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opher |  The Philosapher might choose a character. If necessary, swap their character token, ©

Wake the Boffin and the Demon.
Boffin 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.

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

Place the NIGHT 1 reminder. &
Shaw the Summaner 3 nat-in-play characters as bluffs,

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, do the Minion Info and Demon Info steps as normal.

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, do the Minion Info and Demon Info steps as normal.
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If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Deman,

Place the NIGHT 1 reminder. @

Summoner Show the Summoner 3 nat-in-play characters as blufis.

If there are 7 or more players, wake the Deman:
Demon Info 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.

L}'canthmpf: Place the FAUX PAW reminder @ next to a good player.

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

Witch | The Witch chooses a player. @

Pukka | The Pukka chooses a player. @

Clockmaker Give a finger signal.

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

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

Walke any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down_ (This shows they are evil.)
Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. &

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

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

On the third night, wake the Summaner;
They point at a player, and to 2 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 thumbs down,
Replace their character taken with the Demaon token and put the new Demaon to sleep.

The Witch chooses a player. @

On the third night, wake the Summoner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner 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 thumbs down,
Replace their character token with the Demon token and put the new Demaon to sleep.

Summoner

The Lycanthrope points to a player. If the chasen player is good:

Lycanthrope
14 P Mark them with the DEAD reminder, @ Deman doesn't kill tonight

@ —~Z XmIO—=0

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

The Fang Gu chooses a player, @ If they chose an Qutsider (onee only);

Fang Gu Regplace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target.

"1 Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

ii( Vigormortis

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Tawnsfalk. ©@

L
L8
i

'ir
! :J

?‘- Lord Of Typhon | The Lord of Typhon chooses a player. @

Sweetheart | I the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, do 5o now, @

N If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

Moonchild

Dreamer

Fortune Teller
L l.

(/-/r Bounty Hunter

Town Crier

Oracle
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If the Moonchild is due to kill a good player, they die. &
If the Demon killed the King, wake the Choirboy. Point to the Deman player.
The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

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

If the player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN token 1o the shown player, @

Either nod ar shake yaur haad,
Give a finger signal.
Give a finger signal,

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