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

Investigator
You start knowing that 1 of 2 players
i5 a particular Minion.

Librarian
You start knowing that 1 of 2 players
i5 & particular Qutsider, (Or that 2ero are in play.)

Shugenja

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

If equidistant, this info is arbitrary.

Pixie

You start knowing 1 in-play Townsfalk.

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

Chambermaid

Each night, choose 2 alive players (not yourself}:
you learn how many woke tonight due to their
ahility.

Spy

Each night, you see the Grimaire,

You might register as good

& as a Townsfolk or Outsider, even if dead.

Widow

On your 1st night, look at the Grimoire
& choose a player: they are paisoned.

1 good player knows a Widow is in play.

Riot i > 1

On day 3, Minions become Riot

& normineess die but nominate an aive player immedisisly,
This must happen.
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Cult Leader
Each night, you become the alignment of an alive nesghb
If all good players choose fo join your cult, your ieam wire

Exorcist
Each night*, choose a player (different to last night)
the Demon, if chosen, leamns who you are

then doesn't wake tonight.

Engineer
Once per game, at night, i
choose which Minions or which Demon is in play. &%

Nightwatchman
Once per game, at night, choose a player: ;
they learn you are the Nightwatchman, ol

Alchemist T7 <=8 & 4

You have a Minion ability. T
When using this, o e
the Storyteller may prompt you to choose differently. (IS8

Farmer
If you die at night, J
an alive good player becomes a Farmer, Al
Sage By
If the Demaon Kills you, v
you learn that it is 1 of 2 players, i
Marionette i -:' j
You think you are a good character but you are nok. | =& %
The Demaon knows who you are, ! :, :
[You neighbor the Damon] "*
"
Goblin i
If you publicly claim to be the Gablin C s
when nominated & are executed that day, e
yaur team wins. 43
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Check that all eyes are closed, Some Travellers & Fabled act.

Show the YOU ARE info token then the character token of a not-in-play Minion, Put the Alchemist to sleep,

Mark the Alchemist with the 1S THE ALCHEMIST token. & Swap the Alchemist token with this Minion token. i

Turn the Minion token upside-dewn, (This shows they are still good.).

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Derman:
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,

Walke the Demon. Paint to the player marked 15 THE MARIONETTE & show the Marionette character token,
Put the Demaon to sleep.

If the Engineer points to a Demon or Minions an their character sheet;
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed characier, show the YOU ARE info token, then their new character token. Put them e
Mark the Engineer with the NO ABILITY reminder token. @

show the Grimeire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow ta sleep.
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. @

Show the Townsfolk character token marked MAD.

Show the Outzider character token. Paint to both the OUTSIDER and WRONG players.

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

Point to the two players marked KNOW. @&

Point your finger horizontally in the direction of the closest evil player
If the two closest evil players are equidistant, peint your finger horizontally in either direction.

If the Mightwatchman points at 2 player:
Fut the Nightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint 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 one of their living neighbars. If their alignment changed:
Wake the Cult Leader, show themn the YOU ARE token, &either a thumiss 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.)

Show the Grimoire to the Spy for as long as they need.
The Chambermaid choases 2 living players, Give a finger signal.

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: ‘

Pixie Replace the MAD reminder with the HAS ABILITY remindar. @

If the Engineer peints ta 2 Demon or Minians on their character sheet;
Engineer Swap all appropriate character tokens with new character tokens.

Wake each evil player that changed characier, show the YOU ARE info token, then their new character token. Put them it
Mark the Enginesr with the NO ABILITY reminder token. @&

The Exorcist chooses a player. @ Fut the Exorcist to sleep. If the Exorcist chose the Deman:

Exorcist Wake the Deman. Shaw the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,

Sagﬂ If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token,

Farmer
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j If the Mightwatchman peints at a player:
G0 Put the MNightwatchman to sleep,
l‘ Nightwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU infix token & the Nightwatchman token,
Point to the MNightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token, @&

The Cult Leader becomes the alignment of one of their living neighbars. If their alignment changed:

- 1 I i L i .. .
Cult Leader Wake the Cult Leader, sl'zw-' 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.)

SP}' Show the Grimoire to the Spy for as long as they need.

Chambermaid The Chambermaid chooses 2 living players. Give a finger signal,

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