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

Wake the Deman, &
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If there are 7 or more 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 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. &
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Tha Harpy chooses a player @ & then another 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,

The Organ Grinder either nods or shakes their head;

If they nod their head, mark them with the DRUNK reminder. &

If they shake their head, remaove their DRUNK reminder.

Give a finger signal.

Pixie | Show the Townsfolk character token marked MAD.

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions. Pl.rtﬂ'e[]a'mntosleﬁ

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Dermon tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the odd Snake Charmer to sleep. Wake the old Deman.
Shew the YOU ARE and Snake Charmer takens & give a thumbs up. @

The Mank chooses a player. @

Harpy The Harpy chooses a player & & then another 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.

The Organ Grinder either nods or shakes their head:
If they nod their head, mark them with the DRUNK reminder, 8
If they shake their head, remove their DRUNK reminder.
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The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paoint to the Exorcist.

Exorcist

\-’igurmqrtis The Vigormartis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S8

Ojo The Ojo points to a role. If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. @

You may decide a player that dies, (Once per living Legion) @

Professor | The Profeszar might choose a dead player. @

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @

Plaoue Docto If the Plague Doctor died, place a Minion character token in the center of the Grimoire.
8 ) Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @

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

Mathematician | Give a finger signal.

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




