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

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

Sailor

Each night, choose an alive player:
gither you or they are drunk until dusk,
You cant die,

Village Idiot

Each night, choose a player.

you learn their alignment.

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

Dreamer

Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is coract,

Fortune Teller

Each night, chocse 2 players;

you learn if either is a Deman.

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

Goon

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

Drunk

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

Godfather

You start knowing which Outsiders are in play,

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

Devil's Advocate

tach might, choose a living player
(differant to last night):

if executed tomorrow, they dont die,

Shabaloth

Each night*, choose 2 players: they die.

A dead player you chose last night might be
regurgitated.

Po
Each might*, you may choose a player: the:,r die.
If your last choice was no-one,
choose 3 players tonight,
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*Not the
first night

Gossip
Each day, you may make a public statement
Tonight, if it was true, a player dies,

Savant B 4
Each day, you may visit the Storyteller e
to leam two things in private: i
1is true & 1 is false,

Philosopher .

Once per game, at night, e
choose a good character: gain that ability. i
If this character is in play, they are drunk. B
Pk
Cannibal T
Yous have the ability of the recently killed exaciutas, =S

If they are evil, you are poisoned o
until a good player dies by execution. .1

Banshee . Y
If the Demon kills you, all players leam this. -

From now on, you may nominate twice per day S
and vate twice per namination. A

Tea Lady % .
If both your alive neighbars are good, '
they can't die.

Fool
The first time you die, -
you dan't. i

Tinker B
You might die
at any time.

Sweetheart
When you die,
1 player 1s drunk from now on. 3

Harpy -
Each night, choose 2 players: -
tarmarraw, the 1st player is mad that the 2nd is ewl 2

or one or bath might die. A -_

i
Witch i
Each night, choose a player: ¢ ey g
if they nominate tomormow, they die. r #
If just 3 players live, you lose this ability. i :_'.*- "

'

Psychopath g
Each day, before nominations,
you may publicly choose a player: they die.
If executed, you only die if you loseé roshamig:
Vigormortis F #

Each night*, choose a player: they die. \
Minians you kill kesp their ability & poisen'l i
[-1 Cutsider] | S

Townsfolk neighbar
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- Philosopher | The Philosopher might choose a character. If necessary, swap their character token, @
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Check that all eyes are closed. Some Travellers & Fabled act.

If there are 7 or maore players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Demon:
Demon Info 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,

Sailor The Sailor chooses a living player. @
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Godfather Show the character tokens of al in-play Outsiders.

The Devil's Advocate chooses a living player. &

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

The Witch chooses a player. @

Empath | Give a finger signal.

Village Idiot Walke any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
B¢ Fut that Village Idiot to sleep. Repeat until all Village Idiots have acted.

The Dreamer points to a playver, Show 1 good & | evil character token, 1 of which is their character,

Fortune Teller |  The Fortune Teller chooses 2 players, Mod if either is the Deman (or the RED HERRING),

Wait a few seconds, Call for eyes open,
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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 token. 8

The Cannibal has the ability of the mast recently executed player.
They immediately learm any Yyou start knowing' information.

The Sailor chooses a living player. 8

The Devil's Advocate chooses a living player. &

The Harpy chooses a player @ & then anaother 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.

The Witch chooses a player, @

The Vigarmortis chooses a player, @ If that player is a Minian, poisen a neighbaring Townsfolk, 8@

The Pa may choose a player OR chooses 3 players fi they choss no-one last night, @ or @81(*

If an Outsider died today, the Godfather chooses a player. @

The Tinker might die. @

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

If the deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.

Give a finger signal.

Wake any Village Idict, they chooses a player, Give a thumbs up or a thumbs down,
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,

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

Give a finger signal.

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