Librarian
You start knowing that 1 of 2 players
is a particular Qutsider. (Or that zero are in play.)

Pixie

You start knowing 1 in-play Townsfolk.

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

Town Crier
Each night*, you learm
if a Minion nominated today,

Oracle
Each night*, you learm
how many dead players are evil,

Innkeeper
Each might*, choose 2 players:
they can't die tormght, but 115 drunk unbl dusk,

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Dreamer

Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 af which is correct,

Ogre

On your 1st night, choose a player (not yourself):
you Become their alienment (you don't know which)
ever If drunk or paisoned.

Drunk

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

Harpy

Each night, choose 2 players:

tomamow, the 15t player is mad that the 2nd is evil,
of one or both might die,

Widow %

On your 1st night, look at the Grimaire
& choose a player: they are poisoned.

1 good player knows a Widow is in play.

Vortox

Each night*, choose a player: they die.
Townsiolk abilities yield false info.

Each day, if no-one is executed, evil wins.

Legion

Each night*, a player might die.

Executions fail if only evil voted.

You register as a Minicn too, [Most plqu:.&ﬂh‘mf
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Lycanthrope

Each night*, choose an alive player, 5 3

If good, they die & the Demaon doesn't kill tun gh 3- ki

One good player registers as evil. SRS
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Juggler By -

On your 1st day, )

publicly guess up to 5 players' characlers.

That night, you l&arm haw many you got cormac
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Amnesiac

You do not know what your ability is.
Each day, privately guess what it is:
you |2am how accurate you are,

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

Atheist k!
The Staryteller can break the game rules,
and if executed, good wins, even if you are dead. 3

[No evil characters]

Poppy Grower -
Minians & Demaons do not know each other,
If you die, they leam whao each other are that night. =

¥
Mutant -
If you are "mad" about being an Outsider, &
you might be executed. ¥4
g
Damsel ' ,;:
All Minions know you are in play. g
If a Minion publicly puesses you (oncel, L
your team loses, e
il
Marionette 5+ T < '+

You think you are a good character but you are I'I:t.
The Demaon knows who you are. %
[You neighbor the Demen] ..

Boomdandy s,
If you are executed, all but 3 players die. '
After 2 10 to 1 countdown, 4
e plaer with the rrost players pointing at them, --=;".

Vizier JNE
All players know wha you are, 4
You can not die during the day,

If good viked, you may choose to execute immedia

Riot 'g 1 _ .*
On day 3, Minions become Rigt ¥

& nominess die but nominate an alve player rru'rladm,r
This must happen. i
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Check that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order, Abilities are usually ordered:

Amnesiac Poizoners, Protectors, Killers, Informaticon

Wake the Deman. {

Poppv Grower -
PPy T te THESE CHARACTERS ARE NOT N LAY tier, Shew 3 rsingky e et thers, Lt e Dirvon b ki [ et b be i D |

If there are 7 or more players, wake all Minions:
Shew the THIS 1S 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,

FE G Z e T i

Wake the Deman. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Marionette
Put the Demon to sleep,

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any pood player. Show them the Widaw token, Put them 1o sleep. Mark them with the KNOWS reminder. &

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demon tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Harpy The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first targat,
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target,

Show the Townsfalk character token marked MAD.
Damsel | Wake aach Minion, Show the Damsal taken,
Librarian Show the Outsider character token. Paint to both the QUTSIDER and WRONG players,

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

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

Dawn | 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.

This ability should occur at the appropriate time in the night arder, Abilities are usually ardered:

Amnesiac Poisoners, Protectors, Killers, Information

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this character:
Replace the MAD reminder with the HAS ABILITY reminder. @ Y

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
POPP}' Grower Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Dermon to slees

Innkeeper | The Innkeeper chooses 2 players. 90O

The Snake Charmer chooses a player. If they chose the Demon:

Show the YOU ARE & Demon tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Snake Charmer Put the odd Snake Charmer to sleep. Wake the old Dermon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

@ —~Z XmIO—=0

Ha rpy The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Lycanthrope points to a player. If the chosen player is good:

Lycanthrope : .
¥ P Mark them with the DEAD reminder, @ Deman doesn't kill tonight.

]J-‘Eiﬂﬂ You may decide a player that dies. (Once per living Legion) @
The Vortax chooses a player, @

If the Derman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

Dreamer | The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,
Town Crier |  Either nod or shake your head,
Give a finger signal.
Give a finger signal.

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




