Steward
You start knowing
1 good player.

Knight
You start knowing 2 players
that are naot the Demon.

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die.

Town Crier
Each night*, you learn
if a Minion nominated today.
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Empath
Each night, you leam how many
of your 2 alive neighbours are evil,

Innkeeper
Each night®, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

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

Each night, the 1st player to choose you
with their ability is drunk until dusk,
You become their alignment,

Tinker
You might die
at any time.

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose roshamba.

Boomdandy

If you are executed, all but 3 players die,

After a 10 0 1 countdown,

the player with the most players pointing at themn, dies.

Po

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

choose 3 players tonight,

Chambermaid
Each night, choose 2 alive players (not yourse
yau learn how many woke tonight due to their
ability.

Dreamer
Each night, choose a player (not yoursalf or Travellers):— 28
you learn 1 good and 1 evil character, il
1 af which is correct. -

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

Seamstress g
Once per game, at night, 8

choose 2 players (not yourself): _
you learn if they are the same alignment. i

Philosopher 'l
Once per game, at night, [ £
choose a good character: gain that ability. ]
If this character is in play, they are drunk,

Choirboy A
If the Demaon kills the King, 8
you learn which player is the Demon. &
[+ the King] e

Golem

You may only nominate once per game.
When you do, if the nominee is not the Demon, &
they die, :

Plague Doctor W

If you die, %

the Storyteller gains a Minion ability. =3
s

i

Mastermind . 1.':

If the Demon dies by execution (ending the game),

play for 1 more day, A

If & player is then executed, their team loses. ~ “_ 1%

Vizier A

All players know who you are, s

You can not die during the day, = i

If good voted, you may choose to execute immediately, =8

Leviathan ® '8 e
If more than 1 good player is executed, evil wins. |
All players know you are in play.

After day 5, evil wins.
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Check that all eyes are closed, Some Travellers & Fabled act.

The Philosopher might choose a character. If necessary, swap their character foken, @

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

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,
Show the Townsfolk character token marked MAD.
Give a finger signal.
The Dreamer points to a player. Show 1 good & 1 ewil character token, 1 of which is their character.
The Seamstress might choose 2 players. Mod or shake your head. &
Point to the player marked KNOW. &
Print to the two players marked KNOW. 88
The Chambermaid chooses 2 living players. Give a finger signal,
Wait a few seconds, Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, @

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.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: ‘

Replace the MAD reminder with the HAS ABILITY remindar. @

The Philosopher might choose a character. If necessary, swap their character token. @

The Innkeeper chooses 2 players. @88

The Mank chooses a player. @

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

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

If the Plague Doctor died, place a Minion character token in the center of the Grimaire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night sheet

If the Deman killed the King, wake the Choirboy. Point to the Demon player.

The Tinker might die. @

Give a finger signal.

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

Either nod ar shake your head,

The Seamstress might choose 2 players, Nod or shake your head, @

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

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

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