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

Wake the Boffin and the Demaon.

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.

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

Wake the Dernan.
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If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Derman.

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

Wake the Demaon. Paint to the player marked 1S THE MARIONETTE & show the Marionette character token,
Put the Demon to sleep.

Instead of the normal Minion Info and Deman Info steps, do the following:
Wake all Minions. Shaw the THESE ARE YOUR MINIONS token, The minions pick a player:
Pust the minions back fo slesp, Wake the chosen player. Point o the player, & show them the IS THE DEMON tolen.
Put the chosen player back to sleep, Place the IS THE DEMON token beside them, @

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

The Devil's Advocate chooses a living player. @

Shaw a single word on a piece of paper, phone, or other device,

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

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

Foint to al three players marked KNOW.

The Cult Leader becames 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.)

Point to the player whom you most think the High Priestess should speak with tomorrow,

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

Wait a few seconds. Call for eyes open.

FE G Z e T i




Philosopher

Poppy Grower

Monk

Po

Ojo

Lil' Monsta

Farmer

Ravenkeeper

Dreamer

Oracle

Seamstress

Cult Leader

High Priestess

Chambermaid

Dawn

A

E ._,...\'

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

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

If the Poppy Grower died today o tonight, & is marked with the EVIL WAKES reminder.
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.

Wake the Dermion, Show the THESE ARE YOUR MINIONS irfio token, then point to the Minions, Put the Demen to ey

The Mank choasss a player. @

The Devil's Advacate chooses a living player, @&

If a 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 Mezepheles with the NO ABILITY reminder. &

The Pa may choose a player OR choases 3 players fi they chase no-one last night. @ or E&EN*

The Ojo points to a role. If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any numbser of players that die. 8

The Lleech chooses a player. Mark them with the DEAD token. &

The minions pick a player. Put them back to sleep, and then:
YWake the chosen player. Point to the player, & show them the 1S THE DEMON token.
PBut the chosen player back to sleep. Place the 1S THE DEMON token beside them, @
Place the DEAD token beside any living 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 fo sleep.
Replace their previous character token with a Farmer character token.

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

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

Give a finger signal.

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

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leadsr, 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.)

Paint to the player whom you most think the High Priestess should speak with tamorras.

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

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