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

Wake the Boffin and the Demon.
Boffin Shew the THIS CHARACTER SELECTED YOU infio token, then the Baffin token, then the goed character token,
Place this second character token by the Deman character token.

. . If there are 7 ar more players, wake all Minions:
b m Minion Info Show the THIS 1 THE DEMON token, Point to the Demon.

Place the MIGHT 1 reminder. @

Summoner Show the Summoner 3 nal-in-play characters as bluffs,

If there are 7 or more players, wake the Demon:
Demon Info Show the THESE ARE YOUR MINIONS taken. Point to all Minions.
Shere the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
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Preacher Put a PREACHED reminder token next to that Minion, Wake the chasen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

Lleech | The Lieech picks a player. Mark them with the POISONED token. @

O
@ The Preacher chooses a player. If they choose a Minion:
; The Organ Grinder either nods or shakes their head:
Organ Grinder If they nod their head, mark them with the DRUNK reminder. @

If they shake their head, remave their DRUNK reminder.
If the Huntsman paints to a player:

mf‘ MNinismen 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 characker token.
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A @ Librarian | Show the Qutsider character token. Paint to both the OUTSIDER and WRONG players,
Seamstress The Seamstress might choose 2 players. Nod or shake your head, &

Knight |  Point to the two players marked KNOW. @@

Point to a player (alive or deaa).

Balloonist Place the SEEM token next to the shown player. @

Walke any player with a Tewnsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
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. @

The Ogre points to a player;

If the player is evil, flip the Ogre's token upside down.

Point to the player whom you most think the High Priestess should speak with tomorrow.

Wait a few seconds. Gall for eyes open. £
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Dusle | Check that all eves are closed. Some Travellers & Fabled act,

The Preacher chooses a player, If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

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

E i Monk | The Mank chooses a player. &

: The Organ Grinder either nods or shakes their head:
Organ Grinder If they nod their head, mark them with the DRUNK reminder, @

If they shake their head, remove their DRUNK reminder.
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s Pit-Hae The Pit=Hag chooses a player & a character. If they chose a character that is not in play:
o Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

On night two, place the MIGHT 2 reminder. @
O On night three, place the NIGHT 3 reminder @ and wake the Summaner;
;
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Snmotes They point at a player, and to a Demon 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 Demaon token and put the new Demon to sleep.

? Vortox | The Vortox chooses a player, @

\»i/ \’ignrmorﬁs The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S8

ﬂ Lleech The Lleech chooses a player. Mark them with the DEAD taken, @&
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F oy M Sage If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

R*vg! Baiishee If the deman killed the Banshee tonight, place the HAS ABILITY token, &
; Publicly announce that the Banshee died.
If the Huntsman paints to a player;
" Haint ki Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsal, wake the Damszl, 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.

If the Farmer died tonight:

><:i Farmer Wake an alive good player.

Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

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

Point to a player (alive or dead) with a different role type from the player with the SEEM token.
Place the SEEN token next to the shown player. @

37 B : If the player with the SEEN token died today or tonight, point to an evil player,
‘f.a:’! /¢ Bounty Hunter
oy Move the SEEN token to the shown player. @

L0CF  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 & immediately say who died.
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