Noble
You start knowing 3 players,
1 and only 1 of which is evil.

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

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

Libearian
You start knowing that 1 of 2 players
is a particular Qutsider, (Or that zero are in play.)

Gambler
Each night*, choose a player & guess their character:
If you guess wrong, you die.

Dreamer

Each night, choose a player (nat yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is correct.

Cult Leader
Each night, you become the alignment of an alve neghbor,
If all good players choose to join your cul, your ieam wins,

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Moonchild

When you leam that you died,

publicly choose 1 alive player.

Tonight. if it was a good player, they die.

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

Evil Twin

You & an opposing player know each ather.
If the good player is executed, evil wins.
Good can't win if you both live.

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Qjo

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

the Storyteller chooses who dies.
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Alchemist
You have a Minion ability.
When using this,
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the Storyteller may prompt you fo choose diffes |

Cannibal ;
You have the ability of the recenthy killed executeess
If they are evil, you are poisonad

until @ good player dies by execution.

Sape
If the Deman kills you,
you learn that it is 1 of 2 players.

Choirboy

If the Deman kills the King, ‘
you learn which player is the Demon. e i
[+ the Kingl I

Tea Lady e
If both your alive neighbors are good, o
they can't die,

Fool
The first time you die,
wou dan't. ¢

Saint
If you die by execution,
your team loses.

Mutant oL
If you are "mad" about being an Outsider, wiy
you might be executed,

Goblin " %
If you publicly claim to be the Gaoblin ]
when nominated & are executed that day, P
your team wins. i < 4

Baron Bl 8
There are extra Outsiders in play. { §
[+2 Qutsiders] H

Vigormortis
Each might*, choose a player: they die. 1
Minians you kill keep their ability & poison 1
Townsfolk neighbor. [-1 Qutsider]

Legion

Each night*, a player might die.
Executions fail if only evil voted, Es
You register as a Minion too, [Most players are Legio -F'



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

¢ Show the YOU ARE info token then the character token of a not=in-play Minion. Put the Alchemist to sleep.
Alchemist Mark the Alchemist with the 1S THE ALCHEMIST taken, & Swap the Alchemist taken with this Minion taken, &
Turn the Minion token upside-down. (This shows they are still good.).

If there are 7 or maore players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Demon:
Demon Info 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,

. _. Wake both twins. Allow eye contact.
Evil Twin Shaw the good twin's character token to the Evil Twin &vice versa,
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Librarian Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

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

Give a finger signal.

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

Point to al three players marked KNOW.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Cult Leader Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

Wait a few seconds, Call for eyes open.




Cannibal

Legion

No Dashii

Vigormortis

Ojo

Assassin

Sage

Choirboy

Moonchild

Cult Leader

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

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

The Gambler chooses a player & a character. @

You may decide a player that dies. (Once per living Legion) &

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 Staryteller choasss any number of players that die. &

The Assassin might choose a player. @@

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

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

If the Moanchild is due to kill a good playver, they die. @

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

The Cult Leader becomes the alignment of one of their living neighbars, If their alignment changed:
VWake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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