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You start knowing how many pairs
of evil players there are.

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 Qutsider, (Or that zero are in play.)

Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.
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Each might, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Drunk

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

Golem

You may only nominate once per game.

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

Spy

Each night, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Pit-Hag #

Each nmight*, choose a player

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

If a Demon is made, deaths tonight are arbitrary

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info,

Each day, if no-one is executed, evil wins.

Fang Gu
Each night*, choose a player: they die.
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Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,
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Engineer "y ‘
Once per game, at night, o
choose which Minions or which Demon is in plar T

Nightwatchman
Once per game, at night, choose a player:
they learn you are the Nightwatchman, L
e
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Cannibal '

You have the ahility of the recently killed executee. _1
If they are evil, you are poisoned

until a good player dies by execution. e,
Ravenkeeper N
If you die at night, 8

you are woken to choose a player:
you learn their character,

Mavor -
Ifonly 3 players live & no execution occurs, K.
your feam wins.

If wou die at night, another player might die II'ISIEEI]J"
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Saint i
If you die by execution, 3
your team loses. =N
Politician

If you were fhe player mmbﬁﬁymrmkﬂ%
you change alignment & win,

even if dead. B
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Widow a T
On your 1st night, look at the Grimoirs )
& choose a player: they are poisoned. L
1 good player knows a Widow is in play. ; o
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Mastermind e,

If the Demon dies by execution (ending the game}‘
play for 1 more day.
If & player is then executed, their leam loses,

Legion {F k3
Each night*, a player might die. - o
Executions fail if only evil voted, B

You register s a Minion too, [Most players ane lulml ﬁ

Riot 2 L £ J
On day 3, Minions become Riot !'
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& you die instead. [+l Gutsldu];,, 5 : %

The 1st Outsider this kills becomes an evil Fang Gu
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This must happen.
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Check that all eyes are closed. Some Travellers & Fabled act.

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 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. @

If the Engineer points to a Deman or Minians on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each el player that changed characker, show the YOU ARE info foken, then their new characier foken. Put them fc
Mark the Engineer with the NO ABILITY reminder token. @

FE G Z e T i

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 good player. Show them the Widow token, Put them fo sleep, Mark them with the KNOWS reminder, &

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon takens.
Put the odd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

Washerwoman | Show the Townsfolk character token. Peint to both the TOWNSFOLK and WRONG players.

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

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

Give a finger signal.

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

If the Mightwatchman points at a player:

: Put the Mightwatchman to sleep.

Nightwatchman Wake the chasen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchman token.
Point to the MNightwatchman player. Put the chosen player back to sleep.

Mark the Mightwatchman with the NO ABILITY reminder token, &

Shaw the Grimoire to the Spy far as long as they need.

Wait a few seconds, Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

. The Cannibal has the ability of the maost recently executed player,
Cannibal They immediately learn amy ‘you start knowing information.

The Sailor chooses a living player. &

If the Engineer points to a Deman or Minians an their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed characier, show the YOU ARE info token, then their new charadler token. Put them &t
Mark the Enginesr with the NO ABILITY reminder token. @

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Derman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the odd Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @
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The Mank choases a player. @

The Pit-Hag chooses a player & a character, If they chase a character that is nat in play:
Fut the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

You may decide a player that dies, (Once per living Legion) @

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 Vartox chooses a player. 8

Ravenkeeper | if the Ravenkesper died tanight, the Ravenkeeper chooses a player. Show that player's character token.

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

If the Mightwatchman points at a player:

: Put the Mightwatchman to sleep.

Nightwatchman Wake the chasen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchman token.
Point to the MNightwatchman player. Put the chosen player back to sleep.

Mark the Mightwatchman with the NO ABILITY reminder token, &

Shaw the Grimoire to the Spy far as long as they need.

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




