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

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

Town Crier
Each might*®, you learn
if @ Minion nominated today.

Chambermaid

Each night, choose 2 alive players (not yourself);
you learn how many waoke tonight due to their
ahility.

Fortune Teller

Each night, choose 2 players:

wou learn if either is a Demaon.

There & a good player that regrsters a5 a Demon to you,

Cult Leader
Each right, you Become the alignment of an alne neghbor.
If &l pood players choose i join your cult, your Eam wins.

Professor
Once per game, at night*, choose a dead player:
if they are a Townsfolk, they are resurrected,

Drunk

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

Tinker
You might die
at any time.

Harpy

Each might, choose 2 players:

tomorraw, the 1st player is mad that the 2nd is evil,
or one or both might die.

Evil Twin

You & an opposing player know each other,
If the good player is exacuted, evil wins.
Good can't win if you both live,

Yaggababble

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

a Minion becomes the Imp. FEAR FL

*Not the =
first night R s

Artist

Once per game, during the day,
privately ask the Storyteller any yesino queshm B

y;,ﬁ
Amnesiac :
You do not know what your ability is.
Each day, privately guess what it is:
you learn how accurate you are,

]

R
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Minstrel t e
When a Minion dies by execution, all other players 8

(except Travellers) are drunk until dusk tomarrow. ==
{ [
Ravenkeeper o
: 4 i
If you die at night, X
you are woken to choose a player: o
you learn their character. v L
R ]
Atheist -
The Staryteller can break the game rules, ol
and if executed, good wins, even if you are dead
[No evil characters] 3
Al
Poppy Grower )
Minions & Demaons do not know each other,
If ywou die, they learn who each other are that night.*
Klutz ..
When you learn that you died, publicly choose_ 8
1 alive player: if they are evil, your team |oses: =SS
);f’
Snitch “
Each Minion »ig
gets 3 bluffs, i
i
.
Scarlet Woman " i
If there are 5 or more players alive )
& the Demon dies, you become the Demon, 88
(Travellers don't count) b .
Il %
2
Baron et
There are extra Qutsiders in play. { §
[+2 Qutsiders] H
Pukka E 2

Each night, choose a player: they ane poisanad, :"“.

The previously poisoned player dies then bemm
healthy.

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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Amnesiac

Yaggababble

Poppy Grower

Minion Info

Demon Info

Evil Twin

Harpy

Leviathan

Investigator

Clockmaker

Cult Leader

Fortune Teller

Chambermaid

1 y -: g L ! I ":' AT ",
This ability should occur at the appropriate time in the night order, Abilities are usually ardered:
Poisoners, Protectors, Killers, Information

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

Wiite a phrase down so that the Yaggababble can read it.
Show the Yaggababble the phrase.

Wake the Deman.

Srow te THESE CHARACTERS ARE INOT IN FLAY then Show 3 retingy oo dreerty s ALt be Dron b st Ot b e Vi i D

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

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 ar more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY taken, Show 3 not-in-play good character tokens,

Wake both twins. Allow eye contact.
Show the good twin's character token to the Evil Twin &vice versa,

The Harpy choases a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Pukka chooses a player. @

Mark the Leviathan with the DAY 1 reminder. &

Show the Minion character token. Point to bath the MIMION and WRONG players.

Give a finger signal,

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

Wake the Cult Leadsr, show them the YOU ARE token, &sither a thumbs down (if evil) ar thumbs up (if good).

Put the Cult Leader back to sleep.

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

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

The Chambermaid chooses 2 living plavers. Give a finger signal.

Wait a few seconds, Call for eyes open,

FE G Z e T i
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Check that all eyes are closed. Some Travellers & Fabled act.

This ability should accur at the appropriate time in the night order. Abilities are usually ardered:

Amnesiac Poisoners, Protectors, Killers, Information

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder;
Poppy Grower Show the THIS IS THE DEMON info token, then point to the Demaon. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, HJtﬂ'eDaTmtasbﬁ

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Shaw the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second target,

If the Scarlet Woman became the Deman today, show them the YOU ARE token, then the Deman token.

For each time the Yaggababble publicly said their phrase:
You may place @ DEAD token next to a living player. @

R P — = ;Ummr-ﬂo

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

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

Show the YOU ARE token, then show the Imp token.

Leviathan Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, &

Professor |  The Professor might choose a dead player, B8

Tinker | The Tinker might cie. @

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 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.)

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

Town Crier | Either nod or shake your head,

Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds. Gall for eves open & immediately say who died.




