Moble
You start knowing 3 players,
1 and only 1 of which is evil.

Librarian
You start knowing that 1 of 2 players
is & particular Outsider. (Or that zero are in play.)

Pixie

You start knowing 1 in-play Townsfalk.

[f you were mad that you were this character,
¥ou gain their ability when they die.

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

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

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

Village Idiot

Each night, choose a player:

you leam their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Drunk

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

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

Mezepheles

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

Godfather

You start knowing which Qutsiders are in play.

If 1 died today, choose a player tonight: they die,
[-1 or +1 Outsider]

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

Imp

Each night*, choose a player: they die,
If you kil yourself this way,

a Minion becomes the Imp.

& _, " #Not the
| first night

Fortune Teller
Each night, choose 2 players:
youl learn if either is a Demaon,
There & a good player that registers as a Dﬂrmb;m _

Artist
Once per game, during the day,
privately ask the Storyteller any yes/no question.

Cannibal

You have the ability of the recenthy killed executee
If they are evil, you ane poisoned

until a good player dies by execution.

Amnesiac il
You do nat know what your ability is. o
Each day, privately puess what it is: H
yau learn how accurate you are. b
1'-‘!'
Banshee o5

If the Demaon kills you, all players learn this. : _
From now on, you may nominate twice per day
and vote twice per nomination.

Magician
The Demon thinks you are a Minion.
Minions think you are a Demon.

Plague Doctor [T
If you die,
the Storyteller gains a Minion ability.

Mutant

If you are *mad” about being an Outsider, : *fh
you might be executed. %S
Poisoner : ‘F'} ;
Each night, choose a player: o
they are poisoned tonight and tomaorrow day. FLN
.__!g';_ §
Marionette ; ":'-" .
You think you are a good character but you are not. *
The Dermaon knows who you are. g; i
[You neighbor the Demon] -i !
Vigormortis
Each might*, choose a player: they die. e
Minions you kill keep their ability & peisen 1 g

Townsfalk neighbor. [-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.

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

If there are 7 or more players, instead of the normal Minion Info 2nd Demon Info steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demaon & the Magician.
Put the Minions to sleep. Wake the Demon.
Show the THESE ARE YOUR MINIONS token, Point to al Minjons &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

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

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

Wake the Deman. Paoint to the player marked 1S THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep.

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

The Paisoner chooses a player, @

Shaw the character tokens of all in-play Outsiders.

Show a single word on a piece of paper, phone, or other device,

Show the Townsfolk character token marked MAD.

Show the Qutsider character token. Paint to both the OUTSIDER and WRONG players.

Give a finger signal.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Point to al three players marked KNOW,

Wake any Village Idiat, 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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