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

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

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.
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R Flace the NIGHT 1 reminder. @
4 \D Summoner Shaw the Summoner 3 nat-in-play characters as bluffs,

Minion Info
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If there are 7 or more players, wake the Deman:
Demon Info 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,
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Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Marionette B S Disron 1 Bin.

The Preacher chooses a player. If they choose a Minion:
Preacher 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.

Wizard Run the Wizard's ability, if applicable.

Pixie | Show the Townsfolk character token marked MAD.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
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Cult Leades Wake the Cult Leadsr, 5riw: them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good)
Fut the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)
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Ogre | The Osre points to a player
If the player is evil, flip the Ogre's token upside down.
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Mathematician Give a finger signal.
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Dawn VWait a few seconds, Call for eyes open,
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Check that all eyes are closed, Some Travellers & Fabled act.

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

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 chozen Minion.
Shaow them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to slesp,

Run the Wizard's ability, if applicable.

The Gambler chooses a player & a character. @

The Acrobat choases a player., If the chosen player is drunk or poisoned, place the DEAD reminder, &

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder & and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summaner to sleep.
Wake the chosen player. Show the YOL ARE info token, then the Demon token,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

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

You may decide a player that dies. (Cnce per living Legion) &

& previously chasen player might be resurrected. @ The Shabaloth chooses 2 players. 848

The Vartox chooses a player. @

The Al-Hadikhia points 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 A-l Hadikhia has chosen® then the name of the player.
Ask "Do you choose fo live™ They nod ar shake their head. Put them to sleepn. Repeat for plavers marked 2 & 3.
Remeove 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 Moonchild is due to kill a good player, they die. &

Either nod ar shake yaur head,

The Cult Leader becames the alignment of ane of their living neighbors, If their alignment changed:
VWake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Give a finger signal.

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