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

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Demaon.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS 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 Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then paint to the Lunatic,

If there are 7 or more players, wake the Deman:
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.

The Sailor chooses a living player. @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder. @
If they shake their head, remave their DRUNK reminder.

The Fearmonger picks a player;
Mark the chesen player with the FEAR reminder. @ Declare that ‘The Fearmonger has chosen a player.”

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, @
If they chose the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players,

Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

Give a finger signal.

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

The Butler chooses a player, @

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

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 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 irfo token & the Mighbwatchman token.
Point to the MNightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token, &

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

R i The Cannibal has the ability of the mast recently executed player.
They immediately learm any ‘you start knowing' information.

Sailor The Sailor chooses a living player. @

Innkeeper | The Innkeeper chooses 2 players. 88O
: The Organ Grinder either nods or shakes their head:
Organ Grinder If they nod their head, mark them with the DRUNK reminder, @
If they shake their head, remove their DRUNK reminder.

Pit-l—lag The Pit-Hag chooses a player & a character. If they chose a character that is nat in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.
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1 Fearmnnger The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmaonger has chosen a player.
Do whatever needs to be done fo simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).
i :
- Leglﬂll You may decide a player that dies. (Once per living Legion) &

The Imp chooses a player. @ If the Imp chose themsalves:
Imp Replace 1 alive Minicn token with a spare Imp token.
Puit the odd Imp to sleep, Wake the new Imp,

Show the YOU ARE token, then show the Imp token.

Iri * Mo Dashii | The Mo Dashii choases a player. @
i

If the Huntsman paints to a player:
: I-’ﬁ it han Put them to sleap. Mark them with the NO ABILITY token. &
If they chese the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token,
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfalk character token.

@ Empath Give a finger signal.

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

<7
g.___ﬁ\ Juggler |  Give a finger signal.

i@-E Village Idiot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
8 Put that Village Idict to sleep. Repeat until all Village Idiots have acted,

If the Mightwatchman points at a player:
—”' 5 Put the Mightwatchman to sleep.
l‘ Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwalcheman token,
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @

Butler | The Butler chooses a player. @&

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