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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisaners, Protectors, Killers, Information

Wake the Deman,
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-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 Yaggababble the phrase.

If there are 7 or mare players, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Miniens. Shaw the THIS IS THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demon,
Show the THESE ARE YOUR MINIONS tokern. Point to al Minians &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Foint to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Shaw 3 good character tokens.
Put the Lunatic to sleep. Wake the Demcn.
Show the YOU ARE info token and the Deman token
Show the THIS PLAYER IS info tokan and the Lunatic token, then point to the Lunatic.

Place the NIGHT 1 reminder. &
Show the Summoner 3 not-in=play characters as bluffs.

If there are 7 ar more players, wake the Demon:
Show the THESE ARE YOUR MIMNIONS token, Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep.

Instead of the nomal Minion Info and Demon Info steps, do the follewing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minions Back to sleep, Wake the dhesen player. Point to the player, & show thern the IS THE DEMON token.

Put the chosen player back to sleep. Place the 1S THE DEMON token beside them, @

The Snake Charmer chooses a player, If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Fut the old Snake Charmer to sleep. Wake the ald Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Show the character tokens of all in-play Qutsiders.

The Organ Grinder either nods or shakes their head:
If they mod their head, mark them with the DRUNK reminder, &
If they shake their head, remove their DRUNK reminder.

Show a single word on a piece of paper, phong, or other device,

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

Point to al three players marked KNOW.

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

Wait a few seconds. Call for eyes open.
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Dusk | Cheek that all eves are closed. Some Travellers & Fabled act,

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:

Amnesiac Poisoners, Protectors, Killers, Information

i If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
‘?q: Poppy Grower Show the THIS 1S THE DEMON info token, then point to the Deman. Put the Minians to sleep.
Wiake the Demen. Show the THESE ARE YOUR MINIONS info token, then point to the Minions, Put the Demon to sleey

Ej& Gambler | The Gambler chooses a player & a character. @

- y The Snake Charmer chooses a player, If they chose the Demon

g Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
- é Snake Charmer Put the old Snake Charmer to sleep. Wake the old Demon.

Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

2! h Monk The Mank chooses a player, @

; The Organ Gringer either nods or shakes their head:
Organ Grinder If they nod their head, mark them with the DRUNK reminder, @
If they shake their head, remave their DRUNK reminder.

If & player is marked with the TURNS EVIL reminder:
f MEI&phE[ES Wake them. Show the YOU ARE info token then give a thumbs down, Put them to sleep.
—

RN @—~Z XImIm—=0O

Turn their character token upside down. {This shows they are now evil.)
Mark the Mezepheles with the NQ ABILITY reminder, @

On night two, place the MIGHT 2 reminder. &
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Demon icon on the character sheet. Put the Summoner to sleep.
Wake the chosen player. Show the YOLU ARE info token, then the Demon token,
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

Summoner

Do whatever needs to be done to simulate the Demaon acting.
Lunatic | Put the Lunatic to slesp. Wake the Demon,
Show the Lunatic token &point to them, then their targetis).

® O

>
i

The Lycanthrope points to a player. If the chosen player is good:

Lvcanthrope
3 t Mark them with the DEAD reminder, @ Deman doesn’t kill tonight.

The Fang Gu chooses a player, @ If they chase an Outsider (ance only);
Fang Gu Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

The Al-Hadikhia points at three players:

AW ¢

5 Mark these players with the 1, 2, & 3 reminders, in the chosen order, Put the Al-Hadikhia to sleep,
4 N Hadikchia Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
4 Ak Do you choose to live?™ They nod or shake their head, Put them to sleep. Repeat for players marked 2 & 3,

Remeve 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:

Lil' Monsta Wake the chosen player. Point to the player, & show them the IS THE DEMON token.
! Fut the chosen player back to sleep. Flace the IS THE DEMON token beside them. @
Place the DEAD token beside any living player. @

Yaseabahble Far each time the Yaggababble publicly said their phrass:
@ B8 You may place a DEAD token next to a living player. @

Godfather | If an Outsider died today, the Geefather chaoses a player. @

Q Gossip | If the Gossip is due to kill a player, they die. @

g Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Demen (or the RED HERRING).

% " l@.\ 'Village Idiot Wake any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.

Rt Put that Village Idiot to sleep. Repeat until all Village |digts have acted, ;34

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