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

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

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Deman;
Show the THESE ARE YOUR MINIONS taken. Faint to all Minions.
Showr the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remove it the following dusk.

The Poisoner chooses a player. &

Show the Grimeire for as long a5 the Widow needs.

The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow ta sleep.
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. &
The Pukka chooses a player. @

Wake each Minion. Show the Damsel taken,

Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.
Show the Dutsider character token. Point to both the OQUTSIDER and WRONG players.
Show the Minion character token. Point to both the MINION and WRONG players,

Give a finger signal.

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING),
The Butler chooses a player. €

Give a finger signal,

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

Biinibal The Cannibal has the ability of the maost recently executed player.,
They immediately learn any ‘you start knowing information.

Acdd the MIGHT reminder token that matches the current night. &
Xaan On the night that equals the number of Ouisiders in play when the game began:
Ald the X reminder to the Grimaire. @ Remaove it the follewing dusk.

\ K Poisoner | The Paiscner chooses a player. @

Monk The Maonk chooses a player. @
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Pulkka The Fukka chooses a player. @ The previously poisoned player dies then becomes healthy. @
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The Fang Gu choases a player. @ If they chase an Qutsider (once only):
Fﬂﬂg Gu Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @
Lord Of T}'phml The Lord of Typhon chooses a player. @
Damsel | TBD
RHVE‘-ﬂkﬂf‘pﬂ‘ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.

Empath | Give a finger signal.

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

Butler | The Butler chooses a player, &
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Dawn Wait a few seconds, Call for eyes open & immediately say whao died,

{

B/
&

Leviathan | Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, @
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