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Chack that all eyes are closed. Some Travellars & Fabled act.

Wake the Deman.

Poppy Grower | - THESE CHARICTERS RENOTIN LAY vien S 3 ey g tes it Devon b Coret ot HhauDs.

Ya bahbble Wite a phrase down so that the Yaggababble can read it.
Bga Show the Yaggababble the phrase.

If there are 7 or more players, wake all Minicns:

Minion Info Show the THIS IS THE DEMON token. Point 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 MOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demaon token.
Shiow the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.

Lunatic

Flace the MIGHT 1 reminder. &
Show the Summoner 3 nat-in-play characters as bluffs,
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If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Paint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens.

The Preacher chooses a player, If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion, Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Instead of the normal Minion Info and Deman Info steps, do the following:

Lil' Monsta 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 them the IS THE DEMON token,
Put the chosen player back to sleep. Place the IS THE DEMON token beside therm, @

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Snake Charmer

. . Wake both twins. Allow eye contact.
Evil Twin Show the good twin's character taken to the Evil Twin &vice versa,

Damsel Walke each Minion. Show the Damsel token.

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

I"l - Grandmother Point to the grandchild player & show their character token.

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

Village 1diot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down_ (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

High Priestess | point to the player whom you most think the High Priestess should speak with tomorrow.
Mathematician | Give a finger signal.

Dawn | Wait a few seconds. Call for eyes open.

Vizier | Declare that the Vizier is in play, and which player it is.




Poppy Grower

Preacher

Snake Charmer

Summoner

Lunatic
Exorcist

Zombuul

Assassin
Damsel
Grandmother
Undertaker
Dreamer
Village Idiot
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Check that all eyes are closed. Some Travellers & Fabled act.

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep.

Wake the Dermon. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the: Demaon to slesy

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chasen Minian,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Snake Charmer chooses a player, If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demon
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. €

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder. & and wake the Summoner:
They point at a player, and to a Deman icon on the character sheet. Put the Summeaner to sleep.
Wake the chosen player, Show the YOLU 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.

Do whatever needs o be done to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target{s).

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

If no one died today, the Zombuul chooses a player. @

The minions pick a player. Put them back to sleep, and then:
Walke the chosen player. Point to the player, & show them the IS THE DEMON token.
Fut the chosen player back to sleep. Place the IS THE DEMON token beside them, @
Place the DEAD token beside any living player. @

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

The Assassin might choase a player, =]

TED

If the grandchild was killed by the Demon, the Grandmaother dies too. @

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

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

Wake any Village |dict, 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 player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN token to the shown player. @

Point to the player whom you most think the High Priestess should speak with tomorrow.

Give a finger signal.

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