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

Pixie If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they ware this nharanler

Replace the MAD reminder with the HAS ABILITY reminder. @&

Add the NIGHT 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 fallowing dusk,

i 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.
ﬁ Snake Charmer Put the old Snake Charmer to sleep. Wake the old Deman.

Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

“‘. #
A Witch |  The Witch chooses a player. @
1 Feamlnnger The Fearmonger picks a player. If they chose a player who wasn't already marked with the FEAR reminder:
Mark the chosen player with the FEAR reminder, @ Declare that ‘The Fearmonger has chosen a player.”
Do whatever needs to be done to simulate the Demon acting.
Lunatic Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &paint to them, then their target{s).
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@ Exorcist The Exorcist choosss a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
5 Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist.

G\li% Tombuul | I no one died today, the Zombuul chooses a player, &

* Mo Dashii | The Mo Dashii cheases a player. @

v Lord Of Typhon The Lord of Typhon chooses a player. &

=

GGESiP If the Gossip is due to kill a player, they die. @

Sweetheart If the Sweetheart died, a player became drunk immediately. fl you haven't done this yet, do so now. @&

If the Huntsman paints to a player:

Put them to sleap. Mark them with the NO ABILITY token. &

If they chose the Damsal, wake the Damszl, show the NO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel to sleep. Replace the Damsal character token with their new Townsfolk character token.

e

i,

B |
BN

&2

%

Huntsman

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

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

Flowergirl | Either nod or shake your head.

Bounty Hunte If the player with the SEEN token died today or tonight, point to an evil player,
W ’ "1 Move the SEEN token to the shown player. @

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

Leviathan | Mark the Leviathar with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, @
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