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

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

!"’4
&

Balloonist

Each night, you leam a player

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

the Storyteller believes is winning:
good, evil, or neither,

Preacher

Each night, choose a player:

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

(zeneral o
Each night, you learn which alignment m
e
s

=

Mathematician

Each night, you leam

how many players’ abilities worked abnormally
(since dawn) due to another characters ability.

Butler
Each night, choose a player (not yourself): i
tomanmow, you may only vote if they are voling too. ﬁ

(Goon

Each might, the 15t player to choose you
with their ability is drunk until dusk,
You become their alignment,

Psychopath

Each day, before nominations,

wou may publichy choose a player: they die.

If executed, you only die if you lose roshambo.

Mastermind

If the Demon dies by execution (ending the game),
play for 1 more day.

If & player is then executed, their team loses.

Yaggababble il

You start knowing a secret phrase,

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

Vigormortis

Each night*, choose a player: they die.
Minions you kill keep their ability & poison 1

Townsfolk neighbor, [-1 Outsider]

Exorcist £in
Each night*, choose a player (different to last night)
the Demon, if chosen, leams wha you are
then doesr't wake tonight.

Lycanthrope
Each night*, choose an alive player,

If good, they die & the Demon doesn't kill tonight, 588
One good player registers as evil. i -
Savant 3
Each day, you may visit the Storyteller s =

to learn two things in private:
1istrue & 1 is false,

Huntsman i
Once per game, at night, choose a living player: ' g ¢
the Damsel, if chosen, becomes a notin-play Townsfolk. S
[+the Damsel] k-l
Choirboy =
If the Demaon kills the King, i

you learn which player is the Demaon.
[+ the Kingl

Fool
The first time you die,
you don't.

Poppy Grower :
Minions & Demaons do not know each other.
If you dig, they leam who each other are that night.

g
Zealot a l
If 5 or more players are alive, iz $1
you miust vote for every nomination. :‘1 s
Heretic B & -
Whoever wins, loses & whoever loses, wins, ;:
even if you are dead, < B
o
Bamn i I.n;".l.l‘
There are extra Outsiders in play. ! &:ﬂ 4
[+2 Outsiders] 1. 18
.__\_3*_ i
b
Boffin == 8
The Deman (even if drunk or poisoned) g "
has a not-in-play good characters ability. - 1
You bath know which. L
 ~
Fang Gu i
Each night*, choose a player: they die. B

The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [4+1 Outsider]

Lord Of Typhon

Each night*, choose a player: they die.

[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]




] . ) :F-t‘r
( }‘/; Poppy Grower

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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

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

Wake the Deman,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do not da the Minion Infe and Deman Info steps.

Write a phrase down 20 that the Yaggababble can read it.
Show the Yaggababble the phrase.

If there are 7 or more players, wake all Minicns:
Show the THIS 1S THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Deman:
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.

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

If the Huntsman points to a player:
Put them to sleep. Mark them with the NG ABILITY token, &
If they chose the Damsal, wake the Damsel, show the NO 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.

Shaw the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players

Show the Minion character token. Point to bath the MINION and WRONG players.

The Butler chooses a player. @&

Point to a player (alive or dead).
Place the SEEM token next to the shown player. @

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

Give a finger signal.

Wait a few seconds. Call for eyes open.

! gt £ oL SRR A T ek i = i 1
A RS e ) L P R 8 v N R v e

F
I

R
S
T
N
I

G
H
1
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‘rg-é Lord Of Typhon
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Check that all eyes are closed, Some Travellers & Fabled act.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.

Wake the Demon. Show the THESE ARE YOUR MINIONS infio token, then point to the Mirions. Putﬁ'e{)eﬂmtosleq

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

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demon:

Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight.

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 Lord of Typhon chooses a player. @&

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

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

If the Derman killed the King, wake the Choirboy. Point to the Demon player.

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token, @

If thay chose the Damsal, waki the Damsel, show the MO 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.

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

The Butler chooses a player, @

If you believe that the geod team is winning, give a thumbs up.
If you believe that the evil t2am is winning, give a thumbs down,
If you don't know which team is winning, give a thumbs to the side.

Give a finger signal.

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

e L R 3 T i et - = e g,
¥ dae = e 5
LB e 0 AR . 2 IE-.H-. a s e Rl 2 Thl ¥ T i

B i el """'ﬂ.'-i'm‘: ¥ T = ‘ g
_.zq"-.t-- e b . X or. y ¥ . Tk

@R 3 J I @ — = ,zﬁmr_u"a-—]@



