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

Investigator
You start knowing that 1 of 2 players
15 & particular Minion.

Washerwoman
You start knowing that 1 of 2 players
is @ particular Townsfolk,

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

Preacher

Each night, choose a player:

a Minion, if chosen, leamns this.
All chosen Minions have na ability.

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

Goon

Each night, the 1st player to choose you
with their ability is drunk until dusk.
You become their alignment.

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Harpy

Each night, choose 2 players:

tomoraw, the 15t player is mad that the 2nd is evil,
or one or both might die,

Qjo

Each might*, choose a character: they die. \

If they are nat in play,
the Storyteller chooses who dies.

Pulcka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy,

& " *Not the

| first night
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Savant
Each day, you may visit the Stondeller
tar learn two things in private:

1is true & | is false,

L
Slayer -
Once per game, during the day, o ]
publichy choose a player: s f
if they are the Deman, they die. ,. =

Cannibal J - %
You have the ai:ulm,a of the recently killed executee. ﬂ
If they are evil, you are poisoned ‘AR
unitil & good player dies by exscution, -

=%
Ravenkeeper s
If you die at night, e
you are woken to choose a player: ; Fll.~

you learn their character.

Mavor

If anly 3 players live & no execution occurs,
your team wins.

If you die at night, ancther player might die instead.

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

Barber
If you died today or tonight, the Deman ma'_.r{:r'ﬂ:l-as.ftL 1{5
2 players (not another Demon) to swap characters.

Witch CEE
Each night, choose a player: HETH
if they nominate tomorrow, they die. ".':':‘
If just 3 players live, you lose this ability. s
-4
Baron (= ~
There are extra Outsiders in play. k '.
[+2 Qutsiders] e
Vigormortis
Each night*, choose a player: they die. B
Minions you kill keep their ability & peisen 1 g

Townsfalk neighbor. [-1 Outsider]
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Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:
Sherer 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 Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.

Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

The Witch chooses a player. &

The Harpy chooses a player & & then ancther player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target,

The Pukka chooses a player. @

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Show the Minion character token. Point to both the MINION and WRONG players.

The Butler chooses a player. &

Point to al three players marked KNOW.

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

Wait a few seconds, Call for eyes open,
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