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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 ardered:
Paisoners, Protectors, Killers, Information

The Philosopher might choose a character. If necessary, swap their character token. @

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.
Put the Demon to sleep. Do nat da the Minion Infa and Demon Info steps.

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

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token, Point to any players,
Show the THESE CHARACTERS ARE NOT IM PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER 15 info token and the Lunatic token, then paint to the Lunatic

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.
Instead of the normal Minion Info and Deman Info steps, do the fallowing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Pt 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 therm. @
Show the Grimoire for as long as the Widow needs.

The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widow token, Put them to sleep. Mark them with the KNOWS reminder. &

The Cerencvus chooses a player & a character, & Put the Cerencvus to sleep, Wake the target,

Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

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

The Pukka chooses a player, @

The Butler chooses a player. @&

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

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 wau don't know which team is winning, give a thumbs to the side,

Give a finger signal.

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &
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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:
Poisoners, Protectors, Killers, Information

The Philosopher might choose a character, If necessary, swap their character token, &

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |5 THE DEMON info token, then peint to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Demon fo sles

The Gambler chooses a player & a character. @

Monk | The Monk choases a player. &

The Cerencovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.

Cerenovus | - g, the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madiess-characte token

Pit-Hag | The Pit-Hag chooses a player & a character, If they chose a character thatis notin play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.
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If a plaver is marked with the TURNS EVIL reminder;
Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.
Turn their character taken upside down, (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

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

Mezepheles

Show the Lunatic token &paint to them, then their target(s)

Puklka | The Pukka chooses a player, @ The previously paisoned player diss then becomes healthy, @

B ? Vortox | The Vortox chooses a player. @
o

L 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 IS THE DEMON token.
1 Fut the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

M Sage If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

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

a“:{ Town Crier Either nod or shake your head.

LT
:L"\, Juggler |  Give a finger signal.
ﬁl;\ g Butler | The Butler chooses a player. @

(GGeneral If you believe that the evil team is winning, give a thumbs down,

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

g A&‘ Mathematician | Give a finger signal.
Dawn | Wait a few seconds, Call for eyes open & immediately say wha died.

Leviathan | Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @
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