Dusk

Amnesiac

Alchemist

Minion Info

Demon Info

Preacher

Poisoner

Harpy

Huntsman

Village Idiot

Dawn

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Infarmation

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 more players, instead of the normal Minion |nfo and Demon Info steps, do the following:
Wake all Minions. Show the THIS IS THE DEMON token. Point to the Demon & the Magician.
Put the Minions ta sleep. Wake the Demon,
Show the THESE ARE YOUR MINIONS token. Point to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

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

If there are 7 or 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.

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

The Foisoner chooses a player. @

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

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target,

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

The Fortune Teller chooses 2 players, Mod if either 15 the Demon (or the RED HERRING),

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Infarmation

. The Cannibal has the ability of the most recently executed player,
Cannibal They immediately learn any ‘you start knowing' information.

: If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Poppy Grower Show the THIS 15 THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wake the Demeon. Show the THESE ARE YOUR MINIONS info token, then paint to the Minions, Put the Demaon 1o des;

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.

Poisoner The Foisoner chooses a player. @
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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 Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Snake Charmer

Pit—Hﬂg The Pit-Hag chooses a player & a character. If they chase a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

o Harpy‘ The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
s Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.
5
8 . The Fang Gu chooses a player. @ If they chose an Outsider (once only):
T 1 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. @

If the rale is out of play, the Storyteller chooses any number of players that die. @

Ujﬂ The Qjo paints o a role, If a player has that role, they die, @

Y, (4 Bk If the deman killed the Banshee tonight, place the HAS ABILITY token, &
X Publicly announce that the Banshee died.

If the Huntsman points to a player;
mf‘ Hitbinan Put them to sleep. Mark them with the NO ABILITY token. & ¥
If they chose the Damsal, wake the Damsel, show the MO ABILITY info taken, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

a Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Demon (or the RED HERRING).

Village Idiot Wake any Village Idiot, they chooses a player. Giwe a thumbs up or a thumbs down.
8 Put that Villags Idict to sleep. Repeat until all Village Idiats have acted,

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