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

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

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Foint to the Demon.

Repeat the following process for each Minion:

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

If there are 7 ar more plavers, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then paoint to the Lunatic

Lunatic
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If there are 7 or more players, wake the Deman:
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 fokens.

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder. & Declare that “The Fearmonger has chosen a player.

Fearmonger

Pixie Show the Townsfolk character token marked MAD.
Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Investigator | Show the Minion character token. Point to bath the MINION and WRONG players.
Empath Give a finger signal.
The Butler chocses a player, @
Point to the grandchild player & show their character token.
Give a finger signal,
Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleap.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, point to an evil player. Place the SEEN token beside the shown player. €

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

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this t:hara:!er

Replace the MAD reminder with the HAS ABILITY reminder. &

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

The Innkeeper chooses 2 players. @O

The Gambler choosss 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 chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.”

Do whatever needs io be done to simulate the Demon acting.
Put the Lunatic o sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their targei(s).

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

The Pa may choose a player OR chooses 3 players fi they chase no-one last night, @ or ©8(*
The Vortox chooses a player. @
The Vigarmartis chaoses a player, @ IF that player is a Minion, poisen a neighbaring Townsfalk. 8@
The Assassin might choose a player. ©8@
If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,
If the Farmer died tonight:
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.
If the Meonchild is due to kill a good plaver, they die. @

If the grandchild was killed by the Demon, the Grandmather dies too, @

Give a finger signal.

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

The Butler chooses a plaver. &

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

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