Moble
You start knowing 3 players,
1 and only 1 of which is evil.

Artist
Once per game, during the day, :
privately ask the Storyteller any yes/no question

Grandmother
You start knowing a good player & their character, Ravenkeeper
If the Deman kills them, you die toa. If you die at night

you are woken to choose a player:
yiou leam their character.

Undertaker

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

Choirboy

If the Demaon kills the King,

T

Empath = " ; ,
Each night, you learm how many 3‘ ﬁ”ﬁamnﬁmh player is the Demon.
of your 2 alive neighbours are avil,
Gambler —  Tea Lady : =
Each night*, choose a player & guess their character: @ =L If both your alive neighbors are good, r;r
if you guess wrong, you die. c‘. !.\-ﬁ they can't die. =
1 by
Balloonist ~ : e
; o o Fool A
Each might, you leam a player / M. L § :
of a different character type than last night. e The "”’tl time you die,
[+0 or +1 Outsider] you don.
& il
Alsaahir £ = Magici =
Once per day, if you publicly guess }w } 'll'h:g[:t = : : i i
: i : f eman thinks you are a Minicn, <5
wihich players are Minion(s) and which are Demonis), \_6 Miniors thik you are 3 Derior B
good wins, iy
a5
Goon é Barber .-L
Each night, the 1st player to choose you ~ If you died today or tonight, the Demon may choose 8 4
with their abality 15 drunk until dusk. Sy 2 plavers (not another Demon) to swap characters. 'if-*-‘
You become their alignment. - ¥
: S st
Moonchild ﬂf;yg'] " S LI
When you learn that you died, : i h:plgns HEFHIFDU iz ) : %,
publicly choose 1 alive player. & H Ey!‘.-:mnlpu icly guesses you (once), R
Tonight, if it was a good player, they die. VAT, ¥ a
Cerenovus = = Widow % i #l ;
Each night, choose a player & a good character: . / On your 1st night, look at the Grimaire o
they are “mad" they are this character tomorrow, { ) & choose a player: they are poisoned. 'fi':‘
or might be executed. 1 f 1 good player knows a Widow is in play. -—__~. :
N
Fearmonger Goblin Rt

Each night, choose a player:
if you nominate & execute them, their team loses,
All players know if you choose a new player.

If you publicly claim to be the Gablin e
when nominated & are executed that day, .
your team wins. W]

Yaggababble Lord Of Typhon

You start knowing a secret phrase. Each might*, choose a player: they die. e
For each time you said it publicly today, [Evil characters are in a line. You are in the middle,
a player might die. +1 Minion. -7 to +7 Outsiders] K
Legion Al-Hadikhia :

Each night*, a player might die.
Executions fail if only evil voted.
You register s a Minion oo, [Mast players are Legion]

Each night*, you may chinee 3 players (all players leam whal:
each silently chooses to live or die,
bt if all live, all die.
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Magician

Minion Info

Demon Info

Cerenovus

Fearmonger

Damsel

Empath

Grandmother

Noble

Balloonist
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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 ¥ or more players, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Miniens. Shaw the THIS IS THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon,
Show the THESE ARE YOUR MINIONS token, Peint to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.
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If there are 7 or more plavers, wake the Demon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE MNOT IN PLAY token, Show 3 net-in-play good character tokens,

Show the Grimoire for as long a3 the Widow needs,
The Widow picks a player. Mark that player with a POISONED reminder. & Put the Widow to sleep.
Wake any good player, Show thern the Widaw token, Put them 1o sleep, Mark them with the KNOWS remindzr, @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

Wake each Minion. Show the Damsel token.

Give a finger signal.

Point to the grandehild player & show their character token.

Point to al three players marked KNOW.

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

Wait a few seconds, Call for eyes open,
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Al-Hadilkhia

.ra. ;Erﬂ Choirboy

&; Damsel

@ Moonchild

6*9) Grandmother

@ Ravenkeeper

@ Empath
«/A Undertaker

Balloonist
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eranthe
Check that all eyes are closed, Some Travellers & Fabled act.
The Gambler chooses a player & a character, @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

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

The Lord of Typhon chooses a player, @

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
Ask “Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three.

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

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

If the Demaon killed the King, wake the Choirboy. Point to the Demon player.

TED

If the Moanchild is due to kill 2 good player, they die. @

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

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.
Give a finger signal.

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

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. €

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