Investigator

You start knowing that 1 of 2 players

is a particular Minion.

Washerwoman

You start knowing that 1 of 2 players

is @ particular Townsfolk,

Grandmother

You start knowing a good player & their character.

If the Demon kills them, you die too. %

Libearian

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

e
Shugenja ":"-]ﬂ'i\l'
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 i

died by execution today.

Empath

Each night, you leamn how many ﬂ

of your 2 alive neighbours are evil,

Goon

Each night, the 1st player to choose you

with their abality 15 drunk until dusk.

You become their alignment.

Lunatie

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

& who you choose at night.

Cerenovis

Each might, choose a player & a good character:
they are "mad" they are this character tomorrow,

or might be executed.

Fearmonger
Each night, choose a player:

All players know if you choose a new player.

No Dashii

Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Kazali ==

Each night*, choose a player: they die,
[You choose which players are which Minions.

-7 to +7 Outsiders]

if you nominate & execute them, their team loses, g
1
]

o g e e . first night |

e
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Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Sailor

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

i
Dreamer 3 _f
Each night, choose a player (not voursalf or Travellersl: - 50
you leam 1 good and 1 evil character, '
1 of which is cormect.

Jugeler Al
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'-‘!'
Sage L

If the Deman Kills you,
you learn that it is 1 of 2 players.

Mavor

If only 3 players live & no execution occurs,
your tzam wins, £
If you die at night, ancther player might die instead. =S8

Saint
If you die by execution,
your team loses.

fealot
If 5 or more players are alive,
yiou must vote for every nomination.

Assassin ke
Once per game, at night*, choose a player:  HESS
they die, even if for some reason they could not. £ 8
.__!g';_ i
.?-::'; i
Baron b
There are extra Qutsiders in play. L
[+2 Outsiders] B
B
Po
Each night*, you may choose a player. they die.
If your last choice was no-one, g
choose 3 players tonight, K
Lil' Monsta

Each night, Minions choose
who babysits Lil' Monsta & ‘is the Demon'.
Each night*, a player might die. [+1 Minion] _
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Check that all eyes are closed, Some Travellers & Fabled act.

The Sailor chooses a living player. €

The Mank chooses a player. ©

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

Shaw the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character taken

The Fearmonger picks a plaver, 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 ba done to simulate the Deman acting.

Put the Lunatic to sleep. Wake the Demon.

Show the Lunatic token &point to them, then their targetis).

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

The Mo Dashii choosss a player. @

The minions pick a player. Put them back to sleep, and then:

Wake the chosen player, Point to the playver, & show them the 15 THE DEMON token,

Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @

Place the DEAD token beside any living player. @

The Kazali chooses a player. @

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 grandechild was killed by the Demon, the Grandmaother dies too. @

Give a finger signal.

It & player was executed today, show their character token.

The Drearmer points to a plaver, Show 1 good & 1 evil character token, 1 of which is their character,

Give a finger signal.

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