Cannibal

Preacher

Snake Charmer

Innkeeper

Xaan

Monlk

Engineer

Po

Legion

Moonchild

Village Idiot

Dreamer

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

The Cannibal has the ability of the mast recently executed player.
They immediately learm any ‘you start knowing' information.

The Preacher chooses a player. If they choose a Minion:
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 & Demon 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 thurmbs up. @

The Innkeeper chocses 2 players. @O

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.

The Monk choosss a player. ©

If the Engineer peints to a Deman or Minions an their character sheet:
Swap all appropriate character takens with new character takens.

Vakie each &l plaver that changed character, show the YOU ARE info token, then their new character token. Put them fc .

Mark the Engineer with the NO ABILITY reminder token, @

The Lleech choases a player. Mark them with the DEAD token. @&

The Po may choose a player OR choases 3 players fi they chose no-one [ast night. @ or @EK*

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

If the Moonchild is due to kill a good player, they die. &

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.

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

The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Either nod or shake yaur head.

If the Nightwatchman points at a player;
Fut the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman 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 & immediately say who died.

@ —~Z XmIO—=0




