Knight
You start knowing 2 players
that are not the Demaon.

Oracle
Each might*, you earm
how many dead players are evil,

Monk

Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

General

Each night, you leamn which alignment
the Storyteller believes is winning:
good, evil, or neither,

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Dreamer

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

1 of which is correct.

Grossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies,
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Butler
Each night, choose a player (not yourself):
tomonow, you may only vate if they are voting too.

Ogre

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

Harpy

Each night, choose 2 players:

tomormow, the 1st player is mad that the 2nd is evil,
or one or both might die.

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses,
All players know if you choose a new player.

Imp

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

a Minion becomes the Imp.

:‘iﬁt‘;

Seamstress
Once per game, at night,

choose 2 players (not yourself):

vou learn if they are the same alignment.

Fisherman
Once per game, during the day, -
visit the Storyteller for some advice N
to help your team win. %

Princess

the Demon doesn’t kill tonight.

Soldier L

You are safe -
from the Demon. = 4

', }_I'
Amnesiac i +
You do not know what your ability is. ; b

Each day, privately guess what it is:
yiou l2am how accurate you are,

Banshee hs
If the Deman kills you, all players leamn this, _-.
From now on, you may naminate twice per day ol
and vate twice per nomination. R :

Lunatic

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

& who you choose at night,

Plague Doctor TN 2§ §
If you die,
the Storyteller gains a Minion ability.

Marionette 3§ s
You think you are a good character but you are not. 4§

The Demon knows who you are. it
[You neighbor the Demaon] £ o
|

B

Wraith SR

You may choose to open your eyes at night.
You wake when other evil players do.
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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 ardered:
Poisoners, Protectors, Killers, Infarmation

Wake the Wraith whenever olher evil players wake.

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players,
Show the THESE CHARACTERS ARE WOT IN PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

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

Wake the Deman. Paint ta the plaver marked 15 THE MARIONETTE & show the Marionette character token,
Put the Demon to sleep.

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

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Butler chooses a player. @

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

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

Foint to the two players marked KNOW. 86

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

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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

Wake the Wraith whenever other evil players wake.

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

The Monk chooses a player. @

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.”

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second farget,

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to slesp, Wake the Demon,
Show the Lunatic token &peint to them, then their targetis).

If it is the Princess' first day, and they nominated and executed a player:
If the Deman would wake to choase a player, wake them a5 normal, The Deman does net kil

The Imp choozes a player. @ If the Imp chose themsalves:
Replace 1 alive Minion taken 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,

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

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 sheet.

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

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

Give a finger signal.

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 Idict to sleap. Repeat until all Village Idiots have acted,

The Butler chooses a player, €

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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