N

Moble
You start knowing 3 players,
1 and only 1 of which is evil.

Washerwoman
You start knowing that 1 of 2 players
i5 & particular Tawnsfolk.

Shugenja

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

If equidistant, this info is arbitrary,

Bounty Hunter

You start knowing 1 evil player,

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

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

Balloonist

Each night, you leam a player

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

Recluse
even if dead.
Klutz

When you learn that you died, publicly choose
1 alive player: if they are vil, your team loses.

Godfather
You start knowing which Outsiders are in play.

[-1 or +1 Qutsider]

Widow

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,

1 good player knows a Widow is in play.
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No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy.

You might register as evil & as a Minion or Deman,

If 1 died today, choose a player tonight: they die.

i *Not the
| first night
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Fortune Teller
Each night, choose 2 players:
youl learn if either is a Demaon,
There & a good player that registers as a Dﬂrmb;m _

Gossip
Each day, you may make a public statement. .
Tonight, if it was trug, a player dies. -

Nightwatchman
Once per game, at night, chocse a player:
they learn you are the Mightwatchman.

Cannibal /# :
You have the ability of the recently killed executes. 1‘.?_!
If they are evil, you are poisoned Al
until a good player dies by execution,

Sage -J}_
If the Demon kills you,
you leam that it is 1 of 2 players. et

Fool
The first time you die,
you don't. PN

Pacifist i,
Executed good players e
might nat die, S

Politician s
Hf you were the player most responsible for your team ksing, 5
yiou change alignment & win, b

even If dead.

Zealot Y ¥
If 5 or more players are alive, ;
you must vate for every nominaton.

Mastermind 2o
If the Demon dies by execution (ending the gameJ. el
play for 1 more day. FLN
If & player is then executed, their team loses.

Xaan

On night X, e
all Townsfolk are poisoned until dusk, i
X Outsiders] e

Lil' Monsta

Each might, Minions choose B
who babysits Lil Monsta & is the Demon. e
Each night*, a player might die. [+1 Minfon]

Vigormortis

Each night*, choose a player: they die.
Minions you kil keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]



Dusk

Cannibal

Xaan

Innkeeper

Pukka

No Dashii

] \QF Vigormortis

1 & Lil' Monsta
'gf Godfather
b Q Gossip
ﬂ Sage
& g Fortune Teller
4¥ ? Balloonist
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;1 {#~/r Bounty Hunter
:1: Nightwatchman

Dawn

[, e
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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.

Add the NIGHT 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 Grimaire. @ Remaove it the follewing dusk.

The Innkeeper chooses 2 players. @88

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

The Mo Dashii chooses a player. @

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

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token,
Put the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

If an Quitsider died today, the Godfather chooses a player. @

If the Gossip is due to kill a player, they die. @

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

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

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

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

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token,
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, @&

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