el

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

Investigator
You start knowing that 1 of 2 players
is a particular Minion.

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you learn another
evil player tonight. [1 Townsfolk is evill

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

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

Chambermaid

Each night, choose 2 alive players (not yourself):
yau learn how many woke tonight due to their
ahility.

Lunatic

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

& who you choose at night.

Drunk

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

Harpy
Each might, choose 2 players:

tomomow, the 1st player is mad that the 2nd is evil,

or one or both might die.

Widow

On your 1st night, look at the Grimoire
& choose a player: they are poisoned,

1 good player knows a Widow is in play.

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,

& _, " #Not the
| first night

Dreamer
Each night, choose a player (not yourself or Travelie
you learn 1 good and 1 evil character,
1 of which is correct.

Alsaahir

Once per day, if you publicly guess e 1

wiich players are Minion(s) and which are Dmm{s} R -

good wins. =
%1

Professor N

Once per game, at night*, choose a dead player - S8
if they are a Townsfolk, they are resurmected.

Artist g
Once per game, during the day, g |
privately ask the Storyteller any yes/no question. =8

Amnesiac g
You do not know what your ability is. : L
Each day, privately guess what it is:
yiou l2am how accurate you are,

Choirboy

If the Deman kills the King,

you lzarm which player is the Demaon, £
[+ the Kingl e

Klutz .
When you leamn that you died, publicly chopse 354
1 alive player: if they are evil, your team |oses.

Mutant
If you are *mad” about being an Outsider,
you might be executed.

Goblin

If you publicly claim to be the Gaoblin
when nominated & are executed that day,
your team wins.

Vizier = 7

All players know who you are. =
You can not die during the day. i
If good voled, you mwmmmmummm 5

a‘;= ¥ 1
Fang Gu
Each night*, choose a player: they die. B
The 1st Qutsider this kills becomes an evil Fang Gu 3
& 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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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:
Poisoners, Protectors, Killers, Information

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

. If there are ¥ or more players, wake the Lunatic:
; @ Show the THESE ARE YOUR MIMIONS token. Point to any players.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 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 IS info token and the Lunatic token, then point to the Lunatic.

Lunatic

s If there are ¥ or more players, wake the Deman:
= Demon Info Show the THESE ARE YOUR MINIONS token. Foint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

F
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: ol Ay Shaw the Grimoire for as long as the Widow needs.
\ % Widow | The Widow picks a player. Mark that player with a POISONED reminder. & Put the Widow to sleep.
el Wake any good player. Show them the Widaw token. Put them to sleep. Mark them with the KNOWS reminder, &
Ha rpy The Harpy chooses a player @ & then ancther player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second targst,
% % Iuvcstigﬂmr Show the Minion character token. Paoint ta bath the MINION and WRONG players.
F
2 '
o Clockmaker | Give afinger signal.
K _
£
i
&_ % Dreamer The Dreamer paints to a player, Show 1 good & 1 evil character token, 1 of which is their character,
i~
E
LT
b &%ﬁ Noble | Point to al three players marked KNOW.

Wake any player with a Townsfolk character:
X Bounty Bunter Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
! W i H Turn their taken upside-down. (This shows they are evil.)
Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. &

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

Dawn Wait a few seconds. Call for eyes open.

Vizier 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.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Infarmation

Amnesiac

Innkeeper | The Innkeeper chooses 2 players. @08

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,

Harpvy

Do whatever neads to be done 1o simulate the Deman acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

If no one died today, the Zombuul chooses a player. @&
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Shabaloth A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. @@

The Fang Gu chooses a player. @ If they chase an Qutsider (once only);
Fﬂﬂg 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, @

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.
Al-Hadikhia Wake the player marked 1 & say “The Al Hadik.}"ia has chosen® then the name of the player.
ek Do you choose to live? They nod or shake their head, Put them to sleep. Repeat for players 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,

Professor | The Professor might choose a dead player, @@
Choirboy | i the Demon killed the King, wake the Choirboy. Point to the Demon player

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

)&?r;- Flowergirl |  Either nod or shake your head,

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

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

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