Pixie

You start knowing 1 in-play Townsfalk.

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

Oracle
Each night*, you learn
how many dead players are evil.

General

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

King

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

The Demon knows you are the King.

Fiﬁhl‘.rman

Once per game, during the day,
visit the Storyteller for some advice
to help your team win.

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

Plague Doctor
If you die,
the Storyteller gains & Minion ability,

Devil's Advocate

Each might, choose a living player
(different to last night):

if executed tomorrow, they don't die.

Harpy
Each night, choose 2 players:

tomorraw, the 1st player is mad that the 2nd is evil,

or one or both might die,

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy.

& _, " #Not the
| first night

Princess
On your 1st day, if you nominated & executed a player,
the Demon doesn't kill tonight.

Jugeler

On your 1st day,

publichy guess up to 5 players' characters. .43
That night, you learn how many you got corect. L

Minstrel i
Whien 2 Minion dies by execution, all other players & d
(except Travellers) are drunk until dusk tomonmaw, ‘o2

Choirboy 3
If the Deman kills the King,

wau learn which player is the Deman, i
[+ the Kingl o

Atheist (
The Storyteller can break the game rules, '; , 1
and if executed, good wins, even if you are dead.
[Mo evil characters)

Barber

If you died today or tonight, the Demon maychm
2 plavers (not another Demon) to swap characters.

Hatter =3
If you died today or tonight, j 3
the Minion & Demon players

may choose new Minion & Deman characters to be

Mastermind 2o
If the Demon dies by execution (ending the gameJ. el
play for 1 more day. FLN
If & player is then executed, their team loses.

Vizier

All players know who you are. S
You can not die during the day. i
If good voled, you mwmmmmummm 5

Yortox

Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5
Each day, if no-one is executed, evil wins.

Riot
On day 3, Minions become Rict

& nomineess die but nominate an alive player immediatsly,
This must happen.
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Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:
Sherer the THIS IS THE DEMON token. Point to the Deman.

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 IS infio foken, then the King token, then point at the King player.

The Devil's Advocate chooses a living player. @&

The Harpy chooses a player & & then ancther player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target,

The Pukka chooses a player. @

Show the Townsfolk character token marked MAD.

If you believe that the good team is winnlrtg, 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.

Declare that the Vizier is in play, and which player it is.
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Check that all eyes are closed, Some Travellers & Fabled act.

If the Townsfolk marked MAD died, & the Fixie player has been sufficiently mad that they were this character: |
Replace the MAD reminder with the HAS ABILITY reminder. @ !

The Devil's Advocate chooses a living player. @

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU taken, the Harpy token, then point to the second targst,

If it is the Princess first day, and they nominated and executed a player:
If the Demaon would wake to choose a player, wake them as normal. The Demon does not kill

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy, &

RN @—~Z XImIm—=0O

The Mo Dashii chooses a player. @

The Vartax chooses a player, @

If the Hatter died, wake the Minions and Derman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to andather character of the same type as their current character
If a second player would end up with the same character as anaother player:
Shake your head no and gesture for them to choose again,
Fut them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose,

If the Barber died today or tanight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Deman chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do s0 now. &

It the Plague Doctor died, place a Minion character token in the center of the Gnmaoire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night sheet.

If the Demaon killed the King, wake the Choirboy. Point to the Demon player.

Give a finger signal.

Give a finger signal.

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Fut the King to sleep.

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down,
If you don't krow' 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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