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

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectars, Killers, Information

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.
Shiow 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 to sleep.

If there are 7 or more players, wake all Minions:
Shew the THIS 15 THE DEMON token. Point 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 N PLAY token, Show 3 not-in-play good character tokens,

The Lleech picks a player, Mark them with the POISONED token. &

Add the NIGHT reminder token that matehes 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.

Show the Grimeire for as long &5 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 Fearmonger picks a player:
Mark the cheosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.”

If the Huntsman points to a player:
Put therm to sleep, Mark therm 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 Townsfalk character token,

Show the Minion character token. Point to both the MINION and WRONG players.

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

Give a finger signal.

The Seamstrese might choose 2 players. Nod or shake your head. @

Point to a player (alive or dead).
Place the SEEN token next to the shown player. @

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint ta an evil player, Place the SEEN token beside the shawn player, &

Wait a few seconds, Call for eyes open,
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T
Dusk | Check that all eyes are closed. Some Travellers & Fabled act. 0
. This ability should occur at the appropriate time in the night order. Abilities are usually ordered: T
Amnesiac Poisoners, Protectors, Killers, Information H
Add the MIGHT reminder token that matches the current night. @ E
Xaan | 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. R
Innkeeper | The Innkeeper chooses 2 players. G N
’x-.i},,;"r ;g* Acrobat The Acrobat chooses a player, If the chosen player is drunk or poisoned, place the DEAD reminder, & é
. Fearmon ger The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder: H
Mark the chosen player with the FEAR reminder, @ Declare that “The Fearmonger has chosen a player.” T
%& Zombuul | If no ene died teday, the Zombuul ehooses a player, @ 8

? Vortox The Vortox chooses a player. @

Lleech | The Llsech chooses a player. Mark them with the DEAD token. @

Kazali The Kazali chooses a player. @

If the Hatter died, wake the Minions and Demon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
Hatter If & second player would end wp with the same character as another player:
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TOMIGHT reminder,
Change each player to the character they chose.

If the Huntsman paints to a player;
mf‘ i an Put them to sleep. Mark them with the NO ABILITY token. &
If they chose the Damsel, wake the Damsel, 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.

g Fortune Teller | The Fortune Teller chocses 2 players. Med if either iz the Deman (or the RED HERRING).
«/‘ Undertaker If a player was executed today, show their character token.

") -
,73';4‘ Seamstress The Ssamsatress might choose 2 players. Mod or shake your head, &

Point to a player (alive or dead) with a different role type from the player with the SEEN token.

Balloonist Place the SEEN token next to the shown player. @

L 7 Bounty Hunter | [ the player with the SEEN token died today or tonight, point to an avil player.
& v Move the SEEN token to the shown player. @

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