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

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

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

T&’E King Wake the Demon. Show them the THIS PLAYER IS infio foken, then the King token, then point at the King player.

. I Wake both twins. Allow eye contact.
Evil Twin Shaw the good twin's character token ta the Evil Twin &vice versa,
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The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Cerenovus Shaw the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character taken

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.

Harpy | - i the THIS CHARACTER SELECTED YOU token, the Harpy token, then point o the second target

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

@ Clockmaker Give a finger signal.

= @;( Village Idiot Walke any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
[‘E . 8 Put that Village Idict to sleep. Repeat until all Village |diots have acted.
.
&F-_ byt The Cult Leader becomes the alignment of one of their living neighbars. If their alignment changed:
: 3 i : ] ot ; - :
) X ? Cult Leader :tfahethe Cult Leader, snll:m them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good)
AH ut the Cult Leader back to sleap.
5 Turn the Cult Leader token upside-cdown, (This shows their alignment.)

i & Mathematician Give a finger signal.

Dawn VWait a few seconds, Call for eyes open,
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