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

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

Shugenja

You start knowing if vour closést ewil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrany.

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

Monlk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Balloonist

Each night, you learn 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]
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Recluse

You might register 25 evil & as a Minion or Demon,
even if dead.

Sweetheart
When you die,
1 player is drunk from now on,
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Harpy

Each night, choose 2 players:

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

Boomdandy

If you are executed, all but 3 players die,

After a 10 to 1 countdown,

the player with the most players pointing at them, dies.
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Imp

Each night*, choose a player: they die,
If you kill yourself this way,

a Minion becomes the Imp.
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Dreamer -
Each night, choose a player (nat yolrsaif or Trave
you learn 1 good and 1 evil character,

1 of which is cormect.

Seamstress

Once per game, at night,

choose 2 playvers (not yourself):

you learn if they are the same alignment.

Farmer

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

Mayor Lol
If anly 3 players live & no execution occurs, "
your t2am wins. o
If you die at night, another player might die instead. r:r
L
Virgin (s
The 1st time you are nominated, : R
if the nominator is a Townstolk,
they are executed immediately.

Magician
The Demon thinks you are a Minion.
Minions think you are a Demon.

Saint
If you die by execution,
your team loses,

Damsel

All Minions know you are in play, i
If a Minion publicly guesses you (once), 8 {1‘
yiour team loses,

Scarlet Woman : ‘F'} 5

If there are 5 or more players alive o

& the Demon dies, you become the Demon, &

{Travellers don't count) s
o

Boffin *

The Deman (even if drunk or poisoned) i
has a not-in-play good characters ability. -
You both know which. kg

Xaan

On night X,

all Townsfolk are poisoned until dusk,
[X Qutsiders]

Vigormortis
Each might*, choose a player: they die.

Minions yau kil keep their ability & poison 1
Townsfolk neighbor. [-1 Quisider]
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin foken, then the good character token,
Place this second character token by the Daman character token.

If there are 7 or more players, instead of the nermal Minion nfo and Demon Info steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon.
Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 not-in-play good character tokens,

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

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

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire. @ Remaove it the follewing dusk.

The Harpy chooses a player @ & then ancther 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,

Wake each Minion. Show the Damsel token.

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

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

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

Foint to al three players marked KNOW.

Point to a player (alive or dead).
Place the SEEN token next to the shown player. 8

Point your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger honzontally in either direction.

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

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

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Ouisiders in play when the game began:
Ald the X reminder to the Grimoire, @ Remaove it the follewing dusk.

The Mank choosss a player. &

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

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token.

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. S8

If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

TBD

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.

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

Give a finger signal.

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player, @

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

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