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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, @

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Place the MIGHT 1 reminder. &
Shaw the Summoner 3 nat-in-play characters as bluffs,

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 chocses 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 takens & give a thumbs up. @
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The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerencwus token, then the madness-character token

The Fearmonger picks a player.
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmanger has chosen a player.

The Pukka chooses a player. @

Wake each Minion. Show the Damsal taken,

Give a finger signal.

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

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

Give a finger signal,

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

The Philosopher might choose a eharacter. If necessary, swap their character 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 old Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Cerenowvus chooses a player & a character, @ Put the Cerenovus to sleep. Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

1 Fearmonger The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, & Declare that ‘The Fearmonger has chosen a player.*

On night two, place the MIGHT 2 reminder. @
. On night three, place the NIGHT 3 reminder @ and wake the Summaner;
i S noneT They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
5 ) Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down.
Replace their character token with the Demaon token and put the new Demon to sleep.
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W Pukka | The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &
: The Fang Gu chooses a player, @ If they chese an Qutsider (once only);
Fﬂﬂg Gu Replace the Quisider 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. @

\I( \’igﬂrmqrﬁ; The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

If the Barber died today or tanight, shaw the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

Barber

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

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

Damsel | TBD

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

F!D“‘Cl’girl Either nod or shake your head.

Town Crier Either nod or shake your head,

Oracle Give a finger signal.

Seamstress The Seamstress might choose 2 players. Mod or shake your head. &
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;ﬁ'f\,. Juggler | Give a finger signal

Mathematician Give a finger signal.
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= (V_ B Dawn Wait a few seconds. Call for eyes open & immediately say whao died.
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