Steward
You start knowing
1 good player.

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

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.

Preacher

Each night, choose a player:

a Minion, if chosen, leams this.
All chosen Minions have no ability.

Village Idiot

Each night, choose a player;

yau learn their alignment.

[+0 to +2 Village Idiots. 1 of the exiras is drunk]

Recluse
You might register as evil & as a Minion or Deman,
even if dead.

Golem

You may only nominate once per game.

When you do, if the nomines is not the Demaon,
they die.

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

Evil Twin

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

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

Po

Each night*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight,

& _, " #Not the
| first night

Snake Charmer
Each night, choose an alive player:

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

Gossip
Each day, you may make a public statement.
Taonight, if it was true, a player dies.

Alsaahir

Once per day, if you publicly guess
which players arz Minion(s) and which are Denmts.‘r
good wins.

Nightwatchman
Once per game, at night, choose a player:
they leam you are the Nightwatchman,

Ravenkeeper T3
If you die at night,

you are woken 1o choose a player;
yiou learn their character.

Tea Lady
If both your alive neighbors are good, 4
they can't die. =

Fool P
The first time you die, i
you dont. E

Klutz .
When you leamn that you died, publicly choose & %
1 alive player: if they are evil, your team |oses.

Politician

ffyou meeﬁmda,&ntﬁmnbhhgmr’ﬁnﬁgl 1%

yiou change alignment & win,

even if dead. 1 a
Xaan 3 #1 !
On night X, HETH
all Townsfolk are poisoned until dusk. FLN
[X Qutsiders] s
¥
Widow - .
On your 1st night, look at the Grimoire S
& choose a player: they are poisoned, i
1 good player knows a Widow is in play. 5

Fang Gu

Each night*, choose a player: they die. B
The 1st Qutsider this kills becomes an evil Fang Gu 3
& you die instead. [4+1 Outsider]

Legion &

Each night*, a player might die.

Executions fail if only evil voted.

ou regster as.a Minion too. [Mest players are Legion].
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Check that all eyes are closed, Some Travellers & Fabled act.

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

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

Add the MIGHT reminder token that matehes the current night. @
On the night that equals the number of Oulsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the following dusk.

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

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. &

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

Give a finger signal,

Point to the player marked KNOW. @

Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo token & the Mightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO 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.

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder foken next to that Minion. Wake the chosen Minion,
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleap.

Add the NIGHT 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 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 to sleep. Wake the old Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

The Monk chooses a player. &

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

The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or €@ *

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 Mo Dashii chooses a player. @

The Assassin might chocse a player, 98

If the Gossip is due to kill a player, they die. @

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

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

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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

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