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

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 IS THE ALCHEMIST token. @ Swap the Alchemist token with this Minion token. §

Turn the Minion token upside-down. (This shows they are still good.).

If there are ¥ or more players, wake all Minions:
Sheow the THIS 1S THE DEMON tokern. Point to the Deman.

If there are ¥ or more players, wake the Lunatic:
Shiow the THESE ARE YOUR MINIONS token. Point to any players.
Show the THESE CHARACTERS ARE NOT IM PLAY token. Show 3 good character tokens,
Put the Lunatic to sleep. Wake the Demon.
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER IS info token and the Lunatic token, then point to the Lunatic.

Flace the NIGHT 1 reminder, @
Show the Summoner 3 nat-in-play characters as blufis.

If there are 7 or more players, wake the Deman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 2 not-in-play good character tokens,

Instead of the normal Minion Info and Demon Info steps, do the following:
Wake all Minions. Show the THESE ARE YOUR MINIONS token, The minions pick a player:

Pt the minions. back to sleep. Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.

Fut the chosen player back to sleap, Place the IS THE DEMON token beside them, @
The Lleech picks a player, Mark them with the PQISONED 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 Grimaire, @& Remave it the fallowing dusk,

Run the Wizard's ability, if applicable,

Show a single word on a piece of paper, phone, or other device.

Show the Minion character token, Paint to both the MINION and WRONG players,

Point to the player marked KNOW. @&

Point to al three players marked KNOW.

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

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 Idiots have acted.

If the Mightwatchman points at a player:
Put the Mightwatchman to sleep.
Wakee the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the MNighbwalchman foken.

Paint to the Nightwatchman playver. Put the chosen player back 1o sleep.
Mark the Mightwatchman with the NQ ABILITY reminder token. &

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

Give a finger signal.

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

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, & Remave it the following dusk.

The Innkeeper chooses 2 players. @96

Run the Wizard's ability, if applicable.

The Gambler chooses a player & a character, @

The Mank chooses a player, @

If a player is marked with the TURMS EVIL reminder:
Wake them. Show the YOU ARE info token then give a thumbs down, Put them to sleep,
Turn their character token upside down. (This shows they are now evil.)
Mark the Mezepheles with the NO ABILITY reminder. &

On night tweo, place the NIGHT 2 reminder. &
On night three, place the NIGHT 3 reminder @ and wake the Summaner:
They point at a player, and to a Demaon icon on the character sheet. Put the Summoner 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.

Do whatever needs to be done to simulate the Demon acting.
Put the Lunatic o sleep, Wake the Demon,
Show the Lunatic token &peint to them, then their target{s).

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
Wake the player marked 1 & say "The A-l Hadikhia has chosen® then the name of the player.
Ask "Do you choose to live™ They nod or shake their head. Put them to sleep. Repeat for players marked 2 & 3
Rermcove 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,

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

Thie minions pick a player. Put them back to sleep, and then:
Wake the chosen player, Point to the player, & show them the 1S 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. @

The Tinker might die. @
Wake any Village |diat, 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.
If the Mightwatchman points at a player:
Put the Mightwatchman to sleep,
VWake the chosen player, show them the THIS CHARACTER SELECTED YOU info foken & the MNightwaichman token.

Point to the Nightwatchman player, Put the chosen player back to sleep.
Mark the Mightwatchman with the NO ABILITY reminder token. &

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

Give a finger signal,

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

o i R T T . = :
¥ dae Xty e 5
LB e 0 AR . P ) L P Vi N AN Thl ¥ T i

s R AR T TR 1 L el = 7 )
e e TR 5 o T 3 R e
v H Xy

0
|
H
E
R
\|
I

G
H
\
S




