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Sailor
Poisoner

Snake Charmer
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Investigator

Empath

Fortune Teller

Clockmaker

Dreamer

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

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

If there are 7 or mare players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Show the THESE CHARACTERS ARE MOT 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 IS info token and the Lunatic token, then paint to the Lunatic.

If there are 7 ar more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,
The Sailor chooses a living player. &
The Poisoner chooses a player. @
The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon takens.
Put the cdd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @
The Pukka chooses a player, @
Show the Townsfalk character taken. Point to both the TOWNSFOLK and WRONG players.
Shaw the Minion character token, Point to bath the MINION and WRONG players.
Give a finger signal.
The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).
Give a finger signal.
The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Show the Grimoire to the Spy for as long as they need.

Wait a few seconds. Call for eyes open.
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