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

o

: Wake the Boffin and the Deman.
Boffin Show the THIS CHARACTER SELECTED YOU infio token, then the Boffin token, then the geod character token,
Place this second character token by the Deman character token.
i, . .
Y Ya bhahble Write a phrase down so that the Yaggababble can read it.
% i Show the Yaggababble the phrase.

If there are / or more players, wake all Minions:

Minion Info Stow the THIS 1S THE DEMON token. Point to the Deman,

L

| If there are 7 or more players, wake the Demon:
@ Demon Info Show the THESE ARE YOUR MINIONS taken. 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. @
@@ Xaan On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimoire. @ Remove it the following dusk.
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ol Ay Shaw the Grimoire for as long as the Widow needs.
% Widow | The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
] Wake any good player. Show them the Widaw token. Put them to sleep. Mark them with the KNOWS reminder, &

4 The Snake Charmer chooses a player. If they chose the Demon:
. - . Show the YOU ARE & Deman tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
ﬁ Snake Charmer Put the old Snake Charmer to sleep. Wake the old Demon
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &
If the Huntsman points to a player:
; i’ﬁ T AR Put them to sleep. Mark them with the NO ABILITY token. &

If they chose the Damsel, wake the Damsel, show the MO 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.

6@] Grandmother Point to the grandchild player & show their character token.

% Dreamer The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character.
r \ Shugmja Point your finger harizontally in the direction of the closest evil player
) If the two closest evil players are equidistant, point your finger horizontally in either direction.

Wake any player with a Townsfolk character:
W Bountv Hunter Show them the YOU ARE token, & a thumbs down, Put them back to sleep.
3 Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player, &

If the Mightwatchman points at a player:
10 : Put the Nightwatchman to sleep,
1' Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwalchman token.
Foint to the Nightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY raminder token. &

The Ogre points to a player:

Oere
5 If the player is evil, flip the Ogre's token upside down.

E’/ Chambermaid | The Chambermaid chooses 2 living players. Give a finger signal,

Dawn Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

Acd the NIGHT reminder token that matches the current night. @
On the night that equals the number of Oulsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remave it the fallowing dusk,

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.
Fut the old Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. €

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

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

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. S

The Al-Hadikhia paints at three players:
Mark these players with the 1, 2. & 3 reminders, in the chosen order. Fut the Al-Hadikhia to sleep.
Wake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player
#Azk “Do you choose to live?™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3.
Remove a shroud (if any) for players that choose live, & add a shroud for players that choose die.
If all three are alive {none have a shroud), add a shroud to all three.

For 2ach time the Yaggababble publicly said their phrass:
You may place a DEAD token nest to a living player. @

If the Huntsman paoints to a player:
Put them to sleep. Mark them with the NO ABILITY token, &

If they chose the Damsel, wake the Damsel, show the MO ABILITY info token, then a not-in-play Townsfolk token
Put the Damsel o sleep, Replace the Damael character token with their new Tawnsfalk character token.

If the Moonchild is due to kill 2 good player, they die. @

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

If the Ravenkeeper died tanight, the Ravenkeeper chooses a player, Show that players character token,

If a player was executed today, show their character token.

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

If the player with the SEEN token died today or tonight, point to an evil player.
Move the SEEN foken fo the shown player. @

If the Mightwatchman points at a player:
Fut the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU irfo foken & the Nightwatcheran token.
Point to the Nightwatchman player. Put the chosen player back to sleep.
Mark the Nightwatchman with the NO ABILITY reminder token, @

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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