Bounty Hunter

You start knowing 1 evil player,

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

Pixie

You start knowing 1 in-play Townsfolk.

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

High Priestess
Each night, leam which player
the Storyteller believes you should talk to most.

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

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

Sailor

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

Goon

Each night, the 1st player to choose you
with their abality 15 drunk until dusk.
You become their alignment.

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Godfather

You start knowing which Outsiders are in play.

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

Cerenovus =

Each night, choose a player & a good characten:
they are ‘mad" they are this character tomaorrow,
or might be executed.

Pukka
Each night, choose a player: they are poisoned.
The previously poisoned player dies then becomes
healthy.

Fang Gu

Each might*, choose a player: they die.

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

& _, " #Not the
| first night

Balloonist
Each night, you learn a playar

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

Village Idiot

Each night, choose a player:
vou learn their alignment.
[+0 to +2 Village Idiots. 1 of the extiras is dnlnk]

Cult Leader

wmwmwmdmsmm
If all good players choose i join your cult, ymrmnma

Exorcist e
Each night*, choose a player (different to last mg‘hﬂ" 1..3
the Deman, if chosen, leams who you are Y
then doesn't wake tonight.

Alsaahir - A
Once per day, if you publicly guess

which players are Minicn(s) and which are Demon(s),
good wins, -~j,.

Courtier :
Once per game, at night, choose a character: *
they are drunk for 3 nights & 3 days. g

Farmer BES
If you die at night, s
an alive good player becomes a Farmer, g i

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

i
Saint _‘-1._;7- 1
If you die by execution, : ﬁ‘fh
your team loses, JASE
Assassin : ‘F'} ;
Once per game, at night*, choose a player:  HESS
they die, even if for some reason they could not. £ 8

.__!g';_ §
Goblin _'":': i
If you publicly claim to be the Gaoblin L
when nominated & are executed that day, "
your team wins. 34

Lord Of Typhon

Each might*, choose a player: they die. B
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]

Lleech
Each night*, choose a player: they die.

You start by choosing a player: they ane poisoned,
You die if & only if they are dead.
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b@ Lord Of Typhon

Minion Info

Lunatic

Demon Info

Sailor

Lleech

Courtier

Godfather

Cerenovus

Balloonist

Village Idiot

{#Z#» Bounty Hunter

Dawn
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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 Typhon:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.

If there are 7 or more plavers, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic

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

The Sailor chooses a living player. @
The Lleech picks a player, Mark them with the PQISOMED token. @
The Courtier might choose a character. @@

Show the character tokens of all in-play Outsiders,

The Cerenovus chooses a player & a character. & Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Pukka chooses a player, @

Show the Townsfolk character token marked MAD.

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

Wake any Village Idiot, they chocses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot 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, point to an evil player, Place the SEEN token beside the shown player, &

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leadsr, 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 shews their alignment.)

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

Wait a few seconds. Call for eyes open.
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act. 0
Pizie If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: & T
Replace the MAD reminder with the HAS ABILITY reminder. @ g
Sailor The Sailor chooses a living player. @ I];:I
Courtier | The Courtier might choose a character. @@ R
InnkEEPEr The Innkeeper chooses 2 players. GES N
Gambler | The Gambler chooses a player & a character. @ I
[ eretioius The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep, Wake the targst. G
Show the THIS CHARACTER SELECTED YOU token, the Cerencvus token, then the madness-character taken H
Do whatever needs to be dane to simulate the Deman acting. T
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis). 8
B et The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,
Pukka The Pukka chooses a player. @ The praviously poisoned player dies then bacomes healthy. @&
The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fang Gu Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to slesp. Wake the target,

Show the YOU ARE and Fang Gu tokens & give a thumbs-down. &

The Lord of Typhon chooses a player, &

Lleech The Lleech chooses a player. Mark them with the DEAD taken, 8
Assassin | The Assassin might choose a player, 8@
Godfather | If an Outsider died today, the Geefather choases a player, @
Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @
If the Farmer died tonight:
Fatmer 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,
Pl it Poirt to a player (alive or dead) with a different role type from the player with the SEEN token.
E Place the SEEN token next to the shown player. @
ﬂ Vil]age Idiot Wake any Village Idiat, 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.

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

;ﬁ {#~/r Bounty Hunter

wiizF High Priestess

The Cult Leader becomes the alignment of one of their living neighbars. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) ar thurmbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Cult Leader

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

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