Chef
You start knowing how many pairs
of evil players there are,

MNoble
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.

Monk
Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Fortune Teller

Each might, choose 2 players:

you learn if either is a Demon.

Thenz & a good player that registers a5 a Demon 1o you,

savant

Each day, you may visit the Storyteller
1o learn two things in private:

1 istrue & | is false.

Alsaahir
Once per day, if you publicly guess

which plawers are Minionis) and which are Demanis),

good wins,

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Ogre

On your 1st night, choose a player (not yourself):

you become their alignment (you don't know which)
even if drunk or poisoned.

Godfather

You start knowing which Outsiders are in play.

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

Wizard

Once per game, chooss to make a wish.
If granted, it might have a price &

leave a clue as to its nature,

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy.

Lil' Monsta

Each night, Minions choose

who babysits Lil' Monsta & 'is the Demon'.
Each night*, a player might die, [+1 Minion]

& _, " #Not the
| first night
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Nightwatchman
Once per game, at night, choose a player:
they learn you are the Nightwatchman,

Seamstress

Once per game, at night,
choase 2 players (not yourself): s -
you learn if they are the same alignment.

Soldier
You are safe
from the Demon,

Ravenkeeper g
If you die at night, -

you are woken to choose a player: A
yiou leam their character. T3

Tea Lady "
If both your alive neighbors are good, : &
they can't dee. U

Mavor

If only 3 players live & no execution occurs,
your team wins.

If you die at night, ancther player might die instead.

Klutz .
When you leamn that you died, publicly choose & %
1 alive player: if they are evil, your team |oses.

Puzzlemaster
1 player is drunk, even if you die. i s
Ilmm{m}mﬂmmmmmﬂaﬂ {1"
but guess wrong & get false info. a
Mastermind #1 ;
If the Demon dies by execution (ending the gameJ. (oL
play for 1 more day. U
If & player is then executed, their team loses. -—__~. _'~
.
Vizier 0= 1 it
All players know who you are, e
You can not die during the day. i

If good voled, yﬂumayummem:mumrrmm 5

-_:= .
Lord Of Typhon
Each might*, choose a player: they die. B
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]
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Check that all eyes are closed, Some Travellers & Fabled act.
Fun the Wizard's ability, if applicable.
The Mank choosss a player. &
The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy, @
The Lord of Typhon chooses a player. &
The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 15 THE DEMON token.

Put the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @
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Godfather If an Outsider died today, the Godfather chooses a player. @&

Ravmkcepi‘-r If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

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

The Seamstress might choose 2 players, Nod or shake your head, @&

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mighbwatchman token,
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token, @&

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