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

Investigator
You start knowing that 1 of 2 players
i5 a particular Minion.

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

Balloonist

Each night, you leam a player

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

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Mathematician

Each night, you learm

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

Courtier

Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days.
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Butler &
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (oncel,
Wour team loses,
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Witch

Each might, choose a player:

if they nominate tomorraw, they die.

If just 3 players live, you lose this ability.

Pit-Hag ™ W

Each night*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary.
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No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Vortox 5

Each night*, choose a player: they die,
Townsfolk abilities yield false info.

Each day, if no-one is executed, evil wins.

Juggler
On your 1st day,
publicly guess up to 5 players' characlers,
That night, you learn how many you got cormect

Cannibal 7% :5.
You have the ability of the recently killed executee. =28

If they are evil, you are poisoned £ :
until & good player dies by execution. - -'-ft.
'_.;’_._
Amnesiac e
You do not know what your ability is. !

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

Ravenkeeper i

If you die at night,

you are woken to choose a player: r;r

you learn their character. s
o

Banshee -

If the Dermeon kills you, all players learm this.
From now on, you may nominate twice per day
and vate twice per nomination. :

Fool
The first time you die, 5
you dont, ey

Snitch
Each Minion
gets 3 bluffs.

Puzzlemaster ,;?_ i1
1 player is drunk, even if you die. T 1$
If you guess (once) who it is, leam the Demon player, 5}3
but guess wrong & get false info. 15 a

Assassin : ‘F'} ;
Once per game, at night*, choose a player:  HESS
they die, even if for some reason they could not. £ 8
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Organ Grinder o
All players keep their eyes closed when voting 58
and the vote tally is secret, -

Each night, choose if you are drunk until dusk. 43

Legion
Each might*, a player might die. B
Executions fail if only evil voted. -

Yol register 25 a Minion too, [Most players are Legion]

Al-Hadikhia
Each night*, you may choose 3 players (all players leam whol:
each silently chooses to live or die,

but if all live, all die,
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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, Infarmation

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

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,

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 tokens,

The Courtier might choose a character. @&

The Organ Grinder either nods or shakes their head
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder.

The Witch chooses a player. @

Wake each Minion. Shaw the Damsel taken.

Show 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.

The Butler chooses a player. &

Paint to al three players marked KNOW.

Point to a player (alive or dead).
Flace the SEEMN token next to the shown player. @

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.

Give a finger signal,

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:
Poisoners, Protectors, Killers, Infarmation

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

The Courtier might choose a character. 88

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, &
If they shake their head, remave their DRUNK reminder.

The Witch chooses a player, @

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

You may decide a player that dies. (Once per living Legion) &

The Mo Dashii choozes a player. @

The Vortox chooses a player. @

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, £ 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
VWake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player

Bek Do you choose to live? They nod or shake their head, Put them to sleep. Repeat for plavers marked 2 & 3.

Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive (none have a shroud), add a shroud to all three,

The Assassin might choose a player. S

If the demon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,

TBD

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

Give a finger signal,

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 shown player. @

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.

The Butler chooses a playver. &

Give a finger signal.

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