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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,

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep,

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Run the Wizard's ability, if applicable.

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 cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

Show the Townsfalk character token marked MAD.

The Ogre points ta a player:
If the player is evil, flip the Ogre's token upside down.

Give a finger signal.

VWait a few seconds, Call for eyes open,

S s . -a:l.'- g ” » Lk, b "I_!"r

o v
e i wat el L

O N N SRR o

=2 =R X




=

.

g

Pixie

Philosopher

T

Preacher

Wizard

Gambler

Snake Charmer

Che@a

Summoner
;‘5 Lycanthrope
vl
Ea :‘a Legion
g
@ Shabaloth
w Po
% Al-Hadilkhia
\k Tinker

|
@ Moonchild

=
\

Flowergirl

-

Check that all eyes are closed. Some Travellers & Fabled ack.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: §

Replace the MAD reminder with the HAS ABILITY reminder. &

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

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Freacher token. Put the Minion back to sleep.

Run the Wizards ability, if applicable,

The Gambler chooses a player & a character. &

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 tokens,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @
On night two, place the NIGHT 2 remindar. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner;
Thiey point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Wake the chosen player, Show the YOU ARE info token, then the Demon token,
Shiow the YOU ARE info token, then give a thumbs down,
Replace their character taken with the Demaon token and put the new Deman to sleep.

The Lycanthrope points to a player. If the chasen plaver is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

You may decide a player that dies. (Once per living Legion) @

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 88

The Pa may choose a player OR chooses 3 players fi they chose no-one last night, @ or @81 *

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2. & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say “The Al Hadikhia has chosen® then the name of the player.
#zk “Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three.

The Tinker might die. &

If the Moanchild is due to kill a good player, they die. @

Either nod ar shake your head.

Give a finger signal.

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