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

Wake the Boffin and the Demon.
Shaw the THIS CHARACTER SELECTED YOU info token, then the Boffin foken, then the good character token,
Place this second character token by the Demon character token.

Wake the Deman, |
Srow e THESE CHARACTERS ARE NOT IN PLAY thery Srow 3 retingdy oo creeter thers ALt be Derron b e Ot e e en b ard D

If there are 7 or more players, wake all Minions:
Shew the THIS 1S THE DEMON token, Point to the Deman,

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

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 Courtier might choose a character. @@

Wake both twins. Allow eye contact.
Show the good twin's character taken to the Evil Twin Svice versa,

If the Huntsman points to a player:
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 Townsfiolk token.
Fut the Damsel to sleep, Replace the Damsel character token with their new Townsfalk character token,

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

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

Wait a few seconds, Call for eyes open.
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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.

If the Foppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS 15 THE DEMON info token, then point to the Deman. Put the Minions to sleep. i
Wake the Demon. Show the THESE ARE YOUR MINIONS info foken, then point to the Minions, Put the Demon fo sleeg

Add the NIGHT remincer 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 fallowing dusk,

The Courtier might choose a character, 8@

The Innkeeper chooses 2 players. GEE

The Acrobat chooses a player. If the chasen player is drunk or poisoned, place the DEAD reminder, &

The Maonk chooses a player. @

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

A previously chosen player might be resurrected. @ The Shabaloth chooses 2 players. 8@

The Pa may choose a player OR choases 3 players fi they chose no-one last night. @ or @&~

If the Flague Doctor died, place a Minion character token in the center of the Grimoire.
Mark this with the STORYTELLER ABILITY reminder. If applicable, add a token to the night sheet.

If the Huntsman paints to a player;
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.

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.,

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

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

Either nod or shake your head.

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

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