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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisaners, Protectars, Killers, Infarmation

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token. and give a thumbs dawn.
Replace these players’ pood character tokens with these Minion tokens and put these players to slesp.
Then, da the Minion Info and Demaon Info steps as normal.

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

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

If there are 7 ar more players, wake the Demaon:
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 Sailor chooses a living player. @

The Poisoner chooses a player. @

Show the Grimaire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
VWake any good player. Show them the Widcw token. Put them to sleep. Mark them with the KNOWS reminder. &

Run the Wizard's ability, if applicable.

The Witch chooses a player. @

The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,

Foint to the player marked KNOW. @

Point to a player (alive or dead).
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 Idiot to sleep, Repeat until all Village Idiats have acted,

The Chambermaid chooses 2 living players. Give a finger signal,

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &
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Dusk Check that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectars, Killers, Infarmation

Philﬂﬁﬁphct‘ The Philosapher might choose a character. If necassary, swap thelr character token. @
Sailor | The Sailor chocses a living player. @
Poisoner | The Paisoner chooses a player. @
Innkeeper | The Innkeeper chooses 2 players. GO

Wizard Run the Wizard's ability, if applicable.
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EI Witch | The Witeh ehaoses a player. @
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Q\% Zombuul | 1 re one died today, the Zombuul chooses a player, @

v Lord Of Typhon |  The Lord of Typhon chooses a player. @

i

Barbar If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
: g If the Demon chose 2 players, wake one at a time, Show the YOU ARE token & their new character token,

I

Plasue Doctor If the F'!agqe Dector died, place a Minion character token in the center of the Grimaire. :
5 a8 Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night sheet

If the Farmer died tonight:

. Farther 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.

e/‘ Undertaker If a plaver was executed today, show their character token.
% Dreamer The Drearmer points ta a player, Show 1| good & 1 evil character token, 1 of which is their character.

) J )
)&jg. Flowergirl |  Either nod or shake your head.

f . Point to a player (alive or dead) with a different role type from the player with the SEEN token.
i3
g Balloonist Place the SEEN token next to the shown player. @

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

Chambermaid | The Chambermaid chooses 2 living players. Give a finger signal,
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6'5 Dawn | Wait a few seconds, Call for eyes open & immediately say wha died.

(

Leviathan | Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, &
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