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

Oracle
Each night*, you learn
how many dead players are avil,

Empath
Each night, you leam how many
of your 2 alive neighbours are avil,

Mathematician

Each might, you learm

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

Dreamer

Each night, choose a player (ot yoursalf or Travellers):

you learn 1 good and 1 evil character,
1 of which is correct.

Fortune Teller

Each might, choose 2 players:

you learn if either is a Demon,

There & a good player that registers 25 a Demon to you,

Exorcist

Each night*. chocse a player (different to last night):

the Deman, if chosen, leams who you are
then doesn't wake tonight.

Sweetheart
When you die,
1 player is drunk from now on.

Klutz
When you learn that you died, publicly choose
1 alive player: if they are vil, your team loses.

Py T

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Witch

Each night, choose a player:

if they nominate tomorraw, they die,

If just 3 players live, you lose this ability.
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Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight,

Vortox

Each might*, choose a player: they die.
Townsfolk abilities yield false info.

Each day, if no-one is executed, evil wins,
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Gossip
Each day, you may make a public statement.
Tonight, if it was true, a player dies.

Savant

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

1is true & 1 is false.

Seamstress

Once per game, at night,

choose 2 plavers (not yoursell):

youl lzarn if they are the same alignment.

Philosopher 3
Once per game, at night, 8
choose a good character: gain that ability.

If this character is in play, they are drunk. '*-‘_:s -
Fisherman It +
Once per game, during the day, ¢ 7%

visit the Storyteller for some advice
to help your team win,

Ravenkeeper
If you die at night, i
you are woken to choose a player: A
you learn their character. e

Saint
If you die by execution,
your team loses.

Barber
If you died today or tonight, thf'.IZ}.=.'|'1."M:I|"|ma'_.r{:r'n:l-as.fzl 1{5
2 players (not another Demon) to swap characters. 4 a
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Fearmonger
Each night, choose a player: T
if you nominate & execute them, their team loses. &
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All players know if you choose a new player. ?_. _'~
N
Summoner il
You get 3 bluffs. E
On the 3rd night, choose a player; i

they become an evil Demen of your choice, I]'hDemuﬂ 5
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Fang Gu
Each night*, choose a player: they die. B
The 1st Qutsider this kills becomes an evil Fang Gu 3
& you die instead. [4+1 Outsider]

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.

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

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

e Place the NIGHT 1 reminder. @
4 \D Summoner Shaw the Summoner 3 nat-in-play characters as bluffs,

e . If there are ¥ or more players, wake the Deman:
N 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,
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ﬁ Lleech The Lleech picks a player. Mark them with the POISONED token. @
¥ :
A Witch The Witch chooses a player. @
: Fearmnnger The Fearmonger picks a player:
] Mark the chosen player with the FEAR reminder, @ Oeclare that “The Fearmanger has chosen a player.”

f MEI&phElES Show a single word on a piece of paper, phone, or other device,

el

@ Empath | Give a finger signal.

& Fortune Teller | The Fortune Teller chooses 2 players. Med if either is the Deman (or the RED HERRING).

% Dreamer The Dreamer points to a plaver, Show 1 good & 1 evil character token, 1 of which is their character.
%’ Seamstress The Seamstress might choose 2 players, Nod or shake your head, @&

& Mathematician | Give a finger signal,

Dawn Wait a few seconds, Call for eyes open,
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