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

Yaseahahble | Vrite @ phrase down so that the Yaggababble can read it.
B8 Show the Yaggababble the phrase.

If there are 7 or mare players, wake all Minions:
Shew the THIS 1S THE DEMON tokern. Poart to the Deman.

Minion Info

If there are 7 ar more plavers, wake the Dermaon:
Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Sheww the THESE CHARACTERS ARE NOT IN PLAY taken. Show 3 nat-in-play good character tokens.

Sailor The Sailor chooses a living player. @

The Preacher chooses a player, If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,
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Lleech | The Lieach picks a player. Mark them with the POISONED token. @

Courtier | The Courtier might choose a character. B@

£ The Organ Grinder either nods or shakes their head:
Organ Grinder If they rod their head, mark them with the DRUNK reminder, @
If they shake their head, remaove their DRUNK reminder.

The Cerencvus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,

Cerenovus Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Pukka chooses a player, @

Show the Tawnsfalk character taken. Paint to both the TOWNSFOLK and WRONG players.

If the Nightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen plaver, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, &

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:
Vake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

The Ogre points to a player:

Oere
& If the player is evil, flip the Ogre's token upside down,

WiF High Priestess |  point to the player whom you most think the High Priestess should speak with tomorrow.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Sailor chooses a living player. @

The Preacher chooses a player. If they choose & Minion:
Put a PREACHED reminder token next to that Minion, Wake the chasen Minian,
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

The Courtier might choose a character, @@
The Innkeeper chooses 2 players, @BE

The Gambler chooses a player & a character, @
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, remave their DRUNK reminder.

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Shaw the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character token

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 choss no-one last night, @ or @@1*

The Lleech chooses a player. Mark them with the DEAD taken, 8

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

The Assassin might choase a player. &8

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

If the Barber died today or tonight, show the Daman the THIS CHARACTER SELECTED YOU & Barber tokens
If the Deman chose 2 players, wake one at & time. Show the YOU ARE token & their new character token.

The Professor might choose a dead player. G
The Tinker might die. @

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

If the Nightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo foken & the Mighbwaichman foken.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token. @

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 ewl) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down, (This shows their alignment.)

Poirtt 1o the player whom you most think the High Priestass should speak with tamorrow.

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