Minion Info

Summoner

Demon Info

Snake Charmer

Evil Twin

Cerenovus

Empath

Fortune Teller

Grandmother

Dreamer

Chambermaid

Mathematician

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

Wake the appropriate number of players directly clackwise and counter-clockwise fram the Lord of Typhan:
Show each of these players a unigque Minion token, and give a thumbs down.
Replace thess players’ good character tokens with these Minion tokens and put these players to sleep,
Then, dao the Minion Info and Demon Info steps as normal.

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

Place the MIGHT 1 reminder. &
Show the Summaner 3 not-in-play characters as biuffs,

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

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,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

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

The Cerencvus 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 |

Wake each Minion. Show the Damssl taken,

Give a finger signal.

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

Point to the grandchild player & show their character token.

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

The Chambermaid chooses 2 living players. Give a finger signal.

Give a finger signal.

Wait a few seconds. Call for eyes open.
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Dusk A
Snake Charmer

Cerenovus
Summoner

No Dashii

Sweetheart
Sage

Damsel
Grandmother

Empath

Dreamer
Town Crier
Oracle

Juggler
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Check that all eyes are closed. Some Trmllerﬁ & Fabled act.

The Snake Charrmer chooses a plaver, If they chose the Deman:
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the cld Snake Charmer to slesp, Wake the old Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

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

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They paint at a player, and to a Deman icon on the character sheet. Put the Summaner fo 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 Deman to sleep.
The No Dashii chooses a player. @
The Vortox chooses a player. @
The Lord of Typhon chooses a player. @

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

If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Deman chose 2 players, wake one at a time_ Show the YOU ARE token & their new character token.

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

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.

If the grandchild was killed by the Demon, the Grandmather dies too. @

Give a finger signal.

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

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

Either nod ar shake your haad,

Give a finger signal.

Give a finger signal.

The Chambermaid choases 2 living players. Give a finger signal.

Give a finger signal,

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