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

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

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

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

Balloonist

Each might, you learm a player

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

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisonad.

Dreamer

Each night, choose a player (nat yoursalf or Travellers):
yau learm 1 good and 1 evil character,

1 of which is correct,

Lunatic

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

& who you choose at night.

Drunk

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

Godfather

You start knowing which Outsiders are in play,

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

Cerenovus

Each night, choose a player & a good character:
they are “mad® they are this character tomorrow,
or might be executed.

Imp

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

a Minion becames the Imp.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Quisider]
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Fortune Teller
Each night, choose 2 players:
yau learn if either is a Demaon,
There s a good player that registers a5 a Demon o you

Savant

Each day, you may visit the Storyteller
to learn two things in private:
1istrue & 1 is false.

Philosopher

Once per game, at night,

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

Cannibal A%
You have the ability of the recently killed executee. * S
If they are evil, you are poisoned Fl

until a good player dies by execution. fr
L

Amnesiac i +

You do not know what your ability is. A

Each day, privately guess what it is:
you learn how accurate you are,

Ravenkeeper ;
If you die at night, -
you are woken to choose a player. i
you learn their character.

5
Recluse o ¢
You might register as evil & as a Minion or Demon, = ,;
even if dead. e

Sweetheart gy
When you die, o 1,'
1 player 15 drunk from now on. _‘-:._;- s
Liam
Mutant ' {k-l-
If you are "mad” about being an Outsider, ¥ a
you might be executed, %’1 T
Pit-Hag 5 'l ;
Each night*, choose a player - T
& a character they become (if not-in-play). e
If a Demon is made, deaths tonight are arbitrary, '—,"' \
Widow Dl
On your 1st night, look at the Grimoire -
& choose a player: they are poisoned, At 3
1 good player knows a Widow is in play. o

Fang Gu

Each night*, choose a player: they die. B
The 1st Qutsider this kills becomes an evil Fang Gu #
& you die instead. [+1 OQutsider]
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Check that all eyes are closed, Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectars, Killers, Information

The Philosapher might choose a character, If necessary, swap their character foken, @

If there are 7 or more players, wake all Minions:
Sheww the THIS 15 THE DEMON foken. Point to the Deman,

If there are 7 ar more plavers, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then paoint to the Lunatic

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

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,
VVake any good player. Show them the Widow token, Put them to sleep. Mark them with the KNOWS reminder. @

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 old Snake Charmer to sleep. Wake the old Deman
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

Show the character tokens of all in-play Qutsiders.

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

Show the Minion character token, Paint to both the MINION and WRONG players,

Give a finger signal.

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

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

Point to a player (alive or dead).
Place the SEEN token next to the shown player. &

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisaners, Protectors, Killers, Information

The Cannibal has the ability of the mast recently executed player,
They immediately leam any ‘you start knowing' information.

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

The Gambler choosss a player & a character, @

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demaon tokens, Give 2 thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cdd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU taken, the Cerencwvus token, then the madness-character token

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Fut the Pit-Hag to slesp. Wake the target. Show the YOU ARE token & their new character token.

Do whatever needs to be done to simulate the Demaon acting
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targelis).

The Imp chooses a player. @ If the Imp chose themselves;
Replace 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 Fang Gu chooses a player. @ If they chose an Outsider (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 Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Tawnsfolk =]

If an Qutsider died today, the Godfather chooses a player. @

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

If the grandchild was killed by the Demon, the Grandmother dies too. @

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

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

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shawn player, @

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