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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:
Amnesiac Poisoners, Protectors, Killers, Information

The Preacher chooses a player, If they choose a Minlon:

Preacher Put a PREACHED reminder token nest to that Minion. Wake the chosen Minion.

Shiw them the THIS CHARACTER SELECTED YOU card & the Preacher token, Put the Minion back to sleep,

Acdd the MIGHT reminder token that matches the current night. @
Xaan 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 follewing dusk.

Pit-Hag The Pit-Hag chooses a player & a character. If they chose a character that is not in play:
Fut the Fit-Hag to sleep. Wake the target. Show the YOU ARE token & their new character token.

Scarlet Woman | If the Searlet Waman became the Deman today, show them the YOU ARE token, then the Derman token.

? The Qrgan Grinder either nods or shakes their head:
Organ Grinder If they nod their head, mark them with the DRUNK reminder. €
If they shake their head, remave their DRUNK reminder.
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Kazali | The Kazali chooses a player. @

¢ N The minions pick a player. Put them back to sleep, and then:
J& ¥l Monséa Wake the chosen player. Point to the player, & show them the IS THE DEMON token.
1 e Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @
Place the DEAD token baside any living player. @

R i ; The Fang Gu cheases a player, @ IT they chase an Outsider (once only);
e ( Fang Gu 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, @

No Dashii | The Mo Dashii chooses a player. @
Acrobat The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder, @

Tinker | The Tinker might die. @

Plague Doctor If the Plague Dector died, place a Minian 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 Hatter died, wake the Minions and Demaon:
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 a second player would end up 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 TONIGHT reminder,
Change each player to the character they chose.

REVEHkEEF‘—"' If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that players character taken.

If you believe that the good team is winning, give a thumbs up.
General | If you believe that the evil team is winning, give a thumbs dawn,
If you don't know which team is winning, give a thumbs to the side.

B n i Hunter If the player with the SEEN token died today or fonight, paint to an evil player,
- Move the SEEN token to the shown player. @

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




