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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 Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. 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 ar more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint 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. @

The Courtier might choose a character. B3

The Organ Grinder either nods or shakes their head:
If they mod their head, mark them with the DRUNK reminder. &
If they shake their head, remove their DRUNK reminder.

The Fearmonger picks a player.
Mark the chosen player with the FEAR reminder. @ Declare that “The Fearmanger has chosen a player.

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

Point to the player marked KNOW. @

Point to a player (alive or dead),
Place the SEEN token next to the shown player. @

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

Show the Grimoire to the Spy for as long as they need.

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side,

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

The Cannibal has the ability of the most recently executed player.
They immediately learn amy ‘you start knowing' information.

The Sailor chooses a living player. @

The Courtier might choose a character. &

The Mank chooses a player. @

The Organ Grinder either nods or shakes their head
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remaove their DRUNK reminder.

The Fearmonger picks a plaver. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

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

The Mo Dashii chooses a player. @

The Lord of Typhon chooses a plaver, &

The Vigormortis chooses a player, @ If that player is a Minion, poison a neighbaring Townsfalk, 8@

If the Gessip is due to kill 2 player, they die. @

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

Point to a player (alive or dead) with a different role type from the player with the SEEN token.
Place the SEEN token neat to the shown player. @

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

Show the Grimeire to the Spy for as long as they need.

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you dont know which team is winning, give a thumbs to the side,

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