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Moble Dreamer i
You start knowing 3 players, Each night, choose a player (not yourself or Traveliers|
1 and only 1 of which is evil. you learn 1 good and 1 evil character, 1

1 of which is corect.

Librarian Alsaahir
You start knowing that 1 of 2 players Once per day, if you publicly guess 4
i5 & particular Outsider. (Or that zera are in play.) which players are Minionis) and which are Demanis]

i

good wins.

Bounty Hunter Soldier g ‘-_-":_.
W You start knowing 1 evil player. You are safe b
If the player you know dies, you learn another from the Demon, -
evil player tonight. [1 Townsfolk is evil] "y _'.|
Alchemist L=
You have a Minion ability. L
3:[1:11:.. et e N When using this, __i
ACT NIGNT, ChoQse & Rayer NG yourseli: the Storyteller may prompt you to choose differenty,
they are safe from the Demon tonight. B de - L “!F— =
Farmer ¢ 1
? : If you die at night, b |
Chambermaid _ an alive good player becomes a Farmer, 13
Each might, choose 2 alive players (not yourself):
you learn how many woke tonight due to their Choirbov o
Abiiee If the Deman kills the King, .
you learn which player is the Deman, R
Snake Charmer [+ the Kingl -
Each night, choose an alive player: - : i
a chosen Demon swaps characters & alignments '}Ea Lady . " -
with you & is then poisoned. If bt YL allve el c R ¢
they can't die. 1

@ Sweetheart Saint i
Qﬂ When you die, If you die by execution, 3
* *- 1 player is drunk fram now on. your team loses. '}::
Klutz Damsel P
When you learn that you died, publicly choose All Minions know you are in play. i
1 alive player: if they are evil, your team loses If & Minion publicly guesses you (once), e
your team loses. i
'l... ‘ &
oy
Fearmonger Marionette & % A
4 Each night, choose a player: You think you are a good character but you are ncl. ..
\ if you nominate & execute them, their team loses. The Deman knows who you are. e
All players know if you chocse a new player. [You neighbor the Demon] ; o
k5,
Psychopath Boffin &* 158 4
Each day, before nominations, The Demon (even if drunk or poisoned) %

has a not-in-play good character's ability, A
You both know which.

wou may publichy chooss a player: they die,
If executed, you only die if you lose rashambo

Lil' Monsta Leviathan 2 2o & ' -
Each night, Minions choose If more than 1 good player is executed, evil wln
who babysits LI Monsta & ‘is the Demon’, All players know you ane in play, 4
Each night*, a player might die. [+1 Minion] After day 5, evil wins. -'A
Lo
Zombuul Riot 2 > § :
L, Each night*, if no-one died today, On day 3, Minions become Rict

choose a player: they die, i
The 1st time you die, you live but reglster.ﬁ_;gad. Mol 7y Yo
SR R,
Ly S
M Ty n . *.. *Not the
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& nominees die bt nominate an alive player rrmadmeﬁr
This must happen.
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Check that all eyes are closed. Some Travellers & Fabled act.

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token, |
Place this second character token by the Demon character token.

Show the YOU ARE info token then the character token of a not=in=play Minion. Put the Alchemist to sleep.
Alchemist Mark the Alchemist with the IS THE ALCHEMIST taken. @ Swap the Alchemist taken with this Minion token. |
Turn the Minion token upside-down. (This shows they are still good.). !

Instead of the normal Minion Info and Deman Info steps, do the fallowing:

Lil' Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions. back fo slesp, Wake the chosen player. Point to the player, & show them the IS THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside therm. @

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token, Point to the Deman.

FE G Z e T i

9 If there are 7 or more players, wake the Demaon:
Hﬁ Demon Info Show the THESE ARE YOUR MINIONS taken. Paint to all Minions.
S Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
o

¥
J T T Wake the Deman. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token,
Put the Demon to sleep.

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demaon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the odd Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Snake Charmer

Fearmonser The Fearmonger picks a player:
i Mark the chosen player with the FEAR reminder, @ Declare that ‘The Fearmonger has chosen a player ”

Mark the Leviathan with the DAY 1 reminder. &
Point to al three players marked KNOW.
Librarian Show the Cutsider character token. Point to both the QUTSIDER and WROMNG players.
Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs dawn, Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, &
Damsel | Wake each Minion. Show the Damse| token,

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

Wait a few seconds. Call for eyes open.




r.‘h" T A

T dih

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

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

Snake Charmer

The Mank chooses a player. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.’

If no one died today, the Zombuul chooses a player. &

The minions pick a player. Put them back to sleep, and then:

Lil' Monsta Wake the chosen player, Point to the player, & show them the 1S THE I:IE_HGH taken,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

Place the DEAD token beside any living player. @

@ —~Z XmIO—=0

Leviathan | Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, @

Sweetheart | If the Sweetheart died, a player became drunk immediately, fl yvou haven't done this yet, do so now, &

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put thern to sleep.
Replace their previous character token with a Farmer character token.

Choirboy | i the Demon killed the King, wake the Choirboy. Point to the Demon player.

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

If the player with the SEEN token died today or tonight, point to an evil player.
Maove the SEEN taken to the shown player, @

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

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




