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Dusk | Check that all eyes are closed. Some Travellers & Fabled act. F
Adbvipats. This ability should occur at the appropriate time in the night order. Abilities are usually ordered: '
Poisoners, Protectors, Killers, Infarmation R
.
a f Philosopher | The Philosapher might choose a character. If necessary, swap their character token. @ T
!
o C . If there are 7 or maore players, wake all Minions: N
- M SR dio Show the THIS IS THE DEMON token, Point to the Demon. I
B Place the NIGHT 1 reminder. @ G
e \D Summoner Shaw the Summoner 3 nat-in-play characters as bluffs, H

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

ﬁ Lleech The Lleech picks a player. Mark them with the POISONED token. @

Bl Torin Wake both twins. Allow eye contact.
Show the good twin's character taken to the Evil Twin Svice versa,

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

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

The Fearmonger picks a player:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

Pukka | The Pukka chooses a player. @

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

@ Clockmaker | Give a finger signal,

gi‘_, % Dreamer The Drearmer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,
g
¥
P, =
g % Seamstress The Seamstress might choose 2 players, Nod or shake your head, @
& Mathematician | Give a finger signal.

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

This ability should oecur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Information

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

The Cerencvus chooses a player & a character, @ Put the Cerenovus to sleep. Wake the targst,

Cerenovus | o " THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:

Fearmonger ; 3
B Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player,”

On night twe, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint at a player, and to a Demaon icon on the character sheet, Put the Summoner o sleep.
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Shiow 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 Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Exoreist Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point o the Exorcist,
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The Imp choases 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,

Imp

Pukka The Pukka chooses a player, @ The previously paisoned player dies then becomes healthy, @

Lleech | The Lieech chooses a player. Mark them with the DEAD token, @

Binkhad If the Barber died today or tonight, show the Damen 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,

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now, @
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Moonchild | i the Moonchild is due to kill a good player, they die. @

Ravenkeeper | It the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that player's character token,

Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Demen (or the RED HERRING).

Undertaker If a player was executed today, show their character token.
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Dreamer The Dreamer points to a player, Show 1| good & 1 evil character token, 1 of which is their character.
&{ Town Crier |  Either nod or shake your head,
Seamstress The Seamstress might choose 2 players. Mod or shake your head, @
Jugg[er Give a finger signal.
& Mathematician | Give a finger signal.

Dawn | Wait a few seconds. Call for eyes open & immediately say whe died.
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