Investigator
You start knowing that 1 of 2 players
is a particular Minion.

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

Innkeeper
Each might*, choose 2 players:
they can't die tonight, but 1 is drunk unbl dusk.

Dreamer

Each night, choose a player (nat yoursalf or Travellers):
you leam 1 good and 1 evil character,

1 of which is correct.

Cult Leader
Each night, you beoome the alignment of an alfve nesghbor,
If all good players choose o join your cult, your isam wirs.

Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Philosopher

Once per game, at night,

choose a good character: gain that ability,
If this character is in play, they are drunk,

Sweetheart
When you die,
1 player is drunk fram now on.

Saint
If you die by execution,
your team loses.

Harpy

Each might, choose 2 players:

tomorraw, the 1st player is mad that the 2nd is evil,
or one or both might die.

Cerenovus

Each night, choose a player & a pood character:
they are "mad” they are this character tomormiw,
or might be exacuted,

Ojo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but reglster.ag;lgad

e &

*Not the
first night

Slayer
Once per game, during the day,
publicly choose a player:

if they are the Demon, they die. ' 3 k
i & _.1
Fi.‘ihl‘. riman I ’
Once per game, during the day, e il
visit the Storyteller for some advice CALRE
to help your team win. n
{ . ‘ 1l
I ' g
Choirboy 4
) If the Demon kills the King, .
L you learn which player is the Deman. =ty
[+ the Kingl 1 9
&
Banshee X

If the Demon kills you, all players leam this. :
From now on, you may nominate twice per day =8 s |
and vote twice per nomination. ;

o _i.. '
Fool &
The first time you die, "y
you dant. R
L. 4
o
Poppy Grower 4

Minions & Dermons do not know each other.
If you die, they |eam who each other are that night.=8

Barber .

If you died today or tonight, the Demon may choose 3

2 players (not another Demon) to swap characters: s
#‘f
Heretic s
Whoever wins, loses & whoever loses, wins, 8

even if you are dead.

Marionette - R
You think you are a good character but you are ncl. ..

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

,
Mastermind

E
If the Dermon dies by execution (ending the gane‘a‘

play for 1 more day. iy

If & player is then executed, their team loses.

Fang Gu

Each might*, choose a player: they die. 1
The 1st Qutsider this kills becomes an evil Fang GUsS
& you die instead. [+1 Quisider] s i

Legion

Each night*, a player might die.
Executions fail if only evil voted, %
You register as a Minion too, [Most players ane Leﬁlll.
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Check that all eyes are closed. Some Travellers & Fabled act.

Philosopher |  The Philosopher might choose a character. If necessary, swap their character token. @

Wake the Deman. ;

Poppv Grower -
PPy T te THESE CHARACTERS ARE NOT N LAY tier, Shew 3 rsingky e et thers, Lt e Dirvon b ki [ et b be i D |

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

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

FE G Z e T i

Wake the Deman. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep,

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Shaw the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second targst,

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

Iﬂvestigatclr Show the Minion character token. Point to both the MINION and WRONG players.

Grandmother | Point to the grandehild player & show their character token.

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

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leadsr, show them the YOU ARE token, &sither a thumbs down (f evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shews their alignment.)

Wait a few seconds, Call for eyes open,
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Philosopher

Poppy Grower

Innkeeper

Harpy

Cerenovus

Legion

Sweetheart

Barber

Choirboy

Banshee

Grandmother

Dreamer

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

The Philosopher might chocse a character. If necessary, swap their character token. &

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep,
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions. Hﬂﬂ‘eD&‘nmhasl@q

The Innkeeper choases 2 players. @06

The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the targst.

If no one died today, the Zombuul chooses a player. €

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Qutsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

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

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

If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

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

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

If the derman killed the Banshee tanight, place the HAS ABILITY token. @
Publicly announce that the Banshee died.

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.

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:
VWake 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.)

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

Show the THIS CHARACTER SELECTED YOU taken, the Cerencivus token, then the madness-character token
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