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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, @

Add the NIGHT 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 Grimaire. @ Remaove it the follewing dusk.

The Courtier might choose a character, 8@

Fun the Wizards ability, if applicable.

The Snake Charmer chocses 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 takens & give a thumbs up. @

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

The Mo Dashii chooses a player. &

The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfalk. 8@

The Assassin might chocse a player, 98

If the Demon killed the Sage, wake the Sage and point to 2 players, 1 of which is the Demon,

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

Wake any Village Idiat, 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.

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

The Butler chooses a player, @

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