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

The Philosapher might choose a character. If necessary, swap their character token. @

If there are 7 or maore players, wake all Minions:
Show the THIS IS THE DEMON token. Point to the Deman.

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

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

The Courtier might choose a character. G

fidd 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, 8 Remove it the following dusk.

Wake both twins. Allow eye contact,

Show the good twin's character token to the Evil Twin &vice versa,

The Devil's Advocate chooses a living player. &

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

Paint to the player marked KNOW. ©

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.

Foint to the player whom you moest think the High Priestess should speak with tamormow,

Wake any Village Idiot, they chooses a player, Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiats have acted.

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

The Philosopher might choose a character. If necessary, swap their character token. @

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

The Courtier might choose a character. @&

Add the MIGHT 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 Grimoire. @ Remove it the following dusk.

The Gambler chooses a player & a character, @

The Devil's Advacate chooses a living player, &

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

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

You may decide a player that dies. (Once per living Legion) @

The Assassin might choose a player. B8

If the Moanchild is due to kill a good playver, they die. &

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.,

If the Deman killed the King, wake the Choirboy. Point to the Demon player.

Point to the player whom youw most think the High Priestess should speak with tomorrow,

Wake any Village Idiot, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idict to sleep. Repeat until all Village Idiots have acted,

Give a finger signal.

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