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

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

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

Libearian
You start knowing that 1 of 2 players
i5 a particular Qutsider. (Or that zero are in play.)

Shugenja

You start knowing iIf your closest ewil player
15 clockwise or anti-clockwise.

If equidistant, this info is arbitrary.

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

Empath
Each night, you leamn how many
of your 2 alive neighbours are eyil,

Drunk

You do not know you are the Drunk,
You think you are a Townsfolk character,
but you are not.

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

Poisoner
Each might, choose a player:
they are poisoned tonight and tomarrow day.

Devil's Advocate

Each might, choose a living player
(different to last night):

if executed tomaorrow, they don't die.

Po

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

choose 3 players tonight,

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,

& _, " #Not the
| first night
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Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

King
Each night, if the dead equal or outnumber the living,

you learn 1 alive character. /
The Demon knows you are the King.

Fortune Teller

Each might, choose 2 players:

you l2arn if either is a Deman,

There i a good player that registers as a Demmto}w

Jugeler g
On your 1st day, E -
publicly guess up to 5 players' characters. H
That night, you learm how many you got correct. 18

1 1'-‘!'
Soldier e

You are safe
from the Demaon,

Ravenkeeper

If you die at night,

you are woken to choose a player. £
you learn their character. S

Saint
If you die by execution,
your team loses.

Damsel :
All Minions know you are in play. T 1$
If & Minion pubdicly guesses you foncel, ‘.' ﬁ_"ﬁf
your team loses. 15 a
Pit-Hag % ] #l :
Each night*, choose a player HETH
& a character they become (if not-in-play). % 8
If a Demon is made, deaths tonight are arbitrary. 5
M
Xaan il
On night X, S
all Townsfolk are poisoned until dusk, i
(X Outsiders] ]
Legion
Each might*, a player might die. e
Executions fail if only evil voted. Pt
You register a5 a Minion too, [Maost pla_'umaeLeduﬂ
Riot 2 & H £

On day 3, Minions become Rict
& nomineess die but nominate an alive player immediatsly,
This must happen,
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Poisoner

Monk

Pit-Hag
Legion
Zombuul
Po

Damsel

: : ?} Ravenkeeper
i

@ Empath
ﬁ Fortune Teller

. "::; &/ Undertaker

Juggler

King

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

Add the MIGHT 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 Grimoire, @ Remaove it the follewing dusk.

The Paiscner chooses a player. @

The Mank choosss a player. @

The Devil's Advocate chooses a living player. @&

The Pit-Hag chooses a player & a character. |f they chose a character that is not in play:
Put the Pit-Hag to sleep, Wake the target, Show the YOU ARE token & their new character token,

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

If no one died today, the Zombuul chooses a player. €

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

TED

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

Give a finger signal,

The Forture Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING),

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

Give a finger signal,

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

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