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

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

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

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

Place the MIGHT 1 reminder. &
Show the Summaner 3 not-in-play characters as biuffs,

If there are 7 ar more players, wake the Deman:
Sho the THESE ARE YOUR MIMIONS token. Point to all Minions.
Shaw the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character fokens.
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Run the Wizard's ability, if applicable.

The Snake Charmer chooses a player. If they chose the Demon:

Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon takens.
Snake Charmer Put the odd Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

Godfather | Show the character tokens of all in-play Outsiders.

The Pukka chooses a player, @

Shaw the Townsfalk character token marked MAD.

Fortune Teller | The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

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

Paint your finger horizontally in the direction of the closest evil player.

ugenja
Shugen; If the two closest evil players are equidistant, peint your finger horizantally in either direction,

Wake any player with a Townsfolk character:

» Bounty Hunter Show them the YOU ARE token, & a thumbs down. Put them back to sleep.

ty 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, &

Mathematician | Give a finger signal.

Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.
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If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this character: :
Replace the MAD reminder with the HAS ABILITY reminder, @ E

Run the Wizard's ability, if applicable.

The Snake Charmer chooses a player, If they chose the Deman;
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. &

On night twa, place the NIGHT 2 raminder. &
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Deman icon on the character sheet, Put the Summaner to sleep,
Wake the chosen player. Show the YOU ARE infa 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 Deman to sleep.

Summoner

Pukka | The Pukka chooses a player, @ The previously poisoned player dies then becomes healthy, @
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INo Dashii | The Mo Dashii chooses a player. @

* !"‘- Lord 'DfT'!r'PhDﬂ The Lord of Typhon chooses a player. &
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Vigormortis | The Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. @@

Godfather | 1f an Outsider died today, the Godfather 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 anather character of the same type as their current character
Hatter 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,
Fut them to sleep. Remove the TEA PARTY TONIGHT raminder.
Change each player to the character they chose.

Choirboy | It the Demon killed the King, wake the Chairboy. Point to the Deman player.
Fortune Teller | The Fortune Teller chooses 2 players. Mod if either is the Demaon (or the RED HERRING).

Jugglf:r Give a finger signal.

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

r Bountv Hunte If the player with the SEEN token died today or tonight, point to an evil player,
' P Move the SEEN token to the shown player. @

Mathematician | Give a finger signal.

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




