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

Write a phrase down 5o that the Yaggababble can read it,
Show the Yaggababble the phrase.

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Place the MIGHT 1 reminder. &
Shaw the Summoner 3 nat-in-play characters as bluffs,

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. @

Show a single word on a piece of paper, phone, or other device.

Show the Townsfolk character token marked MAD.

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

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

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

Walke any Village |diat, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.

Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfio token & the Mighbwatchman token.

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

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

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

Pivie 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. @

Sailor | The Sailor chooses a living player. @

Monk The Mank choosss a player. &

Pit-Hae The Pit-Hag chooses a player & a character. |f they chose a character that is not in play:
5 Put the Pit-Hag to slesp, Wake the target. Show the YOU ARE token & their new character token,

If & player is marked with the TURNS EVIL reminder:
el ﬁ Mezepheles Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
' & Turn their character taken upside dawn. {This shows they are now evil.)

5 Mark the Mezepheles with the NO ABILITY reminder. &

On night twa, place the NIGHT 2 reminder. @
i On night three, place the NIGHT 3 reminder @ and wake the Summoner:
il SulMmoner They paint at a player, and to a Deman ican on the character sheet, Put the Summaoner to sleep,
\; ) YWake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demeon token and put the new Demon to sleep.
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The Exgecist choases a player, @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Foint to the Exorcist.

% MNo Dashii The Mo Dashii chooses a player. @

Exoreist

\5? \rigurmortia The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G
The Al-Hadikhia paints at three players:
& Mark these players with the 1, 2. & 3 reminders, in the chosen arder. Put the Al-Hadikhia to slesp.
é, A1 Hadilchia Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
p sk "Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
r Remove a shroud (if any) for playvers that choose live, & add a shroud for players that choose die,
= If all three are alive {none have a shroud), add a shroud to all three.

You may place a DEAD token next to a living player. @

1‘@ Yﬂg gababhl e Far each time the Yagzababble publicly said their phrase.

3 @1 Plarue Docta If the Plague Doctor died, place a Minion character taken in the center of the Grimoire,
A & 3 Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

L'I Sage If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.
|I' -
Moonchild | if the Meonchild is due to kill a good player, they die. @

& Fortune Teller | The Fortune Teller choosas 2 players. Med if either is the Deman (or the RED HERRING).

¥y «‘/‘ Undertaker If a player was executed today, show their character token,
; 4
' : { | Balloonist Point to a player (alive or dead) with a different role type from the player with the SEEN token.
";:_ g Place the SEEM token next to the shown player. @

. -

g '@{ Village Idiot Wake any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.
g & Put that Village Idiot to sleep. Repeat until all Village Idiots have acted,

4 If the Mightwatchman points at a player;
Sl ; Put the Mightwatchman to sleep.
1 Nightwatchman Wiake the chesen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchman token, |
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder taken, @ b

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