Steward = Village 1diot
You start knowing Each night, choose a player.
1 good player. you learn their alignment. s
[+0 to +2 Village Idiots. 1 of the extras is ¢

byl &

Washerwoman
You start knowing that 1 of 2 players Decamer

is a particular Townsfolk. : ke
e Tl Each night, choose a player (not yourself or TravelleSiS

you learn 1 good and 1 evil character, ¢ TERE
Bounty Hunter 1 of which is corect. e
You start knowing 1 evil player.

If the player you know dies, you leam another S

evil player tonight, [1 Townsfolk is evil] . B
et ol i Each day, you may visit the Storyteller LR
$1 to learn two things in private; b

Undertaker : listrue & | is false. *

Each night*, you learn which character bt

died by execution today. P o

] Courtier _'11

Innkeeper Once per game, at night, choose a character: = = S8

Each night*, choose 2 players: they are drunk for 3 nights & 3 days. oy

they can't die tonight, but 1 is drunk until dusk. e

‘el Artist G

Monk ' Onice per game, during the day, 0

Each night*, choose a player (not yourself): privately ask the Storyteller any yesino question.

they are safe from the Demon tonight. iR

greachey ;;T:};L;J:“g:::ne during the day #

Each night, choose a player. i g g ~

a Minion, if chosen, leamns this. ”'S: !lhe Saniieliar 1of SRS g s

All chasen Minions have no ability. il k[ 2

Goon Tinker 1

Each night, the 15t player to choose you You might die 3

with their abality is drunk until dusk. at any time. =N

You become their alignment,

Drunk Moonchild : P

You do not know you are the Drunk. WI;:nl;-.rrJuhlearn Ihalt_yuu died, )

You think you are a Townsfolk character, ?u ":h¥ ':r TSE e gdplalyer. they di 38

but you are not, anight, if it was a good player, they die. .

-:i-.r

(different to last night): if you nominate & execute them, their team losesass

if executed tomorrow, they don't die, All players know if you choose a new player, ; e

e+,

Spy Goblin b =_'.‘- &

Each night, you see the Grimaire, If you publicly claim to be the Gaoblin %

when nominated & are executed that day, il
your t2am wins.

You might register as good
& as a Townsfolk or Qutsicder, even if dead,

Lleech o
Each might*, choose a player: they die. 1
You start by choosing a player: they are poisonEdEs

You die if & only if they are dead. -9

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

| e
Vigormortis !
Each night*, choose a player: they die.
Minions you kill keep their ability & paison 1 .
Townsfolk neighbor. [-1 Outsider] . d £
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Leviathan 2 '§ -
If maore than 1 good player is executed, evil wlns.—
All players know you are in play.
After day 5, evil wins.

Devil's Advocate Fearmonger "
Each night, choose a living player iy Each night, choose a player: )
I
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Check that all eyes are closed. Some Travellers & Fabled act.

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

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

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.

The Preacher chooses a player. If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show themn the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Courtier | The Courtier might choose 2 character. 8@

FE G Z e T i

The Devil's Advocate chooses a living player. @

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

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

The Lleech picks a player. Mark them with the POISONED token. @
Mark the Leviathan with the DAY 1 reminder, @
Point to the player marked KNOW. @

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

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

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

Walke ary player with a Tewnsfolk character.
L~ » Hunt Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
.-‘r’ ._ ﬁ Bnunt} e Turn their taken upside-down. (This shows they are evil.)
. Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

: T8
i

£: ~ Dawn | Wait a few seconds. Call for eyes open.,

o
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Preacher

Innkeeper

Courtier

Monk

No Dashii

Leviathan

Tinker

Moonchild

Village Idiot

Undertaker

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

The Preacher chooses a player. If they choose 2 Minion:
Put a PREACHED reminder token next to that Minian, Wake the chasen Minion,
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleeg,

The Innkeeper chooses 2 players. @096

The Courtier might choose a character. &

The Monk chooses a player. &

The Devil's Advocate chooses a living player. @&

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

The Fearmonger picks a player, If they chose a player who wasn't already marked with the FEAR remindar;
Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmanger has chosen a player.”

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

The Vigormortis chooses a player, @ IF that player is a Minion, poison a neighbaoring Tawnsfalk, ©6

The Mo Dashii chooses a player. @

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4_ or DAY 5 reminder. &

The Tinker might die. &

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

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.

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

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

If a player was executed today, show their character token.

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