Magician

Minion Info

Lunatic

Summoner

Demon Info

Marionette

Snake Charmer

Damsel

Empath

Balloonist

Shugenja

2RV QO ©

Village Idiot
:1‘? Nightwatchman

wcF High Priestess
General

Dﬂ“"ll

-

Mt
it

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

Wake the Wraith whenever other evil players wake.

If there are 7 or maore players, instead of the narmal Minien Infa and Deman Info steps, do the following:
Wake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minians to sleep. Wake the Demon,
Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.
Shew the THESE CHARACTERS ARE NOT IN PLAY token, Shaw 3 not-in-play good character tokens,

If there are 7 or maore players, wake all Minions:
Shew the THIS 1S THE DEMON tokern. Point bo the Deman,

If there are 7 ar more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS 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 Demon token.
Show the THIS PLAYER 1S info token and the Lunatic token, then point to the Lunatic.

Flace the MIGHT 1 reminder. &
Show the Summaner 3 not-in-play characters as bluffs,

If there are 7 or more players, wake the Deman:
Shaw the THESE ARE YOUR MINIONS taken. Paint ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Wake the Deman, Paint to the player marked 15 THE MARIONETTE & show the Marionette character token,

Put the Demon to sleep.

The Snake Charmer chocses a player. If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demaon
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Wake each Minion. Show the Damssl taken.

Give a finger signal.

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

Point your finger harizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, peint your finger horizontally in either direction,

Wake any Village |diat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idiots have acted.

If the Nightwatchman points at a player;
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nighbwalichman foken
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @

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

If you believe that the good t2am is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

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

Wake the Wraith whenever other evil players wake.

The Snake Charmer chooses a player, If they chose the Demen:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to slesp, Wake the ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @
Or night twe, place the NIGHT 2 reminder, &
On night three, place the MIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summoner to sleep.
YWake 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 Demon token and put the new Demaon to sleep.

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic to sleep, Wake the Demon,
Show the Lunatic token &point to them, then their target{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,

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

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 8@

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@

The Assassin might choose a player. §@

If the Barber died today or tanight, show the Demen the THIS CHARACTER SELECTED YOU & Barber takens
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

TED

Give a finger signal.

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 Idiat, 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.

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

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.

If you don't know which team is winning, give a thumbs ta the side. b

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