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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 learn
if a Minion nominatad today.

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

Acrobat

Each might*, choose a player:
if they are drunk or poisoned,
you die,

King

Each night, if the dead equal or outnumber the living,
you learn 1 alive character.

The Demon knows you are the King.

A

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

]ll.'l.'lu!‘il‘
You might register as evil & as a Minion or Dernon,
even If dead.

G,

W

Pit-Hag % —

Each night*, choose a player

& a character they become (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.

Kazali -
Each night*, choose a player: they die.
[You choose which players are which Minions,

7 to +7 Outsiders] L i
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Courtier { 3

Once per game, at night, choose a characler: SRR

they are drunk for 3 nights & 3 days. a h
¥

R R
Huntsman i
Once per game, at night, choose a living players
the Damsgl, if chasen, becomes a not-in-play Townsioll
[+the Damsel]

Fisherman

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

Soldier
You are safe Ny
from the Demon, _1

Amnesiac Y o T
You do not know what your ability is. 1
Each day, privately guess what it is; g
you |earn how accurate you are.

Sape
If the Deman kills you, .
you learn that it is 1 of 2 players. -

Poppy Grower ]
Minions & Demans do not know each other,
If you die, they learm who each other are that night. =S

ZLealot i
If 5 or more players are alive, 3
you must vate for every nomination. =N
e
Damsel Fa
All Minions know you are in play. .
If & Minion publicly guesses you (once), 3
your team losss, B
'l... ‘ &
. L
Assassin 2 T
Once per game, at night*, choose a player: )
they die, even if for some reason they could not. =
.
p ﬂ" '
Mastermind N

ot
If the Demon dies by execution (ending the gan‘né’ﬂ' =
play for 1 more day. S
If & player is then executed, their team loses.

Pukka o
Each night, choose a player: they are poisoned. | ;“‘.
The previously poisoned player dies then becomes S

healthy. A
Fang Gu -

Each night*, choose a player: they die. _ 1
The 1st Qutsider this kills becomes an evil Fang Gu S

& you die instead. [+1 Quisider] .




Amnesiac
Poppy Grower

Courtier

Pit-Hag

Acrobat
Sage
High Priestess

King

A

i -8

u‘- :L;'ll:';""’lj- Bounty Hunter
Town Crier

Huntsman

P

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

This ability should occur at the appropriate time in the night arder, Abilities are usually ardered:
Poisoners, Protectors, Killers, Information

If the Poppy Grower died today ar 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 Mirions, Put the Demon bsbei

The Courtier might choose a character. @@

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

The Kazali chooses a player. @

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

The Fang Gu chooses a player. @ If they chase an OQutsider (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 Assassin might choase a player, B8

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

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

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

If the number of dead players is equal ta or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

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 1o a player;
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsel, wake the Damszl, 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 Townsfolk character token.

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