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

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info and Demon Info steps.

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,

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

Show the THESE ARE YOUR MINIONS token. Foint to all Minions.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,
Show the character tokens of all in-play Outsiders.

The Devil's Advocate chooses a living player. &

The Witch chooses a player. @

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.

Show the Townsfolk character token marked MAD.

Show the Qutsider character token. Paint to both the QUTSIDER and WRONG players.

Give a finger signal,

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

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:

Pixie Replace the MAD reminder with the HAS ABILITY reminder. @

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder.
PUPPF Grower Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Deman to cleey

Gambler The Gambler chooses a player & a character. &

's Advocate | The Devils Advocate chooses a living player. &

Witch | The Witch chooses a player. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder;
Mark the chosen player with the FEAR reminder. & Declare that “The Fearmonger has chosen a player.”
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Fearmonger

Shabaloth A previously chosen player might be resurrected, @ The Shabalath chooses 2 players, @@

Po The Pa may choose a player OR chooses 3 players fi they choss no-one last night, @ or @@1*

f ; The Fang Gu chooses a player. @ If they chose an OQutsider (once only):
Fang Gu 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, @
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‘Jignrmcrrtis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk, GG
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}{‘P Godfather If an Qutsider died today, the Godfather chooses a player. @
% Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @
i
M Sage If the Derman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,
[
ﬁ) Ra‘\’mlkt‘{‘pﬂ‘ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player, Show that players character token,
g/‘ Undertaker If a player was enecuted today, show their character token.
% Dreamer The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character.
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Juggler | Give a finger signal.

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