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Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, da the Minion Info and Demon Info steps as normal.

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

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

Instead of the normal Minion Info and Deman Info steps, do the following:
Wake all Minions. Shaw the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions. back fo slesp, Wake the chosen player. Point o the player, & show them the IS THE DEMON token,
Fut the chosen player back to sleep. Place the IS THE DEMON token beside therm. @

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Infa and Deman Infa steps as normal.

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

If there are 7 ar more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Foint to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demon token,
Show the THIS PLAYER 1S info token and the Lunatic token, then point to the Lunatic.

If there are 7 ar more players, wake the Demaon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY taken, Show 3 not-in-play good character tokens.

Wake both twins. Allow eye contact,
Show the good twin's character token to the Evil Twin &vice versa.

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

Show the Minion character token. Point to bath the MINION and WRONG players,

Point your finger harizontally in the direction of the closest evil player.
If the two closest evil plavers are eguidistant, peint your finger horizantally in either direction,

Give a finger signal.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &sither a thumbes down (if evl) or thumbs up (if goad).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

If the Huntsman points to a player:
Put them to sleap. Mark them with the NO ABILITY token. &

If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token.

Put the Damsel o sleep. Replace the Damszl character token with their new Tawnsfalk character token,

The Butler chooses a player. 8

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

; e
N B B = E ..._".""' o o

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

Innkeeper | The Innkeeper choases 2 players. GOO

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

Exorcist The Exorcist chooses a player, @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,
Do whatever needs to be done to simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target{s).

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. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

The Fang Gu choases a player, @ If they chase an Qutsider (once only):
Fang Gu Replace the Qutsider 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-cown, @

Lil' Monsta
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| "?"-‘ Lord 'DfT!r'Phﬂﬂ The Lord of Typhon chooses a player. @

L- f _ -
-." A The Al-Hadikhia paints at three players:
-y Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Al-Hadikhia Wake the player marked 1 & say "The A Hadikhia has chosen® then the name of the player.

sk "Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove 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,

RH\'EHI(EEPCI’ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that players character taken,

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.,

Farmer

If the demaon killed the Banshee tonight, place the HAS ABILITY token, @&

Banshee Publicly announce that the Banshee died.

Em pﬂth Give a finger signal.

Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:

GRiF Leader Wake 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.)

If the Huntsman paints to a player;
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsel, 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 Townsfolk character token.

Huntsman

The Butler chooses a player, ©&

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




