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

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

If there are 7 or more plavers, instead of the normal Minion Info and Demon Info steps, do the following:
- Wake all Minions. Show the THIS 1S THE DEMON token, Point to the Demon & the Magician.
Maglc 1an Fut the Minions to sleep. Wake the Demon.

Show the THESE ARE YOUR MIMIONS token. Point to al Minions &the Magician.

Shiow the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 not-in-play good character tokens,
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If there are 7 or mare players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Demon.
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If there are 7 or more players, wake the Deman:
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- Demon Info 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 tokens,
o If the Engineer points to a Demon or Minions on their character sheet:
. Engine{-r Swap all approprizte character tokens with new character tokens
Wake each el player that changed charackes, show the YOU ARE info token, then their new characher foken. Put them i

Mark the Engineer with the NO ABILITY reminder token. @

Instead of the normal Minion Info and Deman Info steps, do the following:

o U T A Wake all Minions. Shew the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions back fo slesp, Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside therm, @

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

A

Fearmonger

i Courtier The Courtier might choose a character, (573
¢

Point your finger harizantally in the direction of the ¢losest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

T Shugenja

‘@K‘ ‘Jillage 1diot Wake any Village |diot. they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village |diats have acted,

If the Mightwatchman points at a player:

o . Put the Nightwatchman to sleep,

l‘ Nightwatchman Wake the chesen player, show them the THIS CHARACTER SELECTED YOU infio token & the Mightwatcheman token.
Point to the Nightwatchman player. Put the chosen player back to sleep

Mark the Mightwatchman with the NO ABILITY reminder token. @&

A
w Sp’f Shaw the Grimoire to the Spy for as long as they need,

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

& Mathematician | Give a finger signal.

Dawn |  Wait a few seconds, Call for eyes open.
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act. 0
Phi]ﬂSUPhET The Philosopher might choase a character, If necessary, swap their character token. & H
If the Engineer peints to a Demon or Minions on their character sheet: E
Engin BT Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed characker, show the YOU ARE info token, then their new character token, Put them fc R
Mark the Enginear with the NO ABILITY reminder token, @
Courtier The Courtier might chooze a character. @@ N
Feammngcr The Fearmonger picks a player. If they chose a player who wasn't alreacdy marked with the FEAR reminder: G_
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmonger has chosen a player.”
L&giﬂll You may decide a player that dies. (Once per living Lagion) & T
Vortox The Vartox chooses a player, @
The Al-Hadikhia paints at three players:
Mark these players with the 1, 2. & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
AbHadilchia Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
sk “Do you choose to live? They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die,
If all three are alive {none have a shroud), add a shroud to all three.
The minions pick a player. Put them back to sleep, and then
e, Lil' Monsta Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
R Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @
o Place the DEAD token beside any living player. @
s
-«5-}3 Choirboy | If the Deman killed the King, wake the Chairbay. Peint to the Deman player.
. {:' P]U“'E‘l'gll‘] Either nod ar shake your head,

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 Idiots have acted.

‘@a{\ Village Idiot

If the Mightwatchman points at a player;
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo token & the Mighbwatchman token,
Point to the MNightwatchman playver. Put the chosen player back to sleep.
Mark the Mightwatchman with the NQ ABILITY reminder token, @

:1‘? Nightwatchman

‘6’ Spy

General

Show the Grimoire to the Spy for as long as they need.

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 to the side.

Give a finger signal.

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