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B¥ Summoner
Dusk
Amnesiac

Yaggababble

Lil' Monsta

Minion Info
Summoner
Demon Info

Spy

Steward
Librarian
Chef
General
Village Idiot

Fortune Teller
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Pfa'ce the NIGHT 1 reminder. @
Show the Summaner 3 not-in-play characters as biuffs.

R

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:
Paisoners, Protectars, Killers, Infarmation

Write a phrase down 50 that the Yaggababble can read it.
Show the Yaggababble the phrase.

Instead of the normal Minion Info and Demon Info steps, do the fallewing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions back to sleep, Wake the chosen player. Point to the player, & show thern the IS THE DEMON tolen.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @

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

Place the NIGHT 1 reminder. @
Show the Summoner 3 naot-in-play characters as bluffs.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MIMIONS taken. Paint ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

Show the Grimoire to the Spy for as long as they need.

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

Point to the player marked KNOW. @

Show the Outsider character token, Paint to both the OUTSIDER and WRONG players.

Give a finger signal.

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

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,

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

If the Mightwatchman podnts at a player:
Put the MNightwatchman to sleep.
Wiake the chosan player, show therm the THIS CHARACTER SELECTED YOU irfio token & the Mightwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token, &

Give a finger signal.

Wait a few seconds. Call for eyes open.
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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:

Amnesiac Poisoners, Protectors, Killers, Information

On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summoner to sleep.
Summoner Wake the chosen player. Show the YOU ARE info token, then the Demon token,
Show the YOU ARE info token, then give a thumbs down,
Reglace their character token with the Demon token and put the new Deman to sleep,

The Gambler choosss a player & a character, @
Show the Grimoire to the Spy for as long as they need.

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 taken, then point to the second target,
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On the third night, wake the Summaner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaner fo sleep,
Wake 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 Demon token and put the new Demon to sleep.

For each time the Yaggababble publicly said their phrass:
You may place a DEAD token next to a living player. @

The minions pick a player. Put them back to sleep, and then:

Lil' Monsta Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @

Place the DEAD token beside any living player. @

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fang Gu Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu 1o sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

If the Hatter died, wake the Minions and Deman:
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.
If a second player would end up with the same character as anather player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose.

If you believe that the good team is winning, give a thumbs up.
General If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

Villaze 1diot Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down,
B O e 9EWY [Ree Tict to slesp. Repeat until all Villags Idiots havesacted.

Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Demaon (of the RED HERRING).

If the Nightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo foken & the Mighbwaichman token.
Point to the MNightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @

Give a finger signal.

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