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Lil' Monsta

Yageababble

Assassin

Professor

Choirboy

Farmer

Tinker

Ravenkeeper

Empath

Village Idiot

Butler

General
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Check that all eyes are closed, Some Travellers & Fabled act.

The Monk chooses a player. @

If the Scarlet Woman became the Deman taday, show them the YOU ARE token, then the Deman token,

The Lycanthrope points to a player. If the chasen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight.

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.

Ak “Do you chooss to live?™ They nod or shake their head. Put them to skeep. Repeat for players marked 2 & 3.

Remaowve a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three,

The minions pick a player, Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the IS 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. @

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. §8

The Professor might choose a dead player. 8@

If the Deman killed the King, wake the Choirboy. Point to the Demon player.

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

The Tinker might die. @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character taken.

Give a finger signal.

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

The Butler chooses a player. @

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

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

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