Grandmother

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

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

Gambler
Each night*, choase a player & guess their character:
if yiou guess wrong, you die.

Balloonist

Each night, you learn a player

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

Village Idiot

Each nmight, choose a player:

you learn their alignment.

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

Mathematician

Each night, you leam

how many players' abilities worked abnormally
(since dawn) due to another character's ability.

Drunk

You do not know you are the Drunk,
You think you are a Townsfolk character,
but you are not.

Tinker
You might die
at any time.

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]

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,

& _, " #Not the
| first night
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Dreamer
Each night, choose a player (not yourself or Travelie
you learn 1 good and 1 evil character,
1 of which is correct.

Fortune Teller

Each night, choose 2 players:
you learn if either is a Deman,
There & a good player that registers as a Demon toyou.

Cult Leader

wmwmwmdmsmm
If all good players choose i join your cult, ymrmnma

Exorcist e
Each night*, choose a player (different to last mg‘hﬂ" 1..3
the Deman, if chosen, leams who you are Y
then doesn't wake tonight.

Courtier
Once per game, at night, choose a character: %
they are drunk for 3 nights & 3 days. iR "k

Philosopher

Once per game, at night,

choose a good characker: gain that ability.
If this character is in play, they are drunk.

Tea Lady by
If both your alive neighbaors are good, s
they can't die. g
§
Sweetheart -'l
When you die, o
e,

1 player is drunk from now on.

Klutz LY
Whan you learn that you died, publicly choose  © ﬁ‘fh

1 alive player: if they are évil, your team loses. :- L
Assassin ; #1 h
Once per game, at night*, choose a player:  HESS
they die, even if for some reason they could not. £ 8
.__!g';_ §
Mastermind "':'." ¥
If the Demon dies by execution (ending the game),
play for 1 more day. g; :

If & player is then executed, their team loses. -i 1

Yortox

Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5
Each day, if no-one is executed, evil wins.

Vigormortis

Each night*, choose a player: they die.
Minions you kil keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Kazali Show them the You Are info token then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

Philosopher | The Philosopher might choose a character, If necessary, swap their character token, @

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

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Point to all Minions.
Sheorer the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
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Courtier | The Courtier might choose a character. 8@

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 Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
Point to the grandchild player & show their character token.

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

Paint to a player (alive or dead).

Balloonist Place the SEEM token next to the shown player, @

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

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Cult Leader Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

& Mathematician Give a finger signal,

Dawn | Wait a few seconds, Call for eyes open,

gt B L e o i e "
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Dusk Check that all eyes are closed. Some Travellers & Fabled act.

J Philosophﬂr The Philosopher might choose a eharacter. If necessary, swap their character token. @

Courtier | The Courtier might choose a character. 8@
Innkeeper | The innkeeper chooses 2 players. GGG
Gambler | The Gambler chooses a player & a character. @

Witch | The Witch chooses a player. @

The Cerenovus chooses a player & a character, & Put the Cerenovus 1o sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenowvus token, then the madness-character token

The Exorcist chooses a player, @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Exorcist Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist.

RN @—~Z XImIm—=0O

Zombuul If no one died today, the Zombuul chooses a player. @&

Vortox The Vortox chooses a player. @

\I( Vignrmonis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfalk. @&
% Kazali The Kazali chooses a player, @

= f Assassin | The Assassin might choose a player, &8

s
%ﬂ? Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&

x Tinker | The Tinker might die. @

w Grandmother | If the grandehild was killed by the Demon, the Grandmother dies too. @

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

% Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
f 4 " & Point to a player (alive or dead) with a different role type from the player with the SEEN token.
f Balloonist Place the SEEN token next to the shown player. @

@& Villag{- Idiot Wake 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.

e The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:

c Culé Leader Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if goad).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

Mathematician Give a finger signal.
h
o, -

= (V_ B Dawn Wait a few seconds. Call for eyes open & immediately say whao died.
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