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

This ability should oceur at the appropriate time in the night arder. Abilities are usually ordersd:
Poisoners, Protectars, Killers, Information

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

The Kazali points at a player and a Minion on the character sheet.
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep.

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

Flace the NIGHT 1 reminder. &
Show the Summaoner 3 not-in-play characters as bluffs,

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

Show the THESE ARE YOUR MINIONS token. Point o all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

King Wake the Demon. Show themn the THIS PLAYER IS info token, then the King token, then point at the King player.
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The Preacher chooses a player. If they choose a Mirion:
Preacher Put 2 PREACHED reminder token next to that Minion. Wake the chasen Minion,
Shew themn the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

Godfather | Show the character tokens of all in-play Outsiders,

Pukka The Pukka chooses a player, @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NQ ABILITY token. &
If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk character token.

Show the Tawnsfalk character taken. Point to both the TOWNSFOLK and WRONG players.

The Butler chooses a player, @&

Point to the grandchild player & show their character token.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thurnbs down, Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint ta an evil player, Place the SEEN token beside the shown player, 8

The Ogre points 1o a player:

Ogre
& If the player is evil, flip the Ogre's token upside down,

High Priestess Point to the player whom you most think the High Priestess should speak with tomorrow.

Dawn | Wait a few seconds. Call for eyes open.
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Check that all eyes are closed, Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectars, Killers, Information

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

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

The Pit-Hag chooses a player & a character, If they chase a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

On night two, place the NIGHT 2 reminder. @
On night three, place the MIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet. Put the Summoner to 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 Pukka chooses a player. @ The previously poisoned player dies then bacomes healthy. €

The Fang Gu chooses a player. @ If they chose an OQutsider (once only):
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, @

The Lord of Typhon chooses a player, @

The Kazali chooses a player, @

If an Outsider died today, the Godfather chooses a player. @&

If the Huntsman points to a player:
Put them to sleep. Mark them with the NG ABILITY token, &
If they cheee the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token.
Put the Damsel to slesp. Replace the Damsel character token with their new Townsfalk character token.

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

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token,

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

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

The Butler chooses a player, @

Point to the player whom you most think the High Priestess should speak with tomorrow.

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