el

Steward
You start knowing
1 good player.

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk,

Shugenja

You start knowing if your closest evil player
i clockwise or anti-clockwise,

If equidistant, this infa is arbitrary.

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

Balloonist

Each night, you leam a player

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

Dreamer

Each night, choose a player (nat yoursalf or Travellers):

you learn 1 good and 1 evil character,
1 of which is correct.

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

Ogre
On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Sweetheart
When you die,
1 player 15 drunk fram now on.
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Godfather

You start knowing which Outsiders are in play.

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

Spy — %

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Quisider, even if dead,

$o 1Y

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 peisoned,

& _, " #Not the
| first night

£

Seamstress
Once per game, at night,

choose 2 players (not yourself):

vou learn if they are the same alignment.

Philosopher

Once per game, at night,

choose a good character: gain that ability.
If this character is in play, they are drunk.

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

Soldier L

You are safe -
from the Demon. H

: }_I
Cannibal 1 by

You have the ability of the recently killed executee. ©
If they are evil, you are peisoned '
until a good player dies by execution,

Ravenkeeper 4

If you die at night, i
you are woken to choose a player. -1d
you learn their character. i
Klutz

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

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (once),
your team loses.

Cerenovus o
Each night, choose a player & a good character HETH

they are "mad” they are this character tomorrow, & N
or might be executed, s '
N
Psychopath it
Each day, before nominations, e
you may publicly choose a player: they die. i

If executed, you only die if you lose reshambe. -i

Imp

Each night*, choose a player: they die. B -
If you kill yourself this way, N
a Minion becomes the |mp. :

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

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.
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Dreamer

Seamstress

Steward

Balloonist

Shugenja
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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 token, @

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

If there are 7 or more plavers, wake all Minions:
Shew the THIS 1S THE DEMON token, Point to the Deman.

If there are 7 ar maore plavers, wake the Demaon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens.

The Lleech picks a player. Mark them with the POISOMED token. @&
Show the character tokens of all in-play Outsiders.

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

Walke each Minion. Show the Damsel taken,

Shaw the Townsfolk character token, Point to both the TOWNSFOLK and WRONG players,

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

The Seamstress might choose 2 players, Nod or shake your head, @

Point to the player marked KNOW. @

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

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, peint your finger harizantally in either direction,

Show the Grimeire to the Spy for as long as they need.

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Wait a few seconds. Call for eyes open.
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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 learm any ‘you start knowing' information.

The Philosapher might choose a character. If necessary, swap their character token, @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

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

The Imp chooses a player. @ If the Imp chose themsalves:
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 Mo Dashii chooses a player. @

The Lisech chooses a player. Mark them with the DEAD taken, &

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

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

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

If the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, da s now, @

TBD

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

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

Either nod or shake your head.

The Seamstress might choose 2 players. Mod or shake your head, &

Paint to a player {alive or dead) with a different role type from the player with the SEEN token.
Place the SEEM token next to the shown player. &

Shaw the Grimoire to the Spy for as long as they need.

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