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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. @

Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Alchemist |  Mark the Alchemist with the IS THE ALCHEMIST token. @ Swap the Alchemist token with this Minion token.
Turn the Minion token upside-down, (This shows they are still good.).

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

Minion Info Show the THIS IS THE DEMON token, Peint to the Deman,
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If there are 7 or more players, wake the Deman:
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,

Lleech The Lieech picks a player. Mark them with the POISONED token. @

Run the Wizard's ability, if applicable.

Show the character tokens of all in-play Outsiders.

. . Wake both twins. Allow eyve contact.
Evil Twin Show the good twin's character token to the Evil Twin &vice versa,

The Butler chooses a player. &

Point to al three players marked KNOW.

Point to a player (alive or dead).

Balloonist Place the SEEMN token next to the shown player. §

If you believe that the good team is winning, give a thumbs up.
General |  1f 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.




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. @

The Innkeeper chooses 2 players. 886

Run the Wizards ability, if applicable.

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight.
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The Po may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@~

The Vortox chooses a player. @

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

Lleech | The Lieech cheoses a player. Mark them with the DEAD taken. @

Godfather | If an Outsider died today, the Geefather chooses a player. @

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

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

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

Balloonist Place the SEEM token next to the shown player. @

Butler | The Butler chooses a player, &

If you believe that the good team is winning, give a thumbs up.
General 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.




