Chef >
You start knowing how many pairs
of evil players there are.
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Investigator
You start knowing that 1 of 2 players 1‘__‘,{
is & particular Minion, \! ‘j

v
Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk. “._::‘-fﬂl’
Grandmother -
You start knowing a good player & their character,
If the Deman kills them, you die too,

(8 g

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

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

Each night, choose an alive player: £
either you or they are drunk until dusk,

You can't die,
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Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

]ll.'l.'lu}il‘
You might register as evil & as a Minion or Dernon,
even If dead.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

;i Vortox \'I. 7]
? Each night*, choose a player: they die. L
Townsfolk abilities yield false info. .
Each day, if no-one is executed, evil wins.
Vigormortis :
\” ( Each night*, choose a player: they die. :
Minions you kill keep their ability & poison 1 P
Townsfolk neighbor. [-1 Qutsider:  + -\~ TR
i 1 7
. R *Not the - - -
Lo B first night S s

Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,
Trﬁesagccdpq.ﬁﬂﬁtregmersasamrmb ou, b
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Cult Leader L :
Each night, you become the alignment of an aive neghboc -
If il god players chooss o join your cult, your Eam win
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Jugeler

On your 15t day, ¥
publicly guess up 1o 5 players' characters, B
That night, you learn how many you got cr:rrect.':": {

Cannibal =%
You have the atumy of the recently killed execulee. '1
If they are evil, you are poisoned

until a good player dies by execution. "'-Z.' 3

. '_|, ]
Ravenkeeper &
If you die at night, VN

you are woken to choose a player;
you learn their character.

.. g J.
Tea Lady b
If both your alive neighbors are good,
they can't die. 4
Moonchild i |
When you leam that you died, A
publicly choose 1 alive player. i
Tonight, if it was a good player, they die. e
fealot "
; 31

If 5 or more players are alive,
you must vate for every nominaton. .

¥ L}

B
Goblin |
If you publicly claim to be the Gaoblin ]
when nominated & are executed that day, 8
your team wins. g e

Il %

B
Baron et
There are extra Qutsiders in play. { §
[+2 Qutsiders] H
Legion k2
Each night*, a player might die. izh :‘1‘.

Executions fail if only evil voted.
You regaster as a Minion too, [Most players are I.ﬂlunl i

Lleech T
Each night*, choose a player: they die. ; .
You start by choosing a player: they are poisoned:ss

You die if & only if they are dead,



Minion Info

Demon Info

Sailor

Poisoner

Spy

Lleech

:'
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i ‘H’Hﬁf Washerwoman

Librarian

Investigator

Grandmother

Cult Leader

Fortune Teller

Dawn

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

If there are ¥ or more players, wake all Minions:
Show the THIS IS 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.
The Sailor chooses a living player. @
The Foisoner chooses a player. @
Show the Grimoire to the Spy for as long as they need.
The Lieech picks a player. Mark them with the POISONED token. @
Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Show the CQutsider character token. Point to both the QUTSIDER and WRONG players.
Shaw the Minion character token. Point to both the MIMION and WRONG players.

Give a finger signal.

Point to the grandehild player & show their character token.

The Cult Leader becomes the alignment of one of their living neighbars, 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.)

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.
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a ibal The Cannibal has the ability of the mast recently executed player,
e They immediately learn any ‘you start knowing' information.

The Sailor chooses a living player. &

Innkeeper | The Innkeeper chooses 2 players. @8O

Poisoner | The Poisoner chooses a player. @

SP‘Y Shaw the Grimoire to the Spy for as long as they need.

@ —~Z XmIO—=0

The Lleech chooses a player. Mark them with the DEAD token. &
The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Tawnsfolk. ©6@
The Vartax chooses a player, @
Legiun You may decide a player that dies. (Once per living Legion) @&
Moonchild | I the Moonchild is due to kill a good player, they die. @
RBVE“kEEP'ET If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token,
Grandmother | If the grandehild was killed by the Demon, the Grandmother dies too. 8
The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Cult Leader Wake the Cult Leadzr, show them the YOU ARE token, &sither a thumbs down (if evil) ar thumbs up (if good),
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)
Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Deman (or the RED HERRING).

Give a finger signal.

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




