Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you learn another
avil player tonight. [1 Townsfolk is evill

Empath
Each night, you learm how many
of your 2 alive neighbours are avil,

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk.
You can't die.

Village Idiot

Each might, choose a player:

you learn therr alignment.

[+0 to +2 Village |diots. 1 of the extras is drunk]

Slaver

Once per game, during the day,
publicly choose a player;

if they are the Deman, they die.

Golem

You may only nominate once per game.

When you do, if the nominee is not the Demon,
they die.

Sweetheart
When you die,
1 player 15 drunk fram now on.

Fearmonger

Each night, choose a player:

if you nominate & execute them, their team loses.
All players know if you choose a new player,

Psvchopath

Each day, before nominations,

wou may publichy chooss a player: they die,

If executed, you only die if you lose rashambo

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

Vigormortis
Each night*, choose a player: they die.
Minians you kill keep their ability & poison 1
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Steward
You start knowing
1 good player.

Townsfolk neighbor. [-1 Outsider]. ~ © & ©

v Juggler i
et o On your 1st day, :
Q_____w vy publicly guess up to 5 players' characters, _'. &

That night, you learn how many you got comecth b
! W4
: Cannibal 5. 5 i
e

*Not the
first night

You have the ability of the recently kiled execulee.s

If they are evil, you are poisoned 30 o
until a good player dies by exscution. gt |

= .
Farmer |
If you die at night, g
an alive good player becomes a Farmer. A
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Sage by
If the Deman kills you, - oy
youl learn that it is 1 of 2 players. .1
Fool ¥
The first time you die, oy {
you dant, : ‘_; v
Atheist o

The Storyteller can break the game rules,

and if executed, good wins, even if you are dead. . 3
[Mo evil characters] -
Poppy Grower [
Minions & Demaons do not know each other. 3
If you die, they learm who each other are that night. =3

Klutz
When you leamn that you died, publicly choose
1 alive player: if they are evil, your team loses:

o

o
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Damsel L
All Minions know you are in play.

If & Minion publicly guesses you (once),
yaur team loses, =

Mastermind (3 3
If the Demon dies by execution (ending the game} i,
play for 1 more day. o

If a player is then executed, their team loses. = ,"J-:. .

Boffin A8
The Demon (even if drunk or poisoned) i

has a not-in-play good character's ability, 4
You both know which, p

Fang Gu

Each might*, choose a player: they die. 1
The 1st Qutsider this kills becomes an evil Fang GUsS
& you die instead. [+1 Quisider] s i

Al-Hadikhia B

Each night*, wmmi?mtmﬂa,eamnm B
each silently chooses to live or die,
but if all live, all die.
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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 Baffin token, then the good character token.
Place this second character token by the Demon character token.

Wake the Deman. {

Poppv Grower -
PPy T te THESE CHARACTERS ARE NOT N LAY tier, Shew 3 rsingky e et thers, Lt e Dirvon b ki [ et b be i D |

If there are 7 or more players, wake all Minions:
Shew the THIS 1S 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,

FE G Z e T i

Sailor The Sailor chocses a living player. @

The Fearmonger picks a player:

Fearmonger :
& Mark the chesen player with the FEAR reminder, @ Declare that 'The Fearmonger has chosen a player,”

Steward Point to the player marked KNOW. &

Empath Give a finger signal.

Village Idiot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
B¢ Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down, 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, @

Wake each Minion. Show the Damszl taken,

Wait a few seconds, Call for eyes open,




Cannibal

Poppy Grower

Sailor

Fearmonger

Fang Gu

Vigormortis

No Dashii

Al-Hadikhia

Sweetheart

Sage

Empath

Village Idiot

Bounty Hunter

Juggler

P

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

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON infa token, then point to the Deman, Put the Minions to sleep,

VWake the Demon. Show the THESE ARE YOUR MINIONS infio foken, then point to the Minions. Pulﬂ'eDfmmmslﬂe;

The Sailor chooses a living 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.”

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S8

The Mo Dashii chooses a player. @

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen arder, Put the Al-Hadikhia to sleep.
VWake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.

Ak Do you choose 1o live? They nod ar shake their head. Put them to sheep. Repeat for players marked 2 & 3.

Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three,

If the Sweetheart died, a player became drunk immediately. fl you 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 them to sleep.
Replace their previous character token with a Farmer character token.

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

Give a finger signal.

Wake any Village Idiat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

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

GGive a finger signal,

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