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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

~ Summoner

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs dawn,
Replace these players’ good character tokens with these Minion tokens and put these playvers to sleep.
Then, da the Minion Info and Deman Info steps as normal,

Check that all eyes are closed. Some Travellers & Fabled act.

Ya babble Write a phrase down 3o that the Yaggababble can read it.
BE4 Show the Yaggababble the phrase,

!' Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
: Lord Of Tvphon Show each of these players a unigue Minion token, and give a thumbs down.

d G P Replace these players’ good character tokens with these Minion tokens and put these players to sleep

el Then, da the Minion Infa and Demon Info steps as normal.
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If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON taken. Point to the Derman.

Place the NIGHT 1 reminder. @

Summoner Show the Summoner 3 nat-in-play characters as blufis.

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

Lycanthrope | Place the FAUX PAW reminder @ next to a good player.

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with 2 POISONED reminder. @ Put the Widow to sleep
Wake any pood player. Shew them the Widaw token, Put them to sleep. Mark them with the KNOWS reminder. &

The Witch chooses a player. @

Point to the player marked KNOW. @

Knight |  Point to the two players marked KNOW. @@

Clockmaker | Give a finger signal.

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

If the Huntsman points to a player:

Put them to sheep. Mark them with the NO ABILITY token, &

If they chese the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token,

Huntsman

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

On the third night, wake the Summaoner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep.
Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Demon to sleep.

The Innkeeper chooses 2 players, 886

The Witch chooses a player. @
The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.
On the third night, wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon token.

Show the YOU ARE info token, then give a thumbs down,
Regplace their character token with the Demon token and put the new Deman to sleep.

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Demaon:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder, @ Demon doesn't kill tonight.

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a lving player. @

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Tawnsfalk. GG

The Vartox chooses a player, @

The Lord of Typhon chooses a player. &

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. €

The Professor might choose a dead player. @@

If the Hatter died, wake the Minions and Deman:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
If a second player would end up with the same character as anather 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.

If the Deman killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demen,

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

Give a finger signal,

If the Huntsman points to a player:
Put them to sheep, Mark them with the NO ABILITY token, &

If they chese the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.!

Put the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token,

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