Moble / Philosopher
You start knowing 3 players, Once per game, at night,
1 and only 1 of which is evil. choose a good character: gain that ability.
If this character is in play, they are drunk. ‘-L’ ‘) R
el &
Shugenja Huntsman -
You start knowing if your closest evil player Once per game, at night, choose a living pla
is clockwise of anti-clockwise, the Damessl, if chosen, becomes a not-in-play To
If equidistant, this info is arbitrary, [+the Damsel]

Fisherman

Onice per game, during the day,
visit the Storyteller for some advice 5
to help your team win, B, i

Bounty Hunter o
You start knowing 1 evil player.

If the player you know dies, you leam another :
evil player tonight. [1 Townsfolk is evil] BTl
s i

; Alchemist &

Pixie You have a Minion ability. - }
: ; When using this, _1

You start knowing 1 in-play Townsfolk. the Storvteller may promot you to chaose diffently
If you were mad that you were this character, & Slery/Ehen Ty : T
you gain their ability when they die, 5 Cannibal 5+« & .

b2 You have the abilty of the recently killed executee.  SUSH
Sal R e If they are evil, you are poisoned 3P

Each night, choose an alive player: until a good player dies by execution.

a chosen Demon swaps characters & alignments

Bansh ‘
with you & is then poisoned. paEr

If the Dermaon kills you, all players leam this, !
From now on, you may nominate twice per day =
and vote twice per nomination, 3

-

AIhHilllir

Once per day, if you publicly guess

which players are Minionis) and whach are Demanis),
£00d Wins.

i

Poppy Grower g
Minions & Demons do not know each other. =
If you die, they learm who each ather ane that rligfia- ™

Klutz '
When you leam that you died, publicly choose S
1 alive player: if they are evil, your team |oses. S8

Lunatic

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

& who you choose at night,

Drunk Lealot %

You do not know you ane the Drunk, If 5 or more players are alive,

You think you are a Townsfolk character, you must vote for every nominaticn. .

but you are not. & .

R G

Godfather Marionette 5 - o

You start knowing which Outsiders are in play. You think you are a good character but you are not-3

If 1 died today, choose a player tonight: they die. The Demon knows who you are. . *

[-1 or +1 Outsider] |'You neighbor the Demon] pl :.:." :
=

Psyvchopath Goblin i » I

Each day, before nominations, {l %  Ifyou publicly claim to be the Goblin : g

wou may publichy choose a player: they die. when nominated & are executed that day,

If executed, you only die if you lose roshambo. your team wins.

Imp ’ Fang Gu b2

Each night*, choose a player: they die. Each might*, choose a player: they die. el ;“‘.

If you kill yourself this way, The 1st Qutsider this kills bacomes an evil Fang GuS

a Minion becomes the Imp. & you die instead. [+1 Qutsider] 3 i
-

Al-Hadikhia

Eachnght”, WWM3mummm
each silently chooses to live or die,

Vigormortis
Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1

Townsfolk neighbor. [-1 Ul,ltslaﬂ_;: é s but if all live, all die.
ir .5- N "
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Check that all eyes are closed. Some Travellers & Fabled act.

Phi]ﬂﬁﬂphﬂl‘ The Philosopher might chocse a character. If necessary, swap their character token. @

Wake the Deman. q

Poppy Grower S e THESE CHARICTERS ARE NOT IN FLAY e, S 3 refigly s et thers, Rt b Dirvon bsbam D et e i b arl D |

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

Minion Info Show the THIS 1S THE DEMON token, Point to the Demon.

3 Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Alchemist Mark the Alchemist with the 1S THE ALCHEMIST token, @ Swap the Alchernist token with this Minion token.
Turn the Minion token upside-down, (This shows they are still good.).

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.
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Lunatic

If there are ¥ or more players, wake the Deman:
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 Deman. Paint to the player marked 1S THE MARIONETTE & show the Marignette character token,

Marionette Put the Demon to sleep.

The Snake Charmer chooses a player. If they chose the Demon:

Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon takens.
Snake Charmer Put the cdd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Show the character tokens of al in-play Qutsiders.

Noble | Puint to al three players marked KNOW.

Point your finger harizontally in the direction of the closest evil player.

Shugenja
gen) If the two closest evil players are equidistant, peint your finger horizontally in either direction.

Show the Townsfolk character token marked MAD.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their taken upside-down. (This shows they are evil )
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, &
If they chose the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token,
Put the Damsel 1o sleep, Replace the Damsel character token with their new Tawnsfalk character token.

Huntsman

Wait a few seconds, Call for eyes open,




Poppy Grower

Snake Charmer

Lunatic

Fang Gu

Vigormortis

Imp

Al-Hadikhia

Godfather

Banshee

Huntsman
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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. @

The Cannibal has the ability of the mest recently executed player,
They immediately learn any 'you start knowing' information.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Dermon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Derman to slee

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

Do whatever needs to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Fang Gu chooses a player, @ If they chose an Qutsider (once only):
Replace the Qutsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @&

The Vigormortis chooses a player, @ If that player is a Minian, poison a neighbaring Townsfolk, 8@

The Imp chooses a player. @ If the Imp chose themselves:
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 Al-Hadikhia paints 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
Azk “Do you choose to 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.

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

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

If the deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, &
If they chose the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token,
Put the Damsel 1o sleep, Replace the Damsel character token with their new Tawnsfalk character token.

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