Town Crier
Each night*, you learn
if a Minion nominated today.

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

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

(eneral

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

Village Idiot

Each night, choose a player:

you learn their alignment.

[+0 to +2 Village |diots. 1 of the extras is drunk]

Exorcist

Each night*, choose a player (different 1o last night):

the Demaon, if chosen, learns who you are
then doesn't wake tonight.

Nightwatchman
Once per game, at night, chocse a player:
they learn you are the Mightwatchman,

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses.
All players know if you choose a new player,

Psvchopath

Each day, before nominations,

wou may publichy chooss a player: they die,

If executed, you only die if you lose rashambo

Yaggababble

Qjo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.
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Slayer
Once per game, during the day,
publicly choose a player:

if they are the Demon, they die.

Fisherman A

Once per game, during the day,

visit the Storyteller for some advice "ur Y
to help your tzam win. N .
.
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Soldier 4

You are safe &
from the Demon, il* 4
Cannibal

Yau have the ability of the recently killed executee. '1
If they are evil, you are peisoned

until a good player dies by execution. "'-Z.' 3

. '_|, ]
Amnesiac &
You do nat know what your ability is. VN

Each day, privately guess what it is:
yaul learn how accurate you are,
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Minstrel b
When a Minion dies by execution, all other players
(except Travellers) are drunk until dusk tomomow, & :
Politician : .
If you were the player most responsible for your eam lsing,
you change alignment & win, : i
even if dead. <
Damsel ot
All Minions know you are in play. wig
If & Minion publicly guesses you (once), -
your team loses, -
5
Summoner |/ |
You get 3 bluffs. 'y
On the 3rd night, choose a player: e
they become an el Demon of your choice, [No Demon onl, &
,
Baron -1 ‘¥
There are extra Outsiders in play. { §
[+2 Qutsiders] H
Po k3

Each might*, you may choose a player: they 'ﬂll‘ :"“.

If your last choice was no-one, .
choose 3 players tonight, ' i
e e
Pukka r
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes: |
healthy,

p
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

~ Summoner

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 Paoisoners, Protectors, Killers, Informaticn

ababhle Write a phrase down 5o that the Yaggababble can read it.
Yagg b Shaw the Yaggababble the phrase,

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

Minion Info Show the THIS IS THE DEMON token, Peint to the Deman,
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Place the NIGHT 1 reminder. &

Summoner :
Shaw the Summaner 3 nat-in-play characters as bluffs,

If there are 7 or more players, wake the Deman:
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.

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

Pukka | The Pukka chooses a player. @

If you believe that the good team is winning, give a thumbs up
General | 1f you believe that the evil team iz winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

Village Idiot Walke any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
B¢ Fut that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the Mightwatchman peints at a player:
Put the MNightwatchman to sleep,
Nightwatchman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfio token & the Nightwatchenan token.
Point to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, €

Damsel | Wake each Minion. Show the Damsel token,

Wait a few seconds. Call for eyes open.
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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:
Poisoners, Protectars, Killers, Infarmation

The Cannibal has the ability of the mast recently executed player.
They immediately learm any Yyou start knowing' information.

On the third night, wake the Summaner:
They point at a player, and to a Demaon icon on the character sheet. Put the Summoner to sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

The Innkeeper choases 2 players, 806

The Gambler chooses a player & a character. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.

On the third night, wake the Summaner:
They point at a player, and to a Deman ican on the character sheet, Put the Summaner to sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demaon to sleep.

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

Far each time the Yaggababble publicly said their phrage:
You may place a DEAD token next to a living player, @

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

The Ojo paints to a role, If a player has that rale, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. &

The Pa may choose a player OR chooses 3 players fi they chasa no-one last night. @ or @@(*

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 know which team is winning, give a thumbs to the side.

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Villag Idict to sleep. Repeat until all Village Idiots have acted,

Either nod or shake your head.

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

Wait a few seconds. Call for eyes open & immediately sa'yawho died.
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