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

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Baffin token, then the good character token.
Place this second character token by the Demon character token.

If there are 7 or maore players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token, Point to the Deman.

If there are 7 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,

VWake the Deman. Point to the player marked 1S THE MARIONETTE & show the Marionette character token.

Marionette Put the Demon to sleep.

FE G Z e T i

Courtier | The Courtier might choose 2 character. B@

The Fearmonger picks a player:

Fearmonger :
& Mark the chesen player with the FEAR reminder, @ Declare that 'The Fearmonger has chosen a player,”

Steward Point to the player marked KNOW. &
Washerwoman Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Investigamr Show the Minien character token. Paint ta both the MINION and WRONG players.

Point your finger harizantally in the direction of the closest evil player.

Shugenja
gen) If the two closest evil players are equidistant, point your finger horizontally in either direction.

Empath | Give a finger signal.

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

Wake amy player with a Townsfolk character:
ey -H Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
L unter
_ 7 Bo 8 Turn their taken upside-down. (This shows they are evil.)
- Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. @

: i If the Mightwatchman points at a player:

1y el M A Put the Mightwatchman to sleep.

: ;q Nightwatchman | Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the Nightwatchman token
‘ Point to the Nightwatchman player. Put the chosen player back to sleep.

Mark the Nightwatchman with the NG ABILITY reminder token. &

Dawn Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.
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Courtier | The Courtier might choose a character. 8@

The Gambler chooses a player & a character. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder, @ Declare that ‘The Fearmenger has chosen a player.”

Feamnnger

Vigormortis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

Ojn The Ojo points to a role. If a player has that role, they die. @
If the rale is out of play, the Storyteller choasss any number of players that die. @
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Lc‘gion You may decide a player that dies. (Once per living Legion) &

Professor | The Professor might choose a dead player. ©@

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

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

Give a finger signal.

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

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

(/i {#r Bounty Hunter

A

Undertaker | 1f a player was executed today, show their character token,

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen plaver, show them the THIS CHARACTER SELECTED YOU irifo token & the Mightwatchrman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @

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




