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

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin foken, then the good character token,
Place this second character token by the Daman character token.

Write a phrase down 50 that the Yaggababble can read it,
Show the Yaggababble the phrase.

If there are 7 or maore players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Deman:
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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The Sailor chooses a living player. @

Instead of the normal Minion Info and Deman Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player.
Put the minions. back fo sleep. Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside thern, @

The Organ Grinder either nods or shakes their head.
If they mod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Show the Minion character token. Paint to both the MINION and WRONG players.

Give a finger signal.

The Butler chooses a player. @&

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 Idiats have acted.

If you believe that the geod team is winning, give a thumbs up.
If you believe that the evil t2am is winning, give a thumbs down,
If you don't know which team is winning, give a thumbs to the side.

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

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Sailor chooses a living player. &

The Mank chooses a player, @

The Organ Grinder either nods or shakes their head:
If they nod their head, mark therm with the DRUNK reminder, @
If they shake their head, remove their DRUNK reminder.

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

The Lycanthrape points to a player. If the chasen player is good:
Mark them with the DEAD reminder. & Demon doesn't kill tonight.

You may decide a player that dies. (Once per living Legion) &

A previously chasen player might be resurrected, @ The Shabalath chooses 2 players, 8@

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the 15 THE DEMON token beside them. @
Place the DEAD token beside any living player. &

For each time the Yaggababble publicly said their phraze:
You may place a DEAD token next to a living player. @

The Assassin might chooss a player, B8

The Professar might choose a dead player. @@

If the Deman killed the King, wake the Choirboy. Peint to the Deman player.

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

The Tinker might die. &

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

Give a finger signal,

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

The Butler chooses a player, @

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

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

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

o i R T T . = :
¥ dae Xty e 5
LB e 0 AR . P ) L P Vi N AN Thl ¥ T i

"l!-“r"."'.""""‘"'-'..'-i"m'= ¥ oEETT - : G
.-'ful"-t-_' R b . X g 3 ¥ . Pl - "‘i‘- ¥
. e ‘ . iXr

0
|

H
E
R
\|
I

G
H
\
S




