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

Clockmaker

You start knowing how many steps
from the Demon to its nearest Minion.

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

Bounty Hunter

You start knowing 1 evil player.

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

Undertaker
Each night*, you learn which character
died by execution today.

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Sailor

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

Butler
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

Goon

Each night, the 1st player to choose you
with their ability is drunk until dusk.
You become their alignment.

Godfather

You start knowing which Outsiders are in play.

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

Mastermind

If the Demon dies by execution (ending the game),
play for 1 mare day.

If a player is then executed, their tzam loses.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Imp

Each night*, choose a player: they die,
If you kil yourself this way,

a Minion becomes the Imp.

Snake Charmer
Each night, choose an alive player:

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

Dreamer
Each night, choose a player (not yoursalf or Travellers): 5
you lear 1 good and 1 evil character, L
1 of which is correct. %

Nightwatchman
Once per game, at night, chocse a player:
they leamn you are the Nightwatchman,

Slayer Aol
Once per game, during the day, g |
publicly choose a player: 4

if they are the Deman, they die. E

Ravenkeeper e
If you die at night,

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

Tea Lady £
If both your alive neighbors are good, !
they can't die. ;

Drunk

You do not know you are the Drunk. i

You think you are a Townsfolk character, ’if-'--‘

but you are not. r{ 43
et +

Kluiz --; -1':5-

When you learn that you died, publicly choose 1 '*Jnjf

1 alive player: if they are evil, your team loses. a
Boffin <= § ot
The Demon {even if drunk or poisoned) ~ Ha38
has a not-in-play good characters ability. 'fi':‘
You both know which. s |
R
Xaan
On night X, e
all Townsfolk are poisoned until dusk, i
[X Outsiders] ;-11-_
Po
Each night*, you may choose a player. they die.
If your last choice was no-one, g
choose 3 players tonight, K
Fang Gu .

Each night*, choose a player: they die.
The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+] Qutsider]



Boftin

Sailor

Xaan

Godfather
. R'Hi‘h Washerwoman

Librarian

2
1. ! Butler
¢

@ Clockmaker

=

Dreamer

f‘ {#/r Bounty Hunter
:“1; Nightwatchman

Dawn

[, e
g

Check that all eyes are closed, Some Travellers & Fabled act.

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin foken, then the good character token,
Place this second character token by the Daman character token.

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

If there are 7 or 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,

The Sailor chooses a living player. @

Add the MIGHT 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 fallowing dusk.

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 cld Snake Charmer to sleep. Wake the old Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Show the character tokens of all in-play Qutsiders.

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

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

The Butler chooses a player, @&

Give a finger signal.

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

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman iolen.
Paint to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @&

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

e’
5
%f; Sailor | The Sailor chooses a living player. @
i Add the MIGHT reminder token that matches the current night. @
i % Xaan On the night that equals the number of Outsiders in play when the game began:

Add the X reminder to the Grimoire. @ Remove it the following dusk.

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

The Snake Charmer chooses a player, If they chose the Demon:
é R Charmer Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Monlk | The Monk chooses a player. @
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Show the YOU ARE token, then show the Imp token.
w Po | The Po may choose a player OR chooses 3 players fi they chose no-one last night, @ or @@ *

i
; The Fang Gu cheoses a player, @ If they chase an Outsider (ance only);

Famg Gu 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, @

% No Dashii | The Mo Dashii chooses a player. @

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

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

2

y/\ Undertaker | If a player was exscuted today, show their character token,

The Imp chooses a player. @ If the Imp chose themselves:
Imp Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

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

.: 3 Bounty Hunte If the player with the SEEN token died today or tonight, point to an evil player,
o W o i s Move the SEEN token to the shown player. @

"
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3 : If the Mightwatchman points at a player:
E‘_ Put the Mightwatchman to sleep,

" 1 Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwalchman oken.
: Point to the Mightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

Butler | The Butler chooses a player. @

Dawn Wait a few seconds, Call for eyes open & immediately say wha disd,

X 1, drege iy Rk X
i e ol - LB e 0 AR . P ) L P Vi N AN Thl ¥ T i



