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

Wake the Boffin and the Demon.

Show the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token, ;

Place this second character token by the Daman character token.

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 nof-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info.and Demon Info steps.

Write a phrase down 50 that the Yaggababble can read it.
Show the Yagzababble the phrase,

If there are 7 or maore players, wake all Minions:
Show the THIS IS THE DEMON token, Point to the Deman.

If there are ¥ or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players,
Show the THESE CHARACTERS ARE WOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER 15 info token and the Lunatic taken, then paint to the Lunatic.

If there are 7 or more players, wake the Demaon:
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 Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Fearmonger picks a player;
Mark the chesen player with the FEAR reminder. @ Declare that “The Fearmanger has chosen a player.”

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

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

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Give a finger signal.

Wait a few seconds. Call for eyes open.
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“%4, Poppy Grower
1]

Preacher

Gambler

Fearmonger

Lunatic

Exorcist

Lycanthrope

Vigormortis

Choirboy

Oracle

Balloonist

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS infio token, then point to the Mirions. Putﬁ'e{)eﬂmtosleq

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleap.

The Gambler choosss a player & a character. @

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chesen player with the FEAR reminder, @ Declare that ‘The Fearmenger has chosen a player.”

Do whatever needs to be done 1o simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their target(s).

The Exorcist 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,

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

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

The Ojo paints to a role, If a player has that role, they die. &
If the role is out of play, the Storyteller chooses any number of players that die. &

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

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

Give a finger signal.

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Flace the SEEMN token next to the shown player. @

Give a finger signal,

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