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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. Paint to the Deman.

If there are 7 ar more plavers, wake the Demon:
Show the THESE ARE YOUR MINIONS taken. Point to all Minions.
Shaw the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.

Marionette
Put the Demon to sleep,

The Lleech picks a player. Mark them with the POISOMED 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, @ Remove it the fallowing dusk.
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Courtier | The Courtier might choose a character. B@

Wizard | Run the Wizard's ability, if applicable.

Fvil Twin Walke both twins, Allow eve contact,
Show the good twin's character token to the Evil Twin &vice versa.

Shaw the Townsfalk character token marked MAD.,

Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.

Investigator |  Show the Minion character token. Point to bath the MINION and WRONG players.

Butler | The Butler chooses a player. @&

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

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

Shugenja

Chambermaid The Chambermaid choases 2 living players. Give a finger signal.

Wait a few seconds. Call for eyes open.

Leviathan | Mark the Leviathan with the DAY 1 remindsr. @
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Check that all eyes are closed, Some Travellers & Fabled act.

If the Townsfolk marked MAD died, & the Fixie player has been sufficiently mad that they were this character: ©

Replace the MAD reminder with the HAS ABILITY reminder. &

Addd the MIGHT 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 Courtier might choose a character. ©&

Run the Wizard's ability, if applicable.

The Exoecist chooses a player. @ Put the Exorcist to slesp. If the Exorcist chose the Deman:

Wake the Deman. Shaw the THIS CHARACTER SELECTED YOU & Exorcist tokens. Paint to the Exorcist,

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

The Lisech chooses a player. Mark them with the DEAD taken, &

The Assassin might choose a player. S8

If the Demon killed the King, wake the Chairboy. Point to the Deman player

If the Farmer died tonight:

Wake an alive good player.

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.

If the Moonchild is due to kill 2 good player, they die. @

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

Give a finger signal.

The Butler chooses a player. €

The Chambermaid chooses 2 living players. Give a finger signal,

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

Mark the Leviathan with eitber the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @
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