Philosopher

Yaggababble

Minion Info

Demon Info

Sailor

Preacher

Lleech

Snake Charmer

Evil Twin

Huntsman

Butler

Ogre

Chambermaid

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

The Philosopher might choose a character. If necessary, swap their character foken, @

Write a phrase down 50 that the Yaggababble can read it,
Show the Yaggababble the phrase.

If there are 7 or maore 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:
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 Sailor chooses a living player. @

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 sleep.

The Lleech picks a player. Mark them with the POISONED token. @

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 cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @&

Wake both twins, Allow eve contact,
Show the good twin's character token to the Evil Twin &vice versa.

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

The Butler chooses a player. @&

The Ogre points to a player:
If the plaver is evil, flip the Ogre's token upside down,

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

Wait a few seconds. Call for eyes open.
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'\&,, koo Dusle | Check that all eves are closed. Some Travellers & Fabled ach. 0
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J Philﬂﬁﬂphﬂl‘ The Philosopher might choose a character. If necessary, swap their character token. @ H
i * Sailor The Sailor chooses a living player. @ E
‘{_f R
The Freacher chooses a player. If they choose a Minion:
Preacher Fut a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Freacher token. Put the Minion back to sleep. N
Ej& Gambler | The Gambler chooses a player & a character. @ I
.:? The Snake Charmer chooses a player. If they chose the Demon: G'
: . Show the YOU ARE & Demaon tokens, Give 2 thumbs down, Swap the Snake Charmer & Demon tokens,
@ Snake Charmer Put the cdd Snake Charmer to sleep. Wake the old Demon. H
Show the YOU ARE and Snake Charmer takens & give a thumbs up. @ T
“"L L‘vcanthmpe The Lycanthrope points to a player. If the chosen player is good:
b.,_; A Mark them with the DEAD reminder, @ Deman doesn't kill tanight. 8

&
% Zombuul | f no cne died today, the Zombuul chooses a player. @
@ Shabaloth | A previously chosen plaver might be resurrectad. @ The Shabaloth cheoses 2 players. ©@

Lleech The Lleech chooses a player. Mark them with the DEAD token, €

< : : bk
}§ Yaggahabhle For each time the Yaggababble publicly said their phrase:

You may place a DEAD token next to a living player. @

a
} ’ %@ Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so0 now, &

‘;rﬂ Chﬂit‘bﬂi' If the Demon killed the King, wake the Choirboy. Point to the Demon player.

If the Huntsman paints to a player:

m’ : Huntsman Put them to sleep. Mark them with the NG ABILITY token. @&
If they chose the Damsel, 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.

If the Farmer died tonight:

Farmer 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.

%"’ Flowergirl | Either nod ar shake your head.
N
- T
ﬁ'_ Lol Juggler |  Give a finger signal.

Butler | The Butler chooses a player. &
w/ Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.

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