Knight
You start knowing 2 players
that are not the Demaon.

Investigator
You start knowing that 1 of 2 players

is & particular Minion. %

Grandmother
You start knowing a good player & their character.
If the Dermon kills them, you die too.

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

Shugenja

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

If equidistant, this info is arbitrany.

Huunt}' Hunlr.'.r

You start knowing 1 evil player.

If the player you know dies, you leam another
evil player tonight. [1 Townsfolk is evill

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die,

Tinker
You might die
at any time.

Recluse

You might register 25 evil & as a Minion or Demon,
even if dead.

Godfather

You start knowing which Outsiders are in play.

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

Poizoner
Each night, choose a player:
they are poisonad tonight and tomorow day.

No Dashii

Each night*, choose a player: they die. \

Your 2 Townsfolk neighbours are poisoned.

Lil' Monsta

Each night, Minions choose !
who babysits Lil' Monsta & ‘is the Demon’. ﬁ

Each night*, a player might die, [+1 Minion]
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| first night

Sailor
Each night, choose an alive player:
either you or they are drunk until dusk,
You can't die.

Dreamer

Each night, choose a player (not yourself or Travellers):= 2588

you lear 1 good and 1 evil character, R -

1 of which is correct. ‘ - *
B

Cannibal i

You have the ability of the recently killed executee. SN
If they are evil, you are poisoned
until a good player dies by execution.

Minstrel F
When a Minion dies by execution, all other players = 4
{except Travellers) are drunk until dusk tomomow. 88

Ravenkeeper e
If you die at night,

you are woken to choose a player:
you leam their character.

Pacifist ¥,
Executed good players b
might not die. g

§
Sweetheart
When you die, SR
1 player is drunk from now on. ’Lf.'-.‘

|
Politician ; "’: 13

Hmw&ﬁﬁanﬂm@h@r’mﬂﬂt | s
yiou change alignment & win, {F‘

gven if cead. <
Iy
Goblin CEE
If you publicly claim to be the Gablin HETH
when nominated & are executed that day, ".':':‘
your team wins. s
1
Xaan
On night X, e
all Townsfolk are poisoned until dusk, i
X Outsiders] A
Vigormortis
Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 g

Townsfalk neighbor. [-1 Outsider]

Lleech
Each night*, choose a player: they die.

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.
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Check that all eyes are closed, Some Travellers & Fabled act.

The Cannibal has the ability of the mast recently executed player.
They immediately learn any ‘you start knowing' information,

The Sailor chooses a living player. @

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, @ Remave it the fallowing dusk,

The Paisoner chooses a player. @

The Gambler chooses a player & a character. @

The Mo Dashii choozes a player. @

The Vigormortis chooses a player, @ IF that player is a Minion, poison a neighbaring Townsfalk, ©@

The Lleech chooses a player. Mark them with the DEAD token. &

The minions pick a player. Put them back to sleep, and then:

Wake the chosen player. Point to the player, & show them the IS THE DEMON token.

Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. &

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

If the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, do 5o now, @

The Tinker might die. @

If the grandchild was killed by the Demon, the Grandmother dies too. @

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

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

If the player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN token to the shown player. @

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