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

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

Amnesiac Poisoners, Protectars, Killers, Information

The Kazali paints at a player and a Minion on the character sheet.
Replace their old character token with the Minion taken, Wake the player.
Kazali Show them the You Are info taken then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleep.

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

c- . If there are 7 or more players, wake all Minions:
L M Minion Info Show the THIS IS THE DEMON token. Point to the Demon.

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

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token,
Put the Demon to sleep,
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Instead of the normal Minion Info and Demon Info steps, do the following:

SR Mook Wake all Mi_nil:nns Show the THESE ARE YOUR HJHI{_!NS taken. The minans pick a player:

Pt the minions back to sleep. Wake the chosan player. Point to the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @

Courtier | The Courtier might choose a character. 88

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

Pixie | Show the Townsfolk character token marked MAD.

Damsel | Wake each Mirion. Shaw the Damsel taken,
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% R The Cerenovus chocses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
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H“ﬂ Washerwoman |  Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Seamstress The Seamstress might choose 2 players, Nod or shake your head, &

I u—ﬂ Steward Paint to the player marked KNOW. @

.
E%gb MNoble |  Point to al three players marked KNOW,

Wake ary player with a Tewnsfolk character;
. = Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
ba. r t .
- W Bnunh Hunter Turn their taken upside-down. (This shows they are evil,)

B Wake the Bounty Hunter, point to an evil player. Flace the SEEN token beside the shown player. &

E Ty The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:

;’-I_ . Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
o,

e 'QE Cult Leader Put the Cult Leader back to sleep,

Turn the Cult Leader token upside-down. (This shews their alignment.)

SP‘Y Show the Grimoire to the Spy for as long as they need.

*  90eF  High Priestess |  point to the player whom you most think the High Priestess should speak with tomorrow.

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

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

Replace the MAD reminder with the HAS ABILITY remindar. @

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

The Courtier might choose a character. @@

The Gambler chooses a player & a character, @

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

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

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

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 playvers that die. @

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 1S THE DEMON token,
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Place the DEAD token baside any living player. @

The Kazali chooses a player, @

The Assassin might choose a player. ©8@

If the Hatter died, wake the Minions and Demon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
If 2 second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

TBD

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

If the player with the SEEN token died today or tonight, point to an evil player,
Move the SEEN token to the shown player. @
The Cult Leader becomes 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.)

Show the Grimoire to the Spy for as long as they need.

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

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