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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 there are 7 or more players, wake all Minions:
Show the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or mare players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS token. Point to any players,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info taken and the Deman token,
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

If there are 7 or more players, wake the Demon:
Show the THESE ARE YOUR MINIONS taken, Point 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 @ Demon or Minians an their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each el 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. @

Instead of the normal Minion Info and Demon Info steps, do the follewing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Put the minlons back to sleep, Wake the chasen player. Point to the player, & show them the S THE DEMON token, | |

Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @

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

Show the Minion character token, Point to both the MINION and WRONG players,

Give a finger signal.

Point to al three players marked KNOW.

Wake any player with a Townsfolk character:

Show them the YOU ARE token, & a thumbs down. Put them back to sleep.

Turn their token upside-down. (This shows they are evil.}
Wake the Bounty Hunter, point to an evil player. Flace the SEEN token beside the shown player. &

Paint to the player whom you most think the High Priestess should speak with tamorrow,

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

Wait a few seconds. Call for eyes open.

Declare that the Vizier is in play, and which player it is,
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k that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually orderad:
Poisoners, Protectors, Killers, Information

‘ The Cannibal has the ability of the mast recently executed player.

Cannibal They immediately learn any ‘you start knowing' information.

If the Engineer points to a Demon or Minions an their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each el player that changed characier, show the YOU ARE info token, then their new character token, Put them i
Mark the Engineer with the NO ABILITY reminder token. @

Engineer

The Innkeeper chooses 2 players. G

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

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

The Pit-Hag chooses a player & a character. If they chase a character that is not in play:
Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.
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Do whatever needs io be done to simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targel(s).

Zombuul | I no one died today, the Zombuul chooses a player, 8

The Fang Gu choases a player, @ If they chase an Outsider (once only):
Replace the Dutsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

The Vartax chooses a player, @

The minions pick a player. Put them back to sleep, and then:

Ll Monsta Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them, @

Place the DEAD token beside any living player. @

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @
Tinker | The Tinker might die. @
Empath | Give a finger signal.

Town Crier | Either nod or shake your head.

Give a finger signal.

If the player with the SEEM token died today or tonight, point to an el player.
Move the SEEN token to the shown player. @

Paint to the player whom you most think the High Priestess should speak with tamorraw.
The Chambermaid chooses 2 living players. Give a finger signal.

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




