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

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

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

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

Undertaker
Each might*, you learn which character
died by execution today.

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

Dreamer

Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is correct,

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Saint
If you die by execufion,
your team loses,

—

Godfather

You start knowing which Qutsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Widow

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,

1 good player knows a8 Widow is in play.

@

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon’,
Each night®, a player might die, [+1 H@m

1 I'.
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*Not the
first night

= e~ nt ol =
' B e i
‘;__ Cult Leader :
/ Each night, you become the alignment of an alive neighbor ™)
v If all good players choose o join your cult, your feam Wi
Alsaahir

Once per day, if you publicly guess
which players are Minon(s) and whach are De
20ad wins.
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Nightwatchman R
Once per game, at night, choose a player: ¥
they leamn you are the Mightwatchman, sy
Soldier -1
You are safe "
from the Demon. oo L
-} )
Sage g -
If the Deman kills you, B Fid
yiou leam that it is 1 of 2 players. i W
.. *i
Mavor 4
If only 3 players live & no execution ocours, y

yaur team wins.
If you die at night, ancther player might die |n5tﬁﬂ1"

Politician .
If you were fhe player most responsible for your team losing '
you change alignment & win, ; ol
even if dead. i

?.d..'..'i.].ﬂt
If 5 or more players are alive,
you must vate for every nominaton.

Mastermind B
If the Demon dies by execution (ending the game} i,
play for 1 more day. -
If a player is then executed, their team loses. = ,"J-:. .

B4

Baron et
There are extra Qutsiders in play. { §
[+2 Qutsiders] H
Vortox k2
Each night*, choose a player: they die. 1i :"“.
Townsfolk abilities yield false info. A
Each day, if no-one is executed, evil wins., ' i

.
Vigormortis e

Each night*, choose a player: they die. B
Minions you kill keep their ability & poison 1 5 &8

Townsfolk neighbor. [-1 Outsider] .




Vortox

Godfather

Sage

Grandmother

Cult Leader

Undertaker

Nightwatchman

Dawn

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

The Monk choasss a player. &

Do whatever needs o be done to simulate the Demon acting.
Put the Lunatic fo sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target{s).

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them, @
Place the DEAD token beside any living player. @

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. @&

The Vortox chooses a player. @

If an Outsicder died today, the Godfather chooses a player. @

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

If the grandchild was killed by the Demon, the Grandmother dies too, @

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

Thee 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, &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.)

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token.
Point to the MNightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token, &

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