Steward
You start knowing
1 good player.

Investigator
You start knowing that 1 of 2 players
i5 & particular Minion.

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

Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

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

Chambermaid

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

Goon

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

Lealot
If 5 or more players are alive,
you must vate for every nomination.

Harpy
Each might, choose 2 players:

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

or one or both might die.

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose roshamb.

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

Po

Each night*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight,

& " *Not the

-

*
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Village Idiot
Each night, choose a player:

you learn their alignment.

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

Exorcist
Each night*, choose a player (different to last nighths
the Demon, if chosen, leams who you are
then doesn't wake tonight.

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

Courtier
Once per game, at night, choose a character:
they are drunk for 3 nights & 3 days. '

Sape T
If the Demon kills you, L
you learn that it is 1 of 2 players. e
Tea Lady '

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

Fool bty
The first time you die, . |
you don't, o

Damsel
All Minions know you are in play.
If a Minion publicly guesses you (once),

your team loses. gl '-,-l"
o
Heretic & --: -1':5-
Whoever wins, loses & whoever loses, wins, 1. '{F}
even if you are dead. i a
Widow % e
On your 1st night, look at the Grimaire HETH
& choose a player: they are poisoned. TR
1 good player knows a Widow is in play. s
M
Boomdandy i
If you are executed, all but 3 players die. L
After a 10 to 1 countdawn, 1ag

the player with the most plavers pointing at them, dlES 5

.1:: ‘3 T
Pukka
Each might, choose a player: they are poisoned, s
The previously poisoned player dies then becomes 5
healthy. 3

Riot i 1
On day 3, Minions become Rict

& nomineess die but nominate an alive player immediatsly,
This must happen.




A N W R T e A s o 1 B
i fer s 2% TRl : R
el ‘ !

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.

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

=2 =R X

e o 1y Show the Grimoire for as long as the Widow needs.
o> % Widow The Widow picks a player. Mark that player with a POISONED reminder. @ Fut the Widow to sleep.
L=l Wake any good player. Show them the Wideow token, Put them to sleep. Mark them with the KNOWS reminder. &
: f Courtier | The Courtier might choose a character. @@
Ha tpy The Harpy chooses a player & & then ancther player. @ Put the Harpy to sleep. Wake the first target.
: Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target,
)
Pulkka The Pukka chooses a player. @
& Damsel | Wake each Minion. Show the Damsel taken.

Hﬁﬂh Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
@% IIWf‘-Sﬁgﬂtﬂl‘ Show the Minion character token. Point to both the MINION and WRONG players.
Give a finger signal.

Point to the player marked KNOW. @

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.

w/ Chambermaid | The Chambermaid choases 2 living players. Give a finger signal,

Dawn Wait a few seconds, Call for eyes open,
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Courtier
Harpy
Exorcist
Pukka
Po

No Dashii
Gossip
Sage
Damsel
Undertaker

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

The Courtier might choose a character, @@

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 token, then peint to the second target,

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demon:

Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exoreist,

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

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@~

The Mo Dashii chooses a player. @

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

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

TED

If & plaver was executed today, show their character token.

Walke 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.

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

Wait a few seconds, Call for eyes open & immediately say whao died,
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