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

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

Washerwoman
You start knowing that 1 of 2 players
is @ particular Townsfolk,

Pixie

You start knowing 1 in-play Townsfolk.

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

Empath
Each night, you learn how many
of your 2 alive neighbours are vil,

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

Balloonist

Each night, you leam a player

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

Ogre &

On your 1st night, choose a player (not yourself):

you Become their alignment (you don't know which)
even if drunk or poisoned.

Recluse

You might register as evil & as a Minion or Dernon,

even If dead.

Spy —

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Cerenovus

Each night, choose a player & a pood character:
they are 'mad” they are this character tomoraw,
ar might be executed.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Imp

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

a Minion becomes the Imp.

_, " #Not the
| first night

Village Idiot
Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drun

Dreamer
Each night, choose a player (nat yourself or Traveflers): = S8
you learn 1 good and 1 evil character,
1 of which is comrect.

Fortune Teller

Each might, choose 2 players:
yiou lzamn if either is a Deman, e
There & a good player that registers 233 Demmmw P

Lycanthrope Aol
Each night*, choose an alive player.

If good, they die & the Demon doesn't kil tunlg‘ht
One good player registers as evil. T

Cannibal i
You have the ability of the recently killed exﬁcutae .
If they are evil, you are poisoned

until a good player dies by execution.

Ravenkeeper N
If you die at night, by
you are woken to choose a player: v
you learn their character. e
Mutant

If you are *mad” about being an Qutsider,
you might be executed,

Puzzlemaster

1 player is drunk, even if you die. m i s
Ilmm{m}mﬂmmmmmﬂaﬂ {1"
but guess wrong & get false info. a
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Scarlet Woman

If there are 5 or more players alive

& the Demon dies, you become the Demon.
(Travellers don't count)

Boffin % — S
The Demon (even if drunk or poisaned) E
has a not-in-play good characters ability. i
You both know which, g
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Qjo

Each night*, choose a character: they die. i
If they are not in play, g
the Storyteller chooses who dies.

Pukka

Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy,



Boffin

Minion Info

Demon Info

Cerenovus

Pukka
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Balloonist

Village Idiot

Spy

Ogre

Dawn
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the Boffin and the Dermon. -
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token,
Place this second character token by the Demon character token,

If there are 7 or more players, wake all Minions:
Shew the THIS 1S THE DEMON token. Paint to the Deman.

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 Cerenovus chooses a player & a character. @ Put the Ceranovus to sleep. Wake the targst.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token. then the madness-character token

The Pukka chooses a player. @

=2 =R X

Show the Tawnsfalk character token marked MAD.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Give a finger signal,

Give a finger signal.

The Fortune Teller chooses 2 players. Mod if either is the Demon (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 the two players marked KNOW. @8

Point to a player {alive or dead).
Place the SEEM token next to the shown player. @

Wake any Village Idict, 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.

Show the Grimoire to the Spy for as long as they need.

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

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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Cannibal

Pixie

Cerenovus

% Scarlet Woman
-‘:;% Lycanthrope

\U Imp
W Pukka
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I“ @ Ravenkeeper
@ Empath
g Fortune Teller

% Dreamer
? Balloonist

@ Village Idiot

Spy

No Dashii

Dawn
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Check that all eyes are closed, Some Travellers & Fabled act.

The Cannibal has the ability of the mast recently executed player.
They immediately learm any ‘you start knowing' 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 Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

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

If the Scarlet Woman became the Demaon today, show them the YOU ARE token, then the Deman token.

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Demon doesn’t kill tanight.

The Imp chooses a player. @ If the Imp chose themsalves:
Replace 1 alive Minion token with a spare Imp token
Put the odd Imp to sleep, Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @&

The Mo Dashii chooses a player. @

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

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

Give a finger signal.

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

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

Point 1o 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 Idict, 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,

Show the Grimoire to the Spy for as long as they need.

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 who died,
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