Steward
You start knowing
1 good player.

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

Flowergirl
Each night*, you learm
if a Demon voted today.

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

Preacher

Each might, choose a player:

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

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Dreamer

Each night, choose a player (not yourself or Travellers):

you learn 1 good and 1 evil character,
1 of which is cormect,

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Drunk

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

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Pit-Hag % oo

Each night*, choose a player

& a character they become (if not-in-play).

If a Demon is made, deaths tonight are arbitrary.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]
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Savant
Each day, you may visit the Storyteller
to leam two things in private;

1is true & 1 is false.

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

Jugeler

On your 15t day,

publicly guess up to 5 players' characters, e
That night, you learn how many you got correct,

Amnesiac il
You do nat know what your ability is. o
Each day, privately puess what it is: H
yau learn how accurate you are. b
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Minstrel B

When a Minion dies by execution, all offer players A
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2

(except Travellers) are drunk until dusk tomormow.

Mavor

If only 3 players live & no execution occurs,
your tzam wins, £
If you die at night, ancther player might die instead. =S8

Klutz .
When you leamn that you died, publicly choose & %
1 alive player: if they are evil, your team |oses.

Barber
If you died today or tonight, the Deman ma'_.r{:r'ﬂ:l-as.ftL 1{5
2 players (not another Demon) to swap characters.

Assassin ; #1 h
Once per game, at night*, choose a player: HET

they die, even if for some reason they could not. % &

: kL
Goblin g
If you publicly claim to be the Gaoblin L
when nominated & are executed that day, "
your team wins. 34
Fang Gu

Each night*, choose a player: they die. e
The 15t Quisider this kills becomes an evil Fang Gu-
& you die instead. [4+1 Outsider]

Al-Hadikhia
Each night*, you may choose 3 players (all players leam whol:
each silently chooses to live or die,

but if all live, all die,
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Information

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

Pit-Hage The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
o Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token,

@ Shabaloth | A previously chasen player might b resurrected. @ The Shabaloth chooses 2 players. G@
The Fang Gu choases a player. @ If they chose an Qutsider (once only):
: Fang Gu Replace 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, @
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\’t( Vigormﬂﬂis The Vigormartis chooses a player, @ If that player is a Minion, poison a neighboring Tawnsfalk, 8@

The Al-Hadikhia points at three players:

Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
% hl—Hadikhia Wake the player mark?d 1& Sy The Al Hﬁdlk"'lﬂ has chosen® then the name of the player

Ask "Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for plavers marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three,

Assassin | The Assassin might choose a player, B8

= o If the Barber died today or tonight, show the Damen the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token,

Empath | give a finger signal,
% Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

7 :
%){a Flowergirl | Either nod or shake your head.

\

4T
c__q__f_i\‘._ J uggler Give a finger signal.

@K Vil]age Idiot 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.

; If the Mightwatchman points at a player:
P A y Fut the Mightwatchman to sleep.
1 Nightwatchman Wake the chasen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint to the MNightwatchman playver, Put the chosen player back to sleep.
Mark the Mightwatchman with the NOQ ABILITY reminder token, @

SP‘Y Show the Grimoire to the Spy for as long as they need.

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