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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

Show the YOU ARE info token then the character token of a not=in=play Minion. Put the Alchemist to sleep.
Mark the Alchemist with the 1S THE ALCHEMIST token, & Swap the Alchemist token with this Minion token,
Turn the Minion token upside-down. (This shows they are still good.).

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

If there are ¥ 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. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER IS info token and the Lunatic taken, then paint to the Lunatic.

Flace the NIGHT 1 remindar, @
Show the Summaner 3 not-in-play characters as bluffs.

If there are ¥ 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.

If the Engineer points to a Demaon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens
Wake each evil player that changed character, show the YOU ARE infio token, then their new characker foken. Put them &
Mark the Engineer with the NO ABILITY reminder taken. &

The Harpy chooses a player @ & then ancther player. @ Put the Harpy to sleep. Wake the first target
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target.

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

Show the Minion character token. Point to both the MINION and WRONG players.

Point to a player (alive or dead).
Place the SEEM token next to the shown player. @

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs 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.)

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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Informatien
If the Engineer peints to 2 Demon or Minians on their character sheet:
En ginﬂer Swap all appropriate character wokens with new character tokens.

Wake each evil player that changed characier, show the YOU ARE info token, then their new character token, Put them fc
Mark the Engineer with the NO ABILITY reminder taken. &

Innkeeper | The Innkeeper chooses 2 players, DO

Acrobat The Acrobat chooses a player. If the chosen player s drunk or poisoned, place the DEAD reminder, @

The Harpy chooges a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target,

@ Secarlet Woman If the Scarlet Woman became the Deman today, show them the YOU ARE token, then the Deman token.

On night two, place the NIGHT 2 reminder. @
O night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep.
Wake the chosen player. Show the YOU ARE info token, then the Demon taken.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep.
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Summoner

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

Zombuul | 1 no one died today, the Zombuul chooses a player. @
No Dashii | The No Dashii chooses a player. @
Vortox The Vartax chooses a player. @

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

If the Hatter died, wake the Minions and Demaon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
Hatter If a second player would end up with the same character as ancther player:
Shake your head no and gesture for them to choose again,
Put them to sleep. Remove the TEA PARTY TOMIGHT reminder.
Change each player to the character they chose.

b
)‘@L Plague Doctor If the Plague Dector died, place a Minion character token in the center of the Grimioire.

Mark this with the STORYTELLER ABILITY reminder, If applicable, add a taken to the night sheet.

gﬂ) Chﬂil’bD}' If the Deman killed the King, wake the Choirboy. Point to the Demon player.
\! ;
Moonchild | 1f the Meanchild is due to kill a good player, they die. &
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ﬁ F-l? Juggler Give a finger signal
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f— . Point to a player (alive or dead) with a different role type from the player with the SEEN token.

i
g Balloonist Place the SEEN token next to the shown player. &

-

N The Cult Leader becomes the alignment of one of their living neighbors, If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).

g '{'EE Cult Leader Fut the Cult Leader back to sleep, e
Turn the Cult Leader token upside-down. (This shows their alignment.) )

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