If a plaver was executed today, show their character token,

2 : If the Mightwatchman peints at a player:
U Put the Mightwatchman to sleep.
1‘ Nightwatchman Wake the chesen player, show them the THIS CHARACTER SELECTED YOU infis token & the Nightwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token, @&
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- Q!‘ 4 Butler | The Butler choeses a player. &
Sp‘jr' Show the Grimoire to the Spy for as long as they need,

Dawn | Wait a few seconds. Call for eyes open & immediately say wha died.
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