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

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk.

Oracle
Each might*®, you learn
how many dead players are evil,

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

Acrobat

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

ft}rlun{'. Teller

Each night, choose 2 players:

wou learn if either 15 a Demon.

Thiese & a good player that registens 25 @ Demon to you,

Cult Leader
Each night, you become the alignment of an aive neghbor,
If all good players choos: 10 join your cull, your Eam wins,

Butler
Each night, choose a player (not yourself):
tomorrow, you may only vote if they are voling too.

Lunatic

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

& who you choose at night.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Pit-Hag ¥

Each might*, choose a player

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

If a Demon is made, deaths tonight are arbitrary

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]

Vigormortis

Each night*, choose a player: they die.

Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Quisiderl:t : )
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*Not the
first night

1
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Gossip
Each day, you may make a public stmimn’t. i
Tomight, if it was true, a player dies. . .

B oh
Nightwatchman Eat
Once per game, at night, choose a player:. 8 .
they leam you are the Nightwatchman. e o

PR
Slayer T
Once per game, during the day, 8,
publicly choose a player: e
if they are the Demon, they die. Ly ;
L=

Cannibal r
You have the ahility of the recently killed executee. _1
If they are evil, you are poisoned

until 2 good player dies by execution.

Banshee e k!
If the Demaon kills you, all players learn this. [
From now on, you may nominate twice per day '
and vote twice per nomination,

AL
Virgin -
The 1st time you are nominated, i
if the nominator is a Townskolk, ¥ -
they are executed immediately. 4
Moonchild s
s

When you leamn that you died,
publicly choose 1 alive player. i
Tonight, if it was a good player, they die. Y

Mutant
If you are “mad" about being an Outsider,
you might be executed.

Assassin . i
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. =5

.ﬂ ,J.
Mastermind I-B ‘

If the Demon dies by execution (ending the gan‘né’ﬂr

play for 1 more day. i }

If a player is then executed, their team loses.
Fang Gu ¥
Each might*, choose a player: they die. 1k :"“.
The 15t Quisicler this kills becomes an evil Fang Gui

& you die instead. [+1 Quisider] s i

Al-Hadikhia B

Each night*, wmmi?mtmﬂa,eamnm B
each silently chooses to live or die,
but if all live, all die.
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1 The Kazali pu{nl:sataplayaranda nion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.
Put the Kazali to sleep,

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

Pyt s If there are 7 or more players, wake all Minions:
Minion Info Show the THIS 1S THE DEMON token. Point to the Demon.

The Kazali paints at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Shioww them the You Are info token then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep,

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point to any players,
Shiow 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 token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

FE G Z e T i

If there are 7 or more players, wake the Demon:
Demon Info 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 Paiscner chooses a player. @

ni* Washerwoman | Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

B
e
' Investigator |  Show the Minion character token, Faint to both the MINION and WRONG players.

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Cult Leader Wake the Cult Leader, show them the YOU ARE token, &esither a thumbs dewn (if eil) or thurmbs up (if goad).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the cheean player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchean tokan,
Point ta the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

The Butler chooses a player. €

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 Innkeeper chooses 2 players. BBG

The Paisoner chooses a player. @

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.

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

The Kazali chooses a player. @

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. &

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. GG

The Al-Hadikhia points at three players:
Mark thesa players with the 1, 2, & 3 reminders, in the chosen order, Put the Al-Hadikhia to sleap.
V¥ake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.
fek Do you choose to live? They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3,
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all thres are alive (none have a shroud), add a shroud to all three,

The Assassin might choose a player, ©@

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

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

If the deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &sither 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.)

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

Give a finger signal.

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info 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. @&

The Butler chooses a player, ©&

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