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Shugenja B Fortune Teller 0
You start knowing if your closest evil player | Each night, choose 2 players: i
is clockwise or anti-clockwise. you learn if either is a Deman, '. 4 TaM
If equidistant, this info is arbitrary. There & a good player that registers as a Demon toyou! b
.'," U. o
Pixie :

|.1.'r.;-1nthn,:|'u by ._ d
Each night*, choose an alive player.
If good, they die & the Demon doesn't kill tonight:

Ore good player registers as evil,

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die. ‘
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Empath
Each night, you leam how many

Savant I .

of your 2 alive neighbours are evil. Each day, you may visit the Storyteller
to learn two things in private; Sy
lnnkeupnr 1istrue & ] is false, *_ _
Each night*, choose 2 players: Ly .
they can't die tonight, but 1 is drunk until dusk, Alchemist .1
Gambl You have a Minion ability. <7 T
rambler
Each night*, choose a player & guess their charactar: gh;':um-;lg 4 e dift 1
if you guess wiong, you die. e Storyteller may prompt you to choose e:mﬂy i {
Village Idiot e Amnesiac Iy
Each night, choose a player: You do not know what your ability is. %
you learn their alignment, Each day, privately guess what it is: :
[+0 to +2 Village Idiots. 1 of the extras is drunk] ] you learn how accurate you are. '_ vy
Snake Charmer Poppry Grower »
Each night, choose an alive player: Minions & Demaons do not know each other.
a _chnsen Demon swaps characters & alignments If you die, they leam who each other are that night.'
with you & is then poisoned. .
Goon Mutant ¥
Each night, the 15t player to choose you If you are “mad* about being an Cutsider, 3
with their abality is drunk until dusk. you might be executed. : i
You become their alignment. e
Drunk e _ -
You do not know you are the Drunk. Al anlgns knmf"' you are in play. wil
You think you are a Townsfolk character, If a Minion publicly guesses you (oncel, g -
but you are not. yolr B
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Poisoner Psychopath -, .
Each night, choose a player: Each day, before nominations, )
they are poisoned tonight and tomorrow day. you may publicly choose a player: they die. ;
If executed, you only die if you lose rcahambu' i s
- . ,
Cerenovus w : Goblin o 4
oy et ey e, gy? T pshcomoievecn
BTN Tt Batuind i when nominated & are executed that day, "
1 YOUr 12am wins.
Yaggababble Kazali<= ¥
Yoo e feshirea st i oy achan gk Each night*, choose a player: they die, ;"“.
[You choose which players are which Mlnhm‘
-7 to +7 Outsiders]
-
No Dashii Lleech £
Each night*, choose a player: they die. f Each night*, choose a player: they die. ; x
Your 2 Townsfolk neighbours are misnneﬁ. You start by choosing a player: they are po.y;.qu

i

You die if & only if they are dead,
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Check that all eyes are closed. Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night order. Abilities are usually ordered:
Poisoners, Protectars, Killers, Infarmation

If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder:
Show the THIS IS THE DEMON info token, then point to the Deman. Put the Minions to sleep,

Wiake the Demon. Show the THESE ARE YOUR MINIONS inic token, then point to the Minicns. Put the Demon to sieey |

The Snake Charmer chocses a player. If they chose the Demon;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Demaon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. @

The Innkeeper chooses 2 players, BBE

The Poisoner chooses a player. @

The Gambler chooses a player & a character. &

The Cerenowvus chooses a player & a character. @ Fut the Cerenovus to sleep. Wake the target.
Show the THIS CHARACTER SELECTED YOU token, the Cerenovus token, then the madness-character token

The Lycanthrope points to a player. If the chosen player is good:
Mark them with the DEAD reminder. @ Demon doesn't kill tonight.

For each time the Yaggababble publicly said their phrase:
You may place a DEAD token next to a living player, @

The Kazali chooses a player. @

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

The Mo Dashii chooses a player. @

If the Townsfolk marked MAD died, & the Pixie player has been sufficiently mad that they were this character:
Replace the MAD reminder with the HAS ABILITY reminder. @

Give a finger signal.

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 Idiots have acted.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

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