Investigator
You start knowing that 1 of 2 players
is a parficular Minion.

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk.

Librarian
You start knowing that 1 of 2 players
is @ particular Qutsider. (Or that zero are in play.)

Undertaker
Each nmight*, you learn which character
died by execution today,

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

Village Idiot

Each might, choose a player:

you learn their alignment.

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

Fortune Teller

Each night, choose 2 players:

yau learn if either is a Demon,

There &5 a good player that registers as a Demaon to you,

Drunk

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

Sweetheart
When you die,
1 player 15 drunk fram now on.

Spy

Each might, you see the Grimaire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Harpy
Each night, choose 2 players:

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

or one or both might die,

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

Ojo

Each night*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

& " *Not the

f,

Artist
Once per game, during the day, :
privately ask the Storyteller any yes/no question

Soldier
You are safe
from the Dermon,

Cannibal i
You have the ability of the recently killed executes, 2§
If they are evil, you are poisoned ]
until a good player dies by execution.

Sage i
If the Demaon kills you,
you leam that it is 1 of 2 players. =

Tea Lady B
If both your alive neighbors are good,
they can't die.

Mavor

If only 3 players live & no execution ooCurs,
your team wins.

If you die at night, another player might die instead.

Saint
If you die by execution,
your team loses.

Snitch
Each Minion
gets 3 bluffs.

Vizier U -
All players know who you are. HET
You can not die during the day. s
If pood voted, you may choose to execute immediately, ?'*. |

Baron L
There are extra Qutsiders in play. : '.
[+2 Qutsiders] a1 3

Pukka

Each might, choose a player: they are poisoned, s
The previously poisoned player dies then becomes 5
healthy, )

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

Minions you kil keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]



Minion Info

9 Snitch
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. Demon Info
é@% Harpy
Pukka

Librarian
g Fortune Teller

Village Idiot

Investigator

Spy

Dawn

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

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

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

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,

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

The Fukka chooses a player. @

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

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

Show the Minion character token. Point to both the MINION and WRONG players.

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

Wake any Village |diat, 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.

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

Wait a few seconds, Call for eyes open,

Declare that the Vizier is in play, and which player it is,
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Check that all eyes are closed, Some Travellers & Fabled act.

The Cannibal has the ability of the maost recently executed player.,
They immediately learn any ‘you start knowing information.

The Mank choosss a player. &

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

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

The Mo Dashii chooses a player. @

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

The Ojo points to a role. If a player has that role, they die. &
If the rale is aut of play, the Storyteller chooses any number of players that die. @

If the Swestheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

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

If a plaver was executed today, show their character token,

Wake any Village Idiot, 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.

Shaw the Grimaire to the Spy for as long as they need,

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