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

Steward
You start knowing
1 good player.

< Gambler b -
Investigator Q@ !-Za:h night*, choose a lﬂa'y'Ef. & guess their charactes:
You start knowing that 1 of 2 players if you guess wrong, you die.

15 & particular Minion.

'l.. .r'.‘
L] l a1
Dreamer i
Each night, choose a player (not yourself or Travel .r_ '.
you leam 1 good and 1 evil character, I-

1 of which is comect

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

{ ¥
Py Nightwatchman & l
. / Once per game, at night, choose a player: i
Shugenja they leamn you are the Nightwatchman, EE
You start knowing if your closest evil player _':L
is clockwise or anti-clockwise. (== e S
If equidistant, this info is arbitrary. Courtier ; S
Y Once per game, at night, chocse a character: il
they are drunk for 3 nights & 3 days. e
Bounty Hunter & -
You start knowing 1 evil player, 3 Professor e | f
If the player you know dies, you leam another @ Once per game, at night*, choose a dead player:
evil player tanight. [1 Townsfolk is evill if they are a Townsfolk, they are resurrected. S
L
Undertaker Hm‘eqkeeper .
Each night*, you learn which character s e ¥ -
died by execution today. okl wﬂk&." ko choose 3 player: ¥
yaul learn their characker. .
Goon @ Sweetheart s
Each night, the 15t player to choose you Q! When you die, 3
with their abality is drunk until dusk. ( *- 1 player is drunk from now on. il
You become their alignment. e
(};_ﬂ{.-]“ & Saint r
You may only nominate once per game. w If you die by execution, wig
When you do, if the nomines is not the Deman, your team loses, g
they die. =
". L
Harpy Goblin "
Each might, choose 2 players: If you publicly claim to be the Gaoblin )
tomorraw, the 1st player is mad that the 2nd is evil, when nominated & are executed that day, B
or one or both might die. your team wins. i : Yhg
,

$
You think you are a good character but wou are not. If the Demon dies by execution (ending the game‘.li'
The Deman knows who you are, play for 1 more day. iy
[You neighbor the Demon] If & player is then executed, their team loses,

Marionette ! Mastermind

Shabaloth \'l Y Legion
Each night*, choose 2 playvers: they die, i, Each might*, a player might die, .;"‘1.
A dead player you chose last night might be . Executions fail if anly evil voted, f
regurgitated. Yiou register as a Minion too. [Mast players are Legle |"'i
Vigormortis . Lleech ¥ L
Each night*, choose a player: they die. " Each night*, choose a player: they die. !E' %
Minions you kill keep their ability & poisop 1 » 2 | You start by choosing a player: they are pmsunad
Townsfolk neighbor. [-1 nmm;g-,h:lr_-_é‘ 3 You die if & only if they are dead.
... . .5- i
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o ' ' : first night [EEEe
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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.

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Marionette Put the Demon to sleep.

Courtier | The Courtier might choose 2 character. 8@

FE G Z e T i

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Shaw the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second targst,

Lleech The Lieech picks a player. Mark them with the POISONED token. @
Steward Point to the player marked KNOW. &
Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Investigamr Show the Minien character token. Paint ta both the MINION and WRONG players.

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

Shugenja
gen) If the two closest evil players are equidistant, point 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.

Wake amy player with a Townsfolk character:
ey -H Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
L unter
_ 7 Bo 8 Turn their taken upside-down. (This shows they are evil.)
- Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. @

: i If the Mightwatchman points at a player:

1y el M A Put the Mightwatchman to sleep.

: ;q Nightwatchman | Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the Nightwatchman token
‘ Point to the Nightwatchman player. Put the chosen player back to sleep.

Mark the Nightwatchman with the NG ABILITY reminder token. &

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.
Courtier | The Courtier might choose a character. 8@

The Gambler chooses a player & a character. @

Harpf}‘ The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Shaw the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second target,

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

\-’igﬂrmortis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

@ —~Z XmIO—=0

Lc‘gion You may decide a player that dies. (Once per living Legion) &

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

If the Swestheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

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

Give a finger signal.

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

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

- -‘?’ﬁ- Bounty Hunter

£ il
.
l4 T

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

If the Mightwatchrman points at a player;
Put the Mightwatchman to sleep.
Wake the chosen plaver, show them the THIS CHARACTER SELECTED YOU irifo token & the Mightwatchrman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder taken, @

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




