Steward
You start knowing
1 good player.

Knight
You start knowing 2 players
that are nat the Demon.

Chef
You start knowing how many pairs
of evil players there are.

Librarian

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

Empath

Each night, you learn how many -

of your 2 alive neighbours are evil.

Flﬂill.}'l"

Each nmight, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Fortune Teller

Each night, choose 2 players:

yau learn if either is a Demon,

There &5 a good player that registers as a Demaon to you,

Drunk

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

Recluse
You might register as evil & as a Minion or Dernon,
even if dead.

Godfather

You start knowing which Outsiders are in play.

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

Marionette

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

[You neighbar the Demon]

Imp

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

a Minion becomes the Imp.

Ojo

Each might*, choose a character: they die.
If they are not in play,

the Storyteller chooses who dies.

Exorcist
Each night*, chocse a player (different to last nig
the Demon, if chosen, leams who you are
then doesn't wake tonight.

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

Cannibal i
You have the ability of the recently killed executes, 2§
If they are evil, you are poisoned ]
until a good player dies by execution.

Farmer i
If you die at night,
an alive good player becomes a Farmer. fr _
o
(s
Ravenkeeper JAr:
If you die at night, [ &

you are woken to choose a player:
youl learn their character.

Fool ¥
The first time you die, i
you don't,

Saint
If you die by execution,
your team loses.

Politician =
nmmmmmmh@rmmm 1{5

yiou change alignment & win,

even if dead. &

T8
Scarlet Woman _ ‘F'} ;
If there are 5 or more players alive o
& the Demon dies, you become the Deman. ".':':‘
(Travellers don't count) s '

N

Xaan fei
On night X, S
all Townsfolk are poisoned until dusk, i
[X Qutsiders] ;-i;-_
Kazali TF

Each night*, choose a player: they die. e
[You choose which players are which Minions.
-? to +7 Outsiders] 3

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

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

The Cannibal has the ability of the mast recently executed player.
They immediately leam any ‘you start knowing' information.

The Sailor chooses a living player. @

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 fallowing dusk.

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

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demaon:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

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 neighbaoring Townsfolk. GG

The Ojo paints to a role. If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. &

The Kazali chooses a player. @

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

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.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

Give a finger signal,

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

If the Mightwatchman peints at a player:
Put the Nightwatchman to sleep.
Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchran token.
Point to the MNightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, &

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