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Washerwoman Balloonist
You start knowing that 1 of 2 players Each night, you learn a player
is a particular Townsfolk. of a different character type than last nlghi
[+0 or +1 Outsider] ) h]
Clockmaker ‘ 1 |
You start knowing how many steps Fortune Teller i
from the Demon to its nearest Minion. Each night, choose 2 players: '
yau learn if either is a Deman, TRE
Librarian Thiere & a good player that registers 25 2 Demon to you, !
You start knowing that 1 of 2 players '
is a particular Qutsider. (Or that zero are in play.) 8177/ Cult Leader R -
X Each night, you become the alignment of an alive neighbo + 01
Bounty Hunter Ifilgmdﬂa}mcmmtﬂﬁnwrcm.wrmﬂﬂ i
You start knowing 1 evil player, v
If the player you know dies, you learn another . !
evil player tonight. [1 Townsfolk is evill Py Nightwatchman
Once per game, at night, choose a player:
Undertaker I they leamn you are the MNightwatchman.
Each night*, you learn which character
died by execution today. Slayer ¢ )
Once per game, during the day,
Innkeeper % publicly choose a player. s
Each night”, choose 2 players: if they are the Demon, they die. ;
they can't die tonight, but 1 is drunk untl dusk.
Sailor Hachk@np@r "
Each night, choose an alive player: IF A GRS AR b
aither you of they are dunk until dusk. Yo wnke.n o choose a playet: g '
You cant die. yiou |eamn their character. ]
(Goon Klutz !
Each night, the 15t player to choose you When you leamn that you died, publicly choose, 3
with their abality is drunk until dusk. 1 alive player: if they are evil, your team loses. - o
You become their alignment. i
Drunk ZLealot Al
You do not know you are the Drunk. If 5 or more players are alive, =i
You think you are a Townsfolk character, yiou must vate for every nomination. !
but you are not. =
B
G
Poisoner Pl Widow =
Each night, choose a player: / On your 1st night, look at the Grimoirs )
they are poisoned tonight and tomarrow day. { A & choose a player: they are poisoned. L
1 good player knows a Widow is in play. ; o
Assassin Scarlet Woman § % A Tﬁ 4
Once per game, at night*, choose a player: If there are 5 or more players alive %
they die, even if for some reason they could not, & the Demon dies, you become the Demaon. e
(Travellers don't count)
Yaggababble Fang Gu @ 3
Yoo e R ey sin L iy phar R Each night*, choose a player: they die, g ;“‘.
The 1st Qutsider this kills bacomes an evil Fang GuS
& you die instead. [+1 Outsider] <5
Lo
Zombuul ; Al-Hadilkhia
Each might*, if no-one q:eu loday, Exchnight*, WWM3MMMWM
choose a player: they die. s . each silently chooses to live or die,
The 1st time you die, you live but "EE'!-tE[ a5 jﬁﬂd 55 but if all live, all die.
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Check that all eyes are closed. Some Travellers & Fabled act.

Yaseababble Write a phrase down 50 that the Yaggababble can read it,
B8 Show the Yaggababble the phrase.

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

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

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,

Sailor The Sailor chooses a living player. @
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Poisoner The Foisoner chooses a player. @

Show 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 sleep.
Wake any pood player. Show them the Widaw token, Put them 1o sleep. Mark them with the KNOWS reminder. &

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

Give a finger signal.

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

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

? f‘r l Wake any player with a Townsfolk character:
¥75 » Bounty Hunter Show th?m the YOU ARE token, & a thumbs down. Pult them back to sleep.
2 A Turn their token upside-down. (This shows they are evil.)
E Walke the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. @

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.
Paint to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &
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Dawn | Wait a few seconds. Call for eyes open.




