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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:
Poisoners, Protectors, Killers, Infarmation

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unique Minion token, and give a thumbs down.
Replace thess players’ pood character tokens with these Minion tokens and put these players to sleep,
Then, da the Minion Info and Demon Info steps as normal.

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

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

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

Wake both twins. Allow eye contact,

Show the good twin's character token to the Evil Twin &vice versa,

The Witch chooses a player. @

The Cerencvus chooses a player & a character, @ Put the Cerencvus to sleep, Wake the target,

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

Give a finger signal,

Give a finger signal.

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

The Seamstress might choose 2 players, Nod or shake your head, @

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

Give a finger signal.

Wait a few seconds. Call for eyes open.
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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:
Poisoners, Protectors, Killers, Infarmation

Q/ Philﬂﬁﬂpht‘l‘ The Philosopher might choese a character. If necessary, swap their character token. @

Witch | The Witch chooses a player. @

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

Cerenovus | o " THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character toker

Pit-Hag The Pit-Hag chooses a player & a character. If they chose a character that is nat in play:
ut the PFit-Hag to sleep. Wake the target. Show the token & their new character token.
Fut the Pit-H I Wake th 5 he YOU ARE token & thei h

Bxntcist The Exgecist chooses a player, @ Put the Exorcist 1o sleep. If the Exorcist chose the Deman:

: Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Excrcist tokens. Paint to the Exarcist,
The Fang Gu chooses a player. @ If they chose an Qutsider (once only):

Fang Gu Replace the Qutsider 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. &
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Vortox The Vartox chooses a player. @

i r
13
o 8 v Lord Of Typhon | The Lord of Typhon chooses a player. @

v

\Figormortis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. GG

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

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now, &
Sage If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,
Empath | Givea finger signal.
Dreamer The Dreamer points 1o a player, Show 1 good & 1 evil character token, 1 of which is their character.
F]DW&t‘giI‘] Either nod or shake your head.
Seamstress The Seamatrese might choose 2 players. MNod or shake your head. &
Juggler Give a finger signal.
a’/ Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.

& Mathematician | Give a finger signal.

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