Clockmaker Gossip :

You start knowing how many steps Each day, you may make a public statement.
from the Demon to its nearest Minian, Tonight, if it was true, a player dies,
Librarian

Seamstress
You start knowing that 1 of 2 players u::;“ p:_-, game, at night
is a particular Outsider. (Or that zero are in play.) thoose 2 plag.rerrs {nat :.rgrllr5.=_-1|}-

Undertak you leam if they are the same alignment.
ndaer or

Each might®, you learn which character

=
died by execution today. Philosopher

Orce per game, at night,
choose a good character: gain that ability.
If this character is in play, they are drunk,

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

Fisherman e
Monk Once per game, during the day, i
Each night*, choose a player (not yourself): visit the Stonyteller for some advice ¥
they are safe from the Demon tonight. to help your team win. =

[+0 to +2 Village |diots. 1 of the exiras is drunk] you learn how accurate you are,
Fortune Teller

Each might, choose 2 players:
you learn if either is a Deman.

There i a good player that registers a5 a Demaon to you.

Sage
If the Deman kills you,

Village Idiot 9 Amnesiac
Each night, choose a player: You do not know what your ability is.
you learn their alignment. Each day, privately guess what it is:
[
L
i
; you learn that it is 1 of 2 players. _': g

Plague Doctor [T

Goon 7
If you die, : i

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

the Storyteller gains a Minion ability.

Damsel

All Minions know you are in play.

If & Minion publicly guesses you (once),
your team loses,

Drunk

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

Cerenovus

Each night, chocse a player & a good character:
Godfather they are “mad" they are this character tomorow,
You start knowing which Qutsiders are in play. ar might be executed. SR

If 1 died today, choose a player tonight: they die, ; 'Qm 41
[-1 or +1 Outsider] Wizard i
Once per game, choose to make a wish. .

; If granted, it might have a price & oy
Witch leave a clue as to its nature. =
{0

mﬂ &

Each night, choose a player:
Marionette W

if they nominate tomarrow, they die. iy
If just 3 players live, you lose this ability. You think you are a good character but you are nok. 4
The Demon knows who you are, Fls

[You neighbaor the Demon] i
No Dashii Fang Gu "
Each night*, choose a player: they die. Each night*, choose a player: they die. e
Your 2 Townsfolk neighbours are poisoned. The 1st Outsider this kills becomes an evil Fang Gu = %

& you die instead. [+1 Outsider] o

Each night*, choose a player: they die,
[You choose which players are which Minions.
-7 to +7 Outsiders]
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Dusk

Amnesiac

Kazali

" ﬂ/‘ Philosopher
ﬂ Minion Info
@ Demon Info

Marionette
Wizard
Godfather

Witch

30 % Cerenovus
2

& Damsel
g Librarian
e g Fortune Teller
@ Clockmaker
,;3!(7‘ Seamstress

Village Idiot

ST TR T A e T wE T i =
e T TR

Check that all eyes are closed. Some Travellers & Fabled ack.

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

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

The Philosapher might choose a character, If necsssary, swap their character token, &
If there are 7 or more players, wake all Minions:

Show the THIS 15 THE DEMON token. Point to the Demaon,

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

VWake the Demon. Point to the player marked 1S THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep,

Run the Wizard's ability, if applicable.

Shaw the character tokens af all in-play Qutsiders,

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

Wake each Minion. Show the Damsel token.

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

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

Give a finger signal,

The Seamstrass 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 Villags 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.
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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 Philosopher might choose a character. If necessary, swap their character token. @
Run the Wizard's ability, if applicable.
The Mank choosss a player. &

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 Fang Gu chooses a player. @ If they chose an Qutsider (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 Kazali chooses a player. @

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

If the Gessip is due to kill a player, they die. @

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

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

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

If & player was executed today, show their character token.

The Seamstress might choose 2 players. Mod 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.

Paint 1o the player whem yau most think the High Priestess shauld speak with tamorrow,

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