Bounty Hunter

You start knowing 1 evil player.

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

Pixie

You start knowing 1 in-play Townsfolk.

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

Balloonist
Each night, you learn a player
of a different characker type than last night.

Each night, choose an alive player:
a chosen Demon swaps characters & alignments
with you & is then poisoned.

[+0 or +1 Outsider] 9
Snake Charmer A

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

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Lunatic

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

& who you choose at night.

Poisoner
Each might, choose a player:
they are poisoned tonight and tomarrow day.

they die, even if for some reason they could not,

Assassin
Once per game, at night*, choose a player. i’b

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

Vortox

Each night*, choose a player: they die,
Townsfolk abilities yield false info.

Each day, if no-one is executed, evil wins.
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Moble
You start knowing 3 players,
1 and only 1 of which is evil.
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Philosopher
Once per game, at night,

cheose a good character: gain that ability.
If this character is in play, they are drunk.

Huntsman
Once per game, at night, choose a living player:
the Damsel, i chosen, becomes a notin-play Towmsfolk. 38
[+the Damsel]

Artist
Once per game, during the day,
privately ask the Storyteller any yesino quesm:u'l

Alchemist

You have a Minion ability.

When using this,

the Storyteller may prompt you fo choose drﬁEfe.ﬂtI:.r

Amnesiac

You do not know what your ability is. e
Each day, privately guess what it is: 1 bley
you leam how accurate you are, <

Tea Lady
If both your alive neighbors are good, o
they can' die. e

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

Mutant
If you are *mad” about being an Qutsider,
you might be executed,

Damsel

All Minions know you are in play.

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

Goblin

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

Boomdandy

If you are executed, all but 3 players die. s
After a 10 1o 1 countdown, Tag
the: player with the most players pointing at them, r.uu 5

Legion

Each might*, a player might die. =
Executions fail if only evil voted. Pt
You register a5 a Minion too, [Maost pla_'umaeLeduﬂ

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

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.
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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 ordered:

Amnesiac Poisoners, Protectors, Killers, Information

*
J Philosopher | The Philosopher might choose a character. If necessary, swap their character token, @
 f .'al Shaw the YOU ARE info token then the character taken of a not-in-play Minion, Put the Alchemist to sleep.
@15 Alchemist Mark the Alchemist with the IS THE ALCHEMIST token. & Swap the Alchemist token with this Minion token.
Turn the Minion token upside-down, (This shows they are still good.).

' o

b i) i Wake the Demaon.

B ‘}',q._ Poppy Grower | Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 nat-in-play good character tokens,
i 1h Put the Demon to sleep. Do not do the Minicn Info and Demon Info steps.

If there are 7 or more players, wake all Minions:

Minion Info Stow the THIS 1S THE DEMON token. Paint to the Deman.

F
I
R
S
T
N
I
G
H
1

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 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 Demaon token.
Show the THIS PLAYER 15 info token and the Lunatic token, then point to the Lunatic

Lunatic

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

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

Poisoner | The Paisoner chooses a player, &

The Snake Charmer chooses a player, If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep, Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

Pixie Show the Townsfolk character token marked MAD.

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, &
If they chose 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 taken with their new Tawnsfalk character token,

Huntsman

Damsel | Wake each Minion. Show the Damssl token,

Noble | Point to al three players marked KNOW.

Point to a player (alive or dead).

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

Walke any player with a Tewnsfolk character.
Bounty Hunter Show thgm the ‘I'OI.I_hRE token, & a thumbs down. Put them back to sleep.
% R Turn their taken upside-down. (This shews they are evil.)
Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. &

Dawn Wait a few seconds. Call for eyes open.
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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 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. @

The Philosopher might choose a character. If necessany. swap their character token. @

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

The Poisoner chooses a player. @

The Snake Charmer chooses a player, If they chose the Deman;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep, Wake the old Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

RN @—~Z XImIm—=0O

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic oken &paint 1o them, then their targat{s).

You may decide a player that dies. (Once per living Legion) &

The Mo Dashii chooses a player. &

The Vartox chooses a player. @

The Lisech chooses a player. Mark them with the DEAD taken, &

The Assassin might choose a player. @@

If the Gessip is due to kill a player, they die. @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsal, 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.

TED

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. @

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

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