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Steward
You start knowing
1 good player.

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

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

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk,

Empath
Each might, you learm how many
of your 2 alive neighbours are evil.

Monk
Each night*, choose a player (not yourself):
they are safe from the Demon tonight.

Fortune Teller

Each might, choose 2 players:

you leamn if either is a Demon,

Thenz i a good player that registers as a Demon 1o you,

!

Sweetheart A,

When you die,
1 player is drunk from now on.

Moonchild

When you leamn that you died,

publicly choose 1 alive player.

Tomight, if it was a good player, they die.
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Godfather

You start knowing which Outsiders are in play.

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

Devil's Advocate

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

if executed tomarrow, they dont die.,

Qjo

Each might*, choose a character: they die.
If they are nat in play,

the Storyteller chooses who dies.

Kazali 7T =

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to 47 Outsiders]
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Cult Leader
Each night, you become the alignment of an alive nesghb
If all good players choose fo join your cult, your ieam wire

Huntsman

Once per game, at night, choose a living player:
the Dameel, if chosen, becomes a not-in-play Townsfolic
[+the Damsel] ;

i

Soldier
You are safe
from the Demon,

Cannibal L AR
You have the ability of the recenthy killed executee. By

If they are evil, you are peiscned L2
until a good player dies by execution. T3

Sage 4
It the Deman kills you, ' o
you learn that it is 1 of 2 players. :

Banshee

If the Deman kills you, all players learn this,
From now on, you may nominate twice per day
and vote twice per nomination.

Saint
If you die by execution,
your team loses.

Puzzlemaster ...:?. =3
1 player is drunk, even if you die. T 1$
If you guess (once) who it is, leam the Demen player, {F‘
but guess wrang & get false info. - a
Spy T
Each night, you see the Grimaire. HETH
You might register as good U
& as a Townsfolk or Qutsider, even If dead. s '
N
Marionette - F

You think you are a good character but you are not. = %

The Derman knows wha you are, i
[You neighbor the Demon] s

Zombuul

Each night*, if no-one died today, g
choose a player: they die. s

The 1st fime you die, you live but register as dead.

Vigormortis
Each night*, choose a player: they die.

Minions you kil keep their ability & poison 1
Townsfolk neighbor, [-1 Outsider]
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Kazali

Minion Info
Demon Info
Marionette

Godfather

q:-l, Devil's Advocate

Huntsman
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Chef

Steward

Cult Leader

Spy

Dawn
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Check that all eyes are closed, Some Travellers & Fabled act.

The Kazali points at a player and a Minion on the character sheet.
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist.
Fut the Kazali to sleep.

If there are 7 or more players, wake all Minions:
Show the THIS IS THE DEMON token. Foint to the Demaon.

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.

YWake the Deman. Paoint to the player marked 1S THE MARIONETTE & show the Marionette character token.
Put the Demoan to sleep.

Shaw the character tokens of all in-play Qutsiders,

The Devil's Advocate chooses a living player, @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token. &
If they chese the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsiolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Shaw the Minion character token, Paint to bath the MINION and WRONG players,
Give a finger signal.
Give a finger signal.
The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
Foint to the player marked KNOW. @
The Cult Leader becomes the alignment of one of their living neighbars, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Show the Grimoire to the Spy for as long as they need.

Wait a few seconds. Call for eyes open.
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

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

Monk | The Monk chooses a player. @
m Devil's Advocate | The Devil's Advocate chooses a living player. &
Zombuul |  If no one died today, the Zombuul chaoses a player, &

\Figﬂrmnrﬁs The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G
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Ojo The Ojo paints 1o a role, If a player has that role, they die. @
If the rale is out of play, the Storyteller chooses any number of players that die. @

Kazali The Kazali chooses a player. @
Godfather | If an Outsider died today, the Geefather chaases a player. @
Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&

SEIE.'E If the Demaon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

Bahshee If the deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.
If the Huntsman paints to a player;
Put them to sleep. Mark them with the NO ABILITY token. @
If they choss the Darmsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token,
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Huntsman

Moonchild | i the Moonchild is due to kill a good player, they die. @
Em pa th Give a finger signal.

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

The Cult Leader bacomes the alignment of one of their living neighbors. If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if goeod).
Cult Leader Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Spy | Show the Grimoire to the Spy for as long as they need.

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