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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:
Poisaners, Protectors, Killers, Information

The Kazali paints at a player and a Minian on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep,

If there are 7 or more plavers, wake all Minions:
Shew the THIS 1S THE DEMON token, Point to the Deman.

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.

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

The Lleech picks a player, Mark them with the POISONED token. @

Wake both twins. Allow eve contact,
Show the good twin's character token to the Evil Twin Svice versa.

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

Show a single word on a piece of paper, phone, or other device.

The Pukka chooses a player. @

Show the Townsfolk character token marked MAD.

Give a finger signal,

The Fortune Teller chooses 2 players, Mod if either 15 the Demon (or the RED HERRING).

Give a finger signal.

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

Point to the player whom you most think the High Priestess should speak with tomorrow.

Give a finger signal.

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, @
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Drusle | Check that all eyes are closed. Some Travellers & Fabled act.

This ability should oecur at the appropriate time in the right order. Abilities are usually ordered:

Amnesiac Paisaners, Protectors, Killers, Information

Cannibal The Cannibal has the ability of the most recently executed player,
They immediately learn any ‘you start knowing' information.

Pixie 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. @

The Preacher chooses a player, If they choose a Minian:

Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,

Shewy them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minian back to sleep,

The Cerenovus choases 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
If a player is marked with the TURNS EVIL reminder:
Mezephe[f:s Wake them. Show the YOU ARE info token then give a thumbs down. Put them to sleep.

Turn their character token upside down. (This shows they are now evil.}
Mark the Mezepheles with the NO ABILITY reminder. &

Pukka The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &
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Lleech | The Lisech chooses a player. Mark them with the DEAD token, &

Kazali | The Kazali chooses a player. @

If the Hatter died, wake the Minicns and Demon:
Show them the THIS CHARACTER SELECTED YOU info foken, then the Hatter token
Each player may point to another character of the same type as their current character.
Hatter If a second player would end up with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder.
Change each player to the character they chose,

Moonchild | if the Moonchild is due to kill a good player, they die. @
Raven keepﬁ'-l‘ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.
Em p"’llh Give a finger signal.

Fortune Teller | The Fortune Teller chooses 2 players. Med if either is the Demon (or the RED HERRING).

Dreamer | The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
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Town Crier |  Either nod or shake your head,
Juggler Give a finger signal.
Sc#F High Priestess | Point to the player whom you most think the High Priestess should speak with tomorrow,
3 '.. & Mathematician | Give a finger signal.
Dawn | Wait a few seconds, Call for eyes open & immediately say wha died.

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