Shugenja

You start knowing if your closest evil player
is clockwise or anti-clockwise.

If equidistant, this info is arbitrary.

Pixie

You start knowing 1 in-play Townsfolk.

If you were mad that you were this character,
you gain their ability when they die,

Empath
Each night, you learn how many
of your 2 alive neighbours are evil.

Innkeeper
Each night*, choose 2 players:
they can't die torght, but 115 drunk unbl dusk.

Village Idiot

Each night, chaose a player:

you learn their alignment.

[+0 to +2 Village Idiots. 1 of the extras is drunk]
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Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is corect.

Ogre

On your 1st night, choose a player (not yoursalf):
you become their alignment (you don't know which)
even if drunk or poisoned,

Drunk

You do not know you are the Drunk.
You think you are a Townsfolk character,
but you are not,

Poisoner
Each night, choose a player:
they are poiscned tonight and tomormow day.

Cerenovus w

Each night, choose a player & a good character;
they are "mad® they are this character tomorrow,
or might be executed.

Yaggababble

Kazali

Each night*, choose a player: they die.

[You choose which players are which Minions.

-7 to +7 Outsiders] %

3 ;'E.:'-'h-..-.. i

1 I'.

*Not the =
first night R s

Exorcist
Each night*, choose a player (different to last m
the Demon, if chosen, learns who you are
then doesn't wake tonight.

Lycanthrope

Each night*, choose an alive player,
If good, they die & the Demon doesn't kil tun = |
One good player registers as evil. v AER
Gossip Ry
Each day, you may make a public statement. I-
Tonight, if it was true, a player dies,

Savant i
Each day, you may visit the Storyteller e
to learn two things in private: 'y
1 is true & 1 is false. _'1.1

Philosopher L
Once per game, at night,
choose a good character: gain that ability, k!
If this character is in play, they are drunk.

Amnesiac T

You do not know what your ability is. Bk
Each day, privately guess what it is: "4
yiou l2arm how accurale you are,

Magician
The Demaon thinks you are a Minion. ¢
Minions think you are a Demon. F

Klutz
When you learn that you died, publicly choose
1 alive player: if they are evil, your eam loses, &.' .

Mutant >
If you are *mad" about being an Outsider, %
you might be executed.

Psychopath .o T
Each day, before nominations, i
you may publicly choose a player: they die. ',
If executed, you only die if you lose roshamba; S
L4,
Gablin B .
If you publicly claim to be the Gablin ! '1
when nominated & are executed that day, Ad
your team wins. 4
I'o ¥

Each might*, you may choose a player: they 'ﬂll‘ :"“.

If your last choice was no-one, ,
choose 3 players tonight, ! i

Vortox

Each night*, choose a player: they die.
Townsfolk abilities yield false info.
Each day, if no-one is executed, evil wins,
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e character sheet,

Replace their old character token with the Minion token. Wake the player.

Show them the You Are info taken then the Minion character token, and give a thumbs down,
Repeat until the normal number of Minions exist.

Put the Kazali to sleep,

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

This ability should occur at the appropriate time in the night order, Abilities are usually ardered:
Poisoners, Protectors, Killers, Infarmation

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

If there are ¥ or more players, instead of the normal Minion Info and Demon Info steps, do the following:
Walke all Minions_ Show the THIS IS THE DEMON token. Point to the Deman & the Magician.
Put the Minions to sleep. Wake the Demon,
Show the THESE ARE YOUR MINIONS token. Point to al Minians &the Magician.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 nof-in-play good character tokens,

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

The Kazali paints at a player and a Minion on the character sheet,
Replace their old character token with the Minion token. Wake the player.
Show them the You Are info token then the Minion character taken, and give a thumbs down.
Repeat until the normal number of Minions exist.
Put the Kazali to slesp.

If there are 7 or more players, wake the Demon:
Show 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 tokens,

Write a phrase down so that the Yaggababble can read it.
Shaw the Yaggababble the phrase,

The Poisoner chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep, Wake the target.

Show the THIS CHARACTER SELECTED YOU token, the Cerenovus foken, then the madness-character token

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

Show the Townsfolk character token marked MAD.

Give a finger signal,

Wake any Village Idiot, 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 Dreamer points to a player. Show 1 good & 1 evil character token, 1 of which is their character.

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down,

Wait a few seconds. Call for eyes open.
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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:
Poizoners, Protectors, Killers, Informaticon

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

The Innkeeper chooses 2 players. 886

The Foisoner chooses a player. @

The Cerenovus chooses a player & a character. @ Put the Cerenovus to sleep. Wake the target.
Shaw the THIS CHARACTER SELECTED YOU taken, the Cerencvus token, then the madness-character token ©
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The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:
Wake the Deman. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens, Point to the Exorcist,

The Lycanthrope points to a player. If the chasen player is good:
Mark them with the DEAD reminder, @ Deman 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 Po may choose a playver OR choases 3 players fi they chose no-one [ast night. @ or @K~

The Vartax 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 Idiot, 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 Dreamer points ta a player, Show 1 good & 1 evil character token, 1 of which is their character

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




