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

If there are 7 or more players, wake all Minions:

Minion Info Shew the THIS IS THE DEMON token. Point to the Deman,

If there are 7 or more players, wake the Demon:
Demon Info 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.

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 choose a Minion:
Put a PREACHED reminder token next to that Minion. Wake the chosen Minion.
Shew them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep.
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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 Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @&

fidd 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, 8 Remove 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 Widow token. Put them to sleep. Mark them with the KNOWS reminder. & i

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

Lleech |  The Lisech picks a player, Mark them with the POISONED token, @

Steward | Point to the player marked KNOW. @

Village 1diot Wake any Village Idiat, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

If the Nightwatchman points at a player:

; Put the Mightwatchman to sleep.

Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Nightwatchman token.
Point to the Nightwatchman player. Put the chosen player back to sleep.

Mark the Nightwatchman with the NO ABILITY reminder token. @

Wait a few seconds. Call for eyes open,
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. The Cannibal has the ability of the mast recently executed player.
Cannibal They immediately learm any ‘you start knowing' information.

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

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

Snake Charmer

Add the MIGHT reminder taken 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 Maonk chooses a player. @
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The Lleech choases a player. Mark them with the DEAD token. @&

The Po may choose a player OR chooses 3 players fi they chose no-one [ast night. @ or @K~

You may decide a player that dies, (Once per living Legion) @

The Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen arder. Put the Al-Hadikhia ta sleep.
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
ek Do vou choose to live? They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remncove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive (none have a shroud), add a shroud to all three,

Moonchild | i the Meonchild is due to kill a good plaver, they die. @

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

If the Farmer died tonight:
Wake an alive good player.
Show them the YOU ARE info token and a Farmer character token, then put them to sleep.
Replace their previous character token with a Farmer character token.

Farmer

Village 1diot Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down,
8 Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the number of dead players is equal to or exceeds the number of alive players:

Kin
8 Wake the King. Show one alive character taken. Put the King to sleep.

Town Crier | Either nod or shake your head,

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwaichman token.
Paint to the Mightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

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




