Minion Info

; @ Demon Info

Marionette

Poisoner

Snake Charmer

Harpy

Pixie

Damsel

Librarian

Dreamer

Ogre

Dawn

Leviathan

Vizier
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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 ardered:
Poisoners, Protectors, Killers, Information

Wake the Demon.
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It there are J or more players, wake all Minions:
Show the THIS IS THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Paint to all Minians.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

Wake the Demon. Paint to the player marked 15 THE MARIONETTE & show the Marionette character token,
Put the Demen to sleep.

The Poisoner chooses a player. @

The Snake Charmer chooses a player, If they chose the Demon;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer fo sleep, Wake the old Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Harpy chooses a player @ & then ancther player. @ Put the Harpy to sleep. Wake the first target.

Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target.

Show the Tawnsfalk character token marked MAD.

Wake each Minion. Show the Damsel taken.

Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.

The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Wait a few seconds. Call for eyes open.

fark the Leviathan with the DAY 1 reminder. @

Declare that the Vizier is in play, and which player it is, ;
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Dusk

Amnesiac

Pixie

Poppy Grower

Poisoner

Innkeeper

Snake Charmer

Harpy

Lycanthrope

Legion

A
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Vortox

Sage

Damsel

Dreamer

Town Crier

Oracle

Juggler

Dawn

Leviathan
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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 Poppy Grower died today ar tonight, & is marked with the EVIL WAKES reminder;
Show the THIS 1S THE DEMON info token, then point to the Demon. Put the Minions to sleep.
Wake the Dermen, Show the THESE ARE YOUR MINIONS info token, then paint t the Miniors, Put the Demon o segy

The Paisoner choases a player, @
The Innkeeper chooses 2 players. GEE
The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.

Put the odd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Harpy chooses a player @ & then another player. @ Fut the Harpy to sleep. Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, 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. @ Deman doesn't kill tonight.

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

The Vartax chooses a player, @

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

TBD

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
Either nod or shake your head.

Give a finger signal.

Give a finger signal,

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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