Bounty Hunter

You start knowing 1 evil player,

If the player you know dies, you leam another
evil player tonight. [1 Townsfolk is evill

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,

Balloonist

Each night, you leam a player

of a different character type than last night.
[+0 or +1 Outsider]

Preacher

Each might, choose a player:

a Minion, if chosen, leams this.
All chosen Minions have no ability.

Chambermaid

Each night, choose 2 alive players (not yourself):
you learn how many woke tonight due to their
ability.

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

Hatter
If you died today or tonight,
the Minion & Demon players

may choose new Minion & Deman characters to be.

Mezepheles

You start knowing a secret word.
The 1st good player to say this word
becomes evil that night.

Witch

Each night, choose a player:

if they nominate tomorraw, they die,

If just 3 players live, you lose this ability.

Yaggababble

You start knowing a secret phrase.

Far each time you said it publicly today,
a player might die.

Po

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

choose 3 players tonight.

& _, " #Not the
| first night

¥
S

Village Idiot
Each night, choose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drun

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

King

Each night, if the dead equal or outnumber the living,
you learn 1 alive character,

The Demon knows you are the King.

Cult Leader
Eamn@‘rt,ywbmmewmnmdmalmmgtm
If il good players choose to join your cult, your t2am wins SSes

.,:.'r
Gossip =
Each day, you may make a public statement. = =
Tonight, if it was true, a player dies, fik
: =
Minstrel

When a Minion dies by execution, all other players. =55
(except Travellers) are drunk until dusk tomomow. = Z8

Tea Lady 4
If both your alive neighbors are good, .
they can't die. g

Lealot
If 5 or more players are alive,
you must vate for every nomination.

i
Snitch i 1
Each Minion i ifn
gets 3 bluffs, Ui ARE
Fearmonger : #1 ;
Each night, choose a player: i
if you nominate & execute them, their team loses. ©
All players know if you choose a new player. ?_'*. [

R
Baron (= ~
There are extra Outsiders in play. k '.
[+2 Qutsiders] 23

Leviathan <& & s
If more than 1 good player is executed, evil wins. 4
All players know you are in play. 5

After day 5, evil wins.

Riot

On day 3, Minions become Rict
& nomineess die but nominate an alive player immediatsly,
This must happen.
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Village Idiot
W Buuut}' Hunter
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-

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

Write a phrase down so that the Yaggababble can read it.
Show the Yaggababble the phrase.

If there are J or more players, wake all Minions:
Show the THIS IS THE DEMON token. Point to the Deman.

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

If there are 7 ar more plavers, wake the Deman:
Showr the THESE ARE YOUR MINIONS taken. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

VWake the Demon. Show them the THIS PLAYER 1S info token, then the King token, then paint at the King player.

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chasen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

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

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 a single word on a piece of paper, phone, or other device.

Paint to a player (alive or dead).
Place the SEEM token next to the shown player, 8

Wake any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.
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 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. &

The Cult Leader becames the alignment of ane of their living neighbors, If their alignment changed:

Vake 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.)

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

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, @&
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Check that all eyes are closed. Some Travellers & Fabled act.

The Preacher chooses a player, If they choose a Minion:
Put @ PREACHED reminder token next to that Minian. Wake the chosen Minion,
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minian back to sleep.

The Gambler choosss a player & a character, @

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

The Witch chooses a player. @

The Fearmonger picks a plaver. 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 Fearmaonger has chosen a player.”

If a player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

The Po may choose a player OR chooses 3 players fi they chose no-one last night, @ or @@

Far each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player, @

If the Gossip is due to kill a player, they die. &

If the Hatter died, wake the Minions and Deman;
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to anather character of the same type as their current character,
If a second player would end up with the same character as another player:
Shake your head no and gesture for them 1o choose again,
Put them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player o the character they chose,

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

If a plaver was executed today, show their character token.

Point to a player (alive or dead) with a different role type from the player with the SEEN taken.
Place the SEEN token next to the shown player. @

Wake any Village Idiot, 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 number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character taken, Put the King to sleep.

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

The Cult Leader becomes the alignment of one of their living neighbars, If their alignment changed:

VWake 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.)
The Chambermaid chooses 2 living players. Give a finger signal,

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

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