Clockmaker
You start knowing how many steps
from the Demon to its nearest Minion.

Bounty Hunter

You start knowing 1 evil player.,

If the player you know dies, you learm another
evil player tonight, [1 Townsfolk is evil]

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

High Priestess
Each might, leam which player
the Storyteller believes you should talk 1o maost.

Acrobat

Each night*, choose a player:
if they are drunk or poisoned,
you die,

Sailor

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

Preacher

Each night, choose a player:

a Minion, if chosen, leams this,
All chosen Minions have no ability,

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Kluiz

When you learn that you died, publicly choose
1 alive player: if they are evil, your team lases.

Mezepheles

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

Poizoner
Each night, choose a player:
they are poisonad tonight and tomorow day.

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

Fang Gu

Each night*, choose a player: they die,

The 1st Outsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider]

& _, " #Not the
| first night
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Savant
Each day, you may visit the Storyteller
to leam two things in private;

1is true & 1 is false.

Nightwatchman
Once per game, at night, choose a player:
they leam you are the MNightwatchman.

Jugeler

On your 15t day,

publicly guess up to 5 players' characters, e
That night, you learn how many you got correct,

Amnesiac e
You do nat know what your ability is. A
Each day, privately puess what it is:

yiou leam how accurate you are. b

Tea Lady e
If both your alive neighbors are good,
they can't die.

Atheist

The Storyteller can break the game rules, ;
and if executed, good wing, even if you are dead. =3
[Mo evil characters]

Saint
If you die by execution,
your team loses.

Damsel

All Minions know you are in play.

If a Minion publicly guesses you (once),
your team loses.

Harpy ekl
Each night, choose 2 players: i
formorraw, the 1st player is mad that the 2nd is evil, *
or one or bath might die. —__!*. :
o
Psychopath -
Each day, before nominations, ER
you may publicly choose a player: they die. i

If executed, you only die if you lose reshambe. -i

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]

Leviathan o
If maore than 1 good player is executed, evil wins.

All players know you are in play.

After day 5, evil wins.
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Check that all eyes are closed, Some Travellers & Fabled act.

This ability should cccur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Imformation

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

If there are 7 or mare 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 chooses a living player. 8

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

The Paisoner chooses a player. @

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 targst,

Show a single word on a piece of paper, phone, or other device.
Wake each Minion. Show the Damsel token,
Give a finger signal,

Give a finger signal.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down, Put them back to sleep.
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, @

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
Wake the cheeen player, show them the THIS CHARACTER SELECTED YQOU info token & the Mightwatchman token.

Point to the MNightwatchman player, Put the chosen player back to sleep,
Mark the Mightwatchman with the NO ABILITY reminder token. &

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Paint to the player whom you most think the High Priestess should speak with tamorrew,
Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. @
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Check that all eyes are closed. Some Travellers & Fabled ack.

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

The Sailor chooses a living player. 8

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 Freacher token. Put the Minion back to sleep.

The Paisoner chooses a player, @

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &
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.
If a player is marked with the TURNS EVIL reminder:

Wake them. Show the YOU ARE info token then give a thumbs down, Put them to sleep.

Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. @

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

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

The Mo Dashii chooses a player. @

TED

Give a finger signal.

Give a finger signal.
If the player with the SEEN token died today or tonight, point to an evil player.
Mowe the SEEN token to the shown player, @
If the Nightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman foken.

Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @

Point to the player whom you most think the High Priestess should speak with tomorrow.

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

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