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

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

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

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,

VWake the Demon. Point to the player marked 1S THE MARIONETTE & show the Marionette character token.

Put the Demon to sleep,

Show the Townsfolk character token marked MAD.

Give a finger signal.

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

Point to the player whom you most think the High Priestess should speak with tomorrow.

Wait a few seconds. Call for eyes open.

S s . -a:l.'- g ” » Lk, b "I_!"r

o v
e i wat el L

O N N SRR o

F
I

R
S
T
N
I

G
H
1




Pixie

Gambler

Monk

Pit-Hag

Imp

Assassin

Tinker

Empath

Dreamer

High Priestess

Dawn

T R AT A, W R TR g TR 2 A
e et ) IR E"' : e 1"1.— 1

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 were this character: #
Replace the MAD reminder with the HAS ABILITY remindar. @

The Gambler chooses a player & a character. &

The Mank choosss a player. @

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Pit-Hag to slesp, Wake the target, Show the YOU ARE token & their new character token,

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.

L@ ~Z XZEHT—0O

The Ojo points to a rele. If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. @

The Assassin might choase a player. B8

The Tinker might die. @

Give a finger signal,

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

Point to the player whom you most think the High Priestess should speak with tomorrow,

Wait a few seconds, Call for eyes open & immediately say wha died,
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