Bounty Hunter

You start knowing 1 evil player,

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

Pixie

You start knowing | in-play Townsfolk.

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

High Priestess
Each night, leam which player
the Storyteller believes you should talk 1o most,

Gambler
Each night*, choose a player & guess their character:
if you guess wrong, you die.

Balloonist

Each might, you learn a player

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

Village Idiot

Each night, choose a player:

you learn their alignment.

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

Lunatic

You think you are a Demen, but you are not
The Deman knows who you are

& who you choose at night,

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not.

Godfather

You start knowing which Outsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Poisoner
Each night, choose a player:
they are poiscned tonight and tomorrow day.

Harpy

Each night, choose 2 players:

tomorow, the 1st player is mad that the 2nd is evil,
or one or both might die.

Yaugababbll:

Po
Each night*, you may choose a player: they die.
If your last choice was no-one,
choose 3 players tonight,
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Fortune Teller
Each night, choosa 2 players; y
you learn if either is a Deman,

There s a good player that registers as a Demon o yous
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Savant e |
Each day, you may visit the Storyteller =
o leam two things in private: .
1 is true & 1 is false, CALRE
Soldier N
You are safe 8,
from the Demaon. B -
Alchemist ,'L'":-l :
You have a Minion ability. Y

When using this, - oy
the Stonyteller may prompt you to choose drﬁermtly.‘.t

Mavyor o
If only 3 players live & no execution oocurs,
Wour leam wins. Ay g 5 ¢
If you die at night, ancther payer might die instead.
Fool o |
The first time you die, -4
wou daon't. AL
Magician b
The Deman thinks you are a Minion.
Minions think you are a Demaon. ¢
Moonchild S
When you learn that you died, -
publicly choosa 1 alive player, e
Tonight, if it was a good player, they die, ¢ .

* ol
Hatter - .
If you died today ar tonight, L

the Minion & Demon players
may choose new Minion & Deman characters to b -_

Witch Br .
Each night, choose a player: o N
if they nominate tomormow, they die. i
If just 3 players live, you lose this abilty. %8
g s
g+,
Scarlet Woman 3 1 sl 4

If there are 5 or more players alive o
& the Demon dies, you become the Demon. S8

(Travellers don't count) b
Al-Hadikhia R
Each night*, you may chonse 3 players (all players leam whol S
each silently chooses to live or die, s,
but if all live, all die. i
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Check that all eyes are closed. Some Travellers & Fabled act.

¥ 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 token. @ Swap the Alchemist token with this Minion token. ©
Turn the Minian token upside-down, (This shows they are still good.).

Yaseabahble Write a phrase down so that the Yaggababble can read it,
B& Show the Yaggababble the phrase.

If there are ¥ or more players, instead of the normal Minion Info and Demon Info steps, do the following:
e Wake all Minions. Show the THIS 15 THE DEMON token, Point to the Demon & the Magician,
Magician Put the Minions to sleep. Wake the Demon.

Show the THESE ARE YOUR MINIONS token. Point to al Minions &the Magician.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Minion Info If there are 7 or more plavers, wake all Minions:
Show the THIS 1S THE DEMON token. Foint to the Deman.

If there are ¥ or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Foint to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.
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Lunatic

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

Poisoner The Poisoner chooses a player. @
Godfather Show the character tokens of all in-play Outsiders,

Witch The Witch chooses a player. @

Ha rpy The Harpy choases a player @ & then another plaver. @ Put the Harpy to sleep, Wake the first targat.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

Pixie Show the Townsfolk character token marked MAD.

Fortune Teller |  The Fortune Teller choosas 2 players. Mod if either is the Deman (or the RED HERRING).

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

r ,g.— Vill 1di Walke ary Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
; wlage Ldiot
X & Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

I Wake any player with a Townsfolk character:

e

Tl : Show them the YOU ARE token, & a thumbs down. Put them back to sleep.

R/ Sinty Huntcr Turn their token upside-down. (This shows they are evil.)

Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. &

High Priestess Point to the player whom you most think the High Priestess should speak with tomorrow,

Dawn Wait a few seconds. Call for eyes open.
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1/ {/r Bounty Hunter

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

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

The Paiscner chooses a player. @

The Gambler chooses a player & a character. @

The Witch chooses a player. @

The Harpy chooses a player @ & then ancther player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

If the Scarlet Woman became the Deman today, show them the YOU ARE token, then the Demon token.

Do whatever needs to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

The Pa may choose a player OR chooses 3 players fi they chose no-one last night. & or @@~

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order, Put the Al-Hadikhia to slesp,
Wake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.
ek Do you choose to live? They nod or shake their head, Put them to sleep. 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,

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

If an Dutsider died today, the Godfather chooses a player. @

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 another character of the same type as their current character.
If a second player would end up with the same character as anather player:
Shake your head no and gesture for them to choose again.
Put them to sleep, Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the Mognchild is due to kill a good player, they die. @

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

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. 8

Wake any Village |diot, 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 avil player.
Move the SEEN token to the shown player, @

Point to the player whom you most think the High Priestess should speak with tomorrow.

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