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

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.

Undertaker
Each night*, you learn which character
died by execution today.

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die.

Dreamer

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

1 af which is correct.
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7 Artist
Once per game, during the day,
privately ask the Storyteller any yes/no guestion,
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Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.
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Sweetheart
When you die,
1 player 15 drunk fram now on.

Godfather

You start knowing which Outsiders are in play.

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

N R

Devil's Advocate

Each night, choose a living player
(different o last night):

if executed tomarrow, they dont die.,
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Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Po

Each might*, you may choose a player: they die.
If your last choice was no-one,

choose 3 players tonight.
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Slaver
Once per game, during the day,
publicly choose a player:

if they are the Demaon, they die.

Juggler
On your 1st day, AN
publicly guess up to 5 players' characters. N
That night, you learn how many you got correct. =

Ravenkeeper

If you die at night,

you are woken to choose a player:
you |2am their character.
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If the Deman Kills you, = 4
you learn that it is 1 of 2 players. o
Virgin e

The 15t time you are nominated,
if the nominator is & Townsfolk,
they are executed immediately.

Poppy Grower
Minions & Demons do not know each other. ;
If you die, they leam who each other are that night. '. £
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Klutz .
When you leamn that you died, publicly chopse 354
1 alive player: if they are evil, your team |oses.

Snitch
Each Minion
gets 3 bluffs.

Witch

Each night, choose a player:

if they nominate tormorrow, they die.

If just 3 players live, you lose this ability.

Fearmonger o
Each night, choose a player: e
if you nominate & execute them, their team loses, 8
All players know if you choose a new player, =

Vigormortis

Each might*, choose a player: they die. B
Minions you kill keep their ability & peisen 1 5
Townsfolk neighbor. [-1 Cutsider] ;

Fang Gu

Each night*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider] L
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info and Demon Info steps.

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are 7 or more players, wake the Deman:

Show the THESE ARE YOUR MINIONS token. Foint to all Minions.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,
Show the character tokens of all in-play Outsiders.

The Devil's Advocate chooses a living player. &

The Witch chooses a player. @

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.

Show the Townsfolk character token marked MAD.

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

Give a finger signal,

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

Wait a few seconds, Call for eyes open,
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