Demon Info

Harpy

Librarian

Empath

Fortune Teller

Dreamer

Chambermaid

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

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

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

If there are 7 or more players, wake the Demon:
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 Harpy chooses a player @ & then ancther player. @ Put the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target,

Wake each Minion. Show the Damsel foken.

Show the Outsider character token. Point to both the QUTSIDER and WRONG players.

Give a finger signal.

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

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

The Chambermaid chooses 2 living players. Give a finger signal.

Wait a few seconds, Call for eyes open.

Declare that the Vizier is in play, and which player it is,
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Acrobat

Exorcist

Imp

Zombuul

No Dashii

Vortox

Barber

Sweetheart

Damsel

Farmer

Moonchild

Empath

Fortune Teller

Dreamer

Oracle

Juggler
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j that all eyes are closed. Some Travellers & Fabled act.
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The Philosopher might choose a character. If necessary, swap their character token. &

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder, &

The Pit-Hag chooses a player & a character. If they chase a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

The Harpy chooses a player @ & then another player. @ Put the Harpy to sleep. Wake the first target.
Shaw the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target,

The Exorcist chooses a player. @ Put the Excrcist to slesp, If the Exorcist chose the Deman:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist.

The Imp choases a player. @ If the Imp chose themsalves:
Replace 1 alive Minicn 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 No Dashii chooses a player, @

The Vartox chooses a player. @

If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens®
If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

If the Sweatheart died, a player bacame drunk immediately. fl you haven't done this yet, do so now. @
TBD
If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.
If the Moanchild is due to kill a good player, they die. @
Give a finger signal.
The Fortune Teller chooses 2 players, Mod if either is the Dermon {or the RED HERRING),
The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
Give a finger signal,
Give a finger signal.

The Chambermaid chooses 2 living players. Give a finger signal.

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