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Dusk

Philosopher

Cannibal

Summoner

Poppy Grower

Snake Charmer

Exorcist
Lunatic

Fang Gu
Vigormortis
Leviathan
Plague Doctor
Barber
Ravenkeeper
Empath

Dreamer
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Chack that all eyes are closed. Some Travellars & Fabled act.

The Philozopher 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

On the third night, wake the Summaner:
They point at a player, and to a Deman 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 token with the Demon token and put the new Demon to sleep.
If the Poppy Grawer died today ar tonight, & is marked with the EVIL WAKES reminder;
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Dermon. Show the THESE ARE YOUR MINIONS info token, then point to the Mirions, Put the Deman to desy

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demaon tokens, Give 2 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, @

The Devil's Advocate chooses a living player. &

On the third night, wake the Summoner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaner fo 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 Demon to sleep.

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist.

Do whatever neads 1o be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Sheow the Lunatic token &point to them, then their targetis).

The Fang Gu chooses a player. @ If they chose an Qutsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfolk. 8@

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 remindsr, &

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 token to the night sheat.

If the Barber died today or tanight, 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.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.
Give a finger signal.
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.
Mowe the SEEN token to the shown player, @

Give a finger signal.
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Wait a few seconds, Call for eyes open & immediately say wheo died.
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