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

Investigator
You start knowing that 1 of 2 players
is a particular Minion.

Flowergirl
Each might*, you learm
if @ Demon voted today.

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

Gambler

Each night*, choose a player & guess their character:

if you guess wrong, you die.

Acrobat

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

Chambermaid

Each night, choose 2 alive players (not yourself):

yau learn how many woke tonight due to their
ahility.

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.

Witch

Each might, choose a player:

if they nominate tomorraw, they die.

If just 3 players live, you lose this ability.

Cerenovus

Each night, choose a player & a pood character:
they are 'mad” they are this character tomoraw,
ar might be executed.

Imp

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

a Minion becomes the Imp.

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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Dreamer
Each night, choose a player (not yourself or Travelie
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:
1istrue & 1 is false.

Seamstress

Once per game, at night,

choose 2 players (not yourself):

you |zam if they are the same alignment,

Philosopher R
Once per game, at night, H
choose a good character: gain that ability. B
If this character is in play, they are drunk. t-
2

Artist
Onee per game, during the day, :
privately ask the Storyteller any yes/no guestion,

Sage
If the Demaon kills you,
you learn that it is 1 of 2 players.

Barber
If you died today or tonight, the Demon maychm
2 plavers (not another Demon) to swap characters.

Mutant
If you are *mad” about being an Outsider,
you might be executed.

Marionette :
You think you are a good character but you are nut.

The Dermaon knows who you are. ¢ %
[You neighbar the Demaon]

Summoner [

You get 3 bluffs. !
On the 3rd night, choose a player: i
they become an el Demon of your choice, (No Demon] 5

.1:: .. T
Vigormortis
Each might*, choose a player: they die. B
Minions you kill keep their ability & peisen 1 5

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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Minion Info
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Demon Info
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Investigator

Dreamer
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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.

Place the MIGHT 1 reminder. &
Shaw the Summoner 3 nat-in-play characters as bluffs,

If there are 7 or more 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,

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep,

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

The Witch chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

Show the Minion character token. Point to both the MINION and WRONG players.

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

The Seamstress might choose 2 players. Mod or shake your head, &

Paint to al three players marked KNOW.

The Chambermaid chooses 2 living players, Give a finger signal,

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. @

The Gambler chooses a player & a character. @

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

The Witch chooses a player, @

The Cerenovus chooses a player & a character, @ Put the Cerencvus to sleep, Wake the targst,
Show the THIS CHARACTER SELECTED YOU token, the Cerenevus token, then the madness-character taken

On night twe, place the NIGHT 2 remindar. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint 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 token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demaon token and put the new Demon to sleep.

The Imp chooses a player. @ If the Imp chose themsalves:
Replace 1 alive Minicn token with a spare Imp token.
Put the odd Imp to sleep, Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

The Vartox chooses a player, @

The Vigormortis chooses a player, @ If that player is a Minian, poison a neighbaring Townsfolk. 8@

The Lleech choases a player. Mark them with the DEAD token. &

If the Barber died today or tanight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demon chose 2 players, wake cne at a time. Show the YOU ARE token & their new character token.

If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&
If the Demen killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

The Dreamer paints to a player. Show 1 good & 1 evil character token, 1 of which is their character.
Either nod or shake your head.,

Give a finger signal,

The Seamstress might choose 2 players. Mod or shake your head. &

The Chambermaid chooses 2 living players. Give a finger signal.

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