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

Investigator
You start knowing that 1 of 2 players
i5 @ particular Minion.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you learn another
evil player tonight. [1 Townsfolk is evil]

Undertaker
Each night*, you learn which character
died by execution foday,

Empath
Each might, you leam how many
of your 2 alive neighbours are evil,

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

Gambler =
Each night*, choose a player & guess their character:
if you guess wrong, you die,

Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Tinker
You might die
at any time.

Spy

Each night, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Pit-Hag ===

Each nmight*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary

Vortox

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

Each day, if no-one is executed, evil wins.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poisop 1 &4 ¢
Townsfolk neighbor. [-1 Quisiderl:t : )

i

1 I..
*Not the
first night

Balloonist
Each night, you learn a player
of a different character type than last night.

[+0 or +1 Outsider] ' ' ¥,
1“' e .‘1

Fortune Teller " A

Each night, choose 2 players: B it

you learn if either is a Demon. VAERE
These i a good player that registers 25 2 Demnon (o youSs

g
by

Lycanthrope ™5

Each night*, choose an alive player.
If good, they die & the Demon doesn't kill tomgllﬂ‘ 19
One good player registers as evil,

Amnesiac '1
You do not know what your ability is. T
Each day, privately guess what it is: A ;'
you leam how accurate you are, " i
Sage ok
If the Deman kills you, Sl
wou learn that it is 1 of 2 players, S
AL
Tea Lady b
If both your alive neighbors are good,
they can't die. ¥
Sweetheart s
When you die, 3
1 player is drunk from now on. : i
o
Mutant X
If you are "mad" about being an Outsider, wid
you might be executed. 5
1_— .+
N
Summoner 4 "
You get 3 bluffs. )
On the 3rd night, choose a player: B
they become an evil Demon of your cheice. [No Demen ol
,
Goblin 1o ™
If you publicly claim to be the Gaoblin 1 [
when nominated & are executed that day, v
Wour team wins, “
Fang Gu ¥
Each might*, choose a player: they die. 15 :"“.
The 15t Qutsider this kills becomes an evil Fang Gl
& you die instead. [+1 Qutsider] <3

Leviathan '§ 1 4 r
If more than 1 good player is executed, evil Mns.;
All players know you are in play. "
After day 5, evil wins.



== - " — o o
o iar —_— P e+ F— TN T
Al B . s o v i, i e > . Bl i 2. i

Fes i Bk o
.,1'..‘,,:,_-:-’,._"‘_” :_?:-. L R W SRR b

This ability should oceur at the approprate time in the night order, Abilities are Usually ofderec:

Amnesiac Poisoners, Protectors, Killers, Information

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

Flace the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as blufis.

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

Place the NIGHT 1 reminder. &
Show the Summaner 3 nat-in-play characters as bluffs,

FE G Z e T i

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

i t': %
; : Place the FAUX PAW reminder @ next to a good player.

Show the Grimoire to the Spy for as long as they need.
Mark the Leviathan with the DAY 1 reminder. @
Knight |  Point to the two players marked KNOW. @@
Invcstigamr Show the Minion character token, Point to both the MINION and WRONG players.

Empath | Give a finger signal.

Point to a player (alive or dead).

Balloonist Place the SEEMN token next to the shown player. §

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

Walke ary player with a Tewnsfolk character.
L~ » Hunt Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
.-‘r’ ._ ﬁ Bnunt} e Turn their taken upside-down. (This shows they are evil.)
il | Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

~ Dawn | Wait a few seconds. Call for eyes open.,

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisaners, Protectors, Killers, Information

On the third night, wake the Summaner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Summoner Wake the chosen player, Show the YOU ARE info taken, then the Demon token,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demaon token and put the new Demaon to sleep,

Innkeeper | The Innkeeper chooses 2 players. @@
Gambler | The Gambler chooses a player & a character. @

S[JY Show the Grimoire to the Spy for as long as they need.

Pit-Hag The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

@ —~Z XmIO—=0

On the third night, wake the Summaner;
Thay paint at a player, and to 2 Demaon icon on the character sheet. Put the Summoner o sleep,
Summoner Wake the chosen player, Show the YOU ARE info token, then the Demen token,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demaon token and put the new Deman to sleep.

The Lycanthrope points to a player. If the chosen player is good:

canth
Lycanthrope Mark them with the DEAD reminder, @ Demon doesn't kill tanight.

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fang Gu Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to slesp. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @&

viﬂﬂﬂﬂﬂﬂiﬁ The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G
Vortox | The Vortox chooses a player, @
Leviathan | Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @
Tinker | The Tinker might die. @
Sweetheart If the Sweatheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @
Sage | if the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

Empath Give a finger signal.

. Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Balloonist Place the SEEM token next to the shown player. @

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

. If the player with the SEEN token died today or tonight, point to an evil player.
¥ 43 Move the SEEN token to the shown player, @

Undertaker | If a player was executed today, show their character token,

W

)
g&:: oy o Tl WL Wait a few seconds. Call for eyes open & immediately say who died.
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