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Knight
You start knowing 2 players
that are nat the Demon.

Chef
You start knowing how many pairs
of evil players there are.

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

Librarian
You start knowing that 1 of 2 players
is a particular Qutsider, (Or that zero are in play.)

High Priestess
Each night, leam which player
the Storyteller believes you should talk to mast.

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

Balloonist

Each night, you leam a player

of 2 different character type than last night.
[+0 or +1 Outsider]

Lunatic

You think you are a Demon, but you are nat.
The Demaon knows who you are

& who you choose at night,

Saint
If you die by exscution,
your team loses,

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Marionette 7
You think you are a good character but you are not.

The Demon knows who you are.
[You neighbor the Demon]

Scarlet Woman

If there are 5 or more players alive

& the Demaon dies, you become the Deman,
(Travellers don't count)
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Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated.

Legion /M &

Each night*, a player might dig.

Executions fail if only evil voted. i

You regrster as 2 Minion 1o, [Mest ﬂmm

e &

1

*Not the
first night

Preacher
Each night, choose a player;
a Minion, if chosen, learns this.

All chosen Minions have no ability.

Cult Leader =
Each night, you become the alignment of an alive neighboe
If il good players choose o join your cull, your ieam WiNs

Alsaahir

Once per day, if you publicly guess
which players are Minion(s) and which are De
good wins.

Soldier 1
You are safe '1
from the Demon.

Farmer -
If you die at night, -2
an alive good player becomes a Farmer. o

Sage e
If the Deman kills you, ]
you learn that it is 1 of 2 players.

Zealot i
If 5 or more players are alive, k:
ol st vote for every nomination.

Puzzlemaster

1 player is drunk, even if you die.
If you guess (once) wha it is, leam the Derrmplayer o
but guess wrong & get false info. .

‘._e‘w:"l

Organ Grinder

All players keep their eyes closed when 'uﬂtlng

and the vote tally is secret. ..'
Each night, choose if you are drunk until dusk.

..J.

Boffin ¥ B
The Demon (even if drunk or poisoned) '; i
has a not-in-play good characters ability, 12
You both know which. &

Lleech P
Each night*, choose a player: they die. 17 inith
You start by choosing a player: they are poisonedi
You die if & only if they are dead. ! i ‘




Minion Info

Lunatic

Demon Info

Marionette
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Lleech

Knight

Librarian

Chef

Grandmother

High Priestess

Balloonist

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

Wake the Boffin and the Deman.

Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token. |

Place this second character token by the Demon character token,

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 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 1S info token and the Lunatic token, then point to the Lunatic.

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

Wake the Demaon. Point to the plaver marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demaon to sleep,

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion, Wake the chasen Minian,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

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.

The Lleech picks a player. Mark them with the POISONED token. @

Point to the two players marked KNOW. 80

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

Give a finger signal.

Point to the grandchild player & show their character token.

Point 1o the player whom you most think the High Priestess should speak with tamorrow,

Point to a player {alive or dead).
Place the SEEN token next to the shown player, @

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &sither 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.)

Wait a few seconds. Call for eyes open.
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Preacher

Lleech

Legion

Sage

Grandmother

High Priestess

Balloonist

Cult Leader

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

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion, Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to slesp.

The Monk choosss a player. @

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

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, remaove their DRUNK reminder.

Do whatever needs to be dane to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their target(s).

The Lleech chooses a player. Mark them with the DEAD token. €

You may decide a player that dies. (Once per living Legion) &

The Assassin might choose a player. @@

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

If the grandchild was killed by the Demon, the Grandmather dies too, 8

Foint to the player whom you moest think the High Priestess should speak with tamormow,

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

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show tham the YOU ARE token, Eeither 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.)

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