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" Summoner

® Lord Of Typhon

Dusk

Philosopher

Boffin

Lunatic

Demon Info

Snake Charmer

Lycanthrope

Spy
Cerenovus
Mezepheles
Pukka
Pixie

Dreamer

Cult Leader

Huntsman

Damsel
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Show the Summaner 3 not-in-play charactem as b1u!f$
YWake the appropriate number af players directly clockwise and counter-Clockwise trom the Lord of 1yphon:
Show each of these players a unigue Minion token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.

Tharn As tha Miniae lnfa and Pnmasn Infs fdame a0 marmsal

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

The Philosopher might chocse a character. If necessary, swap their character token. @

Wake the Boffin and the Deman.

Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.

Place this second character token by the Demon character token,

If there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the fellowing:
Wake all Minions. Show the THIS IS THE DEMON token, Point to the Deman & the Magician,
Put the Minions to sleep. Wake the Demon.
Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

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

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

Place the NIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as bluffs,

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Foint to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY taken. Shaw 3 good character tokens,
Put the Lunatic to sleep. Wake the Demcn.
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then peint o the Lunatic.

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

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Place the FAUX PAW reminder @ next to a good player.

Show the Grimoire to the Spy for as long as they need,

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,

Show the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character taken

Show a single word on a piece of paper, phone, or other device.

The Pukka chooses a player. @

Show the Tawnsfolk character token marked MAD.

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, &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 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 Townsfolk character token.

Wake each Minion. Show the Damss| token,

Wait a few seconds, Call for eyes open,
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Snake Charmer
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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, @

The Cannibal has the ability of the mast recently executed player.

They immediately learm any ‘you start knowing' information,

Lif the third night, wake the Summaner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Wake the chosen player, Show the YOU ARE info taken, then the Demon token,
Show the YOU ARE info token, then give a thumbs down.

Danlaca bhate slaractar baloasm o
The Snake Charmer chooses a player, If they chose the Demon:

Show the YOU ARE & Demaon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.

Put the old Snake Charmer 1o sleep, Wake the old Deman.

Show the YOU ARE and Snake Charmer tokens & give a thumbs up. €
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Show the Grimoire to the Spy for as long as they need.

The Cerencwvus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerencwus token, then the madness-character token

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

If a player is marked with the TURNS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside down. (This shows they are now evil.}
Mark the Mezepheles with the NO ABILITY reminder. &
On the third night, wake the Summaner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumkbs down,
Replace their character token with the Demaon token and put the new Demon to sleep,

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Demon doasn't kill tonight.

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

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @
The Vartax chooses a player, 8

The Lord of Typhon chooses a player. @

If the Plague Doctor died, place a Minion character token in the center of the Grimoire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, add a taken to the night sheet,

If the Hatter died, wake the Minions and Demon:
Show them the THIS CHARACTER SELECTED YOU info taken, then the Hatter token.
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the Townsiolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character-
Replace the MAD reminder with the HAS ABILITY reminder. @

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 neighbars. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &sither 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 a player was executed today, show their character token,

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

 ;

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