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

Flowergirl
Each night*, you learn
if a Demon voted today,

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

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

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Mathematician

Each might, you learm

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

Dreamer

Each night, choose a player (nat yoursalf or Travellers);
you learn 1 good and 1 evil character,

1 of which is correct,

Moonchild

When you leam that you died,

publicly choose 1 alive player.

Tanight, if it was a good player, they die.

H.’-lrhl.'l'
If you died today or tonight, the Demon may choose
2 players (not another Demon) to swap characters.

Harpy

Each might, choose 2 players:

tomorraw, the 1st player is mad that the 2nd is evil,
or one or both might die.

Witch

Each night, choose a player:

if they nominate tomormaw, they die,

If just 3 players live, you lose this ability.

Mo Dashii
Each night*, choose a player: they die.
Your 2 Townsfolk neighbours are poisoned.

Imp

Each night*, choose a player: they die.

If you kill yourself this way,

a Minion becomes the Imp. P
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Savant 1
Each day, you may visit the Storyteller
to learn two things in private: =
1istrue & 1 is false. . h
IR &
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Once per game, at night, t :
choase 2 players (not yourself): :-. .'r_
yau learn if they are the same alignment., F -
Philosopher 8 :
Once per game, at night, ,-"
choose a good character: gain that ability, -'i.r; i

If this character is in play, they are drunk, A

Artist
Once per game, during the day,
privately ask the Storyteller any yesino quEEshm

Jugezler A
On your 1st day, e
publicly guess up to 5 players' characters. 5
That night, you learn how many you got correct,

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

Mutant .
If you are “mad* about being an Cutsider, . 3
you might be executed.

Puzzlemaster P
1 player is drunk, even if you die.

If you guess {once) who it s, leam the Dernmplayer.
but guess wrong & get false info. =1

Pit-Hag o 0
Each night*, choose a player )
& a character they become (if not-in-play). ks
If a Demon is made, deaths tonight are .suri:n!fal;aJ
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(oblin

If you publicly claim to be the Gaoblin
when nominated & are exacuted that day,
your t2am wins.

Legion k3
Each might*, a player might die. .;‘#1.
Executions fail if anly evil voted. B

ou register as & Minion too, [Most players are Legio f’i
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Lleech o
Each night*, choose a player: they die. ; hy
You start by choosing a player: they are pomonad
You die if & only if they are dead,
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Check that all eyes are closed. Some Travellers & Fabled act.

The Philosapher might choose a character. If necessary, swap their character token. @

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

If there are 7 or more players, wake the Demon:
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 Snake Charmer chooses a player, If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &
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Tha Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.

Harpy | o e THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target

The Witch chooses a player. @

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

Clockmaker Give a finger signal,

The Dreamer points to a player, 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.

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 Snake Charmer chooses a player, If they chose the Demon;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer 1o sleep, Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

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.

The Witch chooses a player, @

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token,

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

The Mo Dashii chooses a player. @

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep, Wake the new Imp.

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

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

If the Barber died today or tanight, show the Demon the THIS CHARACTER SELECTED YOU & Barber takens

If the Demaon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

If the Moanchild is due to kill 2 good player, they die. @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character taken.

The Dreamer points 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. Nod or shake your head, @

Give a finger signal,

Give a finger signal.

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

@ —~Z XmIO—=0




