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

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Baffin token, then the good character token.
Place this second character token by the Demon character token.

: 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 1S THE ALCHEMIST token, & Swap the Alchemist token with this Minion token, ||
Turn the Minion token upside-down. (This shows they are still good.).

Wake the Deman.
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If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token, Point to the Deman,
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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 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 old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

Place the FAUX PAW reminder @ next to a good player.

The Pukka chooses a player. @

Lleech |  The Lisech picks a player, Mark them with the POISONED token, @

Thee Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Cult Leader Put the Cult Leader back to sleep,
Turn the Cult Leader token upside-down. (This shows their alignment.)

Seamstress The Seamstress might choose 2 players. Mod or shake your head, @&

Damsel Wake each Minion. Show the Damsel foken,

Wait a few seconds. Call for eyes open.




Lycanthrope

Pukka

Lleech

Sweetheart

Choirboy

Cult Leader

Undertaker

Seamstress

Juggler

o s, T

Check that all eyes are closed. Some Travellers & Fabled act.
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If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
VWake the Demon. Show the THESE ARE YOUR MINIONS infio foken, then point to the Minions. Pthﬂ“'EDEl‘rmtﬂ:’JBq

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 Monk chooses a player. @

The Lycanthrope points to a player. If the chasen player is good:
Mark them with the DEAD reminder, @ Demon doesn't kill tonight

The Pukka chooses a player. @ The praviously poisoned player dies then bacomes healthy. @

The Lleech chooses a playar. Mark them with the DEAD token. @&

The Vartax chooses a player. @

If the Sweetheart died, a player bacame drunk immediately, fl you haven't done this yet, do so now, &

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

Thee Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:

Wake the Cult Leader, 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 shows their alignment.)

If a player was executed today, show their character token.

The Seamstress might choose 2 players. Nod or shake your head. @

Give a finger signal.

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