Dusk

Minion Info

§ =

Snitch

9 Demon Info
=

i 8 Sailor
Nis

Lleech

Xaan

Organ Grinder

Pukka

A

fr<e § K

Investigator

Dreamer

Knight

Shugenja

T
1’ Nightwatchman

-
@ Mathematician

Dawn

[, e
g

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

If there are 7 or more players, wake all Minions:
Show the THIS 1S THE DEMON token. Point to the Deman.

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MNOT IN PLAY token. Show 3 not-in-play good character tokens,

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 Sailor chooses a living player. @

The Lleech picks a player, Mark them with the POISONED 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 Grimoire, @ Remove it the following dusk.

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

The Pukka chooses a player. @

Show the Minion character token. Point ta both the MINION and WRONG players.

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

Foint to the two players marked KNOW. 80

Point your finger harizontally in the direction of the closest evil player
If the two closest evil plavers are equidistant, peint your finger horizontally in either direction.

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchman token.
Paint to the Mightwatchman player. Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY reminder token. @&

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

Give a finger signal,

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

SRR The Cannibal has the ability of the mast recently executed player.
They immediately leam any 'you start knowing' information.

Sailor | The Sailor chooses a living player. @

Add the MIGHT reminder token that matches the current night. @
Xaan | On the night that equals the number of Qutsiders in play when the game began:
Add the X reminder to the Grimaire. @ Remove it the following dusk.

i The Organ Grinder either nods or shakes their head:
Organ Grinder If they riod their head, mark them with the DRUNK reminder, @
If they shake their head, remove their DRUNK reminder.

The Exarcist chooses a player. @ Put the Exoreist to sleep, If the Exorcist chose the Deman:
VWake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

Exorcist

legicm You may decide a player that dies. (Once per living Legion) @
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Pukka The Pukka chooses a player. @ The previously poisoned player dies then becomes healthy. &

Po The Po may choose a player OR chooses 3 players fi they chose no-one last night, @ or @EX*

Lleech The Lleech chooses a player. Mark them with the DEAD taken, @

Sweetheart If the Sweetheart died, a player bacame drunk immediately, fl you haven't done this yet, do so now, &

Moonchild | I the Moonchild is due to kill a pood player, they die. @

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

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

Juggler Give a finger signal,

If the Mightwatchman peints at a player:
Put the Mightwatchman to sleep.
Wake the chosen player, show thern the THIS CHARACTER SELECTED YOU irfio token & the Mightwatchman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. @&

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

Give a finger signal.

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