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

This ability should oecur at the appropriate time in the right order. Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

The Philosopher might choose a character, If necessary, swap their character token. @

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

On night twa, place the NIGHT 2 reminder. &
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint at a player, and to a Deman ican on the character sheet, Put the Summaoner to sleep,
YWake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Deman token and put the new Demon to sleep.

The Exarcist 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,

You may decide a player that dies, (Once per living Lagion) @&

The Imp chooses a player @ If the Imp chose themselves:
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.

If no one died today, the Zombuul chooses a player. &
The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &
If the Hatter died, wake the Minions and Demon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as anather player:
Shake your head no and gesture for them to choose again.
Put them to sleep, Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.
If the Demaon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.
If the Moanchild is due to kill 2 good player, they die. @
If a plaver was executed today, show their character token.
The Dreamer points to a player. Show 1 good & 1 el character token, 1 of which is their character.
Either nod or shake your head.
The Seamstress might choose 2 players. Mod or shake your head. @
Give a finger signal.
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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