Investigator Huntsman _,
You start knowing that 1 of 2 players Once per game, at night, choose a living pla

is @ particular Minion. the Damegl, if chosen, becomes a not-in-play Town
[+the Damsel]l
Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
wou gain thesr ability when they die.

Artist
Once per game, during the day, -
privately ask the Storyteller any yes/no questiofy

Oracle A
Each might*, you learm Fisherman EF =
how many dead players are avil, Once per game, during the day, - -
visit the Storyteller for some advice ; Lei
Empath to help your team win. : i-"; i9
Each night, you learm how many ot
of your 2 alive neighbours are avil, Soldier e,
A You are safe _'11
L from the Demaon. .
Each night*, choose a player (not yourself): e
they are safe from the Demon tonight. .
Cannibal g |
Mathematician You have the ability of the recently killed executes, 32
Each nightl you learn If [hE‘," are ayil, WOL ane [:H}isl:'l'lEd - ol
how many players' abilities worked abnormally until a good player dies by execution. ;
(since dawn) due to another character's ability. _
Ravenkeeper i
;;rﬁ?‘niercm a (rot yourself or Travellars): IF Yo S et .
| l%lr:i'l i ng‘?‘;'er ; r'ﬁ’ % ' you are woken to choose a player: :
B R SVIKTACE, youl learn their character, 2
1 of which is cormect, il
Recluse 1
You might register 25 evil & as a Minion or Deman, Damsel : I
AR, \ All M-puqns know you are in play. s
1 If a Minian publicly guesses you (oncel, M
Bacher yaur team loses, g
If you died today of tonight, the Demaon may chocse k-~
2 players (not another Demon) to swap characters, Puzzlemaster L
o n e el
If you are "mad* about being an Outsider, T o B -
; but guess wrong & get false info. -2
you might be executed. . ¢
" !

f Marionette - T .
l'-'msn;wr You think you are a good character but you are ROLIR S
Each nlgl'lT._ choose a _player; The Demon knows who you are. ' 'T:.
they are poisoned tonight and tomorrow day. [You neighbor the Demon] % r Y

&

After a 10 to 1 countdown,
the player with the most players pointing at them, disSESS

You might register as good
& as a Townsfolk or Qutsider, even if dead.

Spy & Boomdandy
Each night, you see the Grimoire. "."’D If you are executed, all but 3 players die,

AET N (73 13

5 .:Ei.'l" T
e 3 x = e A

ot e e *,, *Not the &

o B first night ik




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

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Demon:
Demon Info 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.

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Marionette Put the Demon to sleep.

i

' !‘K Poisoner | The Poisoner chooses a player. @

FE G Z e T i

SP’Y Show the Grimoire to the Spy for as long as they need.

Investigatﬂr Show the Minion character token. Foint to both the MINION and WRONG players.

Show the Townsfolk character token marked MAD.

Empath Give a finger signal.

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

If the Huntsman paints to a player:

Put them to sleep, Mark them with the NO ABILITY token, @

If thay chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfiolk token.
Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token.

Huntsman

Wake each Minion. Show the Damszl taken,

Mathematician | Give a finger signal,

Wait a few seconds, Call for eyes open,




-
X
&

Cannibal

Poisoner

Dreamer

Huntsman

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 Paiscner chooses a player. @

The Mank choosss a player. @

Show the Grimeire to the Spy for as long as they need.

If the Barber died today or tonight, show the Demaon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demaon chase 2 players, wake one at a time, Show the YOU ARE token & their new character token.

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

Give a finger signal.

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

Give a finger signal.

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, @ i
If they chese the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token. §
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

Give a finger signal,

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