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Dusle | 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.
Kazali 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 fo sleep,

Wake the Boffin and the Demon.
Boffin Showy the THIS CHARACTER SELECTED YOU info token, then the Boffin token, then the good character token.
Place this second character token by the Demon character token.

Yareahahhle Write a phrase down so that the Yaggababble can read it.
. Show the Yaggababble the phrase,

Minion Info If there are 7 or more playvers, wake all Minions:
Show the THIS 15 THE DEMON token. Peint to the Deman,

Snitch Repeat the fallowing process for each Minion:
- Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.
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Place the NIGHT 1 reminder. @

Summon :
g . Show the Summoner 3 nat-in-play characters as blufis.

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

King Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

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

Instead of the normal Minion Info and Deman Info steps, do the fallowing:

¥l Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:

Pt the minions back to sleep, Wake the chosen player, Point o the player, & show them the IS THE DEMON token,
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

Washerwoman Show the Tawnsfalk character taken. Point to both the TOWNSFOLK and WRONG players.
Librarian Show the Outsider character token. Paint to both the QUTSIDER and WRONG players.
Chef Give a finger signal.
Butler | The Butler chooses a player. @

Knight |  point to the two players marked KNOW. @@

: Wake any player with a Townsfolk character:
¥y ‘@’"{?}' Bounty Hunter Show them the YOU ARE token, & a thumnbs dawn. Put them back to sleep.

} 9 Turn their token upside-down. (This shows they are evil.)
VWake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, &

;:-.'. S0F High Priestess |  Ppoint to the player whom you most think the High Prisstess should speak with tomorrow.

General If you believe that the evil team is winning, give a thumbs down.

% If you believe that the good team is winning, give a thumbs up.
If you don't kriow which team is winning, give a thumbs to the side.

Dawn Wait a few seconds. Call for eyes open.

Leviathan |  Mark the Leviathan with the DAY 1 remindsr. @
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