Grandmother

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

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 today.

Empath
Each night, you leamn how many
of your 2 alive neighbours are evil.

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

Mathematician

Each night, you learm

how many players' abilities worked abnormally
(since dawn) due to another characters ability.

Dreamer

Each night, choose a player (not yourself or Travellers):

you learn 1 good and 1 evil character,
1 of which is cormect,

e Py

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Drunk

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

Scarlet Woman

If there are 5 or more players alive

& the Demon dies, you become the Deman.
{Travellers don't count)

Organ Grinder

All players kesp their eyes closed when vating
and the vote tally is secret.

Each night, choose if you are drunk until dusk.

Yagpababble &

You start knowing a secret phrase,

For each time you said it publicly today,

a player might die.

Ojo

Each might*, choose a character: they die.

If they are not in play,
the Storyteller chooses who dies.

& _, " #Not the
| first night

v

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are
then doesn't wake tonight.

Savant

Each day, you may visit the Storyteller
to learn two things in private:
1istrue & 1 is false.

Engineer
Once per game, at night, R i
choose which Minions or which Demon is in play,

Ravenkeeper g
If you die at night, E -
you are woken to choose a player: H
yau learn their characker. b
1'-‘!'
Banshee o5

If the Demaon kills you, all players learn this. : _
From now on, you may nominate twice per day
and vote twice per nomination.

Pacifist £
Executed good players Y
might not die, '

Saint
If you die by execution,
your team loses.

Politician

Hmw&ﬁﬁanﬂm@h@r’mﬂﬂt | s
yiou change alignment & win, {F‘

gven if dead. sy
Baron i #1 ;
There are extra Outsiders in play. HETH
[+2 Outsiders]
.__!g';_ i
Xaan 8
On night X, L
all Townsfolk are poisoned until dusk. "
IX Outsiders] 44
Zombuul
Each night*, if no-one died today, g
choose a player: they die. s
The 1st time you die, you live but register as dead,
Lord Of Typhon :

Each night*, choose a player: they die.
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

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

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman,

If there are 7 or mare players, wake the Deman:
Shew 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 fokens,
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If the Engineer peints to a Deman or Minions on their character sheet:

W L El‘lgi.l.‘lf‘t‘l‘ Swap all appropriate character tokens with new character tokens,
; ; VWake each el player that changed character, show the YOU ARE info token, then their new character token. Put them fc

Mark the Engineer with the NO ABILITY reminder taken, @

Add the MIGHT reminder token that matches the current night. &
@@ Xaan On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remaove it the following dusk.

il The Organ Grinder either nods or shakes their head:
Urgan Grinder If they nod their head, mark them with the DRUNK reminder, &

If they shake their head, remave their DRUNK reminder.

@ Em p:lth Give a finger signal.
a

'&; é"@) Grandmother |  Point to the grandchild player & show their character token

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

3 Wake any player with a Townsfolk character:
¥ & ‘Bounty Hinter Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
g W b Turn their token upside-down, (This shows they are evil,)
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

& Mathematician | Give a finger signal.

Dawn Wait a few seconds. Call for eyes open.
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Engineer

el Xaan
2 Monk

% Organ Grinder
Q Scarlet Woman
@ Exorcist

\’% Zombuul
v Lord Of Typhon
6 Ojo
._r_'_..'-; :% Yaggababble

P
t\'g Banshee

é"@] Grandmother

?} Ravenkeeper

@ Empath
dl/"

% Dreamer
{#~#r Bounty Hunter

Undertaker
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Check that all eves are closed. Some Travellers & Fabled act.

If the Engineer points to @ Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character fokens.

Wake each evil player that changed character, show the YOU ARE info token, then their new character foken. F'utlhantc

Mark the Engineer with the NO ABILITY reminder token, @

Add the NIGHT remincer token that matches the current night, &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remove it the fallowing dusk,

The Monk chooses a player. @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remave their DRUNK reminder.

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

The Exoecist choases a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point fo the Exorcist.

If no one died today, the Zembuul chooses a player. &

The Lord of Typhon chooses a player, @

The Ojo points to a role. If a player has that role, they die. @
If the rale is out of play, the Staryteller choosss any number of players that die. @

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

If the deman killed the Banshee tanight, place the HAS ABILITY taken, &
Publicly announce that the Banshee died,

If the grandchild was killed by the Demon, the Grandmather dies too. @

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

Give a finger signal.

If a player was executed today, show their character token.

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

If the player with the SEEN token died today or tonight, paint to an evil player,
Mowve the SEEN token ta the shown player. @

Give a finger signal,

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