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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

Show the YOU ARE info token then the character token of a not-in-play Minion. Fut the Alchemist to sleep.
Mark the Alchemist with the IS THE ALCHEMIST token, & Swap the Alchemist taken with this Minion token,
Turn the Minion token upside-down. (This shows they are still good.).

Write a phrase down so that the Yaggababble can read it.
Show the Yaggababble the phrase.

If there are 7 ar 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 Lunatic:
Shiow the THESE ARE YOUR MINIONS tokern. Point o any players.
Show the THESE CHARACTERS ARE NOT IM PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic taken, then paint to the Lunatic.

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

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

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

Show the character tokens of all in-play Outsiders,

The Fearmonger picks a player:
Mark the chesen player with the FEAR reminder, @ Declare that "The Fearmonger has chosen a player.”

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token. &
If they chess the Damsal, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsiolk token,
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

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

Foint to a player (alive or dead).
Flace the SEEM token next to the shown player. @

Wake any Village |diot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idiats have acted.

Wake any plaver with a Tawnsfolk character.
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their taken upside-down. (This shows they are evil.)
Wake the Bounty Hunter, point to an evil player. Flace the SEEN token beside the shown player. &

Wait a few seconds, Call for eyes open.
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Dusk | 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:

Amnesiac Poisoners, Protectors, Killers, Infarmation

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

The Preacher chooses a player, If they choose a Minion:
Preacher Put a PREACHED reminder token next to that Minion. Wake the chosen Minion,
Shew themn the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

Innkeeper | The Innkeeper chooses 2 players. DGO

Pit—l—lag The Pit-Hag chooses a player & a character, If they chose a character that is not in play:
Fut the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:

Fearmonger
& Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”
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Do whatever needs to be dane to simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Shaw the Lunatic token &point to them, then their targets).

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

; ¥ The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fang Gu Replace the Qutsider 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, @

Lleech | The Lisech chooses a player. Mark them with the DEAD token, &

Ya babble Far each time the Yaggababble publicly said their phrase:
B&a You may place a DEAD token next to a living player. @

Godfather If an Outsider died today, the Godfather chooses a player. @&

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&

It the Huntsman paints to a player:
Fut them to sleep. Mark them with the NO ABILITY token, &
If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Huntsman

Moonchild If the Moonchild is due to kill 2 good player, they die. &

Point to a player (alive or dead) with a different role type from the player with the SEEM token.

Balloonist Place the SEEM token next to the shown player. @

Villaze 1diot Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

: If the player with the SEEN token died today or tonight, paint to an evil player,
W Bounty Hunter Move the SEEN token to the shown player. @

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