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

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

The Paisoner chooses a player. @

The Innkeeper chooses 2 players. @06

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token

On night two, place the NIGHT 2 reminder. &
On night three, place the MIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summoner to sleep,
Wake the chosen player. Show the YOU 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.

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

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

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

The Po may choose a player OR chooses 3 players fi they chose no-one [ast night. @ or @E&K*

The Lord of Typhon chooses a player. @

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

If the Deman killed the King, wake the Chairboy. Point to the Deman player.

If the Moonchild is due to kill 2 good player, they die. @

Either nod ar shake vour head,

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token next to the shown player. 8

If the number of dead players is equal to or exceads the number of alive players:
Wake the King. Show one alive character token, Put the King to sleep.

The Cult Leader becomes 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) ar thurmbs up (if good).

Put the Cult | eader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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.
If you don't know which team is winning, give a thumbs to the side,

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