Town Crier
Each night*, you learn
if a Minion nominated today.

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

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

(Feneral

Each might, you learm which alignment
the Storyteller believes is winning:
good, evil, or neither,

Mathematician

Each night, you learm

how many players’ abilities worked abnormally
(since dawn) due to another characters ability.

Dreamer

Each night, choose a player (ot yoursalf or Travelkers):
you learn 1 good and 1 evil character,

1 of which is correct,

Savant

Each day, you may visit the Storyteller
to learn two things in private:

1 is true & | is false,

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

Mutant
If you are “mad® about being an Outsider,
you might be executed.

Spy

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Quisider, even if dead.

Harpy

Each night, choose 2 players:

tamorraw, the 15t player is mad that the 2nd is ewvil,
or one or bath might die.

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

Legion /M
Each night*, a player might die.
Executions fail if only evil voted,
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Philosopher
Once per game, at night,
choose a good character: gain that ability.
If this character is in play, they are drunk.

Fisherman A

Once per game, during the day,

visit the Storyteller for some advice "ur Y
to help your tzam win. .
R
Il e
Jugeler i
On your 1st day, .
publicly guess up to 5 players' characters, et
That night, you learn how many you got comect, 8
Amnesiac '1
You do not know what your ability is. T
Each day, privately guess what it is: A ,'
you leam how accurate you are, " i
Sage ok
If the Deman kills you, Sl
wou learn that it is 1 of 2 players, S
....-. 3
Poppy Grower b

Minions & Dermons do not know each other.
If you die, they |eam who each other are that night.=8

Politician .
If you were fhe player most responsible for your team losing '
you change alignment & win, ; ol
even if dead. i

?.d..'..'i.].ﬂt
If 5 or more players are alive,
you must vate for every nominaton.

Wizard -
Once per game, choose to make a wish. )

If granted, it might have a price & P
leave a clue as to its nature. i f s

Summoner |+ g
You get 3 bluffs. i
On the 3rd night, choose a player; A
they become an evll Demon of your chioice, [No Demon]

Lleech
Each might*, choose a player: they die. N
You start by choosing a player; they are po-sm B
You die if & only if they are dead.

Leviathan 2 [ r
If more than 1 good player is executed, evil Mns.;
All players know you are in play. "
After day 5, evil wins.
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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

Summoner

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

This ability should occur at the appropriate time in the night order, Abilities are usually ordered:
Paoisoners, Protectors, Killers, Informaticn

Amnesiac

Philosopher | The Philosopher might choose a character. If necessary, swap their character token. @

Wake the Demon.

y Grow
Poppy Grower Show e THESE CHARACTERS, ARE INOT IN PLAY ther Srow 3 redipky e sy ters Fltbe Qv b e Dot cbbe Wi e ad O
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If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token, Point to the Deman.

Place the MIGHT 1 remindar. @

Summoner ;
Show the Summoner 3 not-in-play characters as bluffs,

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

Show the Grimoire to the Spy for as long as they need.

The Harpy choases a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point fo the second target.

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

Leviathan |  Mark the Leviathan with the DAY 1 reminder. @

If you believe that the good team is winning, give a thumbs up.
If wou believe that the evil team is winning, give a thumbs dawn.
If you don't know which team is winning, give a thumbs to the side.

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

Mathematician Give a finger signal,

Dawn | Wait a few seconds. Call for eyes open.
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k that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually orderad:
Poisoners, Protectors, Killers, Information

The Philosopher might choose a character, If necessary, swap their character token, 8

On the third night, wake the Summoner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaner fo sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info token, then point to the Demaon. Put the Minians to sleep.

Wake the Demen. Show the THESE ARE YOUR MINIONS infoo token, then point to the Minions. Put the Demeon to sleeg

The Maonk chooses a player. @
The Gambler choases a player & a character, @

Show the Grimoire to the Spy for as long as they need.

The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first target
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target,
On the third night, wake the Summaner:

They point at a player, and to a Demaon icon on the character sheet. Put the Summoner to sleep.

Wake the chosen player. Show the YOU ARE info token, then the Demon taken.

Show the YOU ARE info token, then give a thumkbs down,

Replace their character token with the Demon token and put the new Deman to sleep.

The Lisech chooses a player. Mark them with the DEAD token, @

The Mo Dashii chooses a player. @

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @

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

If you believe that the good team is winning, give a thumbs up.
If yvou believe that the evil team is winning, give a thumbs dawn.
If you don't know which team is winning, give a thumbs to the side.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
Either nod ar shake yaur haad,

Give a finger signal.

Give a finger signal,

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