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

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

Librarian
You start knowing that 1 of 2 players
is a particular Outsider. (Or that zero are in play.)

Shugenja

You start knowing if your closest evil player
i5 clockwise or anti-clockwise,

If equidistant, this info is arbitrary.

Undertaker
Each right*, you l&arm which character
died by execution today.

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die,
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Plague Doctor = &F <z}
If you die,
the Storyteller gains a Minion ability.

Saint
If you die by execution,
your team loses.
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Spy T

Each might, you see the Grimoire,

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Evil Twin

You & an opposing player know each ather,
If the good player is executed, vil wins.
Good can't win if you both live.

Pukka
Each night, choose a player; they are poisoned,
The previously poisoned player dies then becomes
healthy.
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Dreamer i
Each night, choose a player (not yourself or Travellers
you learn 1 good and 1 evil character, 1
1 of which is comect.

Alsaahir

Once per day, if you publicly guess

which players are Minion(s) and which are De
Boad wins.

Professor
Once per game, at night*, choose a dead playeri S

if they are a Townsfolk, they are resurrected. S48

Seamstress

Once per game, at night,
choose 2 players {not yourself):
you learn if they are the same alignment. .

Philosopher

Once per game, at night,

choose a good character: gain that ability.
If this character is in play, they are drunk,

Poppy Grower i
Minions & Demons do not know each other,
If you die, they |eam who each ather are that night.3
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Politician o
I you were the player most responsible for your tearm losing,
you change alignment & win, ' T
even if dead. E -
Puzzlemaster w‘

1 player is drunk, even if you die.
If you guess (once) who it &, laammeDemmFlm :

but guess wrong & get false info. ' .
Ry -
3
Goblin . T
If you publicly claim to be the Goblin e e
when nominated & are executed that day, S8
your team wins. M
'
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Organ Grinder
All players keep their eyes closed when voling
and the vote tally is secret,
Each night, choose if you are drunk until dusk."SSss
&
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Check that all eyes are closed. Some Travellers & Fabled act.

Philosopher | The Philosapher might chocse a character, If necessary, swap their character token, @

Wake the Deman. {

Poppv Grower -
PPy T te THESE CHARACTERS ARE NOT N LAY tier, Shew 3 rsingky e et thers, Lt e Dirvon b ki [ et b be i D |

If there are 7 or more players, wake all Minions:
Shew the THIS 1S 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.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,
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Wake both twins. Allow eye contact.
Shaw the good twin's character taken ta the Evil Twin &vice versa,

Show the Grimoire to the Spy for as long as they need.

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, remove their DRUNK reminder.

Pukka | The Pukka chooses a player. @

g

%‘h A i Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Librarian | Show the Outsider character token. Paint to both the QUTSIDER and WRONG players.

Investigamr Shaw the Minion character token, Paint to bath the MIMION and WRONG players,

Point your finger harizontally in the direction of the closest evil player.

Shugenja
gen) If the two closest evil players are equidistant, peint your finger horizontally in either direction.

Empath | Give a finger signal.

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

Seamstress The Seamstress might choose 2 players. Nod or shake your head, @

Wait a few seconds. Call for eyes open.




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

Philosopher | The Philosapher might chocse a character, If necessary, swap their character token, @

3 If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
FUPP}' Grower Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Mimions. Putﬁ'e[)mmtoﬂaq

Gambler | The Gambler chooses a player & a character. @

Spy Show the Grimeire to the Spy for as long as they need.

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.
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The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. €

Professor | The Professor might choose a dead player. ©@

Plague Doctor If the F'Iagufe Doctar died, place a Minion character token in the center of the Grimoire. :
& Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night sheet

Empath | Give a finger signal.

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

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

Seamstress The Seamstress might choose 2 players, Ned or shake your head, @

Wait a few seconds, Call far eyes open & immediately say wha died,




