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

Wiite a phrase down so that the Yaggababble can read it.
Show the Yaggababble the phrase.

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

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Foint to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 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 15 info token and the Lunatic token, then point to the Lunatic.

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

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

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

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

Foint to a player (alive or dead).
Place the SEEN token next to the shown player. @

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 Idiots have acted,

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chesen player, show them the THIS CHARACTER SELECTED YOU info foken & the Mighbwalchman ioken.
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.

Mark the Leviathan with the DAY 1 reminder, @
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Dusle | Check that all eves are closed. Some Travellers & Fabled act.

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. @
Sailor | The Sailor chooses a living player. @

Monlk | The Monk chooses a player. @

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

If a player is marked with the TURNS EVIL reminder;
YWake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &
On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint 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 token.
Show the YOU ARE info taken, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

Do whatever needs to be dane to simulate the Demon acting
Lunatic Put the Lunatic to sleep. Wake the Demon.

Show the Lunatic token &point to them, then their targetis).

Mezepheles

Summoner
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Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

% Mo Dashii | The Mo Dashii choases a player. @

»{( Vigurmuﬂis The Vigormaortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfalk (=]
&

. icist choos ] i ep. ! icist cf 10N:
ﬁ Bt The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demon

- Yaeoababble For each time the Yaggababble publicly 5ain:j Fheir phrase:
@ B8 You may place a DEAD token next to a living player, @

M Sage If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.
)\ ;
@, Moonchild | If the Moonchild is due to kill a good player, they die. @

ﬁ Fortune Teller | The Fortune Teller chooses 2 players. Mod if sither is the Demon (or the RED HERRING),

a//‘ Undertaker If a player was executed today, show their character token.

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

n:,ﬁ__"\‘ Juggler | give a finger signal.

Pr . Paoint to a player (alive or dead) with a different role type from the player with the SEEN token.
! Balloonist Place the SEEM token next o the shown player. @

@ Village Idiot Wake any Village Idiot, 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 Nightwatchman points at a player:
g | B Put the Mightwatchman to sleep.
1‘ Nighnvatc hman Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @

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

Leviathan Mark the Leviathan with eitber the DAY 2, DAY 3, DAY 4_ or DAY 5 reminder. @ 3l
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