ot
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Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk,

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

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

Empath
Each night, you learm how many
of your 2 alive neighbours are avil,

Preacher

Each might, choose a player:

a Minion, if chosen, learns this.
All chosen Minions have no ability,

Chambermaid

Each night, choose 2 alive players (not yourself):
you l2arn how many waoke tonight due 1o their
ability.

King

Each night, if the dead equal or outnumber the living,
you learn 1 alive character,

The Demon knows you are the King,

—

Butler
Each night, choose a player (not yourself):
tomorrow, you may only vote if they are voling too.

Ogre
On your 1st night, choose a player (not yourself):
you become their alignment (you don't know which)
even if drunk or poisoned.

<’

Godfather

You start knowing which Qutsiders 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:
they are "mad” they are this character tomormw,
or might be exacuted,

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Ojo

Each night*, choose a character: they die
If they are not in play, ,
the Storyteller chooses who dies. o
Pt s
AR
e

- Al LT o

i

*Not the =
first night [EEEe

Alsaahir /8
Once per day, if you publicly guess
which players are Minion(s) and which are De
good wins.

Nightwatchman
Once per game, at night, choose a player:
they leam you are the Mightwatchman,

Seamstress bl
Once per game, at night,
choose 2 players (ot yourself); L+
you learn if they are the same alignment, L

Fisherman

Once per game, during the day, "
visit the Storyteller for some advice e i
to help your team win.

Soldier e
You are safe 5
from the Demon, Y

Farmer
If you die at night,
an alive good player becomes a Farmer, i

Klutz
When you learn that you died, publicly choose
1 alive player: if they are evil, your team |oses: =SS

o

fealot S
If 5 or more players are alive, i)
you must vote for every nomination,

Summoner & e
You get 3 bluffs. )

On the 3rd night, choose a player: S
they become an evil Demon of your chice. [No De ' .

Vizier /& @& 9 i
All players know who you are. '
You can not die dunng the day.
If pood voled, you may choose i execute immediateh

F

Fang Gu b2
Each might*, choose a player: they die. el ;“‘.
The 1st Qutsicer this kills becomes an evil Fang Gu

& you die instead. [+1 Qutsider] <5
Riot 2o 'Kl": S
On day 3, Minions become Riot _ ;
& nominees die but nomiinate an alive player immedialsly, & S5
This must happen. -
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Pfa'ce the NIGHT 1 reminder. @
Show the Summaner 3 not-in-play characters as biuffs.

R

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

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman,

Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as blufis.

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

Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then paint at the King player,

The Preacher chooses a player, If they choose a Minian:
Put a PREACHED reminder token next to that Minion. Wake the chozen Minion.
Showy them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Show the character tokens of al in-play Outsiders.

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

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

Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.

Shaw the Outsider character token. Paint to both the OUTSIDER and WRONG players.

Give a finger signal.

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token.
Paint to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @

The Seamstress might choose 2 players. Nod or shake your head, &

The Butler chooses a player, @

The Chambermaid choases 2 living players. Give a finger signal.

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

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.

On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summoner to sleep.
Summoner Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

The Preacher chooses a player, If they chocse a Minian:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chasen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

The Cerenowvus chocses a player & a character, @ Put the Cerenovus to sleep, Wake the targst,

Cerenovus | o " THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madnesscharacter token

On the third night, wake the Summoner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaoner to sleep,
Summoner VWake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demaon to sleep.

@ —~Z XmIO—=0

The Fang Gu choases a player, @ If they chose an Qutsider (once only):
Fang Gu Regplace 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, @

Ojo The Ojo points to a role. If a player has that role, they die. &
If the rale is aut of play, the Storyteller chooses any number of players that die. @

Godfather If an Qutsider died today, the Godfather chooses a player. @

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

Give a finger signal.

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

Give a finger signal.

If the MNightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfio token & the Mighbwatchrman 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. Mod or shake your head, @&

The Butler chooses a player. €

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

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