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

hdd the MIGHT reminder token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
deled the X reminder to the Grimaire, @ Remeve it the follewing dusk.

The Maonk chooses a player. @

The Organ Grinder either nods or shakes their head
If they nod their head, mark them with the DRUNK reminder. &
If they shake their head, remave their DRUNK reminder.

If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token.

The Exorcist chooses a player. @ Put the Exoreist to sleep. If the Exorcist chose the Deman:
Wake the Demaon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Foint to the Exorcist.

If no one died today, the Zombuul chooses a player, @&

The Mo Dashii chooses a player. @

The Qjo paints to a role, If a player has that role, they die. @
If the rale is aut of play, the Storyteller chooses any number of players that die. @

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player. @

If the demon killed the Banshee tonight, place the HAS ABILITY token. &
Publicly announce that the Banshee died,

If the grandchild was killed by the Demon, the Grandmother dies too. @

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

Give a finger signal.

If & plaver was executed today, show their character token,

If the player with the SEEM token died today or tonight, paint to an evil player,
Move the SEEN token to the shown player. @

The Butler chooses a player. @

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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