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

it there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the following:
5 Wake all Minions. Show the THIS IS THE DEMON token. Point to the Deman & the Magician.
Magician Put the Minions to sleep. Wake the Demon.

Show the THESE ARE YOUR MINIONS token. Foint to al Minions &the Magician.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 not-in-play good character tokens.

If there are 7 or more players, wake all Minions:
Sheww the THIS 1S THE DEMON tokern. Poant to the Deman.

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

Minion Info

If there are 7 ar more plavers, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Shiow the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 geod character tokens,
@ Put the Lunatic to sleep. Wake the Demcn.
Show the YOU ARE info token and the Demon token,
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

Lunatic
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Shew the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens.

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

Put the Demon to sleep.

If there are 7 ar more players, wake the Deman:
. Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
i Marionette

The Preacher chooses a player, If they choose a Minion:
Preacher 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 Minion back to sleep,

Instead of the normal Minion Info and Demon Info steps, do the follewing:

@_ Lil' Monsta Wake all Mi_nﬁuns Show the THESE ARE YOUR HINIQNS token, The minians pick a player:
' Put the minions back to sleep. Wake the chosen player. Point o the player, & show them the IS THE DEMON token.

Put the chosen player back to sleep. Place the 1S THE DEMON token beside them, @

Harpy The Harpy chooses a player @ & then ancther player. @ Put the Harpy to sleep. Wake the first targst
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target.

r"- r

A ﬁ Mezephe[es Show a single word on a piece of paper, phone, or other device.
L ——
é: i Pixie Show the Townsfalk character token marked MAD.

h'hif' Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

@ Empath | Give a finger signal.

ﬁ}!\ g Butler | The Butler chooses a player. @
% Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

@& Villag{- Idiot Wake any Village |diat, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

w/ Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.
Dawn Wait a few seconds, Call for eyes open,

Vizier | 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.

The Cannibal has the ability of the mast recently executed player.
They immediately learm any ‘you start knowing' 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 reminder. &

The Freacher chooses a player. If they choose a Minion:
Fut a PREACHED reminder token next to that Minion. Wake the chasen Minian,

Show them the THIS CHARACTER SELECTED YOU card & the Freacher token. Put the Minion back to sleep.

The Mank chooses a player. @
The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target,
If a player is marked with the TURMS 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 Mezzphsles with the NO ABILITY reminder. @

Do whatever needs to be dane to simulate the Demaon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their target(s).

If no one died today, the Zombuul chooses a player. &

The Mo Dashii chooses a player. @

The Qjo paints to a role, If a player has that role, they die. @
If the rale is out of play, the Storyteller chooses any number of players 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. @
Flace the DEAD token beside any living player. @

If the Gossip is due to kill a player, they die. @

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

Give a finger signal.

The Drearmer points to a plaver, Show | good & 1 evil character token, 1 of which is their character.

Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

The Butler chooses a player, @

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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