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

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Boffin foken, then the good character token,
Place this second character token by the Daman character token.

The Philosopher might choose a character. If necessary, swap their character token. @

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

If there are 7 or more players, wake the Deman:
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,

If the Engineer points to @ Deman or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed characker, show the YOU ARE info token, then their new character foken. Put them fc
Mark the Engineer with the NO ABILITY reminder token. @&

Add the NIGHT reminder token that matches the current night. &

On the night that equals the number of Oulsiders in play when the game began:
Add the X reminder to the Grimaire, 8 Remove it the following dusk.

The Pukka chooses a player. &

Wake each Minion. Show the Damse| taken,

Give a finger signal,

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

Show the Grimoire to the Spy for as long as they need.

Give a finger signal,

Wait a few seconds, Call for eyes open.
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