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Place the NIGHT 1 reminder. @
Show the Summoner 3 nat-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 thumbs down.
Repeat until the normal number of Minions exist,
Put the Kazali to sleep.

Wake the appropriate number af players directly clockwise and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.

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

Wake the Deman.
Fowy e THESE CHARACTERS ARE NOT IN PLAY ey Srow 3 netingdey good chaecr thers FLE e Cirron © e o et oo e Vi Mo and D

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 tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.

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

Flace 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 them the Minion character token, and give a thumbs down.
Repeat until the normal number of Minlons exist.
Put the Kazali to sleep.

If there are 7 or more players, wake the Deman:
Shew the THESE ARE YOUR MIMIONS taken, Paint ta all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Demon tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cdd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

If the Engineer points to a Demaon or Minions on their character sheet:
Swap all appropriate character tokens with new character tokens.
Wake each evil player that changed character, show the YOU ARE info token, then their new character tokien. Put them tc
Mark the Engineer with the NO ABILITY reminder token, @

The Fearmonger picks a player:
Mark the chosen player with the FEAR reminder, @ Declare that 'The Fearmanger has chosen a player.”

Point to al three players marked KNOW,
Shaw the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players

Give a finger signal,
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