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

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

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

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

General

Each night, you learn which alignment
the Storyteller believes is winning:
good, evil, or neither.

Village Idiot

Each night, choose a player:

wou learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Cult Leader
Each night, you become the alignment of an aive neghbor,
If all good players choos: 10 join your cull, your Eam wins,

Butler
Each night, choose a player (not yourself):
tomorrow, you may only vote if they are voling too.

Lunatic

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

& who you choose at night.

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.
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Imp

Each night*, choose a player: they die.
If you kill yourself this way,

a Minion becomes the Imp.

Po
Each night*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight. o Adaah
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Exorcist

Each night*, chocse a player (different ta last nig
the Deman, if chosen, learms who you are _'. 4 TaM
i ¥

then doesn't wake tonight. o B
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Each night*, choose an alive player.
If good, they dis & the Demon doesn't kill tonig
One good player registers as evil, K
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Slaver e :
Once per game, during the day, ¥
publicly choose a player: i
if they are the Deman, they die. by
Soldier .1
You are safe o
from the Demon. o
Ravenkeeper " '
If you die at night, -2
you are woken Lo choose a player: N |
you learn their character, -
i
Virgin gy
The 1st time you are nominated, f
if the nominator is a Townstolk, -
they are executed immediately. ‘:
Klutz ..
When you learn that you died, publicly choose_ 8
1 alive player: if they are evil, your team |oses: =SS
);f’
Politician
If o wmmﬁmmﬂu&mmrmmg
you change alignment & win,
even if dead. T
¥ L}
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Psychopath b ‘ 3
Each day, before nominations, )
you may publicly choose a player: they die. B
If executed, you only die if you lose rcahambo e
,
Baron -1 ‘¥
There are extra Qutsiders in play. { §
[+2 Qutsiders] H
Vigormortis ¥
Each night*, choose a player: they die. 1i :"“.

Minians you kill keep their ability & poison 1 :
Townsfolk neighbor. [-1 Quisider] 888

Leviathan 2 il § £ =
If more than 1 good player is executed, evil Mns.;

All players know you are in play. "
After day 5, evil wins.
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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 mare players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MOT IN PLAY token., Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

Lunatic

If there are 7 ar more players, wake the Deman:
Demon Info Show the THESE ARE YOUR MIMIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

LYCEII‘It]‘l!‘DpE Place the FAUX PAW reminder @ next to a good player.
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Poisoner The Poisoner chooses a player. @

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

Mark the Leviathan with the DAY 1 reminder. &

Investigator | show the Minion character token, Paint to both the MINION and WRONG players.

Give a finger signal,

If you believe that the good team is winning, give a thumbs up.
General |  If you believe that the evil team is winning, give a thumbs dawn.
If you don't know which team is winning, give a thumbs to the side.

Villaze 1diot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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

OB Laader 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.)

Butler | The Butler chooses a player. @&

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Paisoner chooses a player. @

The Monk chooses a player. @

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

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder. & Demaon doesn't kill tonight.

Do whatever needs to be done to simulate the Deman acting
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

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

The Imp choasss a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Shiow the YOU ARE token, then shaw the Imp token.

The Pa may choose a player OR chooses 3 players i they chose no-one last night, & or 861"

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 remindsr, @

If the Ravenkeeper died tanight, the Ravenkeeper chooses a player. Show that player's character token.

If you believe that the good team is winning, give a thumbs up
If you believe that the evil team is winning, give a thumbs down.
It you don't know which team is winning, give a thumbs ta the side.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Villags Idict to sleep, Repeat until all Village Idiots have acted,

The Cult Leader becames 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.

The Butler chocses a player, @&

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