Bounty Hunter

You start knowing 1 evil player,

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

Pixic

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
wou gain thesr ability when they die.

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk,
You cant die,

Balloonist

Each night, you learn a player

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

Snake Charmer

Each night, chocse 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.

Goon

Each night, the 15t player to choose you
with their abality is drunk until dusk.
You become their alignment.

Golem

You may only nominate once per game.

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

Fearmonger

Each night, choose a player:

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

Wizard

Once per game, choose to make a wish,
If granted, it might have a price &

leave a clue as to its nature,

Yaggababble

Lil' Monsta
Each night, Minions choose
who babysits Lil' Monsta & s the Demon’,
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Each night*, a player might die. [+1 M‘[_nlon] i
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Lycanthrope
Each night*, choose an alive playsr,
If good, they die & the Demon doesn't kill tun"
One good player registers as evil.

Gossip kS
Each day, you may make a public statement, S
Tonight, if it was true, a player dies. e ot
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Courtier ’ s
Once per game, at night, choose a character: I ‘ A
they are drunk for 3 nights & 3 days, .

Slayer 'y
Once per game, during the day, e
publicly choose a player:

if they are the Demon, they die.

Fisherman o
Once per game, during the day,
visit the Storyteller for some advice B B!
ta help your team win.

Minstrel "y
When a Minion dies by execution, all other players M
{excent Travellers) are drunk until dusk tomomow, i
Sage i
If the Deman kills you, &

yau learn that it is 1 of 2 players. o)

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

o
Fird
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Politician
If you were fhe player rrmrmmmbieﬁx;-.mrmnmg
you change alignment & win,

even if dead. 9
» ¥
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Evil Twin |
You & an oppaosing player know each other. )
If the good player is executed, evil wins. e
Good can't win if you both live. H Yy
4
Goblin 15 4
If you publicly claim to be the Gaoblin 1 '1
when nominated & are executed that day, ity
Wour team wins, “
Vigormortis ¥
Each night*, choose a player: they die. 1i8 :"“.

Minians you kill keep their ability & poison 1 :
Townsfolk neighbor. [-1 Quisider] 888

Riot [ ¢
On day 3, Munuons become Riot

&mmdebﬁmmmdmmmﬂm
This must happen.
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Check that all eyes are closed. Some Travellers & Fabled act.

Instead of the nermal Minian Info and Demeon Info steps, do the fallowing:
Ll Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player: E
Put the minions back to slesp, Wake the dhasen player, Paint to the player, &SJ'MME'EISTHEWW
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

iy
[

s gh Minion Info
A

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

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

Wake the Demon. Show them the THIS PLAYER 15 info token, then the King token, then paint at the King player.

FE G Z e T i

Write a phrase down 3o that the Yaggababble can read it.
Show the Yaggababble the phrase.

Sailor | The Sailor chooses a living player. @

& '--‘T', The Snake Charmer chooses a player. If they chose the Demon:
. @ Snake Charmer

Show the YOU ARE & Deman 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 Courtier might choose a character. @@

Wake both twins. Allow eye contact.

Evil Twin Show the good twin's character token to the Evil Twin &vice versa.

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmaonger has chosen a player.*

Show the Townsfolk character token marked MAD.

. Point to a player (alive or dead).
Balloonist | 5. 1 SEEN token next o the shown player. @

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, @&

Wait a few seconds. Call for eyes open.




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

Sailor |  The Sailor chooses a living player. @

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 ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Snake Charmer

Courtier | The Courtier might choose a character. 8@

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

The Lycanthrope points to a player. If the chasen player is good:

Lycanthrope
s P Mark them with the DEAD reminder, @ Deman doesn't kill tonight.

@ —~Z XmIO—=0

Ya babble Far each time the Yaggababble publicly said their phrase:
BEa You may place a DEAD token next to a living 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 15 THE D'E_HDN foken,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @

Place the DEAD token beside any living player. @

Vigormm'tis The Vigarmoris chooses a player, @ IF that player is a Minion, poison a neighbaring Townsfalk. GG

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY remindar. @

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

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

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show ane alive character token, Put the King to sleep,

If the player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN token 1o the shown player, @

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




