el

Steward
You start knowing
1 good player.

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

Investigator
You start knowing that 1 of 2 players
is a particular Minion.

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

Empath
Each might, you learm how many
of your 2 alive neighbours are evil.

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Sailor

Each night, choose an alive player:
ejther you or they are drunk until dusk,
You can't die,

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.

Fearmonger
Each night, choose a player:

if you nominate & execute them, their team loses,

All players know if you choose 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 +7 Outsiders]

& _, " #Not the
| first night

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

Village Idiot

Each night, choose a player:
you learn their alignment. el
[+0 to +2 Village Idiots. 1 of the extras is drunk] = 1

Dreamer _
Each night, choose a player (not :.wrseilorTm'eile} 1
youl learn 1 good and 1 evil character, !

1 of which is comect.

Juggler o
On your 1st day, F -
publicly guess up to 5 players' characters. =
That night, you learn how many you got correct,
Cannibal 5. 1 *

You have the ability of the recently killed exﬁcutae .
If they are evil, you are poisoned
until a good player dies by execution,

Choirboy N
If the Demaon kills the King, i
you lzam which player is the Demon. v
[+ the Kingl i
Golem

You may only nominate once per game. e
When you do, if the nominee is not the Demon, (5%
they die, '

Klutz « e
When you leamn that you died, publicly choose - % a
1 alive player: if they are evil, your team loses. = 8

i
Mastermind S ?-':;
If the Dermon dies by execution (ending the game), '?_- i
play for 1 more day, 5%
If a player is then executed, their team loses. 1 &
Organ Grinder A
All players keep their eyes closed when vating _
and the vote tally is secret, = i

Each night, choose if you are drunk unftil dusk.

Legion

Each nmight*, a player might die.
Executions fail if only evil voted. .
You register as a Minion too, [Most players are Legion]
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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 Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, @
If they shake their head, remaove their DRUNK reminder.

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

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

Give a finger signal.

Point to the grandchild player & show their character token.

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

Foint to the player marked KNOW. &

Point to the two players marked KNOW. @&

Wake any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idiats have acted.

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

Wait a few seconds, Call for eyes open,
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Check that all eyes are closed, Some Travellers & Fabled act.

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

The Sailor chooses a living player. @

The Monk chooses a player. ©

The Qrgan Grinder either nods or shakes their head:

If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remove their DRUNK reminder,

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

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

The Kazali chooses a player. @

The Assassin might chocse a player. 8

If the Deman killed the King, wake the Chairboy, Point to the Deman player.

The Tinker might dic. &

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

Give a finger signal.

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

Give a finger signal.

Wake any Village |diot, 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 chooses 2 living players. Give a finger signal.

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