Steward
You start knowing
1 good player.

Shugenja

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

If equidistant, this info is arbitrary.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you learn another
evil player tonight. [1 Townsfolk is evill

Pixie

You start knowing 1 in-play Townsfolk.

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

Sailor

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

Hallmmi!il

Each night, you learn a player

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

(zoon

Each night, the 15t player to choose you
with their ability is drunk until dusk.
You become their alignment,

Ogre

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

you become their alignment (you don't know which)
even if drunk or poisoned,

Godfather

You start knowing which Outsiders are in play,

If 1 died today, choose a player tonight: they die.

[-1 or +1 Outsider]

Widow

On your 1st night, look at the Grimoire
& choose a player: they are poisoned.

1 good player knows a Widow 5 in play.

Po

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

choose 3 players tonight,

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & paison 1
Townsfolk neighbor. [-1 Outsider]

& _, " #Not the
| first night

Village Idiot
Each night, choose a player:
you learn their alignment.

[+0 to +2 Village Idiots. 1 of the exiras is drurk]

Courtier

Once per game, at night, choose a character; g
they are drunk for 3 nights & 3 days. 5 2
Slayer =
Once per game, during the day, - 3 '..;,_'_
publicly choose a player: S

if they are the Demaon, they die,

Cannibal /# i
You have the ability of the recently killed executee. ™" = {F_!
If they are evil, you are poisoned ..‘-"' o
until a good plaver digs by execution. ’

Ravenkeeper T3
If you die at night,

you are woken to choose a player: ;
yiou learn their character. ; | o

Mavyor

If only 3 players live & no execution oocurs, L
your team wins, ' "-; -
If you die at night, another player might die instead.

Pacifist 2 “
Executed good players '
might not die.

Klutz 2
When you learn that you died, publicly choase ™ 8
1 alive player: if they are evil, your team |oses.

Zealot
If 5 or more players are alive,
you must vote for every nomination.

Mastermind 2o

If the Demon dies by execution (ending the g‘arna}l e

play for 1 more day. f?':‘

If a player is then executed, their team loses. = = 8
¥

Xaan A
On night X, ;
all Townsfolk are poisoned until dusk.
X Outsiders] )

Legion /&

Each might*, a player might die. B
Executions fail if only evil voted. Pt
Yol regster as a Minion too, [Mest players are Ledm]

Lleech ¥
Each night*, choose a player: they die.

You start by choosing a player: they are poisoned,
You die if & only if they are dead.
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Check that all eyes are closed, Some Travellers & Fabled act.

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

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

Sailor | The Sailor chooses a living player. @

Lleech The Llzech picks a player, Mark them with the POISONED token, @

Add the NIGHT reminder token that matches the current night. &
Xaan On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remove it the following dusk.
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Shaw the Grimoire far as long as the Widow needs.
Widow | The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show therm the Widaw token, Put them to sleep, Mark them with the KNOWS reminder, @

Godfather Shaw the character tokens af all in-play Qutsiders,

A

Pixie | Show the Townsfolk character token marked MAD.

E i
f Courtier The Courtier might choose a character. G
&’

Steward Point to the player marked KNOW. @

Point to a player (alive or dead).

Balloonist Place the SEEM token next to the shown player. @

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

Shugenja

Village Idiot 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.

Wake any player with a Townsfolk character:
" i ﬁ?} Bounty Hunter Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
&y Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, &

e Oere The Ogre pc-ints_ toa player:
¥ B If the player is evil, flip the Ogre's token upside down,

Dawn |  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 maost recently executed player.,
They immediately learn any ‘you start knowing information.

If the Townstolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. €

The Sailor chooses a living player. @

Add the MIGHT reminder token that matehes the current night. @
On the night that equals the number of Oulsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the following dusk.

The Courtier might choose a character. @&

L@ ~Z XZEHT—0O

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

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

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

The Lleech chooses a player. Mark them with the DEAD token. &

If an Outsider died today, the Godfather chooses a player. @

If the Ravenkeeper died tanight, the Ravenkeeper chooses a player. Show that players character token.

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

Wake any Village Idict, 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.

If the player with the SEEN token died today or tonight, point to an evil player,
Move the SEEN token to the shown player. @

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