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

The Kazali paints 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 taken, and give a thumbs down.
Repeat until the normal number of Minions exist,
Fut the Kazali to sleep,

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

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token, Show 3 not-in-play good character tokens,

Flace the MIGHT 1 remindar. @
Show the Summaner 3 not-in-play characters as bluffs,

If there are 7 or maore 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.

The Courtier might choose a character, ()75

Run the Wizard's ability, if applicatie.

Wake both twins. Allow eye contact,
Shaw the good twin's character taken to the Evil Twin &vice versa,

The Witch chooses a player. @

Show the Townsfolk character token marked MAD.

Wake each Minion, Show the Damsal taken,

Show the Minion character token, Point to bath the MINION and WRONG players.

Give a finger signal.

Point to the grandchild player & show their characker token.

Point to al three players marked KNOW.

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil,)
Walke the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &
If the Mightwatchman peints at a player:
Fut the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

Wait a few seconds. Call for eyes open.

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

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this character: 5

Pixie Replace the MAD reminder with the HAS ABILITY reminder. @ X

Courtier | The Courtier might choose a character. @@
Wizard | Run the Wizards ability, if applicable.
Gambler | The Gambler chooses a player & a character. @

Witch | The Witch chooses a player. @

O night twe, place the NIGHT 2 reminder. @
On night three, place the NIGHT 3 reminder @ and wake the Summaner;
They point at a player, and to a Demon icon on the character sheet, Put the Summoner o 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 Demon to sleep.

Summoner
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Wo Dashii | The Mo Dashii choases a player. @

Vigormortis | The Vigormortis chaoses a player, @ If that player is a Minion, poison a neighboring Townsfolk. @@

Kazali | The Kazali chooses a player. @

If the Plague Doctor died, place a Minion character token in the center of the Grimoire.
Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night shest.

If the demon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,

Banshee

Damsel | TBD

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

If the Ravenkeeper died tanight, the Ravenkeeper chooses a player, Show that players character token,

Either nod or shake your head.

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

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show themn the THIS CHARACTER SELECTED YOU irfio token & the Mightwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder taken, &

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

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