KasPErR KjGaR CHRIiSTIATSEN KOREMWUERIER STORGAARD
,,ﬁr.\: 4 | / | v 2R |
£ AR -. i ‘ i

& FATE oF RoANOKE °

- R - RULEBOOK_ _‘ﬁ;-h






A @/

o se w@aw%mﬂm»«?%m?ww%am
%w@e 7/%%&, I ferchy ace 7 HeTek fme.

J e cooit ~ T fogpérf wimbn Vs P o Pejen ~ o/
75&7%7/ ez I« T fole TG, @ el col Bbsa?,
wﬁ/;@%a%wm I Aol dovr o> ik T ]
Sozns w%éW~/‘Z¢wéﬁoﬂ%

WAT s powerdis ST ek 4 you wre poiTTong, & Ping. v = pfle
et e T
smtordd fo 7547%@% ereyy sctousce afﬂy %//

%MW/ §7wa/e, ‘W%%J

%wa%m' 2104 Wﬂ%

e il
GamEe OVERVIEW OBject oF THE GamE

Pagan: The Fate of Roanoke is an asymmetrical card game In Pagan, two players compete to be the first to complete
for two players respectively taking on the roles of Witch their individual objective. As the Witch, your objective is

or Witch hunter. The Witch tries to carry out a ritual of to collect enough secrets to perform a ritual so potent,
renaturation before being exposed and eliminated by the that the entire region will fall under your spell and Mother
Witch hunter. Nature will reclaim the colony. As the Hunter, you gather all
Nine villagers are under suspicion and only the Witch the allies and support you can muster, to bring the Witch to
player knows who the real witch is. Each turn the two justice before its fatal ritual comes to fruition.

players use their action pawns on active villagers to draw
cards, play cards, and gain influence.

Moreover, the Witch can brew powerful potions, improve
their familiar, and cast enchantments and charms, while
the Witch hunter enlists allies, claim strategic locations,
and ruthlessly investigates the villagers.

TR

DISCLAIMER

Wyrmgold wants to make it abundantly clear that we as a company and as persons do not condone violence against
people, witches or animals of any kind. This is a work of fiction and not meant to be disrespectful of any historical I
figure, ethnical or religious group.




Comronent OVERVIEW

WitcH

50 cards (4 different types):
¢ CHARMS (®)

¢ BREWS (@)

¢ FAMILIAR SKILL ()

¢ ENCHANTMENTS (§)

Hunter

50 cards (4 different types):
¢ EVENTS (%)

¢ ALLIES (%)

¢ LOCATIONS (=)

¢ INVESTIGATION (©)

WitcH Toxkens

¢ 30 SECRETS (%2 small purple discs)
¢ 20 FAVORS (# large purple tiles)

¢ 2 ACTION PAWNS (»)

¢ 1 FAMILIAR ACTION PAWN ()

Hunter Tokens
¢ 30 CLUES (3. small red discs)
¢ 9 EVIDENCE (3 large red tiles)

o

?j ¢ 3 ACTION PAWNS (&)

3 il

All tokens are limited to the amount in the box. If you are about to receive or place a token, and there is none left in the
supply, don’t place the token. You are, however, allowed to move a token of the same type already in play.

InFLUvEDCE Discs

¢ 2 INFLUENCE DISCS with values 1-20 ¢ 2 PLAYER AID CARDS
¢ 2 SCENARIO CARDS

Important: INFLUENCE is not limited. In the unlikely case
where you need more than 20, place a marker next to the
disc for every 21 INFLUENCE. SO W S
If your INFLUENCE reaches 0, turn over the disc until you ‘ :
gain more INFLUENCE again.




R

ViLLaGE anbD EncHanTmentT BoaRrD

ViLLaGER anD SusPect CaRDS
¢ 3red, 3 blue & 3 green VILLAGERS

¢ 9 corresponding SUSPECTS

¢ 3 VILLAGER overview cards

Hunter Boarp

On the left side you can find a list of all Hunter Actions.
LocCATIONS as well as ALLIES must be placed on the
designated spaces on the right.

See page 14 for more details.

WitcH BoarD

On the left side you can find a list of all Witch Actions.
BREWS as well as FAMILIARS must be placed on the
designated spaces on the right.

See page 15 for more details.




GameEe SETup

Decide who will play as the Witch and who will play as the Hunter.

The Witch receives 3 ACTION PAWNS (2 j and 1 #), the Witch player board
as well as the green INFLUENCE disc.

The Hunter takes 3 ACTION PAWNS (), the Hunter player board and
the red INFLUENCE disc.

quce the 3 part village board at the center of the table (1st (@%}, 2nd
%, 3rd #a\) and put the Enchantment board to one side of it.

Place the 9 villagers on the village board corresponding to their symbol and

coloring 41\ % and W} . (You will find them on the back of the cards.)

Shuffle the 9 SUSPECTS, matching the villagers on the village board, to
form the SUSPECT DECK.

The Witch now draws the top card of the SUSPECT DECK, keeping it
secret from the Hunter. This SUSPECT indicates the true identity of the
Witch for the remainder of this game.

Both players shuffle their 50 cards building their respective decks.

The remaining tokens (CLUES, EVIDENCE, SECRETS and FAVORS) are
put in the general supply.

Both players draw 3 hand cards from their respective decks and set
their INFLUENCE DISC to 2.

Note: If you are playing for the first time, you should place 1 player aid
card next to your board.







Pravinc T GameE

InpivipvaL coaLs oF WitcH anbp WitcH HuntTer

The Witch and the Witch hunter will have to take actions helping them reach their individual victory conditions:

The Witch wins by placing 3 or more FAVOR TOKENS on the villager who represents the true Witch and then using the
action PERFORM RITUAL. Alternatively, the Witch wins if the Hunter eliminates 3 innocent villagers.

The Hunter wins by either ELIMINATING the true Witch or by EXONERATING the remaining 8 innocent villagers.

STarT oF THE GamE

The players take turns being the active player. The Witch takes the first turn. Each turn consists of two phases:

1. An UPKEEP PHASE where you return your ACTION 2. an ACTION PHASE where you take 3 ACTIONS by
PAWNS to your supply and possibly use card effects placing ACTION PAWNS on cards or boards.
and/or pay Upkeep, followed by...

UPKEEP PHASE

During the UPKEEP phase, perform the following steps in order:

1. Return your ACTION PAWNS to your supply.

2. Perform any “at the start of Upkeep” effects on cards in play.

3. Perform obligatory (i. e. must) “during Upkeep” effects on cards in play as
well as any voluntary (i. e. may) “during Upkeep” effects that you want to
resolve in any order.

4. Hunter only: Pay UPKEEP for your ALLIES in play, by paying an
amount of INFLUENCE equal to the total UPKEEP of all Allies. Discard

any ALLY you do not pay the UPKEEP for.

5. Perform any “at the end of Upkeep” effects on cards in play.

6. If you have more than 7 cards in your hand, discard down to 7
cards.




Action PHASE

During the Action phase, perform 3 Actions by placing your ACTION PAWNS, one at a time, on available action spots to
carry out the corresponding action.

Note: In the first turn of the game the Witch only has 2 regular ACTION PAWNS which they must use to visit villagers of the
same FACTION. Starting from the second turn they use all 3 ACTION PAWNS.

There are two main types of actions:

Occupied villager Ready villager '
A. ViLLAaGER action

Place an ACTION PAWN on a ready villager on the village
board. Important: a villager is ready, if they have no
ACTION PAWNS on them.

More details on page 16.

Visit a ViLLaGER Visit a ViLLAGER.

Place an ACTION PAWN on one of the action spots on your
player board (same action spot can be used multiple times)

B. PLayER BOARD action ¥ Hunter xl : Witce

Activate Reapy Location

o

or on a ready LOCATION. N ¥
| \J Consvme BRew
More details on page 18. Lirt Encuantment <tH—¥) Gunza
EREE, o <1 | READY A VILLAGER

Pray I carp

Exonerate ViLLAGER

Pay3 3 then draw a Suspect card,

TuE Enp is nicu

PerFORM Rifvar

- Eriminate ViLLaGER. =
Requires 3 #.on target, ready villager, and at lea TP
| 1 #onallothervillagers

-
_J’




Pagan includes a variety of card types. You play cards by
visiting a villager with a “play” action or by using a “play”
effect of another card or board item.

When you play a card with a one-time effect - i. e. CHARMS
or EVENTS, apply the card effect immediately. Then place
the card in your discard pile.

When you play a card with a lasting effect, you place it on
an appropriate spot on your player board or the village
board. If there is no available spot, you must remove a card
of the same type as the card you played to make room for
the new card. You cannot voluntary remove a card of your

(%

origin to make room for another card.

If you ever have to draw cards, but none are left, you simply
reshuffle the cards from your discard pile to form a new deck.

BREWS and FAMILIARS are placed on the Witch player board.
ALLIES and LOCATIONS go on the Hunter player board.
ENCHANTMENTS are placed on the Enchantment board

and INVESTIGATIONS are placed on the village board.

i

Anatomy oF a CaRrD

Every action card has a type, a name, INFLUENCE cost, a
picture, an effect, a version and a card number. You may
never have more than 2 cards with the same name in your
deck.

—\

Each CARD TYPE has its
own icon:
® Ally
Y Event
§o) Investigation
L] Location
=) Brew
® Charm
B Enchantment
2 Familiar
Gain2 3.
Card number

—f

for better identification.

Some card types have additional features, which are
explained on pages 10-13.

INFLUENCE cost
to play this card

Th

Card effect
effect associated with the
card.

(rommm——

Version
The game/addon as icon.




Faction name ]
Factions are used in scenarios. See
Advanced rules on page 25.

ViLLaGeErR CaRDS

There are 9 villagers in a game of Pagan. The villagers are
located on the village board and consist of 3 blue villagers, 3
red villagers and 3 green villagers. A villager is either ready,
occupied or eliminated.

A villager is occupied if an ACTION PAWN is blocking it.

Villager number
This is important for the
initial placement.

Color/Symbol

Cards and Actions sometimes refer to
villagers of one specific color.

The symbol is helping colorblind players. [l

Card effect

This effect is carried out, when a
player places an ACTION PAWN on
the villager.

Target color/Asset value
Number of CLUES/SECRETS

the player may distribute onto a villager

of that specific color.

Suspect CarpDS

Each SUSPECT CARD corresponds to a villager on the
village board. During setup, the Witch draws the top card
of the SUSPECT DECK. The drawn SUSPECT is the true
witch for the game. During the game, the Hunter draws
SUSPECTS from the deck to narrow their search for the
Witch.

IMayor BiceGs




An ALLY assists you while they are alive. But this help costs
you INFLUENCE every turn as well. If you can't afford it, you
must discard the ALLY from your board to the discard pile.

Upkeep cost
Cost during the Upkeep phase. If
not paid the card is discarded.

Hunter (8: Draw 1 & OR
discard 1 \5 to gain3 @.

Location =

A LOCATION offers you a new action. If you place one of
your ACTION PAWNS onto a LOCATION, the effect of this
card will be carried out.

Pawn Spot
When placing an ACTION
PAWN fere, you activate
the card. Its effect is then

l carried out.

W: Remove 2 2. You can remove
them from different villagers.

The Hunter plays the "Clerk” ALLY for 2 INFLUENCE
and places it on a free ALLY spot on the Hunter Board.
In their next UPKEEP the Hunter discards 1 card and
gains 3 INFLUENCE and pays the UPKEEP cost of 1
INFLUENCE to keep the "Clerk".

The Hunter plays an Armory” LOCATION. They place
it on one of the free LOCATION SPOTS on the Hunter
Board. They then use one of their remaining ACTION
PAWNS to activate it by placing the ACTION PAWN

on the PAWN SPOT of the LOCATION. The activated
"Armory”’ now removes 2 SECRETS
from up to 2 villagers. They take
2 SECRETS away from "Beau
Johnson'.




An EVENT is an unexpected and sudden change. It is played
and handled instantly and then goes to the discard pile.

Discard the top 2 \5 of your deck.
Gain @ equal to the combined
cost of the discarded \5

Investication e

When you play an INVESTIGATION, place it on the village
board on a target villager. If an INVESTIGATION affects
the Witch, place it on the Witch's side of the village board

(showing a @ or j).

If it affects the Hunter, place
it on the Hunter's side.
(showing a ).

There can only be one
INVESTIGATION on any
given villager at a time.

&:Gain1 3.

o007

The Hunter plays “Persuasion” on Stranger Sue (I.),
which gives the Hunter an EVIDENCE every time they
visited the villager. Since this benefits the Hunter, the
card is placed on the Hunter's side of the board.

Later, the Hunter plays “Lock-down” on Preacher Wulfric
(2.), which forces the Witch to use 2 ACTION PAWNS to
visited this villager. Since this affects the Witch, it's placed
on the Witch’s side of the board.

EXAamPLE

I




The Witch can craft powerful BREWS. The effect cannot be
carried out until enough SECRETS have been added. Only
then the effect of the card can be carried out and the BREW
discarded. You can save a BREW for an opportune moment.

See "Consume Brew" on
page 19.

Secrets needed
This effect can be carried out if
enough Secrets have been gained.

Consume: Add 172 to all villagers.

FamiLiaR v

Through the help of a FAMILIAR the player can activate
powerful effects to strengthen their own position. By
discarding a certain amount of hand cards or INFLUENCE
this effect can even be EMPOWERED (g) by paying the
shown amount.

Empower
The Empower effect is
activated through paying the

costs mentioned.

Move 1 © from the visited villager
to another villager.

Y ) . G

The Witch plays a "Surplus Elixir" for 2 INFLUENCE

and places it on an empty BREW spot. The Witch then
visits the villager "Preacher Wulfric" and distributes 2
SECRETS to the BREW instead of the red villagers. After
the Witch puts another 2 SECRETS in the BREW it is now
completed and can be used anytime within their own
turn as a free action. The Witch uses it and every villager
gets an additional SECRET. The Witch then discards the
BREW.

N ExamPLE -

J T e \{

The Witch plays the "Qualm’ FAMILIAR for 2 INFLUENCE
and puts it on the FAMILIAR spot on the Witch board.
The FAMILIAR is now ready to use with the Familiar
action pawn. The Witch uses the FAMILIAR when visiting
"Beau Johnson" and moves the INVESTIGATION "Random
Tidings" to "Preacher Wulfric". They could have paid
another 2 INFLUENCE to force it back to the Hunter's
hand.

N\ ExXomPLE -




EncHantTment o CHARNM @

ENCHANTMENTS are powerful effects that will greatly A CHARM is a good tool to manipulate the village board
benefit the Witch or hinder the Witch hunter. as it can change a situation drastically. It is played and
Once cast they can only be removed if the Witch hunter handled instantly.

uses one whole action and pays the resources shown.

When you play an ENCHANTMENT, place it on the
leftmost space on the Enchantment board. Enchantments
cost 1 additional INFLUENCE to play for each other
ENCHANTMENT already in play. You can see the numbers on
the Enchantment board to remind you of this.

-

o] i}
U ___ e |

If there are already 3 ENCHANTMENTS, you can discard
one to make space for a new ENCHANTMENT. Slide the
remaining ENCHANTMENTS to the left if possible.

Hunter costs

Move all *#: from 1 villager

Number o f to another villager.
CLUES('¥:)/INFLUENCE
the Hunter may pay to
lift the Enchantment.
i al
4 S

The Witch plays the “Entranced” ENCHANTMENT. Since
there already is one ENCHANTMENT present on the
village board, the cost is increased by 1 as indicated

on the board. The Witch pays 4 INFLUENCE (3 for the
card and 1 extra) and places the ENCHANTMENT on the
second spot.

N EXamPLE -

I3




TuE Boarps
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Hunoter Boarp

The Hunter board offers several action spots for the Hunter's ACTION PAWNS as well as card spots for LOCATIONS and ALLIES.
The Actions associated with them are described in greater detail on page 20-21.

~/ Hunter \

Visit a ViLLAGER_

1. Carry out ©-card effect
2. Gainl 3
(if villager has at least 3 #: on it)
3. Distribute 3#:
4. Use villager skill

Activate REapy Location

LOCATION SPOTS

Raip VILLAGER The Hunter may place LOCATIONS /ere.
| Place Action pawn on ready villager and pay 3 #: -
from villagers of the same color.

Remove 1 # or all ? from that villager.

- aih NS L
Lir¥ coch, utfment HUHTER

Gain 2@ or
Draw I carp r
PLay I carD

ExomeRATE ViLLt GER_
Pay 3 3 then draw a Suspect :ard.

READY A VILLAGER_

Costs 1 ¥ from that villager.
(Enemy Action pawns only)

ALLY SPOTS
The Hunter may place ALLIES here.

._ A ;I

Eriminate ViL.aGER

) 2quires 3 3#: on target, r :ady villager, and at least
. 1% onallother villagr s.

-
~ ACTIONS
The Hunter may place their ACTION PAWNS
on any of these to activate the according
action.

14




WitcH BoarD

4 WitcH
Visit a ViLLAGER_

Carry out ©-card effect

Convert 3 ? to 1 # (max 2 times)
Distribute ? to villager or &

Use villager skill (twice if 2+ #)

Do (empowered &) ¥ action
(only when using the ®)

TSI

ConsumE BREw

This is a free action during your turn.

BREW SPOTS

Gain 2@ or
Draw I Carp or
Pray I Carp

REaDY a VILLAGER.

Costs 1 ? from that villager.
(Enemy action pawns only)

ACTIONS
The Witch may place their ACTION PAWNS
on any of these to activate the according

action.

THE EnD is nicH

PerrForm RitvaL

Place an Action pawn on a ready villager, who is the

true witch and has at least 3 # on it.
You win the game.

T,

"

\@ ﬁ"l

FAMILIAR SPOTS

-

here.

/

“—‘“ﬁ%’i’/

The Witch may place BREWS here.

The Witch may place FAMILIARS

The Witch board offers several action spots for the Witch's ACTION PAWNS as well as card spots for BREWS and FAMILIARS.
The Actions associated with them are described in greater detail on page 19.

I5




AcTtions

R B T T T B B T B Y B Y T T Tl T 0 Y8 Y o N Y T Y O T 0 B 0 Y B o Y Yo o _.._.'f

VisitinGe a VILLAGER_

Place an Action pawn on a ready villager, to distribute SECRETS for the Witch or CLUES for the Hunter and use the
villager’s skill. This action has different steps for the Witch and the Hunter players, as can be seen on the player boards,
and is carried out in the following order:

I. TricceEr InvEstication CarDp

If there is an INVESTIGATION on your side of the visited villager, it triggers and its effect is applied.

2. ConverT SeEcrets (WitcH) 2. Gain Evipence Toxkens (Hunter)
If you have 3 or more SECRETS on the visited villager, you If the visited villager has at least 3 CLUES assigned to it, you
may convert 3 SECRETS to 1 FAVOR up to 2 times. gain exactly 1 EVIDENCE from the supply to your collection.

Important: The CLUES remain on the villager.

The Witch visits "Doctor Annie". Since
there are 6 SECRETS on her, they
convert those into 2 FAVORS before
DISTRIBUTING ASSETS.

The Hunter visits "Stranger Sue”. Since there
are 4 CLUES on "Stranger Sue’, they get 1
EVIDENCE before DISTRIBUTING ASSETS.
The 4 CLUES on "Stranger Sue” stay.

ExamPLE -~ N EXamPLE -

3. DistrRiBUTE ASSETS

Distribute assets equal to the asset value shown on the
visited villager, to villagers matching the color shown. The
assets are CLUES, if you are the Hunter and SECRETS, if you
are the Witch. If you distribute more than 1 asset token, you
may split them between legal targets as you wish. If you are
the Witch BREWS always count as legal targets.

Note: The Hunter places asset tokens on the Hunter's side

of the villager and the Witch on the Witch's side.

The Hunter places an ACTION PAWN on "Doctor Annie".
First, they distribute 2 CLUES to blue villagers. They divide
them between "Beau Johnson" and "Stranger Sue".

N EXamPLE -
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4, Use ViLLacer SKiLL (WitcH)

Use the visited villager’s skill. The villager skills generally
consist of one of the three basic actions:

gain INFLUENCE, draw card(s) or play card(s). If the visited
villager has at least 2 FAVORS on it, you may use the villager
skill one additional time.

" S

The Witch has 2 FAVORS on Mayor Biggs.
After having looked at 3 cards, drawn 1 of
them and discarded the other 2, they may
repeat the villager skill once.

Note: No other steps are repeated.

N\ EXAamPLE -

4. Use ViLLaGer SKiLL (HumfeR)

Use the visited villager’s skill. The villager skills generally
consist of one of the three basic actions:
gain INFLUENCE, draw card(s) or play card(s).

5. Famiriar Action (WitcH)

The Witch has 2 regular and 1 Familiar ACTION PAWNS. The
Familiar ACTION PAWN works like any other ACTION PAWN,
except that the action may be augmented by a FAMILIAR.

When using the Familiar ACTION PAWN, you may select one
FAMILIAR in play and use its effect to augment the action.
You may only use one FAMILIAR during your turn.

You may further improve your FAMILIAR by using

an Empowered version of the skill. To EMPOWER the
FAMILIAR action, you must pay the resources listed in
parenthesis on the FAMILIAR.

The Witch has just completed
the steps 1. - 4. of a “Visit a
Villager” action.

As the villager was visited using
the FAMILIAR ACTION PAWN,
they may now use exactly one of
their FAMILIAR CARDS in play.
They decide to use their “Learn
Secrets” FAMILIAR CARD to gain
1 INFLUENCE.

Had they decided to discard 1 card, the “Learn Secrets”
skill had been EMPOWERED and they would have
gained 3 INFLUENCE instead.

N EXAamPLE -

17




Basic Actions

/ \ Though you are usually better off using a “Visit a Villager”
Gain 2 e or action, sometimes this is not possible. Instead, there are 3
Draw I Carp or basic Actions:
Pray I Carp
h 7 GAIN 2 INFLUENCE
y ~_  Add 2 INFLUENCE on your Influence disc.
Gain 2 @ or
PR oD A DRAW A CARD
PLay I CarD Draw the topmost card of your deck.
2\ 1
PLAY A CARD
Play a card from your hand by paying the INFLUENCE cost
of the card from your INFLUENCE WHEEL. If you don’t have
enough INFLUENCE available, you may not play the card.
o il
READY A VILLAGER_
/ ] _ Place an Action pawn on the “Ready a Villager” spot of the
READY A VILLAGER player board, to remove all ACTION PAWNS from a target
Costs 1 2 from that villager. villager. Hand them back to their owner.
(Enemy action pawns only)
A " You must remove 1 of your SECRETS or CLUES from that
y - villager. If you can’t do this, you may not perform this
- . -
READY A VILLAGER action.
Costs 1 ‘¢ from that villager.
3 Note: You may NEVER remove your OWN ACTION
. (Enemy Action pawns only) ]
s | I - PAWN(S) to ready a villager.

I8




As Witch, you have 2 additional actions available through your player board.

These are CONSUME BREW and PERFORM RITUAL.

ConsvmEe BREw

Consuming a completed BREW doesn't cost an ACTION
PAWN. To use a BREW, you must have enough SECRETS on
it to satisfy its SECRETS requirement. When consumed,
apply the effect of the BREW, return all SECRETS on the
BREW to your supply and then discard the BREW. BREWS
can only be consumed during your turn but may be also
consumed during the Upkeep phase.

ConsvmEe BrRew

This is a free action during your turn.

 SureLus ELixiR_ _,

Consume: Add 1?2 toall villagers.

|

The Witch has "Surplus Elixir" in play
on their player board.

Since the Elixir has the required 4
SECRETS on it, they may decide

to consume it. This can be done by
discarding the BREW at any point
during their turn. They may then use
the effect and immediately place 1
SECRET on all villagers or wait for a
more opportune moment during a
later turn.

EXAMPLE

PErForm RifvalL

Place one of your ACTION PAWNS on a ready villager that is the
true witch and has at least 3 FAVORS on it. Show the matching
SUSPECT to commence the ritual and win the game.

PErrorm RifvalL

Place an Action pawn on a ready villager, who is the

true witch and has at least 3 # on it.
You win the game.

)
Doctor Annie

The villager “Doctor Annie” has 3
FAVORS and is the true witch. The
Witch places an ACTION PAWN on
the ready villager, commences the
ritual, and wins the game.

EXamPLE -

19




As the Hunter, you have 5 additional Actions available through your player board.

i

il

Activate Location

You may activate any ready Location on your player board
by placing an ACTION PAWN on the LOCATION. Some
LocATIONS require that you pay a cost for the activation to
take effect. If you can’t pay the cost, you may not perform
this action.

i

The Hunter activates their “Study”
LOCATION on their player board by
placing an ACTION PAWN on it and
immediately draws 3 cards from the
top of their deck.

EXamPLE

e

il

Lirf EncHEanTment

If there are ENCHANTMENTS in play on the Enchantment
board, you may spend an action to lift an ENCHANTMENT.
To do so, place one of your ACTION PAWNS on the “Lift
Enchantment” spot and pay the cost listed next to the
action symbol on the ENCHANTMENT. Then discard the
ENCHANTMENT and slide any ENCHANTMENTS left on the
village board towards the left side if possible.

Lirf EncHantTmEeEnT

-

Lift Enchantment costs
The Hunter must pay the
shown resources.

The Hunter wants to get rid of the “Hypnotism”
ENCHANTMENT that is in play. First, they place an
ACTION PAWN on the “Lift Enchantment” on their player
board. Then they pay 1 INFLUENCE as stated on the card
in order to remove it. Lastly, they slide the remaining two
ENCHANTMENTS to the left.

EXamPLE

.




ExoneErRATE VILLAGER
Pay 3 3, then draw a Suspect card.

(1Y

ExonmeraTE VILLAGER.

Place an ACTION PAWN on the "Exonerate Villager" spot
and pay 3 EVIDENCE to draw the top card of the SUSPECT
DECK. Keep the drawn card secret from the Witch. You
win the game if you have drawn all 8 remaining SUSPECT
CARDS.

Raip VILLAGER

You may place an ACTION PAWN on a ready villager and pay
3 CLUES from villagers of the same color as that villager
(including the target villager) to remove 1 FAVOR OR all
SECRETS from that villager.

Important: If you don't have at least 3 CLUES on like-
colored villagers, you may not perform this action.

Raip VIiLLAGER

Place Action pawn on ready villager and pay 3 ¥
from villagers of the same color.
Remove 1 # or all 2 from that villager.

The Hunter wants to remove 1 of the Favors on “Beau
Johnson’. They place an ACTION PAWN on him, remove 3
CLUES from similar colored (blue) villagers, and remove 1
FAVOR from the selected villager.

N EXamPLE -

i

il

ErLiminaTeE VILLAGER

Place an ACTION PAWN on the Eliminate Villager action
to elimante a ready villager. The villager must have at
least 3 CLUES on it and every other living villager
must have at least 1 CLUE on them.

ﬁ e * + +
ErLiminate VILLAGER_

Requires 3 ‘#: on target, ready villager, and at least
1 3%: on all other villagers.

Important:
When a villager is eliminated, the Witch must
announce if the villager was indeed the true witch.

If it was the Witch, the Hunter wins the game.
If the villager was innocent, turn the eliminated
villager card face down and return all tokens on it, as
well as all CLUES from all villagers to the supply. That

villager won't be available for the rest of the game.

If 3 innocent villagers have been eliminated,
the Witch wins the game.
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