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© Wake the appropriate number of players direetly clockwise and counte clockvis from the Lord of T:;f;ﬂn:""
Show each of these players a unigue Minion token, and give a thumbs down. N
Replace these players’ good character tokens with these Minion takens and put these players ta sleep. -
Then, da the Minion Info and Demon Info steps as normal.

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

Show the YOU ARE info token then the character token of a not-in-play Minian, Put the Alchemist to sleep. |
Alchemist | Mark the Alchemist with the I$ THE ALCHEMIST token, @ Swap the Alchemist token with this Minion token.,
Turn the Minian token upside-down, (This shaws they are still good.).

If there are 7 or more players, instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Shaw the THIS 1S THE DEMON token. Point to the Demon & the Magician.
Put the Minions to sleep. Wake the Demaon,
Show the THESE ARE YOUR MINIONS taken. Peint to al Minions &the Magician,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

Write a phrase down so that the Yaggababble can read it.
Show the Yaggababble the phrase.
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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,
Then, da the Minion Infa and Deman Info steps as normal.

If there are 7 ar more players, wake all Minions:
Show the THIS 1S THE DEMON token. Foint to the Deman.

If there are 7 or more players, wake the Deman:
Sher the THESE ARE YOUR MIMIONS taken. Paint 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 a Demon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens
Wake aach el player that changed character, show the YOU ARE info token, then their new character tokin. Put them t
Mark the Engineer with the NO ABILITY reminder token. @

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 good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder.

The Devil's Advocate chooses a living player. @

Pulkka | The Pukka chooses a player, @

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

Fortune Teller | The Fortune Teller chocses 2 players. Mod if either is the Demaon (or the RED HERRING).

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs dewn. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shawn player, @&

{//r Bounty Hunter

Wait a few seconds. Call for eyes open.
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Engineer

Gambler

?‘ Lord Of Typhon

Assassin

Moonchild

Undertaker

Juggler

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

The Mank chooses a player. &

If the Engineer points to a Demaon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed character, show the YOU ARE info token, then their new character token. F'utlm'ntc
Mark the Engineer with the NO ABILITY reminder token, @

The Gambler chooses a player & a character. @

The Devil's Advocate chooses a living player, @

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

The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy, @

The Vaortox chooses a player. @

The Lord of Typhon chooses a player. @

The Assassin might choase a player, @@

If the Moanchild is due to kill a pood playver, they die. &

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

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

Give a finger signal.

If a player was executed today, show their character token.

Give a finger signal.

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