Chef
You start knowing how many pairs
of evil players there are,

Investigator
You start knowing that 1 of 2 players
is a particular Minion.

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

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

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

Balloonist

Each might, you leam a player

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

Fortune Teller

Each night, choose 2 players:

yau learn if either is a Demon,

There &5 a good player that registers as a Demaon to you,

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.

Spy —

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Pit-Hag —

Each night*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,
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Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Seamstress

Once per game, at night,

choose 2 players (not yourself):

you leam if they are the same alignment.

Huntsman
Once per game, at night, choos a living player:

[+the Damsel]

Slayer g
Once per game, during the day, E o
publicly choose a player: H
if they are the Deman, they die. T

L 1'-‘!'
Soldier L
You are safe

from the Demaon,

Mavor

If only 3 players live & no execution occurs,
your tzam wins, £
If you die at night, ancther player might die instead. =S8

Saint
If you die by execution,
your team loses.

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

Assassin Ja
Once per game, at night*, choose a player: HETH
they die, even if for some reason they could not, & 8
i
Xaan 8
On night X, L
all Townsfolk are poisoned until dusk. L a
[X Outsiders] 244
Vortox
Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5

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

Vigormortis
Each night*, choose a player: they die.

Minions you kil keep their ability & poison 1
Townsfolk 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 Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 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 paint to the Lunatic.

If there are 7 ar more plavers, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

Add the NIGHT 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 Grimaire, @ Remave it the fallowing dusk

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

Shaw the Townsfalk character token, Paint to both the TOWNSFOLK and WRONG players,

Shaw the Minion character token, Paint to bath the MIMION and WRONG players,

Give a finger signal.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

The Seamstress might choose 2 players. Mod or shake your head, &

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

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

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

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

Add the NIGHT reminder token that matches the current night, @
Xaan On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, & Remove it the following dusk.

Innkeeper | The Innkeeper chocses 2 players, GO

Monlk | The Monk chooses a player. @

Pit—Hﬂg The Pit-Hag chooses a player & a character, If they chase a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

Do whatever needs to ba done to simulate the Deman acting.
Lunatic Fut the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).
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Zombuul | 1 no ene died today, the Zombuul chooses a player. @

Shabaloth | A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. @@

Vortox The Vortox chooses a player. @

\’I( Vigurmmtis The Vigormortis chooses a player, @ If that player is a Minian, poison a neighbaring Townsfalk, @@
r"- r
{ f Assassin | The Assassin might choose a player, ©@
]
S :
’ Q__ Gossip | If the Gossip is due to kill a player, they die. @
LT

If the Huntsman paoints to a player:
W B R an Put them to sleep. Mark them with the NO ABILITY token. &
Al '" b If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token
il
)
o
&

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

]
Fortune Teller The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).
[ : % Seamstress The Seamstress might choose 2 players. MNod or shake your head. @&
E v
¥
Point to a player (alive or dead) with a different role type from the player with the SEEM token.

a Balloonist Place the SEEM token next to the shown player. @

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

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