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Replac! their old character taken wllh Ih!- Minion token. Wake the pla'yer
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number af Minlons exist.
Put the Kazali to sleep.

Wake the appropriate number of players directly clockwise and counter-clackwise from the Lord of Typhan:
Shiow each of these players a unigue Minion token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Infa and Deman Infa steps as nofmal.

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

This ability should occur at the appropriate time in the night order. Abilities are usually ardered:
Poisoners, Protectors, Killers, Infarmation

Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Mark the Alchemist with the IS THE ALCHEMIST token. @ Swap the Alchemist taken with this Minion taksn,
Turn the Minion token upside-dewn. (This shaws they are still good.).

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

If there are 7 or more players, wake all Minicns:
Show the THIS 1S THE DEMON token. Point to the Deman.

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.

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

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

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 old Snake Charmer to sleep, Wake the old Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

If the Engineer points to a Deman or Minians an their character sheet;
Swap all appropriate character tokens with new character tokens.
Wake each el player that changed characier, show the YOU ARE info token, then their new character foken, Put them e
Mark the Engineer with the NO ABILITY reminder token. @

Wake both twins, Allow eye contact,
Show the good twin's character token to the Evil Twin &vice versa.

The Cerenovus chooses a player & a character, @ Put the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerencivus token, then the madness-character token

Show a single word on a piece of paper, phone, or other device,

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

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irifio token & the Mighbwatchrman token,
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @

If the Huntsman points to a player:
Put them to sleep, Mark them with the NO ABILITY token, &
If they cheee the Damsal, wake the Damsel, show the MO ABILITY info token, then a mot-in-play Townsfolk token,
Put the Damsel to sleep. Replace the Damszl character token with their new Townsfalk character token.

Wake each Mimion. Show the Damsel token.
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Theck that all eyes are closed, Some THNElIGfe & Fibled act

This ability should accur at the appropriate time in the night order. Abilities are usually ardered:
Poisoners, Protectors, Killers, Infarmation

The Cannibal has the ability of the mast recently executed player.
They immediately learn any ‘you start knowing' information.
The Preacher chooses a player. If they choose a Minion:

Put a PREACHED reminder token next to that Minion, Wake the chosen Minion,
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token. Put the Minion back to sleap.

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 old Snake Charmer to sleep. Wake the old Deman
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

If the Engineer points to @ Deman 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 foken, then their new character ioken. Put them 1
Mark the Engineer with the NO ABILITY reminder token, @

The Cerenowvus chooses a player & a character, @ Put the Cerenovus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU taken, the Cerenovus token, then the madness-character taken

If a player is marked with the TURNS EVIL reminder;
Wake them. Show the YOU ARE infio token then give a thumbs down. Put them to sleep.
Turn their character token upside down, (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &
The Exorcist chooses a player. @ Put the Exoreist to sleep. If the Exoreist chose the Deman:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Excecist tokens. Point to the Exorcist,

The Kazali chooses a player. @

The Fang Gu chooses a player. & If they chose an Outsider (once only):
Replace the Outsider token with the spare Fang Gu token, Put the Fang Gu to sleep. Wake the target,
Show the YOU ARE and Fang Gu tokens & give a thumbs-down. @

The Lord of Typhon chooses a player. @&

The Al-Hadikhia points 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.
Ask "Do you choose to live?™ They nod or shake their head. Put them to sheep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three,

If the Plague Dector died, place a Minion character token in the center of the Grimoire.

Mark this with the STORYTELLER ABILITY reminder, If applicable, add a token to the night shest
If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens
If the Dermaon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

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 another player
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TONIGHT reminder,
Change each player to the character they chose.
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.
If the deman killed the Banshee tonight, place the HAS ABILITY token. @&
Publicly announce that the Banshee died,

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

If the Mightwatchman points at a player:
Put the Nightwatchman to sleep,
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfio token & the Mightwaitchman token.
Paint to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @

If the Huntsman points to a player:
Fut 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.

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