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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

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

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 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 Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

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

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerencwus token, then the madness-character token

The Pukka chooses a player. &

Show the Minion character token, Paint to bath the MINION and WRONG players.

Give a finger signal,

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

The Chambermaid chooses 2 living players, Give a finger signal,

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:
Poisoners, Protectors, Killers, Information

The Cannibal has the ability of the mast recently executed player.
They immediately learn any 'you start knowing' information.

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 Demaon.
Shew the YOU ARE and Snake Charmer tokens & give a thumbs up. &

The Cerencvus chooses a player & a character, @ Put the Cerenovus o sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Pit-Hag chooses a player & a character. If they chose a character that is not in play:

.
Pi H:—lg Put the Pit-Hag to sleep, Wake the targst, Show the YOU ARE token & their new character token,

% Scarlet Woman |  If the Searlet Woman became the Deman today, show thern the YOU ARE token, then the Deman token,

The Imp chooses a player, @ If the Imp chose themselves:
Imp Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep, Wake the new Imp.

Show the YOU ARE token, then show the Imp token.
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Zombuul If no one died today, the Zombuul chooses a player. &

Pukka The Pukka chooses a player, @ The previously poisoned player dies then becomes healthy, @

¥
? Vortox | The Vortox chooses a player. @
R
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Barber If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
b If the Deman chose 2 players, wake cne at a time. Show the YOU ARE token & their new character token.

Sweetheart If the Sweatheart died, a player became drunk immediately. fl you haven't done this yet, do so now, @&

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

-~ o4 If the deman killed the Banshee tonight, place the HAS ABILITY token, &
Banshee : :
Publicly announce that the Banshee died.
# s
i F]nwerglr] Either nod or shake your head.

LT
5 ]ugglcr Give a finger signal
o A 1gET signal,

o
;;‘... | T High Priestess Point to the player whom you most think the High Priestess should speak with tomorrow.

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

"
E
ﬁ 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.

+ -Ef Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.
Give a finger signal.

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