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Check that all eyes are closed, Some Travellers & Fabled act.
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Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhaon:
Show each of these players a unigue Minion token, and give a thumbs down,
Replace these players’ good character tokens with these Minion tokiens and put these players to sleep.
Then, do the Minion Info and Deman Info steps as normal,

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

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

Acid the MIGHT remincler token that matches the current night. @&
Xaan On the night that equals the number of Outsiders in play when the game began:
Aeld the X reminder to the Grimaire, @ Remave it the following dusk.

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep
Wake any good player. Show them the Wideow token. Put them to sleep. Mark them with the KNOWS reminder. &
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The Devil's Advocate chooses a living player, &

Show the Tawnsfolk character token marked MAD.

If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, @&
If they chose the Damsal, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
Fut the Damsel to sleep, Replace the Damsel character token with their new Townsfolk character token.

Huntsman

Librarian Show the Outsider character token. Point to both the QOUTSIDER and WRONG players.

Chef | Give a finger signal.

Empath | Give a finger signal,

Butler | The Butler chooses a player, @&

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

SP’? Show the Grimoire to the Spy for as long as they need.

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

Dawn | Wait a few seconds. Call for eyes open.

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

If the Townsfolk marked MAD died, & the Fixie player has been sufficiently mad that they were this character: ©
Replace the MAD reminder with the HAS ABILITY reminder. &

Addd the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders In play when the game began;
Add the X reminder to the Grimoire. @ Remove it the following dusk.
The Mank chooses a player. @
The Devil's Advocate chooses a living player, &
You may decide a player that dies. (Once per living Legion) &
The Lord of Typhon chooses a player, &
The Vigormortis chooses a player, @ IF that player is a Minion, poison a neighbaring Townsfalk, ©@
If the Demaon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon.
If the Demon killed the King, wake the Chairboy. Point to the Deman player
If the Huntsman points to a player:
Put them to sleep. Mark them with the NO ABILITY token, &
If they chose the Damsal, wake the Damsel, show the MO 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,
Either nod or shake your head.
Give a finger signal.
The Butler chooses a player. €
Shaw the Grimoire to the Spy for as long as they need,
Wait a few seconds. Call for eyes open & immediately say who died.

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