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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 token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist.
Fut the Kazali to sleep.

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

If there are 7 or more players, wake all Minions:
Shew the THIS 15 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 N PLAY token, Show 3 not-in-play good character tokens,

The Courtier might chaose a character, @@

The Snake Charmer chooses a plaver, 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 Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Witch chooses a player, @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Show the THIS CHARACTER SELECTED YOU token, the Cerenowvus token, then the madness-character token

Give a finger signal,

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Point to the grandehild player & show their character token.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Walke any Village |diot, they chooses 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 Tewnsfolk 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. &

Give a finger signal.

Wait a few seconds. Call for eyes open.
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Dusle | Check that all eves are closed. Some Travellers & Fabled act.

_qé/’ Philosopher | The Philosapher might choose a character. If necessary, swap their character token. @

Courtier | The Courtier might choose a character. 8@
Innkeeper | The Innkeeper chooses 2 players. @08

Gambler The Gambler chooses a player & a character. &

The Snake Charmer chooses a plaver, 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 slesp, Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Snake Charmer

Witch | The Witeh ehaoses a player. @

o 2al

The Cerenovus chooses a player & a character. @ Put the Cerenovus o sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token
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The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demaon:

Exorcist Wake the Deman, Show the THIS CHARACTER SELECTED YOU & Exorcist tokens, Point to the Exorcist,

Zombuul | If no cne died today, the Zombuul chooses a player. @

The Fang Gu choases 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 sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

Vortox | The Vortox chooses a player. @
Kazali | The Kazali chooses a player. @

Assassin | The Assassin might choose a player. 8@

Tinker | The Tinker might dise. @
Grandmother If the grandchild was killed by the Demon, the Grandmother dies too. @
Empﬂl‘h Give a finger signal,
Fortune Teller The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

Dreamer The Dreamer points to a playver. Show 1 good & 1 evil character token, 1 of which is their character.

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

@ Viliage Idiot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

Bounty Hunter | f the player with the SEEN token died today or tonight, point to an evil player.
W 2 Move the SEEMN token to the shown player. @

@ Mathematician Give a finger signal.

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

o i R T T . >
X 1, drege iy Rk X
i e ol - LB e 0 AR . P ) L P Vi N AN Thl ¥ T i



