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

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

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Balloonist

Each might, you learm a player

of a different character type than last night.
[+0 or +1 Outsider]

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Drunk

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

Plague Doctor 9
If you die,
the Storyteller gains a Minion ability.

Godfather

You start knowing which Outsiders are in play.

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

Cerenovus

Each night, choose a player & a pood character: X

they are 'mad” they are this character tomoraw,
ar might be executed.

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

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & ‘is the Demon',
Each night®, a player might die. [+1 Minion]

& " *Not the

| first night

\i(

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are
then doesn't wake tonight.

Lycanthrope

Each night*, choose an alive player.
If good, they die & the Demon doesn't kill tonight. -
One good player registers as evil.

o

Savant

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

1 istrue & 1 is false.

Courtier Lt
Once per game, at night, choose a character: | S8
they are drunk for 3 nights & 3 days, :

Philosopher :
Once per game, at night, L
choose a good character: gain that ability, iR "k
If this character is in play, they are drunk, - B
Artist

Once per game, during the day, P
privately ask the Storyteller any ves/no question, = =8

Fool ]
The first time you die, s
you don'. g 3

Moonchild
When you leamn that you died,
publicly chocse 1 alive player. A
Tonight, if it was a good player, they die. I'-._I_ 33
.}“_- _."!-'
Mutant 1 s
If you are *mad” about being an Outsider, i} '{L}
you might be executed. < a
Widow &
On your 1st night, look at the Grimoire HETH
& choose a player: they are poisoned. TR
1 good player knows a Widow is in play. s
K.
Boomdandy il
If you are executed, all but 3 players die. g
After a 10 to 1 countdown, Tap

the player with the most plavers pointing at them, dlES 5

Vigormortis

Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 5
Townsfolk neighbor. [-1 Cutsider]

Lord Of Typhon

Each night*, choose a player: they die.

[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the appropriate number of players directly clockwizse and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs down,
Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.
Then, do the Minion Info and Demon Info steps as normal,

The Philosopher might chocse a character, If necessary, swap their character token. @

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman,

If there are 7 or more plavers, wake the Dermon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Sheww the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Sailor chooses a living player @

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions back 1o sleep. Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @

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 good player. Show them the Widcow token. Put them to sleep. Mark them with the KNOWS reminder. &

The Courtier might choose a character. @&
Show the character tokens of all in-play Outsiders.

The Cerencvus 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

The Pukka chooses a player. @

Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

Give a finger signal.

Point to a player (alive or dead),
Place the SEEN token next to the shown player. @

Walke any Village |diat, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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

The Philosopher might choose a character. If necessary, swap their character token. @

The Sailor chooses a living player. @

The Courtier might choose a character. @&

The Mank chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demaon:

Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point fo the Exorcist.

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't Kill tanight.

The Pukka chooses a player. @ The previously paisoned player dies then becomes healthy, €&

The Lord of Typhon chooses a player. &

The Vigarmortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. @&

The minions pick a player, Put them back to sleep, and then;
Wake the chosen player. Point to the player, & show them the IS THE DEMON token.
Fut the chosen player back to sleep. Place the IS THE DEMON token beside them, @
Place the DEAD token baeside any living player. @

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

If the Plague Doctor died, place a Minion character token in the center of the Grimoire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, 2dd a taken to the night sheet.

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

Give a finger signal.

Paint to a player {alive or dead) with a different role type from the player with the SEEN token.
Place the SEEM token next to the shown player. &

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Fut that Village Idiot to sleep. Repeat until all Village Idigts have acted,

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