Dusk

Kazali

Minion Info

Summoner

@ Demon Info
Lleech

Xaan

Witch

r“ HK‘“ Washerwoman
i

Librarian
Investigator
Chef

Empath
Fortune Teller
Spy
Ogre

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

Wake the appropriate number of players directly clockwize and counter-clockwise from the Lord of Typhon:
Show each of these players a unigue Minion token, and give a thumbs down,
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, do the Minion Info and Demon Info steps as normal.

The Kazali paints at a player and a Minion on the character sheet.
Replace their old character token with the Minion token, Wake the player.
Show them the You Are info token then the Minion character token, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to sleap,

If there are 7 or more players, wake all Minicns:
Show the THIS |15 THE DEMON token, Point to the Deman.

Flace the NIGHT 1 reminder. @
Show the Summoner 3 nat-in=play characters as bluffs.

If there are 7 or more players, wake the Demon:
Shew the THESE ARE YOUR MIMIONS taken, Paint to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.

The Lleech picks a player, Mark them with the POISOMED token. @

Add the NIGHT 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, @ Remave it the following dusk.
The Witch chooses a player. @
Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players
Show the Outsider character token. Paoint to both the OUTSIDER and WRONG players.
Show the Minion character token. Paint to both the MINION and WRONG players.
Give a finger signal.
Give a finger signal.

The Fortune Teller chooses 2 players, Mod if either i5 the Demon (or the RED HERRING),

Shaw the Grimoire to the Spy far as long as they need,

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Wait a few seconds. Call for eyes open.
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Dusk

Xaan

Innkeeper

Monk

Witch

Summoner

No Dashii

Lleech

Kazali

Ravenkeeper

Empath

Fortune Teller

Undertaker

Spy

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

Add the MIGHT reminder token that matches the current night. &

On the night that equals the number of Ouisiders in play when the game began:

Ald the X reminder to the Grimoire, @ Remaove it the follewing dusk.

The Innkeeper chooses 2 players. @O

The Mank choosss a player. @

The Witch chooses a player. &

On night two, place the NIGHT 2 reminder. &

On night three, place the NIGHT 3 reminder & and wake the Summaner:

They point at a player, and to a Deman icon on the character sheet. Put the Summeaner to sleep.

Wake the chosen player. Show the YOU ARE info token, then the Demon token.

Show the YOU ARE info token, then give a thumbs down,

Replace their character token with the Demon token and put the new Deman to sleep.

The Mo Dashii chooses a player. &

The Lord of Typhon chooses a player, @

The Lleech chooses a player. Mark them with the DEAD token, €&

The Kazali chooses a player. &

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

Give a finger signal,

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

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

Show the Grimoire to the Spy for as long as they need,

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