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You start knowing 3 players,
1 and only 1 of which is evil,

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

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

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

Chambermaid

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

Math{'.ma l.:i.i:iH.l‘l _f

Each night, you leam

how many players' abilities worked abnormally
(since dawn) due to another character's ability.

Gossip
Each day, you may make a public statement,
Tonight, if it was true, a player dies,

Recluse
You might register as evil & as a Minion or Deman,
even if dead.

Barber
If you died today or tonight, the Demaon may choose
2 players (not anather Demeon) to swap characters,

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

Pit-Hag ,
Each night*, choose a player /
& a character they become (if not-in-play).

If a Demon is made, deaths tanight are arbitrary.,

\ i

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]

Vigormortis
Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1

Townsfolk neighbor. [-1 Ut.lL'.Ide{L;; il
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Nightwatchman
Once per game, at night, choose a player:
they leamn you are the Mightwatchman.

Seamstress /
Once per game, at night, 4
choase 2 players (not yourself): .
you learn if they are the same alignment.  (RIEEE

Artist bl
Once per game, during the day, 3
privately ask the Storyteller any yesno quﬁm\_,
Ll
Cannibal & }
You have the ability of the recently killed executee. -1
If they are evil, you are poisoned :
until a good player dies by execution. Lo L

Ravenkeeper A
If you die at night,

you are woken to choose a player: 3
youl learn their characher, Y

Sage
If the Deman kills you,
you learn that it is 1 of 2 players. i

Mutant .
If you are “mad* about being an Cutsider, . 3
you might be executed.

Puzzlemaster P
1 player is drunk, even if you die.
If wou guess (once) wha it is, leam the Dernmplayer.

but guess wrong & get false info. :_d Y
; Rt
Assassin 2 T
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. =
.
F .'Ir
Widow : T"
On your 1st night, look at the Grimoire b -
& choose a player: they are poisoned. SIS

1 good player knows a Widow is in play.

Fang Gu b2
Each might*, choose a player: they die. el ;“‘.
The 15t Qutsider this kills becomes an evil Fang GUE
& you die instead. [+1 Qutsider] <5

Al-Hadikhia

Eachnight', WWM3mummm
each silently chooses to live or die,
but if all live, all die.
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1 The Kazali pu{nl:sataplayaranda nioh on the character sheet,

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info token then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.

Put the Kazali to sleep,

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

Pyt s If there are 7 or more players, wake all Minions:
Minion Info Show the THIS 1S THE DEMON token. Point to the Demon.

The Kazali paints at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Shioww them the You Are info token then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep,

If there are 7 or maore players, wake the Demaon:
Demon Info Show the THESE ARE YOUR MINIONS taken. Paint ta all Minians.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

FE G Z e T i

Poisoner | The Paisaner chooses a player. @

show the Grimoire for as long as the Widow needs.
The Widew picks a player, Mark that player with a POISONED reminder. @ Put the Wideow to sleep,
Wake any pood player. Show them the Widcow token. Put them to sleep. Mark them with the KNOWS reminder. &

Point to al three players marked KNOW,

Grandmother | Point to the grandchild player & show their character token.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo token & the Mightwatchrman token
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @&

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

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

Give a finger signal,

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

; e
o A T
i e +. A

. Rl -

. The Cannibal has the ability of the maost recantly executed player,
Cannibal They immediately learn any ‘you start knowing' information.

The Innkeeper chooses 2 players. @O

Poisoner | The Poisoner chooses a player, @

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

Kazali | The Kazali chooses a player. @

The Fang Gu choases a player, @ If they chase an Quisider (once only):
Fang Gu Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

@ —~Z XmIO—=0

Vigormortis | The Vigormortie chooses a player. @ If that player is a Minian, poison a neighbaoring Townsfolk. @@

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Al-Hadikhia Wake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player
Ask "De you chocse fo live?™ They nod or shake their head. Put them to sleep. Repeat for plavers marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose dis.
If all three are alive {none have a shroud), add a shroud to all three.

Assassin | The Assassin might chooss a player. @8

Birber If the Barber died today or tonight, show the Demaon 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,

0 Raw:nkeeper If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.
SHEE If the Demaon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.
Grandmother | If the grandchild was killed by the Demon, the Grandmother dies too. @

Oracle | Give a finger signal,

If the Mightwatchman points at a player:

; Put the Nightwatchman fo sleep,

nghm'atchman Wake the chesen player, show them the THIS CHARACTER SELECTED YIOU info token & the Mightwatchman token.
Paint to the Nightwatchman player, Put the chosen player back to sleep.

Mark the Mightwatchman with the NO ABILITY reminder token. &

Seamstress The Seamstress might choose 2 players. Nod or shake your head, &
Chambermaid The Chambermaid chooses 2 living players, Give a finger signal,
Give a finger signal.

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




