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MNoble Slaver
You start knowing 3 players, Once per game, during the day,
1 and only 1 of which is evil. publicly choose a player:
if they are the Demaon, they die.
Washerwoman
You start knowing that 1 of 2 players Juggle
; : ; geler
is a particular Townsfolk. W.-fo On your 1st day, & -
[ = publicly guess up to 5 players' characlers. Y

High Priestess
Each might, learm which player
the Storyteller believes you should tlk to most,

That night, you learn how many you got correct,
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T Sage
If the Demaon kills you,
1 you learn that it is 1 of 2 players.

Choitboy e

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

Balloonist w44 Ifthe Demon kills the King, 5
Each night, you learn a player = d you learn which player is the Demon. T3
of a different character type than last night. [+ the King] s
[+0 or +1 Outsider] M
General _'I” < E F“DI_ L ; : o
Each night, you learn which alignment = The "“"tl time you die, '

the Storyteller believes is winning: you dont. R
good, evil, or neither, A
e 2 Poppy Grower >
Courtier Minions & Demons do not know each other. i3

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

If you dig, they leam who each ather are that night. -~ :{: ‘

Tinker Barber ’{ ,
You might die If you died today or tonight, the Demon may choese TS
at any time. 2 players {not ancther Demon) to swap characters. (=S
i -
Plague Doctor Snitch ‘ a
If you die, Each Minion j*i s
the Storyteller gains a Minion ability. gets 3 bluffs. * 5.
3
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Wraith it
You may chodse to open your eyes at night, L3
You wake when other evil players da. X '.
.%- 1

Kazali ;&

Each night*, choose a player: they die,

[You choose which players are which Minions.
-7 to +7? Outsiders]

Leviathan 1

If more than 1 good player is executed, evil wins. = % t
All players know you are in play. o

After day 5, evil wins.




Kazali

Wraith

Poppy Grower
Minion Info
Snitch

Demon Info

Courtier
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General

Dawn

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

The Kazali points at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

Wake the Wraith whenever other evil players wake,

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

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

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 or more players, wake the Demon:
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 Courtier might choose a character. G

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Foint to al three players marked KNOW.

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

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

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,

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, &

gt B L e o i e "
A RS e ) L P R 8 v N R v e

F
I
R
S
T
N
I
G
H
1




Dusk

f Courtier
Eﬁg Gambler
Kazali
Barber

Plague Doctor

: Sage
r >
R ::F & Choirboy
‘\ Tinker
P
:; S Juggler
? Balloonist

WcF High Priestess

General

Dawn
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Check that all eyes are closed, Some Travellers & Fabled act.
Wake the Wraith whenever other evil players wake.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info foken, then point to the Demaon. Put the Minions to sleep.

Wake the Dermon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions. Put the Dermon to shee

The Courtier might choose a character, 8@

The Gambler chooses a player & a character. &

The Kazali chooses a player. @

If the Barber died today or tonight, show the Deman the THIS CHARACTER SELECTED YOU & Barber tokens

If the Demaon chose 2 players, wake one at a time, Show the YOU ARE token & their new character token,

If the Plague Doctor died, place a Minion character token in the center of the Grimaire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night sheet

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

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

The Tinker might die. @

Give a finger signal,

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

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team 15 winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, &

L A b

LLLVLEAS o S R TR o T b

0
|
H
E
R
N
I

G
H
\
S




