Grandmother
Yol start knowing a good player & their character,
If the Demon kills them, you die too.

Undertaker
Each might*, you learn which character
died by execution today,

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

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

(zambler
Each night*, choose a player & guess their character:
if you guess wrong, you die.

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
ability.

Dreamer

Each night, choose a player (not yourself or Travellers):

you learn 1 good and 1 evil character,
1 of which is correct.

Drunk

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

Recluse

You might register 5 evil & as a Minion or Demon,
even if dead,

Godfather

You start knowing which Outsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Spy

Each might, you see the Grimaire,

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Qjo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

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

& _, " #Not the
| first night

Fortune Teller
Each night, choose 2 players:
yau learn if either is a Demaon,
There s a good player that registers a5 a Demon o you

Seamstress

Once per game, at night,

choose 2 players (not yourself):

you leam if they are the same alignment.

Fisherman

Once per game, during the day,
visit the Storyteller for some advice
ta help your team win.

Minstrel
When a Minion dies by execution, all other play&rs
(ewcept Travellers) are drunk until dusk tomomow. U

77

]
Ravenkeeper 7
If you die at night, e
you are woken to choose a player: : &

you learn their character.

Mavor PN
If anly 3 players live & no execution ooours, - ,,"
your team wins. k
If you die at night, ancther player might die instead.

Moonchild

When you learn that you died,

publicly choose 1 alive player.

Tomight, if it was a good player, they die.

Politician il
nwmmmmmﬁu&hmrmm 7 q.

you change alignment & win, - s
even if dead. i {FZ‘
Assassin %,' a

Once per game, at night*, choose a player:

they die, even if for some reason they could not. ;j-j :
i
Goblin -
If you publicly claim to be the Gablin _h
when nominated & are executed that day, '—"' \
yiour team wins. e
Scarlet Woman g'
If there are 5 or mare players alive __1_1- i

& the Demon dies, you become the Demaon, x
(Travellers den't count) i

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info. 3
Each day, if no-one is executed, evil wins.
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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 Demon:
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.

Show the character tokens of all in-play Cutsiders.

The Pukka chooses a player. @

Give a finger signal.

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

Point to the grandehild player & show their character token.

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. Mod or shake your head, @

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

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

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

The Innkeeper chooses 2 players. G

The Gambler choosss a player & a character, @

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

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

The Vortox chooses a player. @

The Ojo paints ta a role. If a player has that role, they die. @
If the rale is out of play, the Storyteller chooses any number of players that die. @

The Assassin might choose a player. S8

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

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

If the grandchild was killed by the Demon, the Grandmather dies too, (=

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token,

Give a finger signal,

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

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

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, @

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

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

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