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

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. @ ;

The Snake Charmer chooses a player, If they chose the Dermon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the cld Snake Charmer to sleep, Wake the ald Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

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 Harpy choases a player @ & then ancther player, @ Put the Harpy to sleep, Wake the first targst
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. & or @@~
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The Mo Dashii chooses a player. @

If the Gossip is due to kill a player, they die. @

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 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.

If the Farmer died tonight:
Wake an alive good player.
Show them the ¥OU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

If the Moanchild s due to kill a good player, they die. @

Either nod or shake your head.

Give a finger signal.

Wake any Village Idiot, 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.

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, &sither a thumbs down (if evil) ar thumbs up (if good),
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

Point to the player whom you most think the High Priestess should speak with tomorrow.

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