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

This ability should accur at the appropriate time in the night order, Abilities are usually ordered:
Poisoners, Protectors, Killers, Information

Wake the Boffin and the Demon.
Shew the THIS CHARACTER SELECTED YOU info teken, then the Beffin token, then the good character token.
Place this second character token by the Demon character token.

Show the YOU ARE info token then the character token of a not=in-play Minion. Put the Alchemist to sleep.

Mark the Alchemist with the 1% THE ALCHEMIST token. & Swap the Alchemist token with this Minion token.
Turn the Minian token upside-down, (This shows they are still good.).

If there are ¥ or more players, wake all Minions:
Show the THIS IS THE DEMON token. Poant to the Demaon.

If there are 7 or more players, wake the Demon:
Shew the THESE ARE YOUR MIMIONS token, Point ta all Minions,
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens.
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, @ Remaove it the following dusk.
The Snake Charmer chooses a player. If they chose the Demon:
Shiow 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. @

The Devil's Advocate chooses a living player. @

Show the Townsfolk character token marked MAD.

Paint 1o the player marked KNOW, @

Poirt to the two players marked KNOW. @8

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

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

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Walke the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

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

Point to the player whom you most think the High Priestess should speak with tamarrow,

Wait a few seconds, Call for eyes open,
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Dusk | Check that all eyes are closed. Some Travellers & Fabled act. 0
Adbvipats. This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Paisoners, Protectars, Killers, Infarmation H
]
2 e . The Cannibal has the ability of the most recently executed player,
ﬁ Cannibal They immediately learn any ‘you start knowing' information.
ok o Poxie If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character: N
K, -+ T Replace the MAD reminder with the HAS ABILITY reminder. &
fidd the NIGHT remincer token that matches the current night. & G_
m Xaan On the night that equals the number of Oulsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the following dusk. H
: The Snake Charmer chocses a player. If they chose the Demon: T
. . i Show the YOU ARE & Deman tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
é Snake Charmer Put the old Snake Charmer to sleep. Wake the old Deman 8

Show the YOU ARE and Snake Charmer takens & give a thumbs up. @

mﬂevi['s Advocate | The Devil's Advocate chooses a living player. &

\I( Vigﬂrmortis The Vigormortis chooses a player. @ If that player is a Minion, poison a neighbaring Townsfolk. @&

; f Assassin | The Assassin might choose a player. &8
g
- If the Farmer died tonight:
T }i‘ Farmer Wake an alive good pla:.'er._
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.

el
ﬁ Oracle | Give 2 finger signal.

‘@K Vil]age 1diot 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,

Bounty Hunter If the player with the SEEN token died today or tonight, point to an evil player.
W i Mewve the SEEN token to the shown player, @

L SiTeTh ) 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.
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