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Place the NIGHT 1 reminder. & '
Show the Summaner 3 not-in-play characters as bluffs,
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 thumkbs down.
Repeat until the normal number of Minkons exist.
Put the Kazali to sleep.

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

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

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

The Kazali paints at a player and a Minion on the character shest.
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 Minions exist,
Put the Kazali to sleep.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS tokern. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens.
Fut the Lunatic to sleep, Wake the Demon,
Show the YOU ARE info token and the Demon token.
Show the THIS PLAYER 15 info token and the Lunatic token, then point to the Lunatic.

If there are 7 or 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.

Wake the Demaon. Show them the THIS PLAYER IS 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 chosen Minion.
Shew themn the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.

The Witch chooses a player. @

Mark the Leviathan with the DAY 1 reminder, @

Poirt to the player marked KNOW. @

Show the Outsider character token. Point to both the OUTSIDER and WRONG players.
Show the Tawnsfolk character token marked MAD.

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

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

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, @

If they chose the Damsel, wake the Damsel, show the NO ABILITY info token, then a not-in-play Townsfiolk token.

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfaolk character token.

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 Summoner:
They paint at a player, and to a Deman icon on the character sheet, Put the Summaner fo sleep,
Summoner Wake the chosen player. Show the YOU ARE info token, then the Demon token.
Show the YOU ARE info taken, then give a thumbs down,
Replace their character token with the Demon token and put the new Demaon to sleep.

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

Gambler The Gambler chooses a player & a character. @

Witch |  The Witch chooses a player. @

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.
Summoner Wake the chosen player. Show the YOU ARE info token, then the Demon taken.
Show the YOU ARE info token, then give a thumkbs down,
Replace their character token with the Demon token and put the new Demon to sleep.
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A Do whatever needs to be dane to simulate the Dermon acting,
Lunatic Put the Lunatic to sleep. Wake the Demon.
Shaw the Lunatic token &paint to them, then their target(s).
Kazali | The Kazali chooses a player. @
Zombuul | 1f rno one died today, the Zombuul chooses a player. &
No Dashii | The No Dashii chooses a player. @

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

Sweetheart If the Sweetheart died, a player became drunk immediately, fl you haven't done this yet, do so now, @

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: :
Replace the MAD reminder with the HAS ABILITY reminder. & ’

Pixie

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.

Farmer

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

I the number of dead players is equal ta or excesds the number of alive players:
! Wake the King. Show one alive character token. Put the King to sleep.
r-‘l 3 A
5 f the player with the SEEN i i i il pl
7~/ Bounty Hunter If the player with the token died today or tonight, point to an evil player,
4al h" Move the SEEN token to the shown player. @

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO 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.

Huntsman

Wait a few seconds. Call for eyes open & immediately s.a'f}wl'v:l died.
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