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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:
Poisoners, Protectors, Killers, Infarmation

If there are ¥ or more players, wake all Minions:
Shew the THIS IS THE DEMON token. Point to the Demarn.

Repeat the following process for each Minion:
Shew the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens,

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint to all Minions.

Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

If the Engineer points to @ Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.

Wake each evil player that changed characker, show the YOU ARE info token, then their new character foken. Put them fc

Mark the Engineer with the NO ABILITY reminder token. @&

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, remove their DRUNK reminder.

The Devil's Advocate chooses a living player. &

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 point to the second target.

Show the Townsfalk character token marked MAD.

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

The Seamstress might choose 2 players, Nod or shake your head, @

Wake any Village Idiat, 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.

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, &
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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:
Poisoners, Protectors, Killers, Information

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. @

If the Engineer points to a Demaon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.

Vake each el player that changed character, show the YOU ARE info token, then thedr new character token. Put them i

Mark the Engineer with the NO ABILITY reminder token, &

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.

The Devil's Advocate chooses a living player. &

The Harpy choosss 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 point to the second target.

The Lycanthrope points to a player. If the chosen 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) @

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

The Assassin might choase a player, 8@

If the Plague Dectar died, place a Minion character token in the center of the Grimioire.
Mark this with the STORYTELLER ABILITY rerminder, If applicable, add a token to the night sheet,

The Professor might choose a dead player, B8

Either nod or shake vour head.

The Seamstress might choose 2 players, Nod or shake your head. &

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

If 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.
If you don't know which team I winning, give a thumbs to the side.

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

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @
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