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

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

Minion Info Shew 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.

Show the Grimoire for as long as the Widow needs.
Widow The Widow picks a player. Mark that player with 2 POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widew token, Put them o sleep. Mark them with the KNOWS reminder. &

g
i -’mm‘vﬂ's Advocate | The Devil's Advocate chooses a living player. @
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SP’Y Show the Grimoire to the Spy for as long as they need.

The Pukka chooses a player. @

Leviathan Mark the Leviathan with the DAY 1 reminder. @

Foint to the player marked KNOW. @

Investigamr Shaw the Minion character token. Point to both the MIMION and WRONG players.

Clockmaker | Give a finger signal,

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Cult Leader 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.)

Damsel | Wake each Minion. Show the Damsel taken,

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

The Monk choasss a player. &

The Devil's Advocate chooses a living player. @&

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

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

The Fukka chooses a player. @ The previously poisoned player dies then becomes healthy. @

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @

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

If the Deman killed the Sage, wake the Sage and paint to 2 players, 1 of which is the Demon.

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, &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.)

If 2 player was executed today, show their character token,

Wait 2 few saconds, Call for eyes open & immediately say wha died,
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