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

Town Crier
Each night*, you |earm
if 2 Minion nominated today.

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

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

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die.

Village Idiot

Each might, choose a player:

you learn their alignment.

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

Mathematician

Each night, you learm

how many players abilities worked abnormally
(since dawn) due to another characters ability.

Golem

You may only nominate once per game.

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

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

Cerenovus =

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

Summoner

You get 3 bluffs.

On the 3rd night, choose a player:

they becomse an evil Dermon of your choice, [No Demanl

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,
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King
Each night, if the dead equal or outnumber the livil
yau learn 1 alive character,

The Demaon knows you are the King.

Exorcist
Each night*, choose a player (different to last nighth: 33
the Demon, if chosen, leams who you are
then doesn't wake tonight.

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

Alchemist ¥ O : pE

You have a Minion ability. &
When using this, .
the Storyteller may prompt you to choose differently. S5
Sage i 23

If the Deman Kills you,
you learn that it is 1 of 2 players.

Tea Lady k-
If both your alive neighbors are good, £
they can't die.

Klutz .
When you leamn that you died, publicly chopse 354
1 alive player: if they are evil, your team |oses.

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (once),
your team loses.

Goblin

If you publicly claim to be the Gaoblin
when nominated & are executed that day,
your team wins.

Mastermind A
If the Demon dies by execution (ending the game), 3§
play for 1 more day. HaE
If a player is then executed, their team loses, =&

Yortox

Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5
Each day, if no-one is executed, evil wins.




Alchemist
Minion Info
Summoner
Demon Info
King
Cerenovus
Damsel
Investigator

Village Idiot

Gk
£l 1 Nightwatchman

A&‘ Mathematician

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

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Place the MIGHT 1 reminder. &
Shaw the Summoner 3 nat-in-play characters as bluffs,

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,
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VWake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

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

Wake each Minion. Show the Damsel token.

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

Walke any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village |diots have acted.

If the Mightwatchman peints at a player:
Put the MNightwatchman to sleep,
Wake the cheean 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 raminder token. @

Give a finger signal.

Wait a few seconds. Call for eyes open.
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Innkeeper

Gambler

Cerenovus

Summoner

Exorcist

Zombuul

Shabaloth

Vortox

Sweetheart

Sage

Damsel

Undertaker

Town Crier

Village Idiot

King
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Check that all eves are closed. Some Travellers & Fabled act.
The Innkeeper chooses 2 players. B86

The Gambler chooses a player & a character. 8

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

On night twe, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder & and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,
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If no one died today, the Zombuul chooses a player, @

A previously chosen playver might ba resurrected. @ The Shabaloth chooses 2 players. @@

The Vortox chooses a player. @

If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&
If the Demaon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

TBD

If a player was executed today, show their character token,

Either nod ar shake your head.,

Wake any Village Idiat, 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 number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show ane alive character token, Put the King to sleep.

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

Paint to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token, @

Give a finger signal.

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