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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:

Amnesiac Poizoners, Protectors, Killers, Informaticon

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

If there are 7 or more players, wake all Minions:
Shew the THIS 1S 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,
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Put the old Snake Charmer to sleep. Wake the old Demon.

AL The Snake Charmer chooses a player. If they chose the Demon:

xfj&é R (Lot er Show the YOU ARE & Demon tokens, Give a thumbs down. Swap the Snake Charmer & Demon tokens.
i

: 'l » Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&
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Poisoner The Poisoner chooses a player. @

The Pukka chooses a player. @

Investigator | Show the Minion character token. Paint to bath the MINION and WRONG players.

Empath | Give a finger signal,

High Priestess |  Point to the player whom you most think the High Priestess should speak with tomorrow,

Village 1diot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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

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

Dawn | Wait a few seconds. Call for eyes open.
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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:
Poisoners, Protectars, Killers, Information

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

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.

Put the old Snake Charmer to sleep. Wake the old Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Paisoner chooses a player. 8

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

The Pukka chooses a player, @ The previously poisoned player dies then becomes healthy, @
The Fang Gu chooses a player. @ If they chose an Outsider (once only):

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 Mo Dashii chooses a player. @

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

If the Moonchild is due to kill a good player, they die. @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character taken,

Give a finger signal,

Paint to the player whom you most think the High Priestess should speak with tamorrow,

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

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

Give a finger signal.

Give a finger signal,

The Chambermaid choases 2 living players. Give a finger signal,

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