el

Steward
You start knowing
1 good player.

Shugenja

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

If equidistant, this info is arbitrary.

Bounty Hunter

You start knowing 1 evil player.

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

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

Chambermaid

Each night, choose 2 alive players {not yourself):
you learn how many woke tonight due to their
aility.

Village Idiot

Each right, choose a player:

you learn their alignment.

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

Mathematician o~ @

Each night, you leam

how many players' abilities worked abnormally
(since dawn) dus to another character's ability.

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

Lunatic

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

& who you choose at night.

Poisoner
Each night, choose a player:
they are poiscned tonight and tomormow day.

Harpy
Each night, choose 2 players:

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

or one or bath might die.

Imp

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

a Minion becomes the Imp.

Pulcka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy,

& _, " #Not the
| first night

King i
Each night, if the dead equal or outnumber the livi
you learn 1 alive character.

The Deman knows you are the King.

Fortune Teller

Each night, choose 2 players: &
you learn if either is a Deman, L
There i a good player that registers as a Demontoyou, -'-ft.
4 §
Slayer 1Y
Once per game, during the day, :

publicly choose a player:
if they are the Demon, they die.

Fisherman &

Once per game, during the day, L5
visit the Stonyteller for some advice "" -
to help your team win, B A,

» i
Soldier -

You are safe
from the Demon.

Ravenkeeper A
If you die at night, i
you are woken to choose & player: iy
you learn their character. o 3

Recluse
You might register as evil & as a Minion or Deman,
even if dead.

Hatter

If you died today or tonight,
the Minion & Demon players
may choose new Minion & Demon characters to be a

-t,
Witch . #r :
Each night, choose a player: '?-
if they nominate tomorrow, they die. %
If just 3 players live, you lose this ability. '?_- _"

1"'1
Scarlet Woman A
If there are 5 or mare players alive o
& the Demon dies, you become the Deman. HaE
(Travellers don't count) Sy

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]



Demon Info

King

Poisoner

Witch

Harpy

Pukka

Empath

A

Fortune Teller

Butler

[, e
g

Check that all eyes are closed, Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point fo any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic taken, then point to the Lunatic

If there are 7 or more players, wake the Demon:
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 Demon. Show them the THIS PLAYER IS infa token, then the King token, then point at the King player.

The Paiscner chooses a player. @

The Witch chooses a player. @

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

The Pukka chooses a player. @

Give a finger signal.

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

The Butler chooses a player. @&

Point to the player marked KNOW. &

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 any Village Idiat, 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.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to slesp.
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, &

The Chambermaid chooses 2 living players. Give a finger signal,

Give a finger signal.

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

The Poisoner chooses a player. @

The Witch chooses a player. @

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

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token.

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 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 Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &

The Vartox chooses a player, @

The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

If the Hatter died, wake the Minicns and Demaon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep, Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.

Give a finger signal.

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

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

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

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

The Butler chooses a player, @&

The Chambermaid chooses 2 living players. Give a finger signal.

Give a finger signal.

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