Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die.

Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight,

Balloonist

Each night, you learn a player

of a different character type than last night.
[+0 or +1 Outsider]

(eneral

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

Tinker
You might die
at any time,

Recluse
You might register as evil & as a Minion ar Deman,
even if dead.

Pit-Hag ™

Each night*, choose a player

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

If a Demon is made, deaths tonight are arbitrary.

i '
Marionette ¥

ou think you are a good character but you are not.

The Demon knows who you are.
[You neighbor the Demon]

Vigormortis

Each night*, choose a player: they die,
Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Outsider]

Village Idiot
Each night, choose a player:

you learn their alignment.

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

Dreamer Y
Each night, choose a player (not yoursalf or Travellersh: e -
you learn 1 good and 1 evil character, ;

1 of which is comect. i
Philosopher g
Once per game, at night, = 4
choose a good character: gain that ability. B

If this character is in play, they are drunk.

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

E
Saint : ."*
If you die by execution, & ""'J
your keam loses, - v HE

Xaan . ‘
On night X, g
all Townsfolk are poisoned until dusk, P
(X Outsiders] Jet
-l
44
<4
Al-Hadikhia e

Each night*, you may chionse 3 players (2l players laam 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.

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

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

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,

VWake the Demon. Point to the player marked 1S THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep,

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, @ Remove it the fallowing dusk.

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

Point to a player (alive or dead).
Place the SEEN token next to the shown player, @

Wake any Village |diat, 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 you Believe that the good team i1s winning, give a thumbs up
If you believe that the evil team is winning, give a thumbs dawn.
If you don't know which team is winning, give a thumbs to the side,

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 choose a character. If necessary, swap their character foken, @

Add the NIGHT reminder token that matches the current night. @
On the night that equals the number of Ouisiders in play when the game began:
Ald the X reminder to the Grimaire. @ Remaove it the follewing dusk.

The Gambler choosss a player & a character. @

The Mank chooses a player. @

The Pit-Hag chooses a player & a character. |f 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 Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

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.
Wake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.
Ask "Do you choose fo 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,

The Tinker might die. @

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

Point to a player {alive or dead) with a different role type from the player with the SEEN token,
Place the SEEN token next to the shown player. @

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 Idiats have acted.

If you believe that the geod 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 to the side.

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