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Chef
You start knowing how many pairs
of evil players there are,

Grandmother

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

Librarian
You start knowing that 1 of 2 players
is @ particular Qutsider. (Or that zero are in play.)

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you learn another
evil player tonight. [1 Townsfolk is evill

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

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

Sailor

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

Lunatic

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

& who you choose at night.

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

Godfather

You start knowing which Outsiders are in play.

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

Evil Twin

You & an opposing player know each other,
If the good player is executed, evil wins.
Good can't win if you both live,
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Imp

Each night*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp.

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

Alsaahir
Once per day, if you publicly guess

which players are Minion(s) and which are Demon(s), ~ 3

good wins.

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

Sage
If the Demaon kills you,
you learn that it is 1 of 2 players.

Choirboy

If the Deman kills the King,

you learn which player is the Deman.
[+ the Kingl

Tea Lady

If both your alive neighbaors are good,
they can't die.

Saint
If you die by execution,
your team loses.

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

Mastermind

If the Demon dies by execution (ending the gameJ.
play for 1 more day.

If & player is then executed, their team loses.

Baron
There are extra Qutsiders in play.
[+2 Qutsiders]

Fang Gu
Each night*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu ; 4

& you die instead. [4+1 Outsider]

Legion

Each night*, a player might die.

Executions fail if only evil voted.

ou regster as.a Minion too. [Mest players are Legion].
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Sailor

Innkeeper
Lunatic
Legion
Imp

Po

Fang Gu
Godfather
Sage

Choirboy
@d Grandmother
5 é Fortune Teller

Undertaker

Dawn

-

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

The Sailor chooses a living player. @

The Innkeeper chooses 2 players, 886

Do whatever needs to be done to simulate the Demeon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target(s).

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

The Imp chooses a player. @ If the Imp chose themselves:
Reglace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

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

The Fang Gu chooses a player. @ If they chose an Qutsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @&

If an Qutsicer died today, the Godfather chooses a player, @

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

If the Demon killed the King, wake the Choirboy, Point to the Demaon player

If the grandchild was killed by the Demon, the Grandmaother dies too, @

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

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

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,

Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mighbwatchman token.

Paint ta the Nightwatchman player, Put the chosen player back to sleep,
Mark the Mightwatchman with the NO ABILITY reminder token. &

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