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

Undertaker
Each night*, you learm which character
died by execution today.

Empath
Each night, you leam how many
of your 2 alive neighbours are ayil,

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

Balloonist

Each might, 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,

Fortune Teller

Each night, choose 2 players:

you learn if either is a Demon,

These i a good player that registers 25 a Demon 1o you,

Lunatic

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

& who you choose at night.

Tinker
You might die
at any time.

Poisoner
Each night, choose a player:
they are poisoned tonight and tomorrow day.

Evil Twin

You & an opposing player know each ather.
If the good player is executed, evil wins.
Good can't win if you both live.

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]

Vigormortis

Each night*, choose a player: they die.

Minions you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Quisiderl:t : )
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Exorcist

Each night*, chocse a player (different ta last nig

the Deman, if chosen, learms who you are _'. 4 TaM
i ¥

then doesn't wake tonight. o B
‘;"' R _.1

Courtier B
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days.
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Philosopher

Once per game, at night, ¥
choose a good character: gain that ability, B L
If this character is in play, they are drunk. 'y

Artist
Once per game, during the day,
privately ask the Storyteller any yesino queslmrr

Amnesiac e k!
You do not know what your ability 1s.
Each day, privately puess what it is: N
you learn how accurate you are,

Mavor -
Ifonly 3 players live & no execution occurs, g
yaur team wins. -
If you die at night, ancther player might die mSIEEﬂ"

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

& b ..:

oy
fealot it
If 5 or more players are alive, wig

you must vote for every nomination,

Mastermind R
If the Demon dies by execution (ending the game}, i,
play for 1 more day. -
If a player is then executed, their team loses. 2 ,"J-:. .
b
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Scarlet Woman

If there are 5 or mare players alive 8
& the Demaon dies, you becorne the Deman, v

(Travellers don't count) “
Legion k2
Each night*, a player might die. ¥ .:"‘1.

Executions fail if only evil voted.
You regaster as a Minion too, [Most players are I.ﬂlunl i

Lleech ¥ -
Each night*, choose a player: they die.
You start by choosing a player: they are pmsunad
You die if & only if they are dead.

E'



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:

Amnesiac Poisoners, Protectors, Killers, Infarmation

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

Philnsnpher The Philosopher might choose a character, If necessary, swap their character token, @

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Deman
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If there are 7 or more plavers, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MNOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Shew the YOU ARE info taken and the Deman token,
Show the THIS PLAYER 1S info token and the Lunatic token, then paint to the Lunatic.

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

Lleech The Lleech picks a player, Mark them with the POISONED token. @

Poisoner The Poisoner chooses a player. @

The Courtier might choose a character, @@

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

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Give a finger signal.

Fortune Teller | The Fortune Teller choosas 2 players, Mod if either is the Deman (or the RED HERRING).

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

If you believe that the good team is winning, give a thumbs up
General 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 ta the side.

Wait a few seconds, Call for eyes open,
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Dawn

Check that all eyes are closed. Same Travellers & Fabled act.

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

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

The Poisoner chooses a player. @

The Courtier might choose a character, @@

The Innkeeper chooses 2 players, ©G8

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

Do whatever needs to be done to simulate the Demaon acting

Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demon:

Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens, Point to the Exorcist,

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

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. @0

The Lleech choases a player. Mark them with the DEAD taken, @&

The Kazali chooses a player, @

If the Sweetheart died, a player became drunk immediately. fl yvou haven't done this yet, do sa now, @

The Tinker might die. @

Give a finger signal.

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

If a player was executed today, show their character token.

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

If you believe that the good team is winning, give a thumbs up.

If you Belisve that the evil team is winning, give a thumbs dawr,
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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