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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

Wake the Wraith whenever other evil players wake.

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

Repeat the following process for each Minion:

Show the THESE CHARACTERS ARE MOT IN PLAY token. Shew 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,

Run the Wizard's ability, if applicable.

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. €

Show the Townsfolk character token marked MAD.

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

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

If you believe that the good team is winning, give a thumbs up.
If vou believe that the evil team 15 winning, give a thumbs dawn,
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.

Wake the Wraith whenever other evil players wake.

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. &

Fun the Wizards ability, if applicable.

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 Devil's Advocate chooses a living player. &

The Lycanthrope points to a player. If the chesen player is good:
Mark them with the DEAD reminder, @ Deman doesn't kill tanight

If it is the Princess' first day, and they nominated and executed a player:
If the Demon would wake to choose a player, wake them as normal. The Demon does not kill

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

The Po may choose a plaver OR chooses 3 players fi they chose no-one |ast night. @ or EEN*

If the Plague Doctor died, place a Minian character token in the center of the Grimaire,

Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

Either nod ar shake your head,

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

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team 15 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.

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