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Washerwoman Huntsman i
m You start knowing that 1 of 2 players @ \ Once per game, at night, choose a living pla
is a particular Townsfolk. the: Damsel, if chosen, becomes a not-in-play Towns!
[+the Damsel]
Bounty Hunter 95
m You start knowing 1 millplayevr. Slayer
If llhe player '_-.rqu know dies, you I_earn_annther Once per game, during the day,
evil player tonight. [1 Townsfolk is evil] publicly choose a player:
_ if they are the Demaon, they die. 5
A Town Crier I
) Each night*, you learn e d
CN if a Minion nominated tocay. Fisherman : B
Once per game, during the day, Ll
gLy visit the Storyteller for some advice b
Undertaker : to help your team win. *
Each night*, you learn which character bt
died by execution today, .
> Amnesiac _'11
Innkeeper You do not know what your ability is. T
Each night*, choose 2 players: Each day, privately guess what it is: A ,'
they can't die tonight, but 1 is drunk until dusk. ] you learn how accurate you are. : --" i
= Gambler Sage -
Each night*, choose a player & guess their character: If the Deman Kills you, 3
if you guess wrong, you die, i youl learn that it is 1 of 2 players, .
I:xnrmst. r Poppy Grower s
E:BEEZL ¥ ?rlmia; T::E;;ﬂ'rlge;; ma:*aeﬂ Might): Minions & Demaons do not know each other.
. | I, [ W L g i
: If you die, they learn whao each other are that night.s
then doesn't wake tonight. ¥ s E”".. i
Ogre Heretic o i
e, 'On your 1st night, choose a player (not yourself): Whoever wins, loses & whoever |oses, wins, 3
you Become their alignment (you don't know which) even if you are dead. =N
even if drunk or poisoned.
Puzzlemaster P
Zealot 1 player is drunk, even if you die.
4 If 5 or more players are alive, If you guess {onced wha it is, leam the Demon Dli]ﬂ'.
# wou must vate for every nomination. but guess wrang & get false info. .
'l... ‘ &
Devil's Advocate Assassin o T
i \ Each night, choose a living player Once per game, at night*, choose a player: )
(differant to last night): they die, even if for some reason they could not. S8
if executed tomorrow, they domt die, ; thy
o b4
Psychopath Boffin ' _ e
Each day, before nominations, ;:: EEE?.:_[E;:EH I d‘f:;[:tf:r':a:ﬁ] % .
you may publicly choose a player: they die. oot k'mf Frﬁ § il A
If executed, you only die if you lose reshambo gl 11
Kazali - Fang Gu b2
Each night*, choose a player: they die, Each might*, choose a player: they die. el ;“‘.
[You choose which players are which Minions. The 1st Quisider this kills becames an evil Fang Gul
-7 to +7 Outsiders] & you die instead. [+1 Outsider] 3
o
| Po Al-Hadilkhia
Each night*, you may choose a player: they die. Eachnight*, you may choose 3 piamtal;ﬂa,eaiaanﬂ’a}
) If your last choice was no-one, i each silently chooses to live or die,
choose 3 players tonight, , t”h W but if all live, all die.
5 N,
-1 4
- Sy - *Not the

- 1 L F e i T e

L : L first I‘IiHI‘lt “ e y




e 41 Sl e e j'.: . TR

4 -

1 The Kazali pu{nl:sataplayaranda nioh 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,

Check that all eyes are closed, Some Travellers & Fabled act.

This ability shoubd occur at the appropriate time in the night order. Abilities are usually ardered:

Amnesiac ; . :
Poisoners, Protectors, Killers, Infarmation

Wake the Deman,
Sow e THESE CHARACTERS ARE NOT IN FLAY then, Sow 3 retingly o checte thers FLt b Diavon b s [ et b e Wiion i ar D

If there are 7 or more players, wake all Minions:
Shor the THIS 1S THE DEMON token. Point to the Deman.

FE G Z e T i

The Kazali paints 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 taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exist.
Put the Kazali to sleep.

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

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

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character taken
Place this second character token by the Demon character token.

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

Wake any player with a Townsfolk character:

; Show them the YOU ARE token, & a thumbs down. Put them back to sleep.

"i Turn their token upside-down. (This shows they are evil,)

" Wake the Bounty Hunter, point to an evil player. Flace 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 chese 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 Townsfolk character token,

Huntsman

Ogrc The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Dawn |  Wait a few seconds. Call far eyes open,




Amnesiac

Poppy Grower

Innkeeper

Gambler

Kazali

Al-Hadikhia

Assassin

Sage

Town Crier

Undertaker

Huntsman

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

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

The Innkeeper chooses 2 players. @6

The Gambler chooses a player & a character. &

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

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

The Kazali chooses a player, @

The Fang Gu choases a player. @ If they chose an Qutsider (once only):
Replace the Outsider 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 Pa may choose a player OR chooses 3 players i they chase no-one last night, & or 8@1(*

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
Ask Do you choose 1o 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.

The Assassin might choase a player. 8

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demen,

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

Either nod or shake your head.

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

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 NO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

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