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

Clockmaker
You start knowing how marty steps
from the Demon to its nearest Minion.

Bounty Hunter

You start knowing 1 evil player.

If the: player you know dies, you leam another
evil player tonight. [1 Townsfolk is evil]

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.

Chambermaid

Each night, chocse 2 alive players {not yourself):

wou learn how many woke tonight due to their
ability.

Lunatic

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

& who you choose at night.

Recluse

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

even if dead,

Godfather
You start knowing which Qutsiders are in play,

If 1 died today, choose a player tonight: they die.

[=1 or +1 Outsider]

Poisoner
Each night, choose a player:
they are poisoned tonight and tomarrow day.

Cerenovus

Each night, choose a player & a good character:
they are "mad® they are this character tomormow,
or might be executed.

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 not in play,

the Storyteller chooses who dies.

& _, " #Not the
| first night

Savant
Each day, you may visit the Stonyteller
to learn two things in private;

1is true & 1 is false.

Artist

Once per game, during the day, o

privately ask the Storyteller any yes/no question, 8
B2

Soldier ¥

You are safe e

from the Demon.

Farmer e
If you die at night, v
an alive good player becomes a Farmer. '

Tea Lady s
If both your alive neighbors are good, it
they can't die. R

Pacifist
Executed good players
might not die.

Moonchild

When you leam that you died, g

publicly choose 1 alive player. ey

Tonight, if it was a good player, they die. £ 1
e ]

Barber
If you died today or tonight, the Demon may chou.r.e L
2 players (not another Demon) to swap characters, 1 8

Puzzlemaster iR 1
1 player is drunk, even if you die. b 1%
If you guess (once) wha it is, leam the Derrmplayer.‘ 4SS
but guess wrong & get false info, 1- a
Scarlet Woman - F'
If there are 5 or mare players alive b
& the Deman dies, you become the Deman, % '* 1,
{Travellers don't count) s

1 1'},‘
Vizier ER
All players know who you are. i
You can not die during the day. 5
If good voted, you maydmk:rmcmmmmmw

'.\: .

Po !
Each night*, you may choose a player: they die. ¥
If your last choice was no-one,
choose 3 players tonight, P
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Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:
Sherer 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 MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info taken and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

If there are 7 ar more plavers, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

The Poisoner chooses a player. @

Show the character tokens of all in-play Qutsiders.

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

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Give a finger signal,
Walke any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down_ (This shows they are evil.)
Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. &
Point to the player whom you most think the High Priestess should speak with tomorrow.
The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is.
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Check that all eyes are closed, Some Travellers & Fabled act.

The Paisoner chooses a player. @

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

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

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep, Wake the Demon,
Show the Lunatic token &point to them, then their target{s).

The Pa may choose a player OR chooses 3 players fi they chose no-one last night. @ or &E*
The Mo Dashii chooses a player. &

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

If an Outsider died today, the Godfather choases a plaver, @
If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens

If the Deman chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

If the Moonchild is due to kill a good player, they die. &

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

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

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

The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds, Call for eyes open & immediately say who died, 5
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