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

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Demon:
Demon Info 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.

Lycanthrope Place the FAUX PAW reminder @ next to a good player.

Poisoner The Foisoner chooses a player. @
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The Devil's Advocate chooses a living player. @

Show the Grimoire to the Spy for as long as they need.

The Pukka chooses a player. @

Mark the Leviathan with the DAY 1 reminder. &

Investigamr Show the Minien character token. Paint ta both the MINION and WRONG players.

Give a finger signal.

If you believe that the good team is winning, give a thumbs up.
If vou Believe that the evil team is winning, give a thumbs dawn.
If you don't know which team is winning, give a thumbs to the side.

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

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:

Cult Beader VWake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down. (This shows their alignment.)

Butler | The Butler chooses a player. @

Dawn | Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Paisoner chooses a player. @

The Monk chooses a player. @

The Devil's Advocate chooses a living player. @

Show the Grimoire to the Spy for as long as they need.

The Exoecist choases a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist.

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

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &

The Imp choasss 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.

Shiow the YOU ARE token, then shaw the Imp token.

The Pa may choose a player OR chooses 3 players i they chose no-one last night, & or 861"

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

If the Ravenkeeper died tanight, the Ravenkeeper chooses a player. Show that player's character token.

If you believe that the good team is winning, give a thumbs up
If you believe that the evil team is winning, give a thumbs down.
It you don't know which team is winning, give a thumbs ta the side.

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

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

If a player was executed today, show their character token.

The Butler chocses a player, @&

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