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

Noble
You start knowing 3 players,
1 and only 1 of which is evil.

Investigator

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

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

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

Balloonist

Each night, you learm a player

of a different character type than last night.
[+0 or +1 Outsider]

Snake Charmer

Each night, choose an alive player:

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

Butler
Each might, choose a player (ot yourself):
tomonaw, you may only wate if they ane voling too.

Golem

You may only nominate once per game.

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

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Wizard

Once per game, choose to make a wish.
If granted, it might have a price &

leave a clue as to its nature.

Marionette 7

You think you are a good character but you are not.

The Demon knows wiho you ane,
[You neighbor the Deman]

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Outsider]

Dreamer -
Each night, choose a player (nat yolrsaif or Trave
you learn 1 good and 1 evil character,

1 of which is cormect.

Alsaahir

Once per day, if you publicly guess :
which players are Minion(s) and which are Demonis),
good wins.

Philosopher

Once per game, at night,

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

Ravenkeeper R

If you die at night,

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

Tea Lady e
If both your alive neighbaors are good,
they can't die.

Fl.'!l.}l
The first time you die,
you don't,

Saint 3 '}'
If you die by execution, ] 1
your team loses,

Politician "1
If oo were the: plaver rcst responsibie for your teem esing,
you change alignment & win, e -

even if dead, g

i
il

Evil Twin

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

Xaan

On night X, i
all Townsfolk are poisoned until dusk. aF
[X Qutsiders] 43

Riot '§ 2

On day 3, Minions become Riot

& normirness die but nomingie an anve player immediaily.
This must happen.
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Check that all eyes are closed, Some Travellers & Fabled act.

The Philosopher might choose a character. If necessary, swap their character token. @

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 ar 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.

Wake the Deman. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token,

Put the Demon to sleep.

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire. @& Remove it the following dusk.

Run the Wizard's ability, if applicable.

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

Wake both twins. Allow eye contact.
Show the good twin's character token to the Evil Twin &vice versa.

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

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

Give a finger signal.

The Butler chooses a player, @

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

Point to al three players marked KNOW.

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

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

The Philosopher might choose a character. If necessary, swap their character foken, @

Acdd the MIGHT reminder token that matches the current night. &
On the night that equals the number of Ouisiders in play when the game began:
Ald the X reminder to the Grimaire. @ Remaove it the follewing dusk.

The Innkeeper chooses 2 players. 5]

Fun the Wizards ability, if applicable.

The Snake Charmer chocses a player. If they chose the Demon:

Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.

Put the old Snake Charmer to sleep. Wake the old Deman

Show the YOU ARE and Snake Charmer takens & give a thumbs up. @
The Mo Dashii chooses a player. &
The Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. @&
The Assassin might chocse a player. ©8

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

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token
Place the SEEN token next to the shown player. @

The Butler chooses a player, @

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