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.

Grandmother

You start knowing a good player & their character,
If the Deman kills them, you die too.

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,

Town Crier
Each night*, you learn
if a Minion nominated today.

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.

Fearmonger

Each might, choose a player:

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

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose roshamb.

Imp

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

a Minion becomes the Imp.

Po

Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight.
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Empath
Each night, you leam how many
of your 2 alive neighbours are evil,

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk, =S
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Gambler g
Each night*, choose a player & guess their character: '_,;’._
if you guess wrong, you die, LR

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

good, evil, or neither, e
Alchemist =4
You have a Minion ability. o
When using this, ki

the Storyteller may prompt you to choose ﬂrﬁermﬂ:,r : +

.' £
Farmer

If you die at night,
an alive good player becomes a Farmer.

Sage iy
If the Demaon Kills you, v
youl learn that it is 1 of 2 players. o .;

Klutz .
When you leamn that you died, publicly chopse 354
1 alive player: if they are evil, your team |oses.

Snitch
Each Minion
gets 3 bluffs.

Assassin Gk
Once per game, at night*, choose a player:  HES
they die, even if for some reason they could not. £ 8
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Goblin

If you publicly claim to be the Gaoblin :
when nominated & are executed that day, ©
your team wins. ot

Yortox

Each might*, choose a player: they die. B
Townsfolk abilities yield false info, 5
Each day, if no-one is executed, evil wins.

Vigormortis
Each night*, choose a player: they die.

Minions you kil keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]
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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 nharan:ler

Replace the MAD reminder with the HAS ABILITY reminder. &

The Innkeeper chooses 2 players. @O

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 chesen player with the FEAR reminder, @ Declare that ‘The Fearmonger has chosen a player.”

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 Imp chooses a player. @ If the Imp chose themsalves:
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 show the Imp token,

The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@K*

The Vartox chooses a player. @

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighboring Townsfalk. @
The Assassin might chooss a player, 88

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

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 previows character token with a Farmer character token

If the grandchild was killed by the Demon, the Grandmother dies too. @
Give a finger signal.

Either nod or shake your head,

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

The Butler chooses a player, @

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 & immediately say who died.
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