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

The Kazali paints 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 Boffin and the Demaon.
Shew the THIS CHARACTER SELECTED YOU info token, then the Beoffin token, then the good character token,
Place this second character token by the Demon character token.

If there are 7 or more players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or more plavers, wake the Lunatic:
Show the THESE ARE YOUR MIMIONS token. Point to any players.
Shew the THESE CHARACTERS ARE MNOT IN PLAY token, Shaw 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info taken and the Deman token,
Show the THIS PLAYER IS info token and the Lunatic token, then paint to the Lunatic.
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Place the MIGHT 1 reminder. &
Show the Summoner 3 nat-in-play characters as bluffs.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Foint to all Minions.
Shaw the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,
The Sailor chooses a living player. @
The Witch chooses a player. @
Ill‘r’ﬂﬂ'liigﬂfﬂl‘ Show the Minion character token. Point to both the MINION and WRONG players.

Grandmother Point to the grandehild player & show their character token.

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

Point your finger harizontally in the direction of the closest evil player.

Shugenja
gen) If the two closest evil players are equidistant, peint your finger horizontally in either direction.

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

Wait a few seconds. Call for eyes open.

Leviathan Mark the Leviathan with the DAY 1 remindzr, @
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Check that all eyes are closed. Some Travellers & Fabled act.

The Sailor chocses a living player. @

The Witch chooses a player. @

On night two, place the NIGHT 2 reminder. @
On night three, place the NIGHT 2 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summeaner ko sleep,
Wake the chosen player. Show the YOU ARE info token, then the Demon taken.
Show the YOU ARE info token, then give a thumbs down,
Replace their character token with the Demon token and put the new Deman to sleep,
Do whatever nesds to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their targetis),

The Mo Dashii chooses a player. @

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player
sk "Do you choose to live?™ They nod or shake their head. Put them to shesp. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose dis,
If all three are alive (none have a shroud), add a shroud to all thres,

The Kazali chooses a player. @

If the Hatter died, wake the Minions and Deman;
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character
If a second player would end up with the same character as anather player:
Shake your head no and gesture for them to choose again.
Put them to sleap. Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.

If the Plague Doctor died, place a Minion character token in the center of the Grimaire,
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Derman killed the King, wake the Choirboy. Point to the Demon player.

If the prandchild was killed by the Demon, the Grandmother dies too. @

If a player was executed today, show their character token.

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

Give a finger signal.

Give a finger signal.

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

Wait a few seconds, Call for eves open & immediately say who died,

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