ot

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

Pixic

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

High Priestess
Each night, learm which player
the Storyteller believes you should talk 1o mest,

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

Sailor

Each might, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Balloonist

Each night, you learn a player

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

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Mutant
If you are “mad® about being an Outsider,
you might be executed.

i
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Devil's Advocate

Each night, choose a living player
(differant to last night):

if executed tomaorrow, they dont die.

Widow %

On your 1st night, look at the Grimoire
& chooss a player: they are paisoned,

1 good player knows a Widow is in play.

\T(

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions,
-7 to +7 Outsiders]

Vigormortis

Each night*, choose a player: they die.

Minions you kill keep their ability & poison 1

Townsfolk neighbor. [-1 Uuts.ldeﬁ,
ir .5
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Fortune Teller
Each night, choose 2 players:
you learn if either is a Deman,

ﬂwesagccdpla;.erﬂﬁtregrstersasamrmw SR

PRV &
Cult Leader A
Each night, you become the alignment of an alive neghts
If all good plavers choose i join your cull, your iesm
e

Fisherman

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

Cannibal
You have the ability of the recently killed executes ™
If they are evil, you are poisoned

until a good player dies by execution.

Amnesiac u iy
You do not know what your ability is. b |
Each day, privately guess what it is; LY
you leamn how accurate you are, 8
Minstrel .

When a Minion dies by execution, all other players :
(except Travellers) are drunk until dusk tomarmaw.

Tea Lady _.
If both your alive neighbors are goad, &
they can't die. 3

Politician .
If you were the player most responsible for your team losing, =3
you change alignment & win, ("

even if dead.
Damsel E--
All Minions know you are in play. wig
If & Minion publicly guesses you (once), -
your team loses. =
B .
Goblin "
If you publicly claim to be the Goblin i
when nominated & are executed that day, o
your team wins. s e
F 'I. .
I
Scarlet Woman IS &
If there are 5 or more players alive : A
|

& the Deman dies, you become the Demaon,
(Travellers don't count)

Lleech k3
Each night*, choose a player: they die. i ;“‘.
You start by choosing a player: they are poisonedis
You die if & only if they are dead. ' 'E

| 4
Riot 2

On day 3, Minions become Riot '!'
&mrmdebﬁmnaemdneplwmmmﬁr

This must happen.
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This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectars, Killers, Information

Amnesiac

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

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

. s If there are 7 or more players, wake all Minions:
Minion Info Show the THIS 1S THE DEMON token. Foint to the Demon.

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 token then the Minion character token, 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 Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players.
Show the THESE CHARACTERS ARE MNOT IN PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demon token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

If there are 7 or mare players, wake the Deman:
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

Lunatic

Sailor |  The Sailor chooses a living player. @

Show the Grimeire for as long a5 the Widow needs.
Widow |  The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep,
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. &

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

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

J.3 .'_- H“ Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
g i
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Pixie | Show the Townsfalk character token marked MAD.

High Priestess Point to the player whom you most think the High Priestess should speak with tamorraw.

Point to a player (alive or dead).

Balloonist Place the SEEN token next to the shown player. @

The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:

Cul Wake the Cult Leader, show therm the YOU ARE token, &either a thumibs down (if eil) or thurmbs up (if goad).
ult Leader

Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

Fortune Teller | The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
Damsel Wake each Minion. Show the Damsel token.

Wait a few seconds. Call for eyes open.
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Scarlet Woman

Lunatic

Lleech

Vigormortis

High Priestess

Balloonist
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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 arder, Abilities are usually ardered:
Poisoners, Protectors, Killers, Information

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

The Sailor chooses a living player. 8

The Mank choasss a player. &

The Devil's Advocate chooses a living player. &

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

Do whatever needs to be done to simulate the Demon acting.

Put the Lunatic to sleep. Wake the Demon.

Show the Lunatic token &paint to them, then their target{s).

The Kazali chooses a player. @

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

The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. @&

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: |

Replace the MAD reminder with the HAS ABILITY reminder. @

Paint to the player whom you most think the High Priestess should speak with tomarrow,

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

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leadar, show them the YOU ARE token, &either a thumbs down (if eil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shaws their alignment.)

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

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