Minion Info

Lunatic
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Godfather
Evil Twin

Pukka
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Village Idiot

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

If there are 7 or more players, wake all Minions:
Sherer the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or 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 taken and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

If there are 7 ar more plavers, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 2 not-in-play good character tokens,

The Sailor chooses a living player. &

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

Shaw the character tokens of all in-play Outsiders,

Wake both twins. Allow eye contact,
Show the good twin's character token to the Evil Twin Svice versa.

The Pukka chooses a player, @

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

Point to the grandchild player & show their character token.

Give a finger signal.

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

Wait a few seconds. Call for eyes open.
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Vigormortis
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Moonchild
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Check that all eyes are closed, Some Travellers & Fabled act.
The Sailor chooses a living player. @

The Innkeeper chooses 2 players, 90O

The Snake Charmer chooses 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 Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Pit-Hag chooses a player & a character, If they chose a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

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)

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

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. @&
The Mo Dashii chooses a player. @

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S
If an Qutsicer died today, the Godfather chooses a player, @

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.
If the Moonchild is due to kill a good plaver, they die. &

If the grandchild was killed by the Demon, the Grandmaother dies too. @

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

If & player was executed today, show their character token.

Either nod or shake your head.

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

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

o i R T T . = :
¥ dae Xty e 5
LB e 0 AR . P ) L P Vi N AN Thl ¥ T i

0
|

H
E
R
\|
I

G
H
\
S




