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

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

Pixie

You start knowing 1 in-play Townsfalk.

[f you were mad that you were this character,
¥ou gain their ability when they die.

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

Empath
Each night, you learn how many
of your 2 alive neighbours are vil,

Gambler
Each night*, choose a player & guess their character:
if you guess wrang, you die.

Village Idiot

Each night, choose a player:

you leam their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Goon

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

Golem

You may only nominate once per game.

When you do, if the nominge is not the Demon,
they die.

Harpy
Each might, choose 2 players:

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

or one or both might die.

Marionette %

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

[You neighbor the Deman]

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated,

Y-

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are
then doesn't wake tonight.

Lycanthrope

Each night*, choose an alive player.
If good, they die & the Demon doesn't kill mmgm t
One good player registers as evil, A
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Nightwatchman
Once per game, at night, chocse a player:
they learn you are the MNightwatchman,

Professor Ll
Once per game, at night™, choose a dead player: S8
if they are a Townsfolk, they are resurrected. T2

Minstrel e
When a Minion dies by execution, all other players SUSS
(except Travellers) are drunk until dusk tomormow, | ESSS

Ravenkeeper

If you die at night, £

you are woken to choose a player. : _

you learn their character. ..:1=
g

Sweetheart .-L

When you die,
1 player is drunk from now on.

i
Damsel .;?. =3
All Minions know you are in play. T 1$
If & Minion pubdicly guesses you foncel, ‘.' ﬁ_"ﬁf
your team loses. 15 a
Goblin CE
If you publicly claim to be the Gablin HETH
when nominated & are exscuted thatday, % 8
your team wins. s

¥
Mastermind S
If the Demon dies by execution (ending the game), 3§
play for 1 more day, i

If a player is then executed, their team loses. =&

Pukka

Each might, choose a player: they are poisoned, s
The previously poisoned player dies then becomes 5
healthy, )

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

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Demon:
Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
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Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
i " Miricnette Wake the Deman. Paoint to the player marked 1S THE MARIONETTE & show the Marionette character token.

# Put the Demon to sleep.
Harpy The Harpy chooses a player € & then ancther player. @ Put the Harpy to sleep. Wake the first target.
i g Shaw the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second target,

2]

Pulkka The Fukka chooses a player. @

4] -

&é Pixie Show the Townsfolk character token marked MAD.

& Damsel | Wake each Minion. Show the Damsel token.

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

@ Empath | Give a finger signal.

Noble | Point to al three players marked KNOW,

@& Villagc Idiot Walke any Village |diat, they chooses a player, Give a thumbs up or a thumbs down.
' Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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

B -

: ; {, _g Dawn Wait a few seconds. Call for eyes open.
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Dusk Check that all eyes are closed. Some Travellers & Fabled ack.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: §

Pixie Replace the MAD reminder with the HAS ABILITY reminder. @

g [‘:.j;'a Gambler | The Gambler chooses a player & a character. @&

Harpry 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 token, then point to the second target,

The Exgecist chooses a player. @ Put the Exorcist o sleep. If the Exorcist chose the Deman:

Exorcist Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point fo the Exorcist.

The Lycanthrape points to a player. If the chosen player is good:

Lycanthrope
ina P Mark them with the DEAD reminder. @& Demon doesn't kill tonight.

legicm You may decide a player that dies. (Once per living Legion) @
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Pukka The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &
Shabaloth | A previously chossn player might be resurrected. @ The Shabaloth chooses 2 players. @@
Mo Dashii | The Mo Dashii chooses a player. @

e M Sweetheart If the Sweetheart died, a player bacame drunk immediately, fl you haven't done this yet, do so now, &

}-% Professor | The Professor might choose a dead player. @@

&; Damsel | 78D

@ Ravenkeeper If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token,

@ Empath | givea finger signal.

a/ Undertaker | I a player was exseuted today, show their character token.

Village Idiot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs dewn,
g Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

If the Mightwatchman peints at a player:
oA : Put the Nightwatchman to sleep,
1 nghtwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Faint to the Nightwatchman player, Put the chosen player back to sleep,
Mark the Mightwatchman with the NO ABILITY reminder token. &

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