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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minian foken, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minien Info and Deman Info steps as normal,

Wake the Wraith whenever other evil players wake.

If there are 7 ar more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

If there are 7 or more plavers, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Point to all Minions,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Poisoner chooses a player. &

Run the Wizard's ability, if applicable.

The Witch chooses a player. &

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep, Wake the target,

Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

The Fortune Teller chooses 2 players. Med if either is the Demon (or the RED HERRING).

The Seamstress might choose 2 players, Nod or shake your head, @

Point to al three players marked KNOW.

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizantally in sither direction,

Wake any Village Idict, 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.

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

Wait a few seconds. Call for eyes open.

! gt £ oL SRR A T ek i = i 1
A RS e ) L P R 8 v N R v e

T W TR v ¥ TET : .
. P oy ; T “‘-,*_

F
I

R
S
T
N
I

G
H
1




ot

Dusk

Wraith

Cannibal

Poisoner

Wizard

Monk

Witch

Cerenovus

Z
N

=

g

=

=

=,

Banshee
Fortune Teller
Oracle
Seamstress
Balloonist
Village Idiot
L F Hich Priestess
iy

" Dawn

ST TR T A e T wE T i =
e T TR

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

Wake the Wraith whenever other evil players wake.

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

The Foisoner chooses a player. @

Run the Wizard's ability, if applicable.

The Mank chooses a player. @

The Witch chosses a player, @

The Cerenovus chooses a player & a character, @ Put the Cerencvus to sleep, Wake the targst,
Show the THIS CHARACTER SELECTED YOU token, the Carenovus token, then the madness-character token

The Fang Gu choases a player. @ If they chose an Qutsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

The Lord of Typhon chooses a player, @

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

If the demaon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee disd,

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Give a finger signal.

The Seamstress might choose 2 players, Nod or shake your head, @

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

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

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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