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

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

Shew the THIS IS THE DEMON token. Point to the Demarn.

& G A If th f inions:
k m M ks f there are 7 or more players, wake all Minions:

2 If there are 7 or more players, wake the Demon:
- : Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
A Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character tokens,

F“? King |  Wake the Demon. Show them the THIS PLAYER IS info token, then the King token, then point at the King player.

Instead of the normal Minion Info and Deman Info steps, do the following:

Lil' Monsta Wake all Minions. Show the THESE ARE YOUR MINIONS token. The minions pick a player:
Put the minions. back fo sleep. Wake the chosen player. Point fo the player, & show them the IS THE DEMON token.
Put the chosen player back to sleep. Place the 1S THE DEMON token beside thern. @&
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Poisoner The Poisoner chooses a player. @

Damsel | Wake each Minion. Show the Damsel token.
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Butler | The Butler chooses a player. @&

v
Ly @ Clockmaker | Give a finger signal,
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Dreamer The Dreamer points to a player, Show 1 good & 1 evil character token, 1 of which is their character,

Spy |  Shaw the Grimoire to the Spy for as long as they need.

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

Dawn Wait a few seconds, Call for eyes open.
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