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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-in-play characters as bluffs.

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

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

Place the NIGHT 1 reminder. @
Shaw the Summaner 3 nat-in-play characters as bluffs,

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

Waka the Demon. Show them the THIS PLAYER 1S info token, then the King token, then point at the King player.

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

Add the MIGHT reminder token that matches the current night. @
On the night that equals the number of Qutsiders in play when the game began:
Add the X reminder to the Grimoaire. @ Remove it the following dusk.
Shaw the character tokens of al in-play Outsiders,
Point to the two players marked KNOW. 8@
Show the Townsfolk character token. Point to both the TOWNSFOLK and WRONG players.
Show the Cutsider character token. Point to both the QUTSIDER and WRONG players.
Give a finger signal.
Give a finger signal.
Paint to the player whom you most think the High Priestess should speak with tomorrow,

The Butler chocses a player, @

The Chambermaid chooses 2 living players. Give a finger signal.

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down,

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

On the third night, wake the Summaner;

They point at a player, and to a Demon 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 Demaon token and put the new Demaon to sleep.

The Preacher chooses a player. If they choose a Minion:
Put a PREACHED reminder token next to that Minian, Wake the chasen Minion,

Show them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleep.

Acdd the MIGHT reminder token that matches the current night. &
On the night that equals the number of Outsiders in play when the game began:
Aeld the X reminder to the Grimaoire. @ Remaove it the follewing dusk.

The Fit-Hag chooses a player & a character. If they chose a character that is not in play:

Put the Pit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token,

Un the third night, wake the Summoner:

They point at a player, and to a Deman icon on the character sheet, Put the Summaoner 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 Demon to sleep.

The No Dashii chooses a player. @

The Imp chooses a player. @ If the Imp chose themselves:
Replace 1 alive Minion token with a spare Imp token,
Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token.

The Ojo paints ta a role, If a player has that role, they die. @
If the role is out of play, the Storyteller chooses any number of players that die. @

If an Outsicer died taday, the Godfather chooses a player, @

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

Give a finger signal.
Point to the player whom you most think the High Priestess should speak with tomorrow.

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 a player was executed today, show their character token,
The Butler chooses a player, &
The Chambermaid chooses 2 living players, Give a finger signal,

Wait a few seconds, Call for eyes open & immediately say wha died,
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