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

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

Flace the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters ags bluffs.

If there are 7 or more players, wake the Demon:
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 Sailor chooses a living player. @

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep,

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widow token, Put them to sleep. Mark them with the KNOWS reminder. 8

Show a single word on a piece of paper, phone, or other device.

Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.

Point to the grandehild player & show their character token.

Point to the player marked KNOW. @

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

The Ogre points to a player:

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

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

Wait a few seconds. Call for eyes open.
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