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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

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

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

If there are 7 ar more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

Place the NIGHT 1 reminder. @
Show the Summoner 3 not-in-play characters as bluffs,

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

Instead of the normal Minian Info and Deman Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions back 1o slesp, Wake the dhasen player, Paint 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. @

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleap.
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. &

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

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, @

If they chose the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.

Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Show the Minion character token. Paint to bath the MINION and WRONG players.

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, &sither 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.)

Give a finger signal.

Wait a few seconds, Call for eyes open,

Declare that the Vizier is in play, and which player it is.
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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:

Amnesiac Poisoners, Protectors, Killers, Information

Philﬂﬁﬂp]‘lff The Philasopher might choose a character, If necessary, swap their character token, (5]

Acrobat The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

Monk | The Monk chooses a player. @

Fearnmnger The Fearmonger picks a playgr. 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 Fearmanger has chosen a player,”

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and 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.
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No Dashii The Mo Dashii chooses a player. @

The minions pick a player. Put them back to sleep, and then:

i Mociti Wake the chosen player. Point to the player, & show them the IS THE DE_HCI'H token.
Put the chosen player back to sleep, Place the IS THE DEMON token beside them, @

Place the DEAD token beside any living player. &

The Kazali chooses a player. @

If the Hatter died, wake the Minions and Deman;
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token,
Each player may point to anather character of the same type as their current character
If a 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.

Sweetheart If the Swestheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

If the Huntsman paints 1o a player;
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Huntsman

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

The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, Eeither 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.)

Give a finger signal.

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




