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

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

Town Crier
Each might*, you learm
if @ Minion nominated today.

Cult Leader
Each night, you become the alignment of an alive nesghbor,

If all oo plavers choose i join your cult, your team wins,

Lycanthrope

Each night*, choose an alive player.

If good, they die & the Demon doesn't kill tonight.
One good player registers as evil.

Engineer
Once per game, at night,
choose which Minions or which Deman is in play.

Philosopher

Once per game, at night,

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

Recluse
You might register as evil & as a Minion or Deman,
even if dead.

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

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Gaoblin

If you publicly claim to be the Goblin
when nominated & are executed that day,
your team wins,

Yaggababble

You start knowing a secret phrase.

Far each time you said it publicly today,
a player might die.

Imp

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

a Minion becomes the Imp.

o =

Huntsman
Once per game, at night, choose a living player:
the Diamsa, if chosen, becomes a not-in-play To
[+the Damsel]

Cannibal /&
You have the ability of the recently killed executee. =28

If they are evil, you are poisoned £ :
until & good player dies by execution. - -'-ft.
'_.;’_._
Amnesiac e
You do not know what your ability is. !

Each day, privately guess what it is:
yau learn how accurate you are,

Ravenkeeper i

If you die at night,

you are woken to choose a player: r;r

you learn their character. s
o

Virgin -

The 15t time you are nominated,
if the nominator is a Tawnsfolk,

they are executed immediately.
Pacifist _,
Executed good players ey
might not die. e

Plague Doctor
If you die,
the Storyteller gains a Minion ability.

fealot
If 5 or more players are alive,
yiou must vote for every nomination.

Boffin ¥ i

The Demon (even if drunk or poisoned) e

has a not-in-play good characters abilit,. %

You both know which. s
¥

Xaan i
On night X, S
all Townsfolk are poisoned until dusk, i
(X Outsiders] 5o

Legion {F /&
Each might*, a player might die. e
Exacutions fail if only evil voted, P

You register as a Minion 100, [Most players are Legion]

Leviathan /£ "
If more than 1 good player is executed, evil wins.

All players know you are in play.

After day 5, evil wins.

g,



- "D

i
Ty

%
-

TR

Dusk

Amnesiac

Boffin

Philosopher

Yaggababble

Minion Info

Demon Info

Engineer

Xaan

Mezepheles

Huntsman

Librarian

Clockmaker

Cult Leader

Dawn

Leviathan

e T T W W e TR wr . TET P

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Infarmation

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token
Place this second character token by the Demon character token.

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

Write a phrase down 50 that the Yaggababble can read it.
Shaw the Yaggababile the phrase,

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

If there are 7 or more players, wake the Deman:
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 fokens,

It the Engineer points to 2 Demon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed character, show the YOU ARE info token, then their new character token. Put them tc
Mark the Engineer with the NO ABILITY reminder token, @

Add the MIGHT reminder token that matches the current night. @
0 the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

Show a single word on a piece of paper, phone, or ather device,

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token,
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

Give a finger signal.

The Cult Leader becomes 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 thurmbs up (if goad).
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.

Mark the Leviathan with the DAY 1 reminder. &
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Check that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectars, Killers, Information

The Cannibal has the ability of the mast recently executed player.
They immediately leam any ‘you start knowing' information.

The Philosapher might choose a character, If necessary, swap their character token, @

If the Engineer peints to a Demon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed character, show the YOU ARE info token, then their new character token. Put them 1
Mark the Engineer with the NO ABILITY reminder token, @&

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remaove it the following dusk.

If & player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down, Put them to sleep.
Turn their character token upside down. {This shows they are now evil.)
Mark the Mezepheles with the NQ ABILITY reminder, @

RN @—~Z XImIm—=0O

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Demaon doesn’t kill tanight.

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

The Imp chooses 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.

Show the YOU ARE token, then show the Imp token.

For each time the Yaggababble publicly said their phrase:

You may place a DEAD token next to a living player. @
If the Sweetheart died, a player became drunk immediately. fl vou haven't done this yet, do 5o now. @
If the Plagus Doctor died, place a Minion character token in the center of the Grimuoire,

Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheat.
If the Huntsman points to a player:

Put them to sleep. Mark them with the NO ABILITY taken, &

If they chose the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel 1o sleep, Replace the Damsel character token with their new Tawnsfalk character token.

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

Either nod or shake vour head.

The Cult Leader becomes 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.)

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

Mark the Leviathan with eitber the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @
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