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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 token, @

Show the YOU ARE info token then the character token of a not=in=play Minion. Put the Alchemist to sleep.
Mark the Alchemist with the 1S THE ALCHEMIST token, & Swap the Alchemist token with this Minion token,
Turn the Minion token upside-down. (This shows they are still good.).

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info and Demon Info steps,

If there are 7 or maore players, wake all Minions:
Show the THIS IS 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,

Wake the Demaon. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep.

Show the character tokens of all in-play Outsiders.

If the Huntsman points to a player:
Put them to sleep, Mark them with the NO ABILITY token, @
If they chose the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
Fut the Damsel 1o sleep. Replace the Damsel character token with their new Townsfalk character token.

Point to the grandchild player & show their character token.

Point to al three players marked KNOW,

Point your finger horizontally in the direction of the closest evil player
If the two closest evil players are equidistant, point your finger horizontally in either direction.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their taken upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

The Ogre points to a player:

If the player is evil, flip the Ogre's token upside down,

Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is.
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.
Biinibal The Cannibal has the ability of the maost recently executed player.,
They immediately learn any ‘you start knowing information.
f Philosopher | The Philosopher might choose a character. If necessary, swap their character token. @
s : If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
e Poppy Grower Show the THIS 15 THE DEMON info token, then point to the Demon. Put the Minions to sleep.

I Wake the Dermon. Show the THESE ARE YOUR MINIONS infio token, then point to the Miions, Put the Deman to deey

@ B et The Exorcist chooses a player. @ Fut the Exorcist to sleep. If the Exorcist chose the Demon:
: ' Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens, Paint to the Exorcist,

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

s The Fang Gu chooses a player. @ If they chose an Qutsider (once only):
= ! Fang Gu 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. @&

Imp

RN @—~Z XImIm—=0O

\I( Vigﬂrmortis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. @&

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
*j Al Hadilhia Wake the player marked 1 & say "The A:l Hadikhia has chosen® then the name of the player.
] Ask “Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.

Rermcwve 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.

}() Godfather | If an Outsider died today, the Godfather chooses a player. @
™,
My Banikes If the demaon killed the Banshee tonight, place the HAS ABILITY token, @
y Publicly announce that the Banshee died,

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

@*QJ Grandmother | If the grandchild was killad by the Demon, the Grandmother dies too. @

ﬁ;}. Bountvy Hunter If the player with the SEEN token died today or tonight, point to an evil player,
5 tove the SEEN token to the shown player. @

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