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

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwize,

If equidistant, this info is arbitrary.

Pixie

You start knowing 1 in-play Townsfolk.

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

Flowergirl
Each night*, you learn
if a Demon voted today.

Undertaker
Each night*, you learn which characher
died by execution today,

Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Dreamer

Each night, choose a player (not yourself or Travellers):

you learn 1 good and 1 evil character,
1 of which is cormect,

Butler
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

Lunatic

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

& who you choose at night.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Witch

Each night, choose a player:

if they nominate tomorraw, they die,

If just 3 players live, you lose this ability.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Imp

Each night*, choose a player: they die,
If you kil yourself this way,

a Minion becomes the Imp.

& " *Not the

Fortune Teller
Each night, choose 2 players:
youl learn if either is a Demaon,
There & a good player that registers as a Dﬂrmb;m _

Gossip

Each day, you may make a public statement. S

Tonight, if it was true, a player dies. L
jhr -3

Slayer - e
A

Once per game, during the day,
publicly choose a player:
if they are the Deman, they die.

Amnesiac 3
You do not know what your ability is. -
Each day, privately guess what it is:

you learn how accurate you are. "T' ,
Ravenkeeper L e

If you die at night, f i
you are woken to choose a player: | .
you learn their character.

Choirboy A
If the Demaon kills the King, 8
you learn which player is the Demon. &
[+ the King] e

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (once),
your team loses,

Puzzlemaster (7
1 player is drunk, even if you die. ~- : {;
If vou guess (once) wha it is, leam the Dmmplayer, b ¥
but guess wrong & get false info.

-
Wizard CEE
Once per game, choose to make a wish. KA
If granted, it might have a price & FLN
leave a clue as to its nature. s

1
Marionette % i
You think you are a good character but you are not. = %
The Derman knows who you ang, -
[You neighbor the Demon] 5
Shabaloth
Each night*, choose 2 players: they die. e
A dead player you chose last night might be g
regurgitated, Lo
Al-Hadikhia :

Each night*, you may chinee 3 players (all players leam whal:
each silently chooses to live or die,
bt if all live, all die.
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Dusk | 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 ardered:

Amnesiac Poisoners, Protectors, Killers, Infarmation

- . If there are 7 or mare players, wake all Minions:
5 m Minion Info Show the THIS IS THE DEMON token. Point to the Deman.
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|.: If there are 7 or more players, wake the Lunatic:
F Shiow the THESE ARE YOUR MINIONS token. Point to any players.
#e @ L uatic Show the THI_EEE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
. Show the YOU ARE info token and the Deman foken.
Shiow the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.
: If there are 7 or more players, wake the Deman:
@ Demon Info 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.
. Wake the Deman. Paint to the player marked 15 THE MARIONETTE & show the Marionette character token,
m Marionette Put the Demon to sleep.

Wizard | Run the Wizard's ability, if applicable.

f
4 Witch The Witch chooses a player, @

#j MEIE‘PhE‘lE‘S Show a single word on a piece of paper, phone, or other device,
e
ve l
| Pixie Show the Townsfalk character token marked MAD
k Damsel Wake each Minion. Show the Damsel taken,

Hnﬂi Washerwoman | Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

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

Q“‘ g Butler | The Butler chooses a player. @&
g
! % Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
o / | Shugenja Paint your finger harizantally in the direction of the closast evil player.
) If the two closest evil players are equidistant, peint your finger horizontally in either direction,

Dawn Wait a few seconds, Call for eyes open.
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Check that all eves are closed. Some Travellers & Fabled act.

This ability should oecur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

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. &

Run the Wizard's ability, if applicable.

The Monk chooses a player. @

The Witch chooses a player. @

If & player is marked with the TURNS EVIL reminder;
VWake them. Show the YOU ARE infio token then give a thumbs down. Put them to sleep.
Turn their character taken upside down., (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

Do whatever needs to be done to simulate the Demaon acting
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis)

The Imp choozes a player. @ If the Imp chose themsalves:
Replace 1 alive Minion taken with a spare Imp token
Put the odd Imp to sleep, Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players, 8@

The Mo Dashii chooses a player. @
The Al-Hadikhia points 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 to live? They ned or shake their head. Put them to skeep. Repeat for players marked 2 & 3
Rermcve 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,
If the Gossip is due to kill a player, they die. @
If the Deman killed the King, wake the Choirboy, Point to the Demon player.
TEBD
If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.
The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
If & player was executed today, show their character token.
The Dreamer points to a player. Show 1 good & 1 ewil character token, 1 of which is their character.
Either nod or shake your head.

The Butler chooses a player, @

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