| Wake the appropriate number of players directly clockwise and counter. N tror Thid oed o vphan:
Show each of these players a unigue Minion token, and give a thumbs dawn. N
Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.

Then, da the Minion Info and Deman Info steps as normal,

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

Philﬂﬁﬂphﬂl‘ The Philosopher might choose a character. If necessary, swap their character token. @

Po ' Grower Wake the Deman. ] -
PPy S e THESE CHARICTERS ARE NOT IN LAY ten, Sow 3 ety g et ters Ftte Diron bk Do et b fe Vi 1 arc e
1 .!,'?1 o Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan;
L3 ,H‘_ Lord Of Tvphon Shiow each of these players a unigue Minion mllcen. and gn:-'ela thumbs daown.
LAl P Replace thess players’ good character tokens with these Minion tokens and put these players to sleep.
W Then, do the Minion Info and Demon Info steps as normal.

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Deman,
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If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Point to all Minions.
Sheorw 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 & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the odd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

g% Snake Charmer

Lycanthrope | Place the FAUX PAW reminder @ next to a good player,
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The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep, Wake the target,

C o hoaa Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

MEIEPhE|E5 Show a single word on a piece of paper, phone, or other device.
Pulkka The Pukka chooses a player. @

+ 4 Hﬂ Washerwoman Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.
: g

S,

- Pixie Show the Townsfalk character token marked MAD.

o
{

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Cult Leader Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (f evil) or thumbs up (if good).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

Fortune Teller | The Fortune Teller chooses 2 players. Mod if either is the Deman (or the RED HERRING).
Damsel |  Wake each Minion. Show the Damsel token.
Give a finger signal.

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

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

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 1S THE DEMON info token, then point to the Deman. Put the Minions to slesp.
Wake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions, Put the Demon fo sles
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 Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Cerericvus chooses a player & a character, @ Put the Cerencvus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenowvus token, then the madness-character token

The Pit-Hag chooses a player & a character. If they chose a character that is nat in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

If & 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 Mazepheles with the NO ABILITY reminder, @

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

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @&

The Vaortox chooses a player. @

You may decide a player that dies, (Once per living Legion) @

The Lord of Typhon chooses a player. @

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token
Each player may point to another character of the same type as their current character.
If & 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 Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @

If the Deman killed the King, wake the Choirboy. Point to the Demon player.

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.)

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

If a player was executed today, show their character token,

Give a finger signal.

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