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

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token, Point fo any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic taken, then point to the Lunatic

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.

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

The Paiscner chooses a player. @

The Devil's Advocate chooses a living player. &

The Harpy chooses a player @ & then ancther player, @ Put the Harpy to sleep. Wake the first targst
Show the THIS CHARACTER SELECTED YOU taken, the Harpy token, then peint to the second target.

The Pukka chooses a player. @

Give a finger signal.

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

The Butler chooses a player. @&

Point to the grandehild player & show their character token.

Point your finger horizontally in the direction of the closest evil player
If the two closest evil players are equidistant, point your finger horizontally in either direction.

Wake any Village Idiat, 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 Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to slesp.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, &

The Chambermaid chooses 2 living players. Give a finger signal,

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 ach.
The Paisoner chooses a player. @

The Devil's Advocate chooses a living player, &

The Harpy cheases a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target,

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Demon token.

Do whatever needs to be done to simulate the Demaon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).
The Imp chooses a player. @ If the Imp chose themselves;
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Imp Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep, Wake the new Imp,
Show the YOU ARE token, then show the Imp token.
5 W Pukka | The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &
-'. -L
L ? Vortox The Vartax chooses a player. &
A \t( Vigormortis The Vigormertis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S
If the Hatter died, wake the Minicns and Demon:
3 Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token
__' Each player may point to another character of the same type as their current character.
-~ ; Hatter If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.

Put them to sleep. Remove the TEA PARTY TOMIGHT reminder.
Change each player to the character they chose,

Es
A éﬁ@J Grandmother If the grandchild was killed by the Demon, the Grandmaother dies too. @

@ Raven keepﬁ'-l‘ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

@ Empﬂlh Give a finger signal.

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

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 Idiats have acted.

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

If the player with the SEEM token died today or tonight, point to an evil player.
Meve the SEEN token 1o the shown player, @

The Butler chooses a player, @

The Chambermaid chooses 2 living plavers. Give a finger signal.

Give a finger signal,

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