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

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

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrary.

Sailor

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

Balloonist

Each might, you learn a player

of a different character type than last night.
[+0 or +1 Outsider]

Snake Charmer

Each night, choosa an alive player:

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

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Ogre

On your 1st night, choose a player (not yourself):
you become their alignment (you don't know which)
even if drunk or poisoned.

Godfather

You start knowing which Outsiders are in play.

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

Harpy
Each night, choose 2 players:

tomorraw, the 1st player is mad that the 2nd is evil,

or one or both might die,

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,

Cult Leader
Each night, you become the alignment of an alive nesghb
If all good players choose fo join your cult, your ieam wire

Philosopher

Once per game, at night,

choose a good character: gain that ability, gl |

If this character is in play, they are drunk. »h :
B2

Huntsman =

Once per game, at night, choose a living player: &
the Damse, if chosen, becomes a nokin-play Townsfolk. 8
[+the Damsel] e vy -

Soldier S a
You are safe i
from the Demon,

Ravenkeeper T3
If you die at night,

you are woken to choose a player: U
yiou learn their character. ; | o

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

Poppy Grower EE'
Minions & Demaons do not know each other. i
If you die, they leam who each other are that night. 88

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

but you are not. . "I ik
e
Saint i 1$
If you die by execution, e
your team loses. it a
i =
Cerenovus ‘F‘, ;

Each night, choose a player & a good character:  #E5S8
they are *mad” they are this character tomorraw, ".':':‘
or might be executad. s

E

Scarlet Woman &

If there are 5 or more players alive A
& the Demon digs, you become the Deman. i
(Travellers don't count) 1 ]

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]

Riot <oy £

On day 3, Minions become Rict

& nomineess die but nominate an alive player immediatsly,
This must happen.



Cerenovus

Harpy

Huntsman

Investigator

Shugenja

Cult Leader

Ogre

Dawn

e P ke R, W T TR =g ¥ R = < )
i : i ST 3 = m T < y .
v H 4

AT e
s

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

The Philosopher might choase a character, If necessary, swap their character token. &

Wake the Deman.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,
Put the Deman to sleep. Do net do the Minien Info and Demon Infa steps.

If there are 7 or more players, wake all Minicns:
Show the THIS 1S THE DEMON token. Point to the Demon.

If there are 7 ar more plavers, wake the Deman:
Showr the THESE ARE YOUR MINIONS taken. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

The Sailor chooses a living player. @

F
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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 Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. ©

Show the character tokens af all in-play Qutsiders,

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the targst.
Show the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character token

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

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, &
If they chose the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep, Replace the Damsel character token with their new Townsfolk character token.

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

Point to the grandehild player & show their character token.

Point to a player (alive or dead).
Place the SEEMN token naxt to the shown playar. @

Foint your finger horizontally in the direction of the closest evil player
If the two closest evil players are equidistant, point your finger horizontally in either direction.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shews their alignment.)

The Ogre points to a player:

If the player is evil, flip the Ogre's token wpside down.

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

Phi]ﬂSUPhET The Philosopher might choase a character, If necessary, swap their character token. &

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
PﬂPP'!r’ Grower Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Dermen. Show the THESE ARE YOUR MINIONS. infio token, then paint t te Minins, Put the Demaon to des;

Sailor The Sailor chooses a living player. 8

e T TR Show the YOU ARE & Deman tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.
r Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

RN @—~Z XImIm—=0O

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

?;/
|
v
g The Snake Charmer chooses a player. If they chose the Demon:

@ Scarlet Woman | If the Scarlet Woman became the Demon toeday, show them the YOU ARE token, then the Deman token

m Po The Po may choose a player OR chooses 3 players fi they chose no-one last night, @ or @61 *
’ The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Ea ! Fang Gu Replace the OQutsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
i Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @
%

% Mo Dashii The Mo Dashii chooses a player. @

%‘J Godfather | If an Outsider died today, the Goefather chooses a player. @

If the Huntsman points to a player:

/o L C ey Put them to sleep, Mark them with the NO ABILITY token, & : :
-“"m b If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

é\d Grandmother | If the grandchild was killed by the Demon, the Grandmother dies too, @

@ Ravenkeeper | if the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

f' . Point to a player (alive or dead) with a different role type from the player with the SEEM token.
i Oy
! Balloonist Place the SEEM token next to the shown player. @
-

The Cult Leader becomes the alignment of one of their living neighbars, If their alignment changed:

Wake the Cult Leadar, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Cult Leader Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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