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* The Kazali points at a player and 3 Minion on the character sheet,

Replace their old character taken 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 Minlons exist.

Put the Kazali to sleep.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs daown.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep,
Thin, da the Minion Infa and Demon Info steps as nofmal.

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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Loed of Typhon:
Shiow each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.

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

The Kazali points at a player and a Minion on the character sheet,
Regplace their ald character token with the Minion token, Wake the player.
Show them the You Are info token them the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleep.

If there are 7 ar mare players, wake the Deman:
Show the THESE ARE YOUR MIMIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character fokens.

The Snake Charmer chooses a plaver, 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 to sleep, Wake the old Deman,
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Witch chooses a player. @

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 taken

Point to al three players marked KNOW.

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

Point your finger horizontally in the direction of the closest evil player.
If the two closest evil players are equidistant, point your finger horizontally in either direction.

Show the Townsfolk character token marked MAD.

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

Point to a player (alive or dead),
Place the SEEN token next to the shown player. @

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

The Seamstress might choose 2 players. Mod or shake your head. @&
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Check that all eyes are closed. Some Travellers & Fabled act.

The Snake Charmer chooses a player. If they chose the Demon:

Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens.
Snake Charmer Put the odd Snake Charmer to sleep. Wake the ald Dermon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Mank chooses a player. @

Witch | The Witch chooses a player. @

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

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

The Kazali chooses a player, @
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If no one died today, the Zombuul chooses a player. &

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. GG

The Lord of Typhon chooses a player. @

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 deman killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died.

Banshee

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

f Point to a player (alive or dead) with a different role type from the player with the SEEM token.
Balloonist Place the SEEN token next to the shown player. @

Willasddiot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down.
B¢ Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

Give a finger signal.

Seamstress The Seamstress might choose 2 players, Nod or shake your head, @

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




