r.‘h" T A

T dih

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

The Philosapher might choose a character. If necessary, swap their character token. @

: Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep. |
Alchemist Mark the Alchemist with the 1S THE ALCHEMIST token, & Swap the Alchemist token with this Minion token, ||
Turn the Minion token upside-down. (This shows they are still good.).

ababhle Write a phrase down 5o that the Yaggababble can read it.
Yagg b Shaw the Yaggababble the phrase,

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token, Point to the Deman,
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4 : If there are 7 or more players, wake the Deman:
3 Demon Info Show the THESE ARE YOUR MINIONS token. Foint to all Minions.
s Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

Add the NIGHT 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 Grimaire, @ Remove it the fallowing dusk.

Poisoner The Poisoner chooses a player. @

Show the Grimuoire for as lang as the Widow needs,
The Widow picks a player. Mark that player with a POISONED remindar. @ Put the Widow to sleap.
Wake any good player, Show them the Widow token, Put them to sleep, Mark them with the KNOWS reminder, @

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

Point to al three players marked KNOW.

Give a finger signal,

Point to a player (alive or dead).
Place the SEEMN token next to the shown player. §

Wake amy player with a Townsfolk 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. @

Chambermaid | The Chambermaid chooses 2 living players. Give a finger signal,

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




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

The Philosapher might choose a character. If necessary, swap their character token. @

Acdd the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Ald the X reminder to the Grimaoire. @ Remaove it the follewing dusk.

Poisoner | The Poisoner chooses a player. @

Far each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player, @

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
Fﬂﬂg Gu 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, @
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Mo Dashii The Mo Dashii chooses a player.

legiun You may decide a player that dies. (Once per living Legion) &

Choirboy | i the Demon killed the King, wake the Cheirboy. Point to the Demon player.

If the deman killed the Banshee tonight, place the HAS ABILITY token. &

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

Give a finger signal,

The Chambermaid chooses 2 living players. Give a finger signal,

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




