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

Investigator
You start knowing that 1 of 2 players
is & particular Minion,

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrary.

Acrobat

Each night*, choose a player:
if they are drunk or poisoned,
you die,

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk.
You can't die,

Dreamer

you learn 1 good and 1 evil character,
1 of which is correct.

Moonchild

When you learn that you died,

publicly choose 1 alive player,

Tonight, if it was a good player, they die.

Snitch
Each Mirion
ge1s 3 bluffs.

Spy

Each night, you see the Grimaire,

You might register as good

& as a Townsfolk or Outsider, even if dead.

Summoner -3

You get 3 bluffs.

On the 3rd night, choose a player:

they become an evil Demon of your chace. [No Demonl

Po

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

choose 3 players tonight,

Vortox

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

Each day, if no-one is executed, evil wins,

Each night, chodse a player (not yourself or Travellers):

f

%

Exorcist i
Each night*, choose a player (different to last nig
the Demon, if chosen, leams wha you are
then doesr't wake tonight.

Nightwatchman
Once per game, at night, choose a player:
they leam you are the Nightwatchman,

Fisherman

Once per game, during the day,
visit the Storyteller for some advice
to help your t2am win,

Jugeler

On your 1st day,

publicly guess up to 5 players' characters. s
That night, you learm how many you got cormect.

Cannibal =5, T3
You have the ability of the recently killed exacutes, 2
If they are evil, you are poisoned It

until a good player dies by execution, L

Ravenkeeper

If you die at night, i
you are woken to choose a player: A
you learn their character. e

Tea Lady Y

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

Heretic <=} &£
Whoever wins, loses & whoever loses, wins,
even if you are dead.

Puzzlemaster e
1 player is drunk, even if you die. b 11{“
If you guess (onice) who it is, leam the Demon player, L IS

but guess wrong & get false info. ‘1- a
Mastermind F.’ ;
If the Demon dies by execution (ending the game), 548
play for 1 more day. %
If a player is then executed, their team loses. = = 8
<
Organ Grinder S

All players keep their eyes closed when vaoling
and the vate tally is secret. iy
Each night, choose if you are drunk until dusk, =& |

Legion
Each might*, a player might die. B
Executions fail if only evil voted. -

Yol register 25 a Minion too, [Most players are Legion]

Lleech ¥
Each night*, choose a player: they die.

You start by choosing a player: they are poisoned,
You die if & only if they are dead.
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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.

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

Place the MIGHT 1 reminder. &
Shaw the Summoner 3 nat-in-play characters as bluffs,

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 tokens,

The Sailor chooses a living player. @

The Lleech picks a player. Mark them with the POISONED token. @

The Organ Grinder either nods or shakes their head,
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder

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

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

Point to al three players marked KNOW.

Paint your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.

Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfio token & the Mighbwatchman token.

Point to the Mightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token, @&

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

Wait a few seconds. Call for eyes open.

ey
4
et

Lo e Ty -y
L i e

P T . ¥ TR

F
I
R
S
T
N
I
G
H
1




Cannibal

' \E Sailor
. ﬂfg;, 7 Acrobat
@ Organ Grinder
j 'f: D Summoner
Exorcist

vy
:"y Legion
m Po
?‘ Vortox
ﬂ | Lleech

{
% Moonchild
@ Ravenkeeper
% Dreamer

T
;ﬁm\’ Juggler

Spy

Dawn

-

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

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

The Sailor chooses a living player. @

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

The Urgan Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, @
If they shake their head, remaove their DRUNK reminder.

On night twa, place the NIGHT 2 reminder. &
On night three, place the NIGHT 3 reminder & and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summaoner to sleep.
Wake the chosen player, Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.

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,

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

The Po may choose a player OR chooses 3 players fi they chose no-one last night, @ or @@1*

The Vortox chooses a player. @

The Llzech chooses a player, Mark them with the DEAD taken, @

If the Moonchild is due to kill a good player, they die. @

If the Ravenkeeper died tanight, the Ravenkeeper chooses a player, Show that players character taken,

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

Give a finger signal.

If the Mightwatchman points at a player:

Fut the Mightwatchman to sleep,

Walee the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the MNightwaichman foken.

Paint to the MNightwatchman playver, Put the chosen player back to sleep.

Mark the Mightwatchman with the NOQ ABILITY reminder token, @

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

Wait a few seconds, Call for eyes open & immediately say whao died,
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