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

The Sailor chooses a living player. @

The Preacher chooses a player, If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.

Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minian back to sleep.

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

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

On night two, place the NIGHT 2 reminder. &
O night three, place the NIGHT 3 reminder @ and wake the Summaner;
They point at a player, and to & Demon icon on the character sheet. Put the Summoner to sleep.
Wake the chosen player, Show the YOU ARE infa 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 Demon to sleep,

A previously chasen player might be resurrected. @ The Shabaloth chooses 2 players, B8

The Fang Gu chooses a player. @ If they chose an Outsider (once only):

Replace the Qutsider 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 Lord of Typhon chooses a player, @

The Ojo points to a role. If a player has that role, they die. &
If the rale is out of play, the Storyteller chooses any number of plavers that die. @

If an Quisider died today, the Godfather chooses a player. @

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

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token

Give a finger signal,

The Seamstress might choose 2 players. Nod or shake your head, @&

The Butler chooses a player. &

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

The Chambermaid chooses 2 living players. Give a finger signal.

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

o i R T T . = :
¥ dae Xty e 5
LB e 0 AR . P ) L P Vi N AN Thl ¥ T i

"l!-“r"."'.""""‘"'-'..'-i"m'= ¥ oEETT - : G
.-'ful"-t-_' R b . X g ! ¥ i "‘i‘- ¥
it : 3 Ny

RN @—~Z XImIm—=0O



