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

The Philosopher might choase a character, If necessary, swap their character token. &

If there are 7 or more players, instead of the normal Minion Info and Demon Infa steps, do the following:
VWake all Minions. Show the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon,
Shiow the THESE ARE YOUR MINIONS tokern. Paint to al Minions &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Foint 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 IS5 info token and the Lunatic token, then point to the Lunatic.

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

Show the THESE ARE YOUR MINIONS token. Foint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Wake the Deman. Paint ta the plaver marked 15 THE MARIONETTE & show the Marionette character token,
Put the Demen to sleep.

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

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

Show the Townsfolk character token marked MAD.

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

Wake each Minion. Show the Damsel token,

Show the Outsider character token, Paint to both the OUTSIDER and WRONG players,

Give a finger signal.

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

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.

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

Pixie If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: §

Replace the MAD reminder with the HAS ABILITY reminder. &

Phi]nsupher The Philosopher might choose a character. If necessary. swap their character token. @

Innkeeper | The Innkeeper chooses 2 players. ©0©

. 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.
é Snake Charmer Put the old Snake Charmer to sleep. Wake the old Deman.

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

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

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character taken
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Pit—Hag The Pit-Hag chooses a player & a character, If they chase a character that is nat in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

Do whatever needs to be done to simulate the Demaon acting
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis)

The Fang Gu choases a player, @ If they chase an Quitsider (once only):

F-'mg Gu Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

? Vortox The Vortox chooses a player. @
5 st( ‘e’igﬂrmuﬂis The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfalk =]

Barber If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Deman chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.
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If the Huntsman points to a player:

~ B Put them to sleep. Mark them with the NO ABILITY token. & _ -
“"m ™ If they chose the Damsal, wake the Damsel, show the MO 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.

& Damsel | TBD

If the Farmer died tonight:

Walk I layer.
>{§ Farmer Lkt 0l )

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,

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

—
% Oracle | Give a finger signal.

If you belisve 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 you dar't know which team is winning, give a thumbss to the side.

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