Steward
You start knowing
1 good player.

Moble
You start knowing 3 players,
1 and only 1 of which is evil.

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

Empath
Each night, you learm how many
of your 2 alive neighbours are avil,

Monk

Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Dreamer

Each night, choose a player (ot yoursalf or Travellers):

you learn 1 good and 1 evil character,
1 of which is correct.

King

Each night, if the dead equal or outnumber the Ining,
you learn 1 alive character,

The Demon knows you are the King,

Goon

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

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

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

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Yaggababble

You start knowing a secret phrase.

Far each time you said it publicly today,
a player might die.

Imp

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

a Minion becomes the Imp.

Fisherman
Once per game, during the day,
visit the Storyteller for some advice
to help your team win.

Soldier
You are safe
fram the Demon,

Amnesiac

You do nat know what your ability is.
Each day, privately guess what it is:
you leam how accurate you are,

Ravenkeeper g
If you die at night, -

you are woken to choose a player: A
yiou leam their character. %8

Choirboy L
If the Demon kills the King, : ‘EX
you learn which player is the Demaon. ]
[+ the Kingl

Mavor
If only 3 players live & no execution ooours, .
your team wins. &
If you die at night, another player might die instead. 28

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

i
fealot _‘-1._;7- 1
If 5 o more players are alive, : ﬁ‘fh
yiou must vote for every nomination. Ui ARE
Witch S
Each night, choose a player: : HETH
if they nominate tomorrow, they die. ".':':‘
If just 3 players live, you lose this ability. s

-4
Marionette Rt
You think you are a good character but you are not. 5
The Demaon knows who you are, i
[You neighbor the Demon] A

Kazali==Tf ;& §

Each might*, choose a player: they die, B
[You choose which players are which Minions,
-? to +7 Outsiders] 3

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.



Amnesiac

Kazali

x Yaggababble

Minion Info
Demon Info
King
Marionette
Lleech
Poisoner
Witch

H’r‘i‘h Washerwoman

@ Empath
% Dreamer
l__‘n Steward

Noble

Spy

Dawn

i, o e

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, Protectars, Killers, Information

The Kazali paints at a player and a Minbon an the character sheet.
Replace their old character token with the Minion token. Wake the player.
Shiow them the You Are info token then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep.

Write a phrase down so that the Yaggababble can read it.
Show the Yapgababble the phrase,

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

If there are 7 ar more players, wake the Demon:
Show the THESE ARE YOUR MIMIONS taken, Paint 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 1S info token, then the King token, then peint at the King player.

Wake the Demon. Paint to the player marked 15 THE MARIONETTE & show the Marionette character token,
Put the Demon to sleep.

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

The Paisoner chooses a player. @

The Witch chooses a player. @&

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

Give a finger signal.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Point to the player marked KNOW. @

Foint to al three players marked KNOW.

Show the Grimoire to the Spy for as long as they need.

Wait a few seconds. Call for eyes open.
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