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

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.

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

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you [2am another
evil player tonight. [1 Townsfolk is evil]

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
yau gain their ability when they die.

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

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses.
All players know if you choose a new player,

Psvchopath

Each day, before nominations,

wou may publichy chooss a player: they die,

If executed, you only die if you lose rashambo

Imp

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

a Minion becomes the Imp.

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

choose 3 players tonight. o Adaah
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Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

High Priestess i
Each night, learn which player e
the Staryteller believes you should talk to mm

In II_J !
Innkeeper e :'u
Each night*, choose 2 players: -"
they can't die tonight, but 1 is drunk until dule.'
Gambler "“ i3
Each night*, choose a player & guess mrcharam;,
if you guess wrong, you die, 5

Philosopher
Once per game, at night, wl
choase a good character: gain that ability.
If this character is in play, they are drunk, s &

Farmer
If you die at night, ]
an alive good player becomes a Farmer. Ar

Sage y
If the Deman kills you, .
yau learn that it is 1 of 2 players,

Moonchild

When you leamn that you died,
publicly choose 1 alive player. :
Tonight, if it was a good player, they die. e

Snitch "
Each Minion
gets 3 bluffs.

Assassin . i
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. =5
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Boomdandy ‘

If you are executed, all but 3 players die. -1 r
After a 10 to 1 countdawn, § 5
thee player with the most players painting at them, dies

Vortox
Each might*, choose a player: they die. 1i :"“.
Townsfolk abilities yield false info. A
Each day, if no-one is executed, evil wins., ' i

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Outsider] .
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Check that all eyes are closed. Some Travellers & Fabled act.

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

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Deman.

Repeat the following process for each Minion:

Snitch Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 or more plavers, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon,
Shiow the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then point to the Lunatic.

Lunatic
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If there are 7 or more players, wake the Deman:
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 fokens.

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder. & Declare that “The Fearmonger has chosen a player.”

Show the Townsfolk character token marked MAD.

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

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

Give a finger signal.

The Butler chocses a player, @

Grandmother Point to the grandchild player & show their character token.

Clockmaker | Give a finger signal.

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.)

_,;‘.?j'"ﬂ- Bounty Hunter
b Ii Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shawn player. &

ngh Priestess Point to the player whom you most think the High Priestess should speak with tomorrow,

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character- .;

Replace the MAD reminder with the HAS ABILITY reminder. &

The Philosopher might choose a character, If necessary, swap their character token, 8

The Innkeeper chooses 2 players. @O

The Gambler choosss a player & a character, @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.”

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Shaow the Lunatic token &paint to them, then their targei{s).

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

Show the YOU ARE token, then show the Imp token.

The Pa may choose a player OR choases 3 players fi they chose no-one last night, @ or @8~
The Vortox chooses a player. @
The Vigarmanis chooses a player, @ IF that player is a Minion, poisen a neighbaring Townsfalk. 8@
The Assassin might choose a player. §8
If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,
If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep,
Replace their previous character token with a Farmer character token.
If the Moonchild is due to kill a good player, they die. @

If the grandchild was killed by the Demen, the Grandmother dies too, 8

Give a finger signal.

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

The Butler chooses a player. @

Point ta the player whom you most think the High Priestess should speak with tomorrow,

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