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

Inw.':-iligatur
You start knowing that 1 of 2 players
15 & particular Minion.

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

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

Village Idiot

Each right, choose a player:

you learn their alignment.

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

Fortune Teller

Each night, choose 2 players:

yau learn if either is a Demon,

There & a good player that registers as & Demon to you,

A

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Kluiz
When you learn that you died, publicly choose
1 alive playes: if they are evil, your team lases.

Fearmonger
Each night, choose a player:

if you nominate & execute them, their team loses,

All players know if you choose a new player,

Assassin
Onee per game, at night*, choose a playar:
they die, even if for some reason they could not,
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Zombuul

Each night*, if no-one died today,

choose a player; they die,

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

Vortox
Each night*, choose a player: they die. g v
Townsfolk abilities yield false infa, e v
Each day, if no-one is executed, evil wmqu T il e Bk
5 | 5 "
s S
= T g *.. *Notthe &

B i L] 1 =l

o i
sy, i P
s

first night (e a0 -

Juggler
On your 1st day, ¥
publicly guess up to 5 players' characlers, 8

That night, you learn how many you got comecth h
IR &

Soldier e

You are safe ]

from the Deman. :‘ e

Cannibal <5 8 ;. .

Yau have the ability of the recently killed execunale.
If they are evil, you are poisoned i
until a good player dies by execution,
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Farmer ja?
If you die at night, %,
an alive good player becomes a Farmer. _"11
Sage ' __.
If the Deman kills you, e §
you learn that it is 1 of 2 players. " '
Fool &
The first time you die, d
you don't, AL
Pacifist L
Executed good players ;' '
might not die, il
Moonchild i
When you leam that you died, 2
publicly choose 1 alive player. - o
Tonight, if it was a good player, they die. i
Politician -
If you were: fhe player most responsible for your team losing.
yiou change alignment & win, 3
even if dead. =
B
Widow -, 3
On your 1st night, look at the Grimoirs )
& choose a player: they are poisoned. o
1 good player knows a Widow is in play. S
.
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On night X, it
all Townsfolk are poisoned until dusk, v
[X Qutsiders]
Fang Gu b2
Each might*, choose a player: they die. el ;“‘.
The 1st Qutsicer this kills becomes an evil Fang Gu
& you die instead. [+1 Qutsider] <5
.
Lord Of Typhon o

._l.

Each night*, choose a player: they die.
[Evil characters are in a line. You are in the mlddlm
+1 Minion. -7 to +7 Outsiders]
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" 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. N
Replace these players’ good character tokens with these Minion takens and put these players ta sleep. -
Then, da the Minion Info and Demon Info steps as normal.

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 Typhan:
Show each of these players a unigue Minion token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Infa and Deman Info steps as normal,

If there are 7 ar more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token, Paint ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

FE G Z e T i

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remove it the following dusk.

show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep,
Wake any pood player. Show them the Widcow token. Put them to sleep. Mark them with the KNOWS reminder. @

The Fearmonger picks a player:

Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.*

Point to al three players marked KNOW,

Shaw the Outsider character token, Paint to both the QUTSIDER and WRONG players

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

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

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

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

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down,

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

The Cannibal has the ability of the mast 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 Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the fallowing dusk.

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that ‘The Fearmonger has chosen a player,'

If na one died today, the Zombuul chooses a player, @

The Fang Gu choases a player. @ If they chose an Quisider (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, &

The Vortox chooses a player. @
The Lord of Typhon chocses a player, &
The Assassin might choose a player, 9@

If the Moanchild is due to kill a good player, they die. &

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

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

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

Wake any Village Idiat, 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.

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

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

@ —~Z XmIO—=0




