Knight
You start knowing 2 players
that are not the Demaon.

Pixie

You start knowing 1 in-play Townsfalk.

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

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

Village Idiot

Each night, choose a player.

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Mathematician @

Each night, you leam

how many players' abilities worked abnormally
(since dawn) due to another character's ability.

Cult Leader

Each night, you become the alignment of an alive neighbor,
If all good players choose 10 join your cult, your isam wins.,

Lunatic

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

& who you choose at night.

Sweetheart
When you die,
1 player 15 drunk fram now on.

Cerenovus

Each might, choose a player & a good character:
they are "mad" they are this character tomorrow,
or might be executed.

Mastermind

If the Demon dies by execution (ending the game),
play for 1 mare day.

If a player is then executed, their tzam loses.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lleech ¥

Each night*, choose a player: they die.

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

& _, " #Not the
| first night
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Nightwatchman
Once per game, at night, choose a player:
they learn you are the Nightwatchman,

Seamstress

Once per game, at night,

choose 2 players (not yourself):

you learn if they are the same alignment.

Philosopher

Once per game, at night,

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

Juggler
On your 15t day, o
publicly guess up to 5 players' characters. "
That night, you learn how many you got comect, 88

&
Minstrel =

When a Minion dies by execution, all other players,. +
(except Travellers) are drunk until dusk tomomow. S8

Sage
If the Demon kills you, A
yau learn that it is 1 of 2 players, < i
Pacifist Bty
Executed good players e
might not die. g
=
Plague Doctor %
If you die, i

the Storyteller gains a Minion ability.

"-.f. ;-"
Puzzlemaster
1 player is drunk, even if you die. i s
If you guess {once) who it is, leam the Demcnplayer {1"
but guess wrong & get false info. a

4 &
Vizier : ‘F'} ;
All players know who you are. HETH

s

You can not die during the day.
If pood voted, you may choose to execute immediately, | ?. :

Baron L
There are extra Qutsiders in play. : '.
[+2 Qutsiders] a1 3

Leviathan '§ [ oy
If more than 1 good player is executed, evil wins. 4
All players know you are in play. 5

After day 5, evil wins.

Riot '8 1
On day 3, Minions become Rict

& nomineess die but nominate an alive player immediatsly,
This must happen.
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Check that all eyes are closed, Some Travellers & Fabled act.

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

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

If there are ¥ or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER IS5 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. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

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

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the targst,
Show the THIS CHARACTER SELECTED YOU taken, the Cerenovus token, then the madness-character taken

Show the Tawnsfalk eharacter token marked MAD.

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

Foint to the two players marked KNOW. 88

Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chogen player, show ther the THIS CHARACTER SELECTED YOU irifio token & the Mighbwatchiman token.
Point to the Nightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token, @&

The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:
Wake the Cult Leadar, 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.)

Give a finger signal.
VWait a few seconds. Call for eyes open.
Mark the Leviathan with the DAY 1 reminder, &

Declare that the Vizier is in play, and which player it is.
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Dusk Check that all eyes are closed. Some Travellers & Fabled ack.

Pixie 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. &

Phi]nsupher The Philosopher might choose a character. If necessary. swap their character token. @

Innkeeper | The Innkeeper chooses 2 players. ©0©

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

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

Shabaloth | A previously chosen plaver might be resurrected. @ The Shabalath chooses 2 players. B@

RN @—~Z XImIm—=0O

Lleech The Lleech chooses a player. Mark them with the DEAD token. €

Sweetheart If the Sweetheart died, a player became drunk immediately, £l you haven't done this yet, do so now, @

AR EO

Plarue Doctor If the Plague Doctor died, place a Minion character token in the center of the Grimoire,
8 Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

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

b 2

Seamstress The Seamstress might choose 2 players. Mod or shake your head. @&
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Jllg‘gler Give a finger signal.

‘% Vil]age Idiot Wake any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted,

: If the Mightwatchman points at a player;
L 4 Put the Mightwatchman to sleep.
l Nightwatchman Wiake the chasen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwalchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. &
The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show thern 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.)

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4_ or DAY 5 reminder. &
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