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

The Courtier might choose a character, @@

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

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

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

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@~

The Mo Dashii chooses a player. @

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

If the Deman killed the Sage, wake the Sage and paint to 2 players, 1 of which is the Demon.

If the grandehild was killed by the Demon, the Grandmother dies too. @

If & plaver was executed today, show their character token.

Walke any Village |diat, 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.

If the player with the SEEN token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

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

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