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

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

The Philosopher might choose a character. If necessary, swap their character token. @

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman,

If there are 7 or mare players, wake the Deman:
Shew 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 fokens,

Wake the Demon. Show them the THIS PLAYER |15 info token, then the King token, then peint at the King player.

The Sailor chooses a living player. &

Show the Grimoire for as long as the Widow needs.
The Widow picks a player. Mark that player with a POISONED reminder. @ Put the Widow to sleep.
Wake any good player. Show them the Widow token. Put them to sleep. Mark them with the KNOWS reminder. &

The Devil's Advocate chooses a living player. @&

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

Point to the two players marked KNOW. 88

Point to al three players marked KNOW,

Wake any Village Idiat, 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.

Wait a few seconds, Call for eyes open.

Mark the Leviathan with the DAY 1 reminder, @

Declare that the Vizier is in play, and which player it is.

! gt £ oL SRR A T ek i = i 1
A RS e ) L P R 8 v N R v e

F
I

R
S
T
N
I

G
H
1




B Sl e M A g A R T TR ¥ ¥rET - 1 -3
o RS o ; Bt

Dusk | Check that all eyes are closed. Some Travellers & Fabled act.
4 J Philosopher | The Philosopher might choose a character. If necessary. swap their character token. @

Sailor | The Sailor chooses a living player. @

Innkeeper | The Innkeeper chooses 2 players. @@

2 mﬂevﬂ's Advocate | The Devil's Advocate chooses a living player. @
8

The Fang Gu chooses a player. @ If they chose an Outsider (once only):
ang Gu Replace the Outsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @
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b v Lord Of Typhon | The Lord of Typhon chooses a player. @

\T/ vignrmclrti& The Vigormortis chooses a player. @ If that player is a Minion, poison a neighboring Townsfolk. G

r"- r

Q Gossip | I the Gessip is due to kill a player, they die. @
}f E {:hﬂil’bi}}' If the Deman killed the King, wake the Choirboy. Point to the Deman player.

Town Crier | Either nod or shake your head,

Vil]agc Idiot Walke any Village |diat, 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 number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token. Put the King to sleep.

King
Dawn Wait a few seconds, Call for eyes open & immediately say whao died,

Leviathan | Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder, @
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