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Bounty Hunter

You start knowing 1 evil player,

If the player you know dies, you leam another
evil player tonight. [1 Townsfolk is evill

Pixie

You start knowing 1 in-play Townsfolk.

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

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die,

Balloonist

Each night, you learn a player

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

(General

Each might, you learm which alignment
the Storyteller believes is winning:
good, evil, or neither,

Village Idiot

Each night, chaose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]
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Ogre

you Become their alignment (you don't know which)
even if drunk or poisoned.

Tinker
You might die
at any time.

s
—

Devil's Advocate

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

if executed tomorrow, they don't die.

Harpy
Each night, choose 2 players:

tomorraw, the 1st player is mad that the 2nd is evil,

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

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated,

On your 1st night, choose a player (not yourself):

i *Not the
| first night

Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Huntsman
Once per game, at night, choose a living player:
the Dameal, if chosen, bacomes a not-in-play Townsfolk, -

[+the Damsel] B :'_
&1
Amnesiac o
You do not know what your ability is. i
Each day, privately guess what it is: ot
you |eam how accurate you are, -

Minstrel 418 1a
When a Minion dies by execution, all other players =5
{except Travellers) are drunk until dusk tomomow, 1

Banshee .
If the Deman kills you, all players learn this,
From now on, you may nominate twice per day |

and vote twice per nomination. ; :;:.'.
Tea Lady

If both your alive neighbors are good, 4
they can't die. <
Poppy Grower By

Minions & Demaons do not know each other. i
If you die, they leam who each other are that night. 88

£
Sweetheart
When you die, SRk
1 player is drunk from now on.

i
Snitch _‘.1,_;?. q.
Each Minion : ﬁ‘fh
gets 3 bluffs. Ui ARE
Pit-Hag ®. — : #1 ;
Each night*, choose a player o
& a character they becarne (if not-in-play). LR

If a Demon is made, deaths tonight are arbitrary, = :

Summoner - i
You get 3 bluffs. L
On the 3rd night, choose a player: i
they become an el Demon of your choice, (No Demon] 5
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Each might*, you may choose a player: they die.
If your last choice was no-one, g
choose 3 players tonight, K
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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Check that all eves are closed. Some Travellers & Fabled act.

This ahility should occur at the appropriate time in the night order. Abilities are usually ardered:
Poisoners, Protectors, Killers, Information

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

Replace the MAD reminder with the HAS ABILITY reminder. @

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info token, then point to the Deman. Fut the Minians to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions. Put the Demon fo sleey

The Gambler choosss a player & a character, @

The Devil's Advocate chooses a living player, &

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Fut the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep. Wake the first targst
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

Or night twa, place the NIGHT 2 reminder. &
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summoner o sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Shiow the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demeon token and put the new Demon to sleep.

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

The Pa may choose a player OR chooses 3 players fi they chose no-one last night, @ or ©@(*

The Mo Dashii chooses a player. @

The Al-Hadikhia paints 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 nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that chooss 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 Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so0 now, &

If the deman killed the Banshee tanight, place the HAS ABILITY taken, @
Publicly announce that the Banshee died.

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token. @&
If they chese the Damsel, wake the Damsel, show the MO 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.

The Tinker might diz, @

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

Wake any Village Idict, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown 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 krowy which team is winning, give a thumbs to the side. 4

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