Steward
You start knowing
1 good player,

Knight
You start knowing 2 players
that are not the Demon.

Noble

You start knowing 3 players,
1 and only 1 of which is evil,
Town Crier

Each might*, you learm

if a Minion nominated today

Innkeeper
Each might*, choose 2 players:

Sailor
Each night, choose an alive player:

You can't die,

Snake Charmer
Each night, choose an alive player:

with you & is then poisoned.

either you or they are drunk until dusk.

(ioon

You become their alignment.

Drunk

but you are not,

Devil's Advocate
Each might, choose a living player
(different to last night):

Assassin

Shabaloth

regurgitated.
Po

If your last choice was no-one,
choose 3 players tonight,

Each might, the 15t player to choose you
with their ability is drunk until dusk,

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

if executed tomormow, they dont die,

Each night*, choose 2 players: they die.
A dead player you chose last night might be
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they can't die tornght, but 115 drunk unbl dusk.

a chosen Demon swaps characters & alignments

Once per game, at night®, choose a player;
they die, even if for some reason they could not,
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Each might*, you may choose a player: they dig.

*Not the
first night

King .
Each night, if the dead equal or outnumber the living,
you learn 1 alive character, ¢

i

The Demon knows you are the King. ]
B o0
Gossip _- '
Each day, you may make a public statement, 5
Tomight, if it was true, a player dies. "“ e
B
Courtier e
Once per game, at night, choose a characler:
they are drunk for 3 nights & 3 days. B L
J':"; i
Sage &
If the Deman kills you, 4
you learn that it is 1 of 2 players. -7 .
Choirboy : i
If the Deman kills the King, .
you learn which player is the Demon. - 0
[+ the Kingl o
Al
Fool e
The first time you die, b
you dan't. ]
¢
Plague Doctor ¥ e
If you die, X
the Storyteller gains a Minion ability. A
Damsel A
All Minians know you are in play. -
If a Minion publicly guesses you (once), "
your team loses, wig
Widow % & : i
On your 1st night, look at the Grimaire P -:
& choose a player: they are poisoned. Rt
1 good player knows a Widow is in play. i
i
Vizier I . L
All players know who you are. Py -”_:!-
You can not die during the day. %
If pood voted, you may choose 10 execute immediatehs S
¥
Baron AN
There are extra Outsiders in play. 1
[+2 Outsiders] ]
Legion ;
Each night*, a player might die. - 1_ I

Executions fail if only evil voted. s,
Yiou register as a Minion too. [Most players are Legion| i .
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Check that all eyes are closed. Some Travellers & Fabled act.

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Demon:
Demon Info 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.

King |  Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

Sailor The Sailor chooses a living player. @
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Put the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

AL The Snake Charmer chooses a player. If they chose the Demon:

: 1@ R (Lot er Show the YOU ARE & Demon tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.
52
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Courtier | The Courtier might choose a character. ©@&
Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. & i
The Devil's Advocate chooses a living player. &
Steward | Pairt to the player marked KNOW. @
Knight |  point to the two players marked KNOW. 8@
Point to al three players marked KNOW.
Damsel | Wake each Minion. Show the Damss| taken,

Wait a few seconds, Call for eyes open,

Vizier | Declare that the Vizier is in play, and which player it is.




Sailor

Snake Charmer

Innkeeper

Courtier

Plague Doctor

Sage

Choirboy

King

Town Crier

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

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. &

The Innkeeper chooses 2 players. GG

The Courtier might choose a character. @

The Devil's Advocate chooses a living player. &

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

You may decide a player that dies. (Once per living Legion) @&

The Assassin might choase a player. 8@

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

If the Deman killed the King, wake the Choirboy. Point to the Deman player.

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

Either nod or shake your head,

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

@ —~Z XmIO—=0




