Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Grandmother
You start knowing a good player & their character.
If the Demon kills them, you die too.

Undertaker
Each might*, you learn which character
died by execution today.

Empath
Each night, you leam how many
of your 2 alive neighbours are avil,

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

.";Hill.ﬂ"

Each might, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Balloonist

Each night, you leam a player

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

Lunatic

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

& who you choose at night.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Godfather L

You start knowing which Outsiders are in play.

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

Pit-Hag ™. #

Each nmight*, choose a player

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

If a Demon is made, deaths tonight are arbitrary

Zombuul

Each night*, if no-one died today,

choose a player; they die,

The 1zt time you die, you live but register as dead,

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

b

Village 1diot
Each night, choose a player.
you learn their alignment.
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Fortune Teller _- !

Each night, choose 2 players: B

you learn if either is a Demon. N
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Exorcist 1o
Each night*, choose a player (different to last nighth
the Demon, if chosen, learns who you are Sl
then doesn't wake tonight. A

Nightwatchman

Once per game, at night, choose a player: -
they leam you are the Nightwalchman. B

Jugezler A
On your 1st day, -2
publicly guess up 1o 5 players' characters,

That night, you learn how many you got comect,

.. g J.
Ravenkeeper b
If you die at night, .
you are woken to choose a player: g
you learn their character. ‘:
Politician i .
If you were the player most responsible for your eam lsing,
you change alignment & win, 3 fu
even if dead. i
Hl.'l'l.‘t.il..' ] .h"l * ‘.
Whoever wins, loses & whoever loses, wins,
even If you are dead. .
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Widow |
On your 1st night, look at the Grimoire )
& choose a player: they are poisoned. e
1 good player knows a Widow is in play. H e
L4,
Evil Twin 15 4
You & an opposing player know each ather, I.'
If the good player is executed, evil wins. 4

Good can't win if you both live,

Fang Gu

Each might*, choose a player: they die. 1
The 1st Qutsider this kills becomes an evil Fang GUsS
& you die instead. [+1 Quisider] s i

Legion

Each night*, a player might die.
Executions fail if only evil voted, Es
You register as a Minion too, [Most players are Legio -F'
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Check that all eyes are closed. Some Travellers & Fabled act.

FE G Z e T i

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

If there are 7 or mare players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MOT 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 IS info token and the Lunatic token, then paint to the Lunatic.

Lunatic

If there are 7 ar more players, wake the Deman:
Show the THESE ARE YOUR MIMIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

Sailor The Sailor chooses a living player. &

Shaw the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to slesp.
Wake any good player. Show them the Widow token, Put them to sleep. Mark them with the KNOWS reminder, @

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

. . Wake both twins, Allow eye contact,
Evil Twin Show the good twin's character token to the Evil Twin &vice versa,

Give a finger signal.

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

Grandmother | Point to the grandchild player & show their character token,

Clockmaker | Give a finger signal.

. Point to a player (alive or dead).
Balloonist Place the SEEN token next to the shown player. &

Vill Idiot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
48€ 2C10L L byt that Village Idict to sleep. Repeat until all Village Idiots have acted,

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman 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.
Sailor | The Sailor chooses a living player. @

Innkeeper | The Innkeeper chooses 2 players. 90O

Pit-l'lag The Pit-Hag chooses a player & a character. If they chase 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 done to simulate the Demon acting.

Lunatic | Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target{s).

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

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

LEEiUTl You may decide a player that dies. (Once per living Legion) &

@ —~Z XmIO—=0

Zombuul | f no one died today, the Zombuul chooses a player, &

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

The Vigarmortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfolk. @&
If an Outsider died foday, the Godfather chooses a player. @

Grandmother | If the grandehild was killed by the Demon, the Grandmather dies too, @
1"1 ¥
2
4 Y . Ravenkeeper If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

L

1%1(\’7 Empath | give a finger signal.

g .
7 @ Fortune Teller | The Fortune Teller chooses 2 players. Nod if either is the Demon (or the RED HERRING).
4
Undertaker | If a player was executed today, show their character token,

]ugg[er Give a finger signal.

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

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

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

If the Mightwatchman points at a player:
Put the MNightwatchman to sleep,
Nightwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU infio token & the Nightwatcheman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, &

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




