You start knowing that 1 of 2 players

Washerwoman P o
is @ particular Townsfolk,

Shugenja

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

If equidistant, this info is arbitrary.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you l2am another
evil player tanight, [1 Townsfolk is evill

Balloonist

Each night, you learn a player

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

Snake Charmer
Each might, choose an alive player:
a chosen Demon swaps characters & alignments

with you & is then poisoned. =
Dreamer

Each night, choose a player (mot voursaif or Traveflers): i) *:";
you learn 1 good and 1 evil character, (& i

1 of which is correct.

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.

Godfather (;..;a
You start knowing which Outsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Cerenovus
Each night, choose a player & a pood character: s
they are 'mad” they are this character tomoraw, 4

ar might be executed.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

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

& " *Not the

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

Courtier
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days. ik

Slayer t
Once per game, during the day,
publicly choose a player:

if they are the Demon, they die,

Cannibal ™ 4
You have the ab|||l~,l of the recently killed executee. d
If they are evil, you are poisgned W
until a good player dies by execution. 8

Ravenkeeper .9
If you die at night, f 5
you are woken to choose a player. iy
you leamn their character, o ‘:';:.;.
Tea Lady
If both your alive neighbors are good, R
they can' die. < ha
Fool iy
The first time you die, . |
you dont, o 3
Moonchild
When you leamn that you died,
publicly chocse 1 alive player. A
Tonight, if it was a good player, they die. . I'-._I_ '-,'-.'
s+
Heretic <~ 4 8 -1':5-
Whoever wins, loses & whoever loses, wins, i} '{L}
even if you are dead. < a
Pit-Hag == : #1 :
Each night*, choose a player HETH
& a character they become (if not-in-play). 'fi':‘

If a Dermon is made, deaths tonight are arbitrary, 5 :

Fearmonger S
Each night, choose a player: SR
if you nominate & execute them, their team boses. i
All players know if you choose a new player, =

Lil' Monsta

Each might, Minions choose B
who babysits Lil Monsta & is the Demon. e
Each night*, a player might die. [+1 Minfon]

Legion

Each night*, a player might die.
Executions fail if only evil voted.
You register 25 a Minion too, [Most players are Leg
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

w

.. P If there are 7 or more players, wake all Minions:
m, Minion Info Show the THIS IS THE DEMON token. Point to the Demon.

If there are 7 or more players, wake the Demon:
) Demon Info Show the THESE ARE YOUR MINIONS token. Paint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Instead of the normal Minion Info and Deman Info steps, do the following:
& Bl anita Wake all Minions. Shaw the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions back fo slesp, Wake the chosen player. Point to the player, & show them the IS THE DEMON tolen,
Put the chosen player back to sleep, Place the IS THE DEMON token beside them, @

f Courtier | The Courtier might choose a character. 8@

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give 2 thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @
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@?‘ Snake Charmer

Godfather Show the character tokens of all in-play Cutsiders.

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
Fearmonger The Fearmonger picks a player:
Mark the chesen player with the FEAR reminder, 8 Declare that ‘The Fearmanger has chosen a player,”
Pukka | The Pukka chooses a player. @
[."_ i

Hﬂiﬂ Washerwoman Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players
Butler | The Butler chooses a player. @

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

Paint to a player (alive or dead).

Balloonist Place the SEEN token next to the shown player, @

Shugenja 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.

‘;-1 Wake any player with a Townsfolk character:
= 37" Bounty Hunter Show them the YOU ARE token, & a thumbs down, Put them back to slesp.
i W oy Turn their token upside-down. (This shows they are evil.)

Wake the Bounty Hunter, point to an evil player, Place the SEEN token beside the shown player, &

If the Mightwatchman points at a player;
Put the Mightwatchman to sleep.
Wake the chosen plaver, show them the THIS CHARACTER SELECTED YOU irfo token & the Nighbwaichman token,
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @

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

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

The Courtier might choose a character. S8

The Snake Charmer chooses a player, If they chose the Demon;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

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

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

The Fearmoenger picks a player. If they chose a player who wasn't already marked with the FEAR reminder;
Mark the chesan player with the FEAR reminder, @ Declare that ‘The Fearmanger has chosen a player.”

RN @—~Z XImIm—=0O

You ray decide a player that dies, (Onee per living Legion) @
The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy, @

The Mo Dashii chooses a player. &

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token,
Put the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

If an Qutsider died today, the Godfather chooses a player. @
If the Moonchild is due to kill a good player, they die. &
If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. @

If the player with the SEEN token died today of tonight, paint to an evil player,
Move the SEEM token to the shown player. @

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep,
Vake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchenan token.

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

The Butler chocses a player. ©

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