Demon Info

Lil' Monsta

Lleech

Organ Grinder

Witch

Pixie

Huntsman

Investigator

Chef

Steward

Balloonist
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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 Beffin token, then the good character token.
Place this second character token by the Demon character token.

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

If there are ¥ or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players.
Show the THESE CHARACTERS ARE MWOT IN PLAY token. Show 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 point to the Lunatic.

If there are 7 ar more players, wake the Demon:
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.

Instead of the normal Minion Info and Demon Info steps, do the follewing:
Wake all Miniens. Show the THESE ARE YOUR MINIONS token. The minians pick a player:
Put the minions back to sleep. Wake the chosan player. Point to the player, & show them the [S THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @
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The Lleech picks a player. Mark them with the POISOMED token. @&

The Organ Grinder either nods or shakes their head;
If they mod their head, mark them with the DRUNK reminder. &
If they shake their head, remove their DRUNK reminder.

The Witch chooses a player, @

Shaw the Townsfalk character token marked MAD.

If the Huntsman points to a player:
Put themn to sleep, Mark them with the NO ABILITY token, &
If they chose the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token,

Show the Minion character token. Point to both the MIMION and WRONG players.

Give a finger signal.

Point to the player marked KNOW. @

Point to a player (alive or dead).
Place the SEEM token next to the shown player. &

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs dawn, Put them back to sleep,
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint ta an evil player, Place the SEEN token beside the shown player, @
If the Mightwatchman peints at a player:
Put the Mightwatchman 1o sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatcheman token.
Point to the Nightwatchman player, Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY raminder token. @

The Chambermaid chooses 2 living players. Give a finger signal,

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. @
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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 ware this ::hara:ter

Replace the MAD reminder with the HAS ABILITY reminder. @

The Innkeeper chooses 2 players. @BE

The Monk chooses a player. @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK remindsr, @
If they shake their head, remave their DRUNK reminder.

The Witch chooses a player. @

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

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

The Lleech chooses a player. Mark them with the DEAD token. &

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Flace the DEAD token baside any living player. @

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

If the Huntsman paints to a player:
Put them to sleap. Mark them with the NO ABILITY token. &
If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

If the Moonchild is due to kill a good player, they die. &

Give a finger signal.

Point to a player (alive or dead) with a different role type from the player with the SEEN token
Place the SEEN token next to the shown player. @

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the Mightwatchman ioken.
Point to the Mightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token. @&

The Chambermaid chooses 2 living players. Give a finger signal.

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 remindsr, &
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