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

The Sailor chooses a living player. @

If the Engineer peints to a Demon 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 foken, then their new character token. Put them 1o
Mark the Engineer with the NO ABILITY reminder token, @

The Preacher chooses a player, If they choose a Minian;
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Show them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

The Mank chooses a player. @

The Lycanthrape points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Demaon doesn't kill tonight.

If no one died today, the Zombuul chooses a player, €&

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

The minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them, @
Place the DEAD token beside any living player. @

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

If the grandechild was killed by the Demon, the Grandmother dies too. @

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

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

The Butler chooses a player. &

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

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