Knight
You start knowing 2 players
that are not the Demon.

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

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

Pixie

You start knowing 1 in-play Townsfalk.

If you were mad that you were this character,
yau gain their ability when they die.

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

Sailor

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

Cult Leader
Each night, you become the alignment of an alive nesghbor,

If all good players choos: 10 join your cull, your Eam wins,

Ogre

On your 15t night, choose a player (not yoursalf):
you besonne 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,

Godfather

You start knowing which Outsiders are in play.

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

Marionette %

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

[You neighbor the Demon]

Vigormortis
Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1

Townsfolk neighbor. [-1 Outsider]
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Alsaahir
Once per day, if you publicly guess
which players are Minion(s) and which are De

onis Lk
good wins. £
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Cannibal A :

You have the ability of the recently killed execuees

If they are evil, you are poisoned
until & good player dies by execution.

Sage

If the Demon kills you, .4
you learn that it is 1 of 2 players. b
Choirboy :

If the Deman kills the King,
you learn which player is the Demon.
[+ the King] -

Banshee

If the Deman kills you, all players learn this, =&
From now on, you may nominate twice per day
and vate twice per nomination.

Tea Lady i
If both your alive neighbors are good,
they can't die. ¥}

Lealot
If 5 or more players are alive,
you must vote for every nomination,

Damsel w2
All Minions know you are in play.
If a Minion publicly guesses you (once), Bt
your team loses. ¥ g

Mastermind
If the Damon dies by exacution (ending the p,am;‘:
play for 1 more day. iy
If a player is then executed, their team loses. ; # I
it
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Widow %

On your 1st night, look at the Grimaire
& choose a player: they are poisoned,

1 good player knows a Widow is in play.




Minion Info

Lunatic

Demon Info

Marionette

Godfather

Knight

Noble

Clockmaker

Cult Leader

Damsel

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

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

If there are 7 or mare players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MOT 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 paint to the Lunatic.

If there are 7 ar more players, wake the Deman:
Show 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,

Walke the Deman. Paint to the player marked 15 THE MARIONETTE & show the Marionatte character token.
Put the Demon to sleep.

The Sailor chooses a living player. &

Show 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. @

Shaow the character tokens of al in-play Outsiders.

Point 1o the two players marked KNOW. 8@

Point to al three players marked KNOW,

Give a finger signal,

Show the Townsfalk character token marked MAD.

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

Wake each Minion. Show the Damsel foken.

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.
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Cannibal

Innkeeper

Lunatic

Vigormortis

Godfather

Cult Leader
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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 amy ‘you start knowing information.

The Sailor chooses a living player. @

The Innkeeper chooses 2 players. 886

Do whatever needs to be done 1o simulate the Deman acting.
Fut the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

If an Qutsider died today, the Godfather chooses a player. @

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: .

Replace the MAD reminder with the HAS ABILITY reminder. @

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

If the Derman killed the King, wake the Choirboy. Point to the Demon player.

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

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 (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shews their alignment.)

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