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Red are disclaimer/explanations by me

Disclaimer: This is NO official translation, if by any chance an official CN->EN translation is
released, do not mess it up with this custom one.

From top to bottom:

Townsfolk:

Half-Shian: Any player that chooses you with their own ability at night would retarget to
another evil player instead.

Mask-changing actor: Each day, if you “madly” prove to be a good character (different than
before), you gain their ability tonight, until dusk.

Firewatcher: Each night*, you guess the distance between you and the first player who dies
tonight. If you are correct, other players don’t die tonight, but you might die.

Waiter: You start learning 2 good players. 1 of which is drunk, even if you are dead.

Singer: Once per day, you may publicly announce to perform, and choose any players
among the ones willing to watch; if a demon is among them, you die tonight.

Buddhist monk: Each night, the first evil player’s ability that chooses or affects you or your
living neighbour loses effect until dusk, and you learn your ability is triggered.

Brocade guard: Each night*choose a player; if they died before next dusk, you die instead.

Unauthorised doctor (ok that’s the most relevant translation i can come up with) : Each
night,choose a player: you learn a word related to their ability.

Astronomer: On your 1st night, you learn which side the closest evil player to you is at
(left/right/same), if you neighbour an evil player, you learn false info.

Enlightened: You think you are an outsider. If any evil player’s ability chooses or affects you,
you become a not-in-play townsfolk before the ability’s effect takes place.

Actor: All good players know each other. Who loses, wins; who wins, loses; no matter how
many actors are alive or not. [all good players are actors]

Naughty child: each night, choose a townsfolk character; their ability yields false info until
dusk.

Yin-yang teller: You start learning 2 good & 2 evil characters. Only 2 are in play.
(I know Onmyoiji is the word but | just want a more Chinese translation here)
Outsiders:

rebellious minister: You start choosing another player; if you are executed earlier, they
become evil; if they got executed earlier, you become evil.



Cursed: If you die, one of your living neighbours might die tonight.
Envoy: Up to once per night, a player who chooses an evil player with their own ability would
retarget to you instead, even if you are dead.

Student: The demon knows you are in play. Once per game, the demon may visit the
storyteller and guess who is the Student; if they are correct, they may choose a player
tonight(even if you die after the guess): that player dies.

Minions:

Corpse walker: Your townsfolk neighbours register as alive after their 1st death. [-1 outsider]
(register as alive: register as alive to player abilities & town square, register as dead to ST &
evil win con, actually has no ability (same as droisoned, but won't trigger acrobat or any
interactions with droison))

Fox succubus: You start choosing a player: they learn you are in play. If you die from
execution, they become evil tonight.

Praetorian: Any player who is “mad” they want to die might be immediately executed.

Bug poisoner: Players who nominate you when you are alive, die that night, even if you are
dead.

Demons:

WenterChaos: Each night*, choose a player; they die. All good players are poisoned until
dusk if you kill a townsfolk neighbour.

(specifically during the day, like godfather)
Qiong Qi: Each night*, choose a player; they die. If any outsider dies today, the player you
choose dies & register as alive instead, and a player(not them) dies. [+1 outsider]

Tao Tie: Each night*, choose any number of non-traveller players or a traveller: if their
character types (townsfolk, outsider, minion, demon) are all distinct, they all die. [+1 outsider]

Tao wu: Each night*, choose a player; they die. If you are about to die, you don’t & a minion
who is alive & has ability loses their ability instead. You don’t learn demon info.

(preacher picked & droisoned minions count as no ability)

(Minion who used their “_times per game* ability counts as no ability, but baron counts as
having ability)



