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

High Priestess
Each might, learn which player
the Storyteller believes you should talk to most.

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

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

Sailor

Each might, choose an alive player:
either you or they are drunk until dusk.
You can't die,

Preacher

Each night, choose a player

a Minion, if chosen, learns this.
All chizsen Minions have no ability.
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Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Tinker
You might die
at any time.

Devil's Advocate

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

if executed tomaorrow, they dont die.

Cerenovus

Each night, choose a player & a pood character:
they are "mad” they are this character tomormw,
or might be exacuted,

Yaggababble

Po
Each might*, you may choose a player: they die.

3

Cult Leader
Each night, you become the alignment of an alive ne
If all good plavers choose o join your culf, your ke
) A
Gossip -

Each day, you may make a public statemant, - ‘
Tonight, if it was true, a player dies. K.

Nightwatchman
Once per game, at night, choose a playEf EF i
they learn you are the Mightwatchman, !

Courtier L
Once per game, at night, choose a character; IR
they are drunk for 3 nights & 3 days. by

Professor : o
Once per game, at night*, choose a dead player: = &
if they are a Townsfolk, they are resurmected, g !

Tea Lady
If both your alive neighbors are good, :
they can't die.

Pacifist i,
Executed good players
might nat die. 7

Moonchild

When you leamn that you died,

publicly choose 1 alive player.

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

Barber ; g
If you died today or tonight, the Deman may choose!
2 players (not another Demon) to swap characters,

Assassin ..
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. %
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Baron B
There are extra Outsiders in play. {
[+2 Outsiders] e
Pukka

Each night, choose a player: they are poisoned, #
The previously poisoned player dies then becomes S8
healthy., ' i
Lleech : -.
Each night*, choose a player: they die. e

|th°'«” '351 choice was ”T'-"'ﬂ”&- : 3 You start by choosing a player: they are po-aonad‘
choose 3 players tonight, Pt g v You die if & enly if they are dead,
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Check that all eyes are closed. Some Travellers & Fabled act.

Write a phrase down 50 that the Yaggababble can read it,
Show the Yaggababble the phrase.

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

If there are 7 or more players, wake the Demon:
Demon Info 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,

Sailor The Sailor chooses a living player. @

The Preacher chooses a player, If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,
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Lleech The Lieech picks a player. Mark them with the POISONED token. @

The Courtier might choose a character. @@

The Devil's Advocate chooses a living player. €

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

The Pukka chooses a player. @

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

If the Mightwatchman peints at a player:
Put the MNightwatchman to sleep,
Vake the chosen player, show them the THIS CHARACTER SELECTED YOU infio foken & the Nightwatchiman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, &

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Wake the Cult Leader, show thern the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Cult Leader Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment. )

High Priestess Point to the player whom youw most think the High Priestess should speak with tomorrow,

Wait a few seconds. Call for eyes open.
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Chack that all eyes are closed. Some Travellars & Fabled act.

The Sailor chooses a living player. @

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chasen Minian,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Courtier might chooss a character. ©@

The Innkeeper chocses 2 players, @88

The Gambler choases a player & a character, @

The Devil's Advocate chooses a living player. @

The Cerencvus 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 tokerl

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

The Po may choose a player OR chooses 3 players fi they chose no-one |ast night. @ or @K~

The Lleech chooses a player. Mark them with the DEAD token. &

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

The Assassin might choose a player, B8

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

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

The Professer might choose a dead player. S

The Tinker might die_ @

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token.
Paint to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
VWake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep,
Turn the Cult Leader token upside-down. (This shows their alignment.)

Point to the player whom you most think the High Priestess should speak with tomorrow,

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