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

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Shugenja

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

If equidistant, this info is arbitrary.

Bounty Hunter

You start knowing 1 evil player.

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

Pixie

You start knowing 1 in-play Townsfolk.

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

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

Ogre

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

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

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses.
All players know if you choose a new player,

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

Imp

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

a Minion becomes the Imp.

o
Each night*, you may choose a player: they die.
If your last choice was no-one,
choose 3 players tonight, . e.:,,h
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Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk unfil d jh B
Gambler ’.‘ 5 &
Each night*, choose a player & guess their charactss

if you guess wiong, you die,

General
Each night, you leam which alignment
the Storyteller believes is winning:

good, evil, or neither, N
B i |
Nightwatchman =ty
Once per game, at night, chocse a player: e,
they learn you are the Nightwatchman, b

Hun=man
Once per game, at night, choose a living player: & &8
the Damsel, if chosen, becomes a nok m—plaminsfcIL i
[+the Damsel] { &

Alchemist

You have a Minion ability.

When using this,

the Storyteller may prompt you to choose differently,

Farmer [ '_
If you die at night, g
an alive good player becomes a Farmer, 2
Damsel .
All Minions know you are in play. 2
If a Minion publicly guesses you (once), oy
your team loses,
Snitch k-
Each Minion K.
gets 3 bluffs. -
h o
Goblin “, T
If you publicly claim to be the Gaoblin iy
when nominated & are executed that day, S8
your team wins. ; o
k5,
Vizier § 3 N &
All players know who you are. % J
Yo can not die during the day. A
If pood voled, you may choose i execute immediateh
Vortox £ 2
Each night*, choose a player: they die. i ;“‘.
Townsfolk abilities yield false infa, b
Each day, if no-one is executed, evil wins. <5
.
Vigormortis

Each night*, choose a player: they die. 4
Minions you kill keep their ability & polson 1~ & &%
Townsfolk neighbor. [-1 Quisider]
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Check that all eyes are closed. Some Travellers & Fabled act.

Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Mark the Alchemist with the 1S THE ALCHEMIST taken, @ Swap the Alchemist token with this Minion taken,
Turn the Minion token upside-down. (This shows they are still good.).

If there are 7 or more players, wake all Minions:
Sheww the THIS IS THE DEMON token. Point to the Deman,

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are 7 or more players, wake the Deman:
Sherw 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.

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

Show the Tawnsfalk character token marked MAD.

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Darmnsel, wake the Damsel, 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.

Wake each Minion. Show the Damsel token,

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

Give a finger signal.

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

Wake amy 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, paint to an evil player, Place the SEEN token beside the shown player, @

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo foken & the Mighbwaichman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, &

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down,
If you don't know which team is winning, give a thumbs to the side.

Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is.
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Check that all eyes are closed. Some Travellers & Fabled act.

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. &

The Innkeeper chocses 2 players, @80

The Gambler chooses a player & a character. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.*

The Imp chooses a player, @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

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

Imp

@ —~Z XmIO—=0

The Po may choose a player OR choasss 3 players fi they choss no-one last night. & or @81*

The Vortox chooses a player. @

'ir

L
i “\,t( 'Jigormmtis The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfalk, @@

The Assassin might choose a player. §8

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NG ABILITY token, @&
If they choss the Darmsel, wake the Damsel, 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.

Huntsman

TBD

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

Either nod ar shake your head.

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mighbwatchman token.
Point ta the Nightwatchman player. Put the chosen player back fo sleep
Mark the Mightwatchman with the NO ABILITY reminder token. @

It you believe that the good team is winning, give a thumbs up.

(General If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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




