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.

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

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

General

Each night, you learn which alignment
the Storyteller believes is winning:
good, evil, or neither,

Village Idiot

Each night, choose a player;

you learn their alignment.

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

Fortune Teller

Each might, choose 2 players:

you learn if either is a Deman.

Thez & a good player that registers a5 a Demon 1o you,

Ogre

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

Lunatic

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

& who you choose at night.

Godfather

You start knowing which Outsiders are in play.

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

Cerenovus s

Each night, choose a player & a good character:
they are "mad" they are this character tomorrow,
or might be executed.

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Imp
Each right*, choose a player: they die.
If you kil yourself this way,

a Minion becomes the Imp. - F;;‘:- iy
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Seamstress

Once per game, at night,
choose 2 players (not yourself):
you learn if they are the same alignment.

I]hillﬂ."iﬂp I'Il.‘l"
Once per game, at night,

chioose a good character: gain that ability. r &t
If this character is in play, they are drunk, A

- ..,_‘
Cannibal N e
You have the ability of the recently killed executis. SRS
If they are avil, you are poisoned oLy,
until a good player dies by execution. ,LF !
Ravenkeeper 'y
If you die at night, A
you are woken to choose a player: .
you learn their character. A ,'

g ¢

Mavor ~3
If anly 3 players live & no execution oecurs, -S4

oL tBam wins. J
If you die at night, another player might die instead., ™

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

Drunk B
You do not know you are the Drunk.

You think you are a Townsfolk character,
but you are not.

]
Politician X ',
If oo weere e plaaver most responsibie for your team los
you change alignment & win, -
even if dead. n

Dumm.'.] L
All Minions know you are in play. *
If & Minion publicly guesses you lonce), &
yaur team loses, it

Marionette % s,
You think you are a good character but you are N n.
The Demon knows wha you are. f
[You neighbor the Demon] .1 1’
Goblin fi
If you publicly claim to be the Goblin 4
when nominated & are executed that day,

your team wins.

Lord Of Typhon _ .# :
Each night*, choose a player: they die. g
[Evil characters are in a line. You are in the middle i
+1 Minion. -7 to +7 Outsiders]




Dusk

Philosopher

Magician

Godfather

Cerenovus

Librarian

Pixie

General

Village Idiot

Fortune Teller

Seamstress

Damsel

Ogre

Dawn
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| Wake the appmprlate numberof ayers directly clocl

T o o
Show each of these players a unigue Minion token, am:l' give a thumbs down.

Replace these players’ good character tokens with these Minion tokens and put these players to sleap.
Then, do the Minion Info and Demon Info steps as normal.

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

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

If there are 7 or maore players, instead of the normal Minion Info 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 MINIONS token. Point to al Minions &the Magician,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

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

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

If there are 7 or more plavers, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then point to the Lunatic.

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

Wake the Deman. Paint to the player marked IS THE MARIONETTE & show the Marionette character token, ©

Put the Demon to sleep.

Show the character tokens of al in-play Outsiders.

The Cerencvus chooses a player & a character, @ Put the Cerenovus o sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

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

Show the Townsfalk character token marked MAD.

If you believe that the good team is winning, give a thumbs up.
It you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

Wake any Village Idiat, 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.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

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

Wake each Minion. Show the Damsel token.

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

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

The Cannibal has the ability of the mast recently executed player,
They immediately learn amy ‘you start knowing' information.

The Mank chooses a player. @

The Cerencvus chooses a player & a character, @ Put the Cerenovus o sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

Do whatever needs to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Mo Dashii ehooses a player. @

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 Lord of Typhon chooses a player, &

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

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

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that players character token,

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs ta the side,

Wake any Village Idiot, 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.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Give a finger signal.

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

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