Pixie

You start knowing 1 in-play Townsfalk.

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

Gambler
Each night*, choose a player & guess their character:
if you guess wiong, you die,

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Mathematician

Each might, you learm

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

Ogre

On your 15t night, choose a player (not yoursalf):
you besonne their alignment (you don't know which)
even if drunk or poisoned,

Drunk

You do not know you are the Drunk,

You think you are a Townsfolk character,
but you are not,

Poisoner
Each night, chocse a player.
they are poisoned tonight and tomorrow day,

Marionette

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

[You neighbor the Demon]

Kazali T

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to +7 Outsiders]
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*Not the
first night

Fisherman ¥
Once per game, during the day, B i
visit the Storyteller for some advice R
ta help your team win. o
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Farmer -3
If you die at night, ."F_
an alive good player becomes a Farmer, sy
Tea Lady 4
eca Lady .11
If both your alive neighbors are good, g
they can't die. Lo
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Atheist & -
The Storyteller can break the game rules, g i

and if executed, good wins, even if you are dead,
[Mo evil characters] '
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Lealot s
If 5 or more players are alive, i
oL must vote for every nomination. ,;,
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Scarlet Woman -
If there are 5 or more players alive e e
& the Demon dies, you become the Demon. = S8
(Travellers don't count) 1 r 1E
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Vortox : it '

Each night*, choose a player: they die,
Townsfolk abilities yield false info.
Each day, if no-one is executed, evil wins.



