Steward
You start knowing
1 good player.

Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise,

If equidistant, this info is arbitrary.

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

Sailor

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

Chambermaid

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

Village Idiot

Each right, choose a player:

you learn their alignment.

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

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Ogre

On your 1st night, choose a player (not yourself):
you become their alignment (you don't know which)
even if drunk or poisoned.

Golem

You may only nominate once per game.,

When you do, if the nominge is not the Demaon,
they die,

Fearmonger
Each night, choose a player:

if you nominate & execute them, their team loses.

All players know if you chocss a new player.

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Kazali 2%

Each night*, choose a player: they die,

[You choose which players are which Minions.
-7 to +? Outsiders]

Lombuul

Each night*, if no-one died today,

choose a player: they die,

The 1st time you die, you live but register as dead,

Dreamer
Each night, choose a player (not yourself or Trave
yau learn 1 good and 1 evil character,

1 of which is cormeact.

Exorcist

Each night*, cheese 2 player (different to last nighths 83
the Demon, if chosen, learns who you are L
then doesn't wake tonight, s
Jugeler .

On your 1st day,

publicly guess up to 5 players' characters.

That night, you learn how many you got correct. 8
i

Cannibal =« s
You have the ability of the recently killed executee. 8

If they are avil, you are peisoned i
until a good player dies by execution,

Farmer -
If you die at night, ]
an alive good player becomes a Farmer,

Choirboy .
If the Demaon kills the King, by
yiou leam which player is the Deman. . |
[+ the Kingl 4 3
Moonchild
When you learn that you died, "
publicly choose 1 alive player. .
Tonight, if it was a good player, they die, e s o
=ty
Politician - s
M you were the player most responsibie for your team ksing, % )
you change alignment & win, < A
gven if dead. - % a
Mastermind i F’ y
If the Demon dies by execution (ending the game), i
play for 1 more day. U
If a player is then executed, their team loses. 8
M
Organ Grinder A
All players keep their eyes closed when vaoling e
and the vote tally is secret. Hag

Each night, choose if you are drunk until dusk, =& |

Vigormortis

Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 5
Townsfolk neighbor. [-1 Cutsider]

Legion

Each night*, a player might die.
Executions fail if only evil voted.
You register 25 a Minion too, [Most players are Leg

e
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Dusk

Kazali

Minion Info

Demon Info

Sailor

Snake Charmer

Organ Grinder

Fearmonger

Dreamer

Steward

Shugenja

Village Idiot

Ogre

Dawn

[, e
g

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

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Demon.

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

The Sailor chooses a living player. @

The Snake Charmer chooses a plaver, If they chose the Demon;
Show the YOU ARE & Demon 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 Organ Grinder either nods or shakes their head;
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remave their DRUNK reminder,

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

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

Point to the player marked KNOW. @&

Paint your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction,

Walke ary 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 peints to a player;
If the player is evil, flip the Ogre's token upside down.

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

Wait a few seconds, Call for eyes open,
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— Cannibal
é Sailor
'E Innkeeper
é Snake Charmer
@ Organ Grinder
i Fearmonger
@ Exorcist
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% Zombuul

\bt( Vigormortis

@b Kazali
f Assassin
f,ﬂ Choirboy
><§ Farmer
\
@ Moonchild
N % Dreamer
;‘1
ﬁ‘-_ o [i\ Juggler
@& Village Idiot
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Check that all eyes are closed. Some Travellers & Fabled act.

The Cannibal has the ability of the mast recently executed player.
They immediately leam any ‘you start knowing' information.

The Sailor chocses a living player. @

The Innkeeper chooses 2 players. @O

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

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remave their DRUNK reminder.

The Fearmonger picks a player, If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmaonger has chosen a player.”

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

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

You may decide a player that dies. (Once per living Legion) &
If no one died today, the Zombuul chooses a player. @
The Vigarmartis chaoses a player, @ IF that player is a Minion, poisen a neighbaring Townsfalk. 8@
The Kazali chooses a player. @
The Assassin might chooss a player, B8
If the Deman killed the King, wake the Choirboy. Point to the Demon player.
If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token
If the Meanchild is due to kill a good player, they die. 8

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

Give a finger signal,

Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
Fut that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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

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