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

Bounty Hunter 95

You start knowing 1 evil player.

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

Town Crier
Each night*, you learm
if & 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.

Balloonist

Each night, you learn a player

of a different character type than last night.
[+0 or +1 Outsider]

Courtier
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days,

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Drunk

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

Pit-Hag % —

Each night*, choose a player

& a character they becorne (if not-in-play).

If a Demon is made, deaths tonight are arbitrary

Psvchopath

Each day, before nominations,

wou may publichy chooss a player: they die,

If executed, you only die if you lose rashambo

Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Ojo

Each night*, choose a character: they die

If they are not in play, ;

the Storyteller chooses who dies. = e

i

1 I'.

*Not the
first night

Huntsman i
Once per game, at night, choose a living pla
the Damsal, if chosen, becomes a not-in-play Towns!
[+the Damsel]

Fi.‘ihl‘. riman

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

Amnesiac 4
You do not know what your ability is. -
Each day, privately guess what it is: A
you |earn how accurate you are,

17
Sage _'1,1
If the Deman kills you, il
you learn that it is 1 of 2 players. A

Choirboy
If the Deman kills the King, . |
you learn which player is the Deman. :
[+ the Kingl

Poppy Grower "
Minions & Demons do not know each other,
If you die, they |eam who each other are that night.=8

Lealot
If 5 or more players are alive,
you must vate for every nomination.

Damsel L
All Minions know you are in play.

If & Minion publicly guesses you (once),
yaur team loses, =

Assassin . i
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. =5

..J.

Mastermind ‘

If the Demon dies by execution lending the gan‘né’ﬂr
play for 1 more day. i ;.
If & player is then executed, their team |oses.

Kazali - ;&
Each might*, choose a player: they die, ;"“.
[You choose which players are which Mlnhm‘

-7 to +7 Outsiders]

Fang Gu

Each night*, choose a player: they die.
The 1st Qutsider this kills bacomes an evil Fang Gl.r =l
& you die instead. [+1 Qutsider] -
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1 The Kazali pu{nl:sataplayaranda nion on the ¢ aractecsheet Lty

Amnesiac

Huntsman

Damsel

Ogre

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info taken 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:
Foisoners, Protectors, Killers, Information

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.

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 Courtier might choose a character, @@

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

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
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, &

Put the Damsel 1o sleep, Replace the Damsel character token with their new Townsfolk character token,

Wake aach Minion. Shaw the Damsel taken,

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

Wait a few seconds, Call for eyes open,

If they chese the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
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Amnesiac

Poppy Grower

Innkeeper

Courtier

Gambler

Pit-Hag

Kazali

Fang Gu

Ojo

Assassin

Sage

Choirboy

Balloonist

Huntsman

o s, T

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

P

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 Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions. Hﬁﬂ"eD&‘nmhasl@q

The Innkeeper choases 2 players. @06

The Courtier might choose a character. B8

The Gambler chooses a player & a character. @

The Pit-Hag chooses a player & a character. If they chase a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

The Kazali chooses a player, @

The Fang Gu chooses a player. @ If they chose an Outsider (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 Qjo paints o a role, If a player has that role, they die. @
If the rale is aut of play, the Storyteller chooses any number of players that die. @

The Assassin might choose a player. ©8

If the Dernman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

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

Point toa player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. 8

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

Either nod or shake your head.

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token. &

If they chose the Damsal, wake the Damsel, show the NO ABILITY info taken, then a not-in-play Townsfolk token,

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk characker token.

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