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

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

Shugenja

You start knowing if your closest evil player
i5 clockwise of anti-clockwise,

If equidistant, this info is arbitrany.

Innkeeper
Each night*, choose 2 players:

they can't die tonight, but 1 is drunk until dusk.

Sailor

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

Balloonist

Each might, you leam a player

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

Fortune Teller

Each night, choose 2 players:

you learn if either is a Demon,

There & a good player that registers 25 a Demon to you,

B

Butler
Each night, choose a player (not yourself):

tomormow, you may only vote if they are voling too.

Recluse

You might register 25 evil & as a Minion or Demon,

even if dead.

Spy
Each might, you see the Grimaire.

You might register as good
& as a Townsfolk or Qutsider, even if dead,

Mastermind

If the Demon dies by execution (ending the game),

play for 1 mare day.
If a player is then executed, their tzam loses.
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Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Outsiders]

Po
Each might*, you may choose a player: they die.
If your last choice was no-one,
choose 3 players tonight,

Alsaahir
Once per day, if you publicly guess
which players are Minion(s) and which are De
good wins.

Cannibal 3%
You have the ability of the recently killed executee. =28
If they are evil, you are poisoned £
until & good player dies by execution. -

Ravenkeeper

If you die at night,

yau are woken to choose a player;
yiou lzam their character,

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

Mavyor

If only 3 players live & no execution oocurs,
your team wins.
If you die at night, another player might die mstead

Virgin

The 1st time you are nominated,
if the nominator is a Townsfolk, X
they are executed immediately. e

£
Klutz l
When you leamn that you died, publicly choose & S8
1 alive player: if they are evil, your team |oses. S

Politician

nmmmmﬂmmhmmmm-

yiou change alignment & win,

even if dead. o 5;
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Baron B 5
There are extra Outsiders in play. e
[+2 Outsiders] FLN

.__\_3*. i
Xaan 8
On night X, L
all Townsfolk are poisoned until dusk. "
[X Outsiders] 4

 ~

Vigormortis 3
Each night*, choose a player: they die. i
Minions you kill keep their ability & peisen 1 g
Townsfolk neighbor. [-1 Outsider] i,
Lord Of Typhon

Each night*, choose a player: they die.
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]




Kazali

Minion Info

Demon Info

Sailor

Xaan

Butler

Balloonist

Shugenja

Spy

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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token them the Minion character token, and give a thumbs down.
Repeat uritil the normal number of Minions exist.
Put the Kazali to sleep.

If there are ¥ or more players, wake all Minions:
Shew the THIS 1S THE DEMON foken. Point to the Deman.

If there are 7 or more plavers, wake the Demaon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE MOT IN PLAY token, Show 3 net-in-play good character tokens.

The Sailor chooses a living player. @

Acid the NIGHT 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, @ Remave it the fallowing dusk,

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

Show the Minion character token. Paoint to both the MIMION and WRONG players.

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

The Butler chooses a player. &

Paint to a player (alive or dead).
Place the SEEN token next to the shown player. @

Point your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, peint your finger horizontally in either direction.

Show the Grimoire to the Spy for as long as they need,

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

The Cannibal has the ability of the maost recently executed player.,
They immediately learn any ‘you start knowing information.

The Sailor chooses a living player. @

Add the MIGHT reminder token that matches 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.

The Innkeeper chooses 2 players. @66

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

The Lord of Typhon chooses a player. @&

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

The Kazali chooses a player. @

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

The Fortune Teller chooses 2 players, Med if either is the Demon (or the RED HERRING).

Paint to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEM token next to the shown player. &

The Butler chooses a player, @

Shaw the Grimaire to the Spy for as long as they need,

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