Chef 3
You start knowing how many pairs
of evil players there are.

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

Pixie

You start knowing 1 in-play Townsfolk.

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

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

High Priestess
Each night, learm which player
the Storyteller believes you should talk to most.

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

Monk
Each nmight*, choose a player (not yourself):
they are safe from the Demon tonight.

Goon

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

Drunk

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

Mezepheles

You start knowing a secrat ward,
The 1st good player to say this word
becomes evil that night.

Godfather

You start knowing which Outsiders are in play,

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

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Ojo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses wiho dies.
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Village Idiot
Each night, choose a player.
yau learn their alignment, :
[+0 to +2 Village Idiots. 1 of the extras is drunk]

Fortune Teller

Each night, choose 2 players:
yiou leam if either is a Deman. -
There i a good player that regsters 25 2 Demon 1o you,

Seamstress

Once per game, at night,

choose 2 players (not yoursell):

you |2arn if they are the same alignment,

Fisherman e
Once per game, during the day, iz

visit the Stonyteller for some advice A
to help your team win. el

Amnesiac /
You do not know what your ability is. i
Each day, privately guess what it is: :
you learn how accurate you are.

Ravenkeeper 1
If you die at night, .
you are woken to choose a player; i

you learn their character.

Plague Doctor 4
If you die, 8
the Storyteller gains a Minion ability, ;

Damsel ;'_'{ 1
All Minions know you are in play. "
If a Minion publicly guesses you lonce), 4 ;?_ =3

your team loses, i

Witch el
Each night, choose a player: 54

if they nominate tomorrow, they die. .=- ;

If just 3 players live, you lose this ability. Cakl

Cerenovus L
Each night, choose a player & a good character: | = 0l
they are *mad® they are this character tomorrow, 88
ar might be executed, i

Pit-Hag % =y a
Each night*, choose a player o
& a character they become (if not-in-play). e

If a Demon is made, deaths tonight are arbitrary. '.__._"' At

Fang Gu
Each night*, choose a player: they die. g
The 1st Outsider this kills becomes an evil Fang Gu

& you die instead. [+1 Outsider] S
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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, Protectors, Killers, Information

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

If there are 7 or more players, wake the Demon:
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 tokens,

Show the character tokens of all in-play Qutsiders.

The Witch chooses a player. @

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

Show a single word on a piece of paper, phone, or other device.

Show the Townsfolk character token marked MAD.

Wake each Minion. Show the Damsel taken.

Show the Qutsider character token. Paint to both the QUTSIDER and WRONG players.

Give a finger signal,

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

The Seamstress might choose 2 players, Nod or shake your head, @

Wake any Village Idiot, 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.

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

Wait a few seconds. Call for eyes open. i
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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, Protectors, Killers, Information

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

Replace the MAD reminder with the HAS ABILITY reminder. @

The Gambler chooses a player & a character, @

The Mank choosss a player. @

The Witch chooses a player. @

Thie Cerencvus chooses a player & a character, @ Put the Cerencvus to sleep, Wake the target,

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

The Pit-Hag chooses a player & a character, If they chase a character that is nat in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

If a player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs dewn. Put them to sleep.
Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder, &

The Fang Gu choases 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 Mo Dashii chooses a player. @&

The Ojo points to a rele. If a player has that role, they die. @
If the rale is out of play, the Storyteller chooses any number of players that die. @

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

If the Plague Doctor died, place a Minion character token in the center of the Grimoire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheat.

TBD

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

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

If a plaver was executed today, show their character token,

The Seamstress might choose 2 players. Nod or shake your head, @

Walke any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idigts have acted.

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

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