Sailor

Snake Charmer

Cerenovus

Investigator

Empath

Clockmaker

Steward

Balloonist

Cult Leader

Ogre

Dawn

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

Wake the Deman, %
Sow e THESE CHARACTERS ARE INOT N FLAY wen Sow 3 eyl oo dreserir theres ALt e Darvon o e Co et oo e inin b ard D

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

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

The Sailor chooses a living player. &

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.

Show the Grimaoire 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 Widow token, Put them to sleep, Mark them with the KNOWS reminder. @
The Snake Charmer chooses a player, If they chose the Deman:
Show the YOU ARE & Demaon tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,

Put the old Snake Charmer to sleep. Wake the old Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Cerenovus chooses a player & a character. @ Fut the Cerenovus to sleep. Wake the target. -
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus foken, then the madness-character token

Show the Minion character token. Paoint to both the MIMION and WRONG players.

Give a finger signal.

Give a finger signal.

Point to the player marked KNOW. &

Paint to a player (alive or dead).
Place the SEEN token nest to the shown player, @

The Cult Leader becames the alignment of one of their living neighbors, If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

The Ogre points to a player:

If the player is evil, flip the Ogre's token upside down.

Wait a few seconds. Call for eyes open.

Mark the Leviathan with the DAY 1 reminder. &
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Sailor

Snake Charmer

Cerenovus

Scarlet Woman

Fang Gu

Ravenkeeper

Empath

Undertaker

Balloonist

Cult Leader

Leviathan

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

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Shiow the THIS IS THE DEMON info token, then peint to the Demaon. Put the Minions to sleep.
YWake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions. P’LI‘Iﬂ"EDHTﬂ'ItOElBﬁ

The Sailor chooses a living player. @

Add 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 Grimaire, @ Remove it the following dusk.

The Snake Charmer chooses a player, If they chose the Demon:
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 Derman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

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

If the Scarlet Woman became the Demoan today, show them the YOU ARE token, then the Demon token.

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

The Po may choose a player OR chooses 3 players fi they chase no-one last night, & or ©@1*

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, @

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character token.

Give a finger signal.

If a player was executed today, show their character token,

Point to a player (alive or dead) with a different role type from the player with the SEEN token,
Flace the SEEM token next to the shown player. @

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good)
Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

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

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