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

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

- Show the YOU ARE info token then the character token of a not-in-play Minion. Put the Alchemist to sleep.
Alchemist |  Mark the Alchemist with the 1S THE ALCHEMIST token, @ Swap the Alchemist token with this Minion token,
Turn the Minion token upside-down. (This shows they are still good.).

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

Place the NIGHT 1 reminder. &
Show the Summoner 3 nat-in=play characters as blufis.
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B~ 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.

Instead of the nommal Minion Info and Deman Info steps, do the fallowing:

Lil' Monsta Wake all Mi_nic:nns.. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions back to sleep, Wake the chagen player. Pant o the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside them. @&

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

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

") /
o g Fortune Teller | The Fortune Teller chooses 2 players. Med if either is the Demon (or the RED HERRING).

@ Clockmaker Give a finger signal.

g % Dreamer The Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.
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Point your finger harizantally in the direction of the closest evil player.
If the two closest evil players are equidistant, peint your finger horizontally in either direction.

Shugenja

: Walke any player with a Townsfolk character:
-
2 B tv Hunt Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
;:'--_ W S A ek 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. &

WcF High Priestess |  Point to the player whom you most think the High Priestess should speak with tomorrow.

Dawn | Wait a few seconds. Call for eyes open.
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Dusle | Check that all eves are closed, Some Travellers & Fabled ach,

Add the NIGHT 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 Grimaire, @ Remove it the fallowing dusk.

Innkeeper | The Innkeeper chooses 2 players. @08
Acrobat The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

“ Scarlet Woman | if the Scarlet Woman became the Demon teday, show them the YOU ARE token, then the Demon token,

On night twa, place the NIGHT 2 reminder. &
O 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 Summaner 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 Al-Hadikhia points at three players:
Mark these players with the 1, 2, & 3 reminders, in the chosen order. Put the Al-Hadikhia to sleep.
@ Al-Hadikhia

Summoner
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VWake the player marked 1 & say “The A-l Hadikhia has chosen® then the name of the player.

Aek Do you choose 1o live? They nod or shake their head. Put them to sleep. Repeat for plavers 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,

Lleech | The Lisech choases a player. Mark them with the DEAD taken, @&

The minions pick a player. Put them back to sleep, and then:

kil Mot Wake the chosen player. Point to the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the IS THE DEMON token beside them. @

Place the DEAD token beside any living player. @

Kazali The Kazali chooses a player. @

If the Hatter died, wake the Minions and Demaon:
Show them the THIS CHARACTER SELECTED YOU info token, then the Hatter token.
Each player may point to another character of the same type as their current character.
Hatter If & second player would end up with the same character as another player;
Shake your head no and gesture for them to choose again.
Put them to sleep. Remove the TEA PARTY TOMIGHT reminder,
Change each player to the character they chose.
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@ RH‘FEII]{EEPEI‘ If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.
@ Fortune Teller | The Fortune Teller chooses 2 players. Mod if sither is the Demon (or the RED HERRING).

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

E e
ﬁ-_ % Oracle | Give 2 finger signal.

ﬁ;}. Bounty Hunter If the player with the SEEN token died today or tonight, point to an evil player,
0y tove the SEEN token to the shown player. @

L0CF  High Priestess | Point to the player whom you most think the High Priestess should speak with tomorrow.

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

X 1, drege iy Rk X
i e ol - LB e 0 AR . P ) L P Vi N AN Thl ¥ T i



