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

Washerwoman
You start knowing that 1 of 2 players oz
is @ particular Townsfolk, ’l

Clockmaker

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

Libearian
You start knowing that 1 of 2 players
i5 a particular Qutsider. (Or that zero are in play.)

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

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

Village Idiot

Each might, choose a player:
you learn their alignment,
[+0 to +2 Village Idiots. 1 of the extras is drunk] F

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

You start knowing which Outsiders are in play.

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

Pit-Hag % oo

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

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

Imp

Each night*, choose a player: they die,
If you kil yourself this way,

a Minion becomes the Imp.

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

Nightwatchman
Once per game, at night, choose a player: = -
they leam you are the Mightwatchman,

Slayer

Once per game, during the day,
publichy choose a player;

if they are the Demon, they die,

Ravenkeeper i

If you die at night, -
you are woken to choose a player: T2
you learn their character.

Fool i e
The first time you dig,
you don't.

Pacifist 5
Executed good players .
might nat die.

Drunk
You do not know you are the Drunk.
You think you are a Townsfolk character,

but you are not. . "I £
0y
Golem -5
You may only nominate once per game. : t&
When you do, if the nomings is not the Demon, 5 488
they die. a
Mastermind _ #1 ;
If the Demon dies by execution (ending the game), #5458
play for 1 more day. ".':':‘
If & player is then executed, their team loses. -—__~. _'~
59
Orpan Grinder i
All players keep their eyes closed when voling s o
and the vate tally is secret, i

Each night, choose if you are drunk until dusk, =83

Shabaloth

Each might*, choose 2 players: they die, B
A dead player you chose last night might be 5
regurgitated, 3

Fang Gu

Each night*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider] L




Godfather

@ Organ Grinder

Hﬂﬂ Washerwoman

@ Librarian
@% Investigator
!* 4 Butler

@ Clockmaker
@K Village Idiot

TR
I Nightwatchman

Dawn

i, o e

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

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

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

Show the character tokens of all in-play Cutsiders.

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remave their DRUNK reminder.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

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

The Butler chooses a player. €

Give a finger signal.

Wake any Village |diat, 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 Mightwatchman peints at a player:
Put the Mightwatchman to sleep,

Wake the chogen player, show them the THIS CHARACTER SELECTED YOU infio token & the Mighbwatcheman token.

Point to the MNightwatchman 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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Dusk

Innkeeper

@ Organ Grinder

;ﬁl’ Pit-Hag

@ Exorcist

W Imp

@ Shabaloth

@ Fang Gu

"*J No Dashii
3

. }{,,v Godfather

@ Ravenkeeper

/ Undertaker

@%&\ Village Idiot

:T Nightwatchman

? Butler

Dawn

[, e
g

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

The Innkeeper chocses 2 players. @O

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. @&
If they shake their head, remave their DRUNK reminder.

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

The Exorcist chooses a player. @ Fut the Exorcist to sleep. If the Exorcist chose the Demon:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exoreist,

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

& previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 8@

The Fang Gu chooses a player. @ If they chose an Qutsider (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 Mo Dashii chooses a player. @

If an Quisider died today, the Godfather chooses a player. @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that players character token,

If a player was enecuted today, show their character token.

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 Idiats have acted.

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