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Pukka
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Grandmother
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Fortune Teller
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Check that all eyes are closed. Some Travellers & Fabled act.

The Sailor chocses a living player. @

The Paisoner chooses a player, @

The Innkeeper chooses 2 players. ©OE

If the Scarlet Woman became the Demon today, show themn the YOU ARE token, then the Deman token.

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

The Vartax chooses a plaver, @

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 IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

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

The Assassin might choose a player, ©8

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

If the grandchild was killed by the Deman, the Grandmother dies too. @

Give a finger signal.

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

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

The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changed:

Wake the Cult Leadar, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

The Butler chooses a player. &

Show the Grimaire to the Spy for as long as they need.

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