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

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 taken then the Minion character taken, and give a thumbs down,
Repeat until the normal number of Minions exisk.
Put the Kazali to sleep.

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

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

Instead of the normal Minion Info and Deman Info steps, do the fallewing:
Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Pt the minions back to sheep, Wake the dhagen player. Paint to the player, & show them the 5 THE DEMON token,
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
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Wake both twins. Allow eye contact.
Show the good twin's character taken ta 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 Cerenovus token, then the madness-character token

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 MO ABILITY info token, then a not-in-play Townsfolk token
Fut the Damsel to sleep, Replace the Damszl character token with their new Townsfalk character token,

Show the Minion character token. Point to bath the MIMION and WRONG players.

Give a finger signal,

The Fortune Teller chooses 2 players, Nod if either is the Demon (or the RED HERRING),

Give a finger signal,

Paint 1o the player marked KNOW, @

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

The Ogre points to a player:
I the player is evil, flip the Ogre's token upside down,

Wait a few seconds. Gall for eyes open. £
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Check that all eyes are closed, Some Travellers & Fabled act.

The Cannibal has the ability of the most recently executed player,
They immediately learn any ‘you start knowing' information.

The Innkeeper chooses 2 players. @GOG

The Mank chooses a player. @

The Cerenovus chooses 2 player & a character, @ Put the Cerenovus to sleep, Wake the target,
Show the THIS CHARACTER SELECTED YOU taken, the Ceremovus token, then the madness-character taken

The Pit-Hag chooses a player & a character, If they chose a character that is not in play:
Put the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

If no one died today, the Zombuul 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 minions pick a player. Put them back to sleep, and then:
Wake the chosen player. Point to the player, & show them the 1S THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @
Place the DEAD token beside any living player. &

The Kazali chooses a player, @

The Assassin might chocse a player. G

If the demon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee disd,

If the Huntsman paints to a player:
Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsal, wake the Damszl, 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. .

Give a finger signal.
The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

If the player with the SEEN token died today or tonight, point to an evil player,
Move the SEEN token to the shown player. @

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