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

Bounty Hunter 95

You start knowing 1 evil player.

If the: player you know dies, you leam another
evil player tonight. [1 Townsfolk is evil]

High Priestess
Each night, learm which player
the Storyteller believes you should talk 1o mest,

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

Chambermaid

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

Dreamer

Each night, choose a player (nat yoursalf or Travellers):
you learn 1 good and 1 evil character,

1 of which is correct.

)

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

]ll.'l.'lu!‘il‘
You might register as evil & as a Minion or Dernon,
even If dead.

<’

Godfather

You start knowing which Qutsiders are in play.

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

Harpy

Each night, choose 2 players:

tomoraw, the 15t player is mad that the 2nd is evil,
or one or bath might die.

Ojo

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

the Storyteller chooses who dies.

Kazali
Each night*, choose a player: they die.
[You choose which players are which Minions,

-7 to +7 Outsiders] Jetfiias e vy 1
i ! Rl
- 5 = rl A

= T g *.. *Notthe &

B i L] 1 =l

o i
sy, i P
s

first night (e a0 -

King i
Each night, if the dead equaloru.mwrixrmelm 3
you learn 1 alive character,

The Demon knows you are the King.

Lycanthrope

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

Mightwatchman t feas:
Once per game, at night, choose a player:
they leam you are the Nightwatchman. .4
O {5

Courtier bt
Once per game, at night, choose a character; 8
they are drunk for 3 nights & 3 days. .1
Philosopher e
Once per game, at night, 0 |
choose a good characker: gain that ability, B b
If this character is in play, they are drunk.
Sage :
If the Deman kills you, 2 ¢
you learn that it is 1 of 2 players. i '3
Tea Lady _.
If both your alive neighbors are goad, &
they can't die. )
Plague Doctor § i
If you die, 4
the Storyteller gains a Minion ability. =N

b
Klutz B

When you learn that you died, publicly choose S5
1 alive player: if they are evil, your t2am |oses,

Fearmonger -
Each night, choose a player: )
if you nominate & execute them, their team losesass
All players know if you choose a new player, ; Py
Orpan Grinder i Tﬁ &
All players kesp their eves closed when vclllng r

and the vote tally is secret, 1

Each night, choose if you are drunk until dusk,

Vortox o
Each night*, choose a player: they die. i ;“‘.
Townsfolk abilities yield false infa. R
Each day, if no-one is executed, evil wins, <5

b A
Vigormortis

Each night*, choose a player: they die. 4
Minions you kill keep their ability & polson 1~ & &%
Townsfolk neighbor. [-1 Quisider]
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The Philosopher might choose a character. If necessary, swap their character token. @

The Courtier might choose a character. @@

The Mank chooses a player. @

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

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder, @ Declare that "The Fearmanger has chosen a player.”

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remove their DRUNK reminder.

The Lycanthrape points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to slesp, Wake the Demon,
Show the Lunatic token &paint to them, then their target{s).

The Kazali chooses a player. @

The Vigormortis chooses a player, @ IF that player is a Minion, poison a neighbaring Tawnsfalk. ©@

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. @

The Vortox chooses a player, @

If an Quitsider 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, add a token to the night sheet.

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

Point to the player whom you most think the High Priestess should speak with tomorrow.

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

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

If the player with the SEEM token died today or tonight, point to an evil player.
Move the SEEN token to the shown player, @

If the Nightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NQ ABILITY reminder token, &

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

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