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

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

Bounty Hunter

You start knawing 1 evil player.

If the player you know dies, you learn another
evil player tonight. [1 Townsfolk is evill

Pixie

You start knowing 1 in-play Townsfolk.

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

Flowergirl
Each might*, you learm
if & Demon voted today.

Balloonist

Each night, you learn a player

of a different character type than last night.
[+0 or +1 Outsider]

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Lunatic

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

& who you choose at night.

Fearmonger

Each night, choose a player:

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

Widow g*

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,

1 good player knows a Widow is in play.

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Vortox
Each night*, choose a player: they die.
Townsfolk abilities yield false info.

Each day, if no-one is executed, evil wing. /= ¥/ 4 ©
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Cult Leader i

Each night, you become the alignment of an alive neig

I all good piayers choose to join your cull, your tean Nins.
9 R

Exorcist "' ¥.7

Each night*, choose a player (different 1o ast nigh
the Deman, if chosen, leams whao you are.

then doesn't wake tonight. 3 ot
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Artist .
Once per game, during the day, I A
privately ask the Storyteller any yes/ino que'sllun
Soldier ,L" 13
You are safe e
from the Demon, By
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Alchemist ¥ p
You have a Minion ability. oo L

When using this,
the Storyteller may prompt you to choose differently, =

Sage s
If the Deman kills you,
you learn that it is 1 of 2 players,

.. g J.
Mavor ]
If only 3 players live & no execution oocurs,
yaur team wins, )
If you die at night, another player might dig i stead. 3
Golem ..
You may only nominate once per game. A
When you do, if the nominee is not the Demon, SSSs
they die. e
Saint "
If you die by execution, A
your team loses. .
¥ L}
B .
Scarlet Woman & " i
If there are 5 or more players alive )
& the Demon dies, you become the Demon, 88
(Travellers don't count) g s
Il %
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Baron et
There are extra Qutsiders in play. { §
[+2 Qutsiders] H
Fang Gu @ k2
Each might*, choose a player: they die, 15 :"“.

The 1st Qutsider this kills becomes an evil Fang G
& you die instead. [+1 Outsider]

Lleech /
Each night*, choose a player: they die. ; hy
You start by choosing a player: they are pomonad
You die if & only if they are dead,



Alchemist

Minion Info

Lunatic

Lleech

Grandmother

Cult Leader

_ 7 /7 Bounty Hunter
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Check that all eyes are closed. Some Travellers & Fabled act.

Show the YOU ARE info token then the character token of a not=in-play Minion. Put the Alchemist to sleep.
Mark the Alchemist with the 1S THE ALCHEMIST taken, & Swap the Alchemist taken with this Minion taken, &
Turn the Minion token upside-down. (This shows they are still good.).

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

If there are 7 or more 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 taken and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

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

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

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

The Lleech picks a player, Mark them with the POISONED token. @
Point to al three players marked KNOW.
Point to the grandchild player & show their character token.

Show the Townsfalk character token marked MAD.

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

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.)

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, &

The Ogre points to a player:
It the player is evil, flip the Ogre's token upside down.

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

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

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token.

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demon:

Exorcist Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens, Paint to the Exarcist,

Do whatever needs to be done 1o simulate the Deman acting.
Lunatic Fut the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Lleech chooses a player. Mark them with the DEAD token. €
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The Fang Gu chooses 2 player. 8 If they chose an Outsider (once only):
Fang Gu Replace the Outsider 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, @

No Dashii The Mo Dashii chooses a player. @

The Vortox chooses a player. @

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. &

Sagc If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

Grandmother | If the grandehild was killed by the Demon, the Grandmother dies too, @

Paint to a player (alive or dead) with a different role type from the player with the SEEN token,

Balloonist Place the SEEMN token next to the shown player. §

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

Cult Beader 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.)

g = : Hunt If the player with the SEEN token died today or tonight, point to an evil player.
g f (r Bounty Hunter Move the SEEN token to the shown player. @
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Dawn Wait a few seconds. Call for eyes open & immediately say who died,




