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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 fram the Lord of Typhon:

Show each of these players a unigue Minion token, and give a thumbs down,

Replace these players’ good character tokens with these Minion tokens and put these players to sleep.

Then, do the Minion Info and Demon Info steps as normal.
Wake the Boffin and the Demon.

Shew the THIS CHARACTER SELECTED YOU infio teken, then the Boffin token, then the good character token.

Place this second character token by the Demon character token.

The Philasopher might chocse a character, If necessary, swap their character token. @

If there are 7 or mare players, wake all Minions:
Show the THIS 1S THE DEMON token. 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 IN PLAY token. Show 3 good character tokens.
Fut the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Demaon token.
Show the THIS PLAYER 15 info token and the Lunatic token, then paint to the Lunatic.

If there are 7 or more plavers, wake the Derman:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.

Sheww the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 nat-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:

Put the minions back 1o sleep, 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. @
The Lleech picks a player. Mark them with the POISONED token. @

If the Huntsman paints to a player.
Put them to sleep. Mark them with the NO ABILITY token. &

If they chose the Damsal, wake the Damsel, show the NO ABILITY info taken, then a not-in-play Townsfolk token

Put the Damsel to sleep. Replace the Damsel character token with their new Townsfolk characker token.

Wake each Minion. Show the Damsel taken,

Shaw the Minion character token, Point to bath the MINION and WRONG players,

Give a finger signal,

The Butler chooses a player. &

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

Point your finger harizontally 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 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.}
Wake the Bounty Hunter, point to an evil player. Flace the SEEN token beside the shown player. &

Wait a few seconds. Call for eyes open.

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

L A b

LLLVLEAS o S R TR o T b

F
I

R
S
T
N
I

G
H
1




