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

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

Village Idiot

Each night, choose a player:

you lzarn their alignment,

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

Mathematician

Each night, you learn

how many players' abilities worked abnormally
(since dawn) due to another character's ability.

King

Each night, if the dead equal or outnumber the living,
you learn 1 alive character.

The Dermon knows you are the King.

Lycanthrope
Each night*, choose an alive player.

If good, they die & the Demon doesn't kill tonight.

One good player registers as evil.

B

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

Moonchild

When you leamn that you died,

publicly choose 1 alive player.

Tomight, if it was a good player, they die.

Cerenovus

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

Pit-Hag ™

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

Yaggababble

You start knowing a secret phrase.

Far each time you said it publicly today,
a player might die.

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

Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Artist
Once per game, during the day,
privately ask the Storyteller any yes/no guestion,

Amnesiac -
You do nat know what your ability is.
Each day, privately guess what it is:
You learn how accurate you are,

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

Virgin

The 1st time you are nominated,
if the nominator is a Tawnsfolk,
they are executed immediately.

Atheist

The Storyteller can break the game rules,
and if executed, good wing, even if you are dead. =
[Mo evil characters] :

Pacifist i
Executed good players s
might not die, v
g
Heretic 4 ,-& l
Whoever wins, loses & whoever loses, wins, 5 '
even if you are dead.  H
Puzzlemaster :
1 player is drunk, even if you die. el s
Ilmm{m}mﬂ&mmmmm ﬁ"
but guess wrong & get false info. a
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Evil Twin S5

)
You & an opposing player know each other. iﬁé'm 44
If the good player is executed, evil wins. ‘4

Good can't win if you both live. s
4

Xaan i3

On night X, ‘N
all Townsfolk are poisoned until dusk, --
[X Outsiders] 4 §
 ~

Kazali iy _!:.

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

[You choose which players are which Minions,
-? to 47 Outsiders]

Legion

Each night*, a player might die.

Executions fail if only evil voted.

You register 25 a Minion too, [Most players are Leg
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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

The Kazali paints at a player and a Minian on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep,

Write a phrase down so that the Yaggababble can read it,
Show the Yaggababble the phrase.

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

Wake the Demon. Show them the THIS PLAYER 1S info token, then the King token, then point at the King player.

Acdd the MIGHT remincder token that matches the current night. @&
On the night that equals the number of Oulsiders in play when the game began:
Aeld the X reminder to the Grimaire, @ Remaove it the following dusk.

Wake both twins. Allow eye contact.
Shaw the good twin's character token to the Evil Twin &vice versa,

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

Show the Townsfolk character token marked MAD.

Foint to al three players marked KNOW.

Wake 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.

Give a finger signal.

Wait a few seconds. Call for eyes open.
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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 the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:

Replace the MAD reminder with the HAS ABILITY reminder. @

Add the NIGHT 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 Grimoire, @ Remaove it the fallowing dusk,

The Cerenovus choases a player & a character, @ Put the Cerenovus to sleep, Wake the target,

Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

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

The Lycanthrape points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @& Demon doesn't kill tonight.

You may decide a player that dies. (Once per living Legion) &

The Mo Dashii chooses a player. @

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player, @

The Kazali chooses a player. @

If the Gossip is due to kill a player, they die. &

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

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 Moanchild is due to kill a good player, they die. @

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

If the number of dead plavers is equal ta or exceads the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

Give a finger signal.

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