Philosopher

Minion Info
Lunatic

Demon Info
Lleech
Cerenovus
Seamstress
Steward
Knight

Village Idiot

:’l‘T Nightwatchman

Cult Leader
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Dawn
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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 foken, @

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

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. Shaw 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 IS info token and the Lunatic token, then point to the Lunatic.

If there are ¥ or more players, wake the Deman:
Shew the THESE ARE YOUR MIMIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Lleech picks a player, Mark them with the POISOMED token. @

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

The Seamstress might choose 2 players. Mod or shake your head, &

Point to the player marked KNOW. @

Point to the two players marked KNOW. 88

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 Idiats have acted.

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

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show themn the YOU ARE token, &either a thumbs down (if ewil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

Wait a few seconds. Call for eyes open.

fee X g : 5
L i

D8y S R

F
I

R
S
T
N
I

G
H
1




Philosopher

Innkeeper

Cerenovus

Lunatic

Legion

Zombuul

Shabaloth

Lleech

Sweetheart

Plague Doctor

Sage

Seamstress

Juggler

Village Idiot

Cult Leader

Chambermaid

Dawn

-

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

The Fhilosopher might chocse a character. If necessary, swap their character token. @

The Innkeeper chooses 2 players. GEE

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

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

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).

You may decide a player that dies. (Once per living Legion) &

If no one died today, the Zombuul chooses a player. &

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

The Lisech chooses a player. Mark them with the DEAD token, @

If the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, do so now, &

If the Plague Doctor died, place a Minian character token in the center of the Grimaire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

The Seamstress might choose 2 players. Mod or shake your head. &

Give a finger signal.

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.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show thern the THIS CHARACTER SELECTED YOU irfio token & the Mightwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @&

The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbss down (if evil) or thumbs up (if goad).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

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

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