Boftin

@/ Philosopher

Minion Info

Xaan

Pukka

Damsel

Clockmaker

Spy

Mathematician

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

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin foken, then the good character token,
Place this second character token by the Daman character token.

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

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

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,

If the Engineer points to @ Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed characker, show the YOU ARE info token, then their new character foken. Put them fc
Mark the Engineer with the NO ABILITY reminder token. @&

Add the NIGHT reminder token that matches the current night. &

On the night that equals the number of Oulsiders in play when the game began:
Add the X reminder to the Grimaire, 8 Remove it the following dusk.

The Pukka chooses a player. &

Wake each Minion. Show the Damse| taken,

Give a finger signal,

The Seamstress might choose 2 players, Nod or shake your head, @&

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

Give a finger signal,

Wait a few seconds, Call for eyes open.

fee g - ) 5
L i

D8y S R

F
I

R
S
T
N
I

G
H
1




Philosopher

Engineer

Xaan

Gambler

Pukka

Fang Gu

Vigormortis

Sweetheart

Sage

Banshee

Damsel

Tinker

Flowergirl

Oracle

Seamstress

Juggler

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

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

If the Engineer points to @ Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.

Wake each evil player that changed characker, show the YOU ARE info foken, then their new character token. Put them fc

Mark the Engineer with the NO ABILITY reminder token. @
Addd the NIGHT reminder token that matches the current night. @

On the night that equals the number of Outsiders in play when the game began:

Add the X reminder to the Grimoire, & Remove it the fallowing dusk.

The Gambler chooses a player & a character. @

The Pukka chooses a player, @ The previously paisened player dies then becomes healthy, @

The Fang Gu chooses a player. @ If they chose an Qutsider (once only):
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Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,

Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

The Vigormantis chooses a player. @ If that player is a Minian, poison a neighbaring Townsfolk, S

If the Sweatheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

It the Demaon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

If the demaon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,
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The Tinker might die. @

Either nod or shake your head.

Give a finger signal.

The Seamstress might choose 2 players. Mod or shake your head. @

Give a finger signal.

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

Give a finger signal,

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