Steward
You start knowing
1 good player.

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

Grandmother
You start knowing a good player & their character.
If the Dermon kills them, you die too.

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.

Flﬂill.}'l"

Each nmight, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Balloonist

Each night, you leam a player

of a different character type than last night.
[+0 or +1 Outsider]

Ogre

On your 1st night, choose a player (not yourself):

you Become their alignment (you don't know which)
even if drunk or poisoned.

Plague Doctor
If you die,
the Storyteller gains a Minion ability.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Cerenovus =

Each night, choose a player & a good characten:
they are ‘mad" they are this character tomaorrow,
or might be executed.

Yaggababble

You start knowing a secret phrase.

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

MNo Dashii
Each night*, choose a player: they die,
Your 2 Townsfolk neighbours are peisoned,

& _, " #Not the
| first night
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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

Snake Charmer

Each night, choose an alive player: e
a chosen Demon swaps characters & alugnrnents L
with you & 15 then poisonad. y .L- t
: v
Fortune Teller g0,
Each night, choose 2 players: !

you lzam if either is a Deman, Rt
Trmisagcncdplawmanegjwsasauanmto}m._# e

Alsaahir i
Once per day, if you publicly guess 1
which players are Minionis) and which are Dﬂ'rm{s} H
good wins.

Ravenkeeper <
If you die at night, E
yiou are woken to choose a player.
you leam their character.

Tea Lady _,
If both your alive neighbors are good,
they can't die. e
Moonchild
When you leamn that you died,
publicly chocse 1 alive player. A
Tonight, if it was a good player, they die. I'-._I_ 33
ikl
Heretic 1 s
Whoever wins, loses & whoever loses, wins, -n '{L}
even if you are dead. o a
Wizard &g
Once per game, choose to make a wish. HETH
If granted, it might have a price & TR
leave a clue as to its nature. s
K.
Goblin il
If you publicly claim to be the Goblin ER
when nominated & are executed that day, B
your team wins. 5
Vigormortis
Each might*, choose a player: they die. B
Minions you kill keep their ability & peisen 1 5

Townsfalk neighbor. [-1 Outsider]

Al-Hadikhia
Each night*, you may choose 3 players (all players leam whol:
each silently chooses to live or die,

but if all live, all die,



Yaggababble

Minion Info

- Demon Info

Sailor

Wizard

Snake Charmer

Fortune Teller

Grandmother

Steward

Balloonist

Village Idiot

Ogre

Dawn

i, o e

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

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

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 ar 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 Sailor chocses a living player. @

Run the Wizard's ability, if applicable.

The Snake Charmer chocses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens. Give a thumbs down, Swap the Snake Charmer & Demon tokens.
Put the odd Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

The Cerenovus chooses a player & a character. & Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU token, the Cerenovus foken, then the madness-character token

Show a single word on a piece of paper, phone, or other device,

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

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

Point to the grandchild player & show their character token.

Point to the player marked KNOW. @

Point to a player {alive or dead).
Place the SEEN token next to the shown player. &

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.

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down,

Wait a few seconds, Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.
The Sailor chooses a living player. @

Run the Wizard's ability, if applicable.

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Mank chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerencwvus token, then the madness-character token

If a player is marked with the TURMS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down, Put them to sleep.
Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

RN @—~Z XImIm—=0O

The Mo Dashii chooses a player. §

The Vigormartis chooses a player. @ IF that player is a Minion, poison a neighboring Townsfalk. S

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, & 2 reminders, in the chosen arder. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player
Azk "Do you choose to live™ They nod or shake their head. Put them to sleep. Repeat for playvers marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die,
If all three are alive {none have a shroud), add a shroud to all three,

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @

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 shest.

If the Moonchild is due to kill 2 good player, they die. &

If the grandchild was killed by the Demon, the Grandmother dies too. @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character taken.
The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player, @

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.

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