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Check that all eyes are closed. Some Travellers & Fabled act.
This ability should aceur at the appropriate time in the night order, Abilities are usually ardered:

Poisoners, Protectors, Killers, Infarmation

If the Engineer points to 2 Demon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
VWake each el plaver that changed characier, show the YOU ARE infio token, then their new character token. F'utli'ﬁ'nt:
Mark the Engineer with the NO ABILITY reminder token, @

The Courtier might choose a character. G
The Gambler chooses a player & a character. &

The Witch chooses a player. @

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

The Lleech chooses a player. Mark them with the DEAD token. &

If the Huntsman paints to a player;
Put them to sleap. Mark them with the NO ABILITY token. &
If they chose the Damsal, wake the Damszl, show the NO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

TED
The Tinker might diz, @

Either nad or shake yaur head,

The Seamstress might choose 2 players. Mod or shake your head, @

Wake any Village Idiot, they chocses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idiots have acted,

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

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