Knight
You start knowing 2 players
that are not the Demaon.

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

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

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

Shugenja

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

If equidistant, this info is arbitrany.

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

Sailor

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

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Recluse
You might register as evil & as a Minion or Dernon,
even if dead.

Cerenovus =

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

Psychopath

Each day, before nominations,

you may publicly choose a player: they die.

If executed, you only die if you lose roshamb.

No Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]
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Preacher
Each night, choose a player:
a Minion, if chosen, leams this.

All chosen Minions have no ability.

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

Dreamer !n
Each night, chocse a player (ot yoursatf or Travellers);
you leam 1 good and 1 evil character, .
1 of which is cormect.

Cannibal i

You have the ahility of the recently killed executee.

If they are evil, you are poisoned o

until 2 good player dies by execution. s
T

Ravenkeeper -

If you die at night,
yiou are woken to choose a player.
you learn their character,

Pacifist b
Executed good players =
might nat die. 5
Sweetheart
When you die, i
1 player is drunk from now on. ’if-'--‘
A
Mutant _‘-1._;7- 1
If you are *mad” about being an Outsider, : *fh
you might be executed. %S
Goblin CEE
If you publicly claim to be the Gablin o
when nominated & are executed that day, ".':':‘
your team wins. s '
N
Orpan Grinder i
All players keep their eyes closed when voling s o
and the vate tally is secret, i

Each night, choose if you are drunk until dusk, =83

Lord Of Typhon

Each night*, choose a player: they die. e
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]

k.

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

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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs down,
Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.
Then, do the Minion Info and Demon Info steps as normal.

If there are 7 or more players, wake all Minions:
Show the THIS IS THE DEMON token. Foint to the Demaon.

If there are 7 or more players, wake the Deman:
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. @

The Preacher chooses a player. I they choose a Minion:
Put a PREACHED reminder token next to that Minion, Wake the chasen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

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

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

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

Shaw the Outsider character token, Paint to both the OUTSIDER and WRONG players,

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

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,

Point to the two players marked KNOW. @8

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

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 Idiats have acted,

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.

The Sailor chooses a living player. @

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

The Gambler chooses a player & a character. &

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

The Mo Dashii chooses a player. @

The Lord of Typhon chooses a player. &

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

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

If the Sweetheart died, a player became drunk immediately, fl vou haven't done this yet, do 5o now. @

If the grandechild was killed by the Demon, the Grandmather dies too, @

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

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

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 Idiats have acted.

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