Knight
You start knowing 2 players
that are not the Demon.

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

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Librarian
You start knowing that 1 of 2 players
i5 a particular Qutsider. (Or that zero are in play.)

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
wou gain thesr ability when they die.

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

High Priestess
Each night, learm which player
the Storyteller believes you should talk to most.

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

Drunk

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

{}ﬂd fﬂthl}l‘ i JI IlL
You start knowing which Qutsiders are in play.

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

—

Cerenovus

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

Ojo

Each night*, choose a character: they die. 5
If they are nat in play,

the Storyteller chooses who dies.

Po
Each night*, you may choose a player: they die.
If your last choice was no-one,
choose 3 players tonight,
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Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk unfil d jh B
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Drecamer _'
Each night, choose a player (not yourself or Trz
you learn 1 good and 1 evil character,
1 af which is correct.

Slayer

Once per game, during the day, B -
publicly choose a player: N
if they are the Deman, they dig, L

Soldier
You are safe -
from the Demon. B

Ravenkeeper A
If you die at night,

you are woken to choose a player: 3
youl learn their characher, Y

Tea Lady
If both your alive neighbars are good,
they can't die. i

Klutz

When you learn that you died, publicly choose

1 alive player: if they are evil, your team losess S8
"
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Politician
If you were fhe player nmrﬁpxﬂueﬁxymrmnmg;
you change alignment & win,

even if dead. =

Widow e
On your 1st night, look at the Grimoirs )
& choose a player: they are poisoned. S
1 good player knows a Widow is in play. ; e

Evil Twin i 4
You & an opposing player know each other, %
If the good player is executed, evil wins. 4
Good can't win if you both live,

Zombuul k'
Each night*, if no-one died today, - o
choose a player: they die, B

The 1st time you die, yiou live but register as dead. . i
Leviathan g T £ L

If maore than 1 good player is executed, evil wlns.—
All players know you are in play.
After day 5, evil wins.
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Minion Info

Demon Info

Godfather

Evil Twin

Cerenovus

Librarian

Investigator

Empath

Butler

Clockmaker

Dreamer

Knight

High Priestess

Dawn

Leviathan

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

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

If there are 7 or more plavers, wake the Dermon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 nat-in-play good character tokens.

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Fut the Widow to sleep.
Wake ary good player. Show them the Widew token, Put them to sleep, Mark them with the KNOWS reminder. &

Show the character tokens of all in-play Qutsiders.

Wake both twins. Allow eye contact.
Show the good twin's character token to the Evil Twin &vice versa,

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

Shaw the Townsfolk character token marked MAD.

Show the Outsider character token. Point to both the OUTSIDER and WRONG players.

Shaw the Minion character token, Paint ta bath the MINION and WRONG players,

Give a finger signal,

The Butler chooses a player, @

Give a finger signal.

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

Point to the two players marked KNOW. 88

Point to the player whom you most think the High Priestess should speak with tomorrow.

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &

FE G Z e T i




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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: -
Replace the MAD reminder with the HAS ABILITY reminder. @ ]

Innkeeper | The innkeeper chooses 2 players. 80O

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

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

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

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@~
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Ojl:l The Ojo points to a role. If a player has that role, they die. @
If the rale is aut of play, the Staryteller choasss any number of players that die. &

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

If the Ravenkeaper died tonight, the Ravenkeeper chooses a player. Show that players character token.

Give a finger signal.

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

Butler | The Butler chocses a player, @

High Priestess |  Paint to the player whom you most think the High Priestess should speak with tomorrow,

Wait a few seconds, Call far eyes open & immediately say wha died,

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




