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Amnesiac

Yaggababble

Minion Info
Summoner
Demon Info
Xaan
Steward
Librarian
Chef
General

Village Idiot

Fortune Teller
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Place the NIGHT 1 reminder. @

Show the Summaner 3 not-in-play characters as bluffs.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Shewy 2ach of these players a unigue Minian token, and give a thumbs dawn,

Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Infa and Deman Infa steps as normal,

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, Information

Write a phrase down so that the Yaggababble can read it.
Show the Yapgababhble the phrase,

Instead of the normal Minion Info and Deman Info steps, do the fallowing:
VWake 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 them the IS THE DEMON token,

Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep,
Than, do the Minion Infa and Demon Info steps as normal.

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

Place the MIGHT 1 reminder. &
Show the Summoner 3 not-in-play characters as bluffs,

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

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire, @ Remove it the following dusk.

Point to the player marked KNOW. &

Show the Cutsider character token. Point to both the OUTSIDER and WRONG players.

Give a finger signal.

If you Belisve 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 dont know which team is winning, give a thumbs to the side,

Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchiman 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 Poizoners, Protectors, Killers, Informaticon

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

Add the MIGHT reminder token that matches the current night. &
On the night that equals the number of Qulsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

Gambler The Gambler chooses a player & a character, @

On the third night, wake the Summaner;
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Summaoner Wake the chosen player, Show the YOU ARE info token, then the Demon toker,
Show the YOU ARE info token, then give a thumbs down.
Replace their character taken with the Demon token and put the new Demon to sleep.
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Yaoeahabble | For each time the Yaggababble publicly said their phrase:
B&d You may place a DEAD token next to a living player. @

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

Ll Monsta Wake the chosen player. Point to the player, & show them the 1S THE DE_HG'N token.
Put the chosen player back to sleep. Place the 15 THE DEMON token beside them, @

Place the DEAD token beside any living player. &

The Lord of Typhon chooses a player. @

Bitber If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token,

If you believe that the good team is winning, give a thumbs up.
General | 1f 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,

Village 1diot 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,

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

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint 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 & immediately say who died.
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