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

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

Shugenja

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

If equidistant, this infa is arbitrary.

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

High Priestess
Each night, learn which player
the Storyteller believes you should talk to mest,

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

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
ability.

B

Hermit
You have all Quisider abilities,
[-0 or -1 Qutsider]

Mutant
If you are *mad" about being an Outsider,
you might be executed.

Witch

Each might, choose a player:

if they nominate tomorraw, they die.

If just 3 players live, you lose this ability.

Cerenovus

Each night, choose a player & a pood character:
they are 'mad” they are this character tomoraw,
ar might be executed.

Kazali

Each night*, choose a player: they die.

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

Vigormortis

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

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

Snake Charmer

Each night, choose a player (not :.wrseilorTm'eﬂHs}
yiou 2am 1 good and 1 evil character,
1 of which is cormect.

Each night, choose an alive player: Y
a chosen Demon swaps characters & a!ugnmenrs el
with you & is then poisoned. gt ¢
Dreamer : ‘.{

Alsaahir e
L‘Jnn:e per day, if you publicly guess |
which players are Minion(s) and which are Dmm{s}, = 4
good wins. i

Seamstress

Once per game, at night,

choose 2 players (not yourself):

youl learn if they are the same alignment.

Banshee S
If the Demon kills you, all players leam this. by
From now on, you may nominate twice per day
and vote twice per nomination. i
g
Zealot .-& l
If 5 or more players are alive, SR
you must vate for every nomination.  H
Puzzlemaster 3
1 player is drunk, even if you die. 1$
If you guess (once) wha it is, leam the Demon player, © 5“
but guess wrang & get false info. " o a
_'3_"'. :: v
o
Wizard o
Once per game, choose to make a wish. 'iﬁé'm 44
If granted, it might have a price & FLN
leave a clue as to its nature. s
1
Wraith |
You may choose to open your eyes at night. P I.
You wake when other evil players do. ._f},
<%
Lord Of Typhon & ©
Each night*, choose a player: they die. B

[Evil characters are in a line, You are in the middle, “
+1 Minion. -7 to +7 Outsiders]

Lleech
Each night*, choose a player: they die.

You start by choosing a player: they ane poisoned,
You die if & only if they are dead,
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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 Typhon:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ pood character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Info and Deman Infio steps as normal.

The Kazali paints 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 taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.
Put the Kazali to sleep,

Wake the Wraith whenever other evil players wake.

If there are 7 or more players, wake all Minicns:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS taken, Point ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
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ﬁ Lleech The Llsech picks a player, Mark them with the POISONED token. @

Wizard | Run the Wizard's ability, if applicable.

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon takens,
Put the odd Snake Charmer to sleep. Wake the old Dermon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

i @2 Snake Charmer

;. *
A Witch | The Witch chooses a player. @
B i The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

& Pixie | Show the Townsfolk character token marked MAD.
- @ Librarian | Show the Outsider character token. Paint to both the OUTSIDER and WRONG players,

% Dreamer | The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
c %’ Seamstress The Seamstrese might choose 2 players. Mod or shake your head. &
4]

@ Noble |  Point to al three players marked KNOW,

m Sh ugcnja ﬁiilTv_E ﬁ'ircili;ief:t :;Iizslr;;:lri i;;h;qs;;z:;?;.i;i:: ;{.:LDTEE;LZZI: Ir?:;:ir:;ﬁtally in either direction.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.

Village Idiot
- Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

Point to the player whom you most think the High Priestess should speak with tomorrow.

The Chambermaid chooses 2 living plavers. Give a finger signal.

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

Wraith |  wWake the Wraith whenever other evil players wake.

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. @

Wizard | Runthe Wizard's ability, if applicable.

The Snake Charmer chooses a player, If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the cld Snake Charmer to sleep, Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

Snake Charmer

Monk | The Mank chooses a player. ©

L@ ~Z XZEHT—0O

Witch The Witch chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Lord of Typhon chooses a player, @

‘ﬁgﬂrmorﬁﬁ The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

Lleech The Llzech cheoses a player, Mark them with the DEAD taken, @

Kazali The Kazali chooses a player. @

If the deman killed the Banshee tonight, place the HAS ABILITY taken, (=]

Banshee Publicly announce that the Banshee died.

Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

! .
V%’ Seamstress The Seamstress might choose 2 players, Nod or shake your head. &
B
| 3 f 7e . Wake any Village Idict, they chooses a player. Give a thumbs up or a thumbs down.
i Village Idiot : : el ;
;.1 Put that Village Idict to sleap. Repeat until all Village Idiots have acted,
R

Point to the player whom you most think the High Priestess should speak with tomorrow,

The Chambermaid chooses 2 living players. Give a finger signal.

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