Noble
You start knowing 3 players,
1 and only 1 of which is evil,

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

High Pricstess
Each night, learm which player
the Storyteller believes you should talk to most.

Monk
Each night*, choose a player (not yourssif):
they are safe from the Demon tonight.

Balloonist

Each night, you learn a player

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

Savant

Each day, you may visit the Storyteller
to learn two things in private:

1is true & 1 is false.

Alsaahir

Once per day, if you publicly guess

which players are Minion(s) and which are Demaonis),
good wins,

Drunk

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

Recluse
You might register s evil & as a Minion or Derman,
aver if dead.

Poisoner
Each might, choose a player:
they are poisoned tonight and tomormow day.

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

Boomdandy
If you are executed, all but 3 players die.
After a 10 10 1 countdown,

the player with the most players pointing at them, dies,

No Dashii
Each night*, choose a player: they die.
Your Z Townsfolk neighbours are poisoned.

Pukka
Each night, choose a player: they are poisoned,

The previously poisoned player dies then DE\:urr'res
healthy.
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*Not the
first night

Seamstress
Once per game, at night,
choose 2 players (not yourself):

you learn if they are the same alignment.

Artist

Once per game, during the day, _

privately ask the Storyteller any yes/no questioni e
LY B f#
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Fisherman By
Once per game, during the day, 8,
wisit the Storyteller for some advice e
to help your team win. —‘F ¢

Cannibal
You have the ability of the recently killed executee,
If they are evil, you are peiscned

until a good player dies by execution.

Amnesiac , 'i' {
You do nat know what your ability is. B
Each day, privately guess what it is: ol ¢

you learn how accurate you are. o

Ravenkeeper

If you die at night,
you arg woken to choose a player: .
you l2arn their character, Y

Sweetheart
When you die,
1 player is drunk from now an. o

]
Puzzlemaster ".f’,
1 player is drunk, even if you die. 4
If you guess {once) wha it is, leam the Da‘rmpla;ﬂ'
but guess wrong & get false info.

Scarlet Woman ¥
If there are 5 or more players alive e

& the Demon dies, you become the Deman. i
(Travellers don't count) L

Boffin &

The Demon (even if drunk or poisoned)
has a not-in-play good characters ability.
You both know which.

Lleech

Each night*, choose a player: they die, 7 bl

¥ou start by choosing a player: they are poisonedss
You die if & only if they are dead.
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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:

Amnesiac Poizoners, Protectors, Killers, Informaticon

Wake the Boffin and the Deman. y
Shew the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character foken,
Place this second character token by the Demon character token.

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

If there are 7 or more players, wake the Demon:
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,

FE G Z e T i

Poisoner The Foisoner chooses a player. @

The Pukka chooses a player. @

Lleech The Lleech picks a player. Mark them with the POISONED token. @

Noble | Point to al three players marked KNOW.

g

%‘h A i Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

High Priestess Paint to the player whom you most think the High Priestess should speak with tamorrow.

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

Seamstress The Seamstress might choose 2 players, Ned or shake your head, @

Wait a few seconds, Call for eyes open,




Amnesiac

Cannibal

Poisoner

Lleech

Assassin

Sweetheart

Ravenkeeper

High Priestess

Balloonist

Seamstress

Dawn

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:
Poizoners, Protectors, Killers, Informaticon

The Cannibal has the ability of the maost recently executed player,
They immediately learn ary ‘you start knowing' information.

The Poisoner chooses a player. &

The Maonk chooses a player. @

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token.

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

The Lleech chooses a player. Mark them with the DEAD token. €

The Mo Dashii chooses a player. @

The Assassin might choose a player. @@

If the Sweetheart died, a player bacame drunk immediately. fl you haven't done this yet, do so now. @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that player's character taken,

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

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

The Seamstress might choose 2 players, Mod or shake your head, @

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