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Roll an extra die
in any risk not

against monsters
or survivors.

Gain a new skill
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When you lose a risk,
keep one die instead of
giving it to your untrust-
ed survivor. If a survivor
tries to hurt you, you
only lose one die.
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Roll an extra die

against monsters
or survivors. You
keep the knife on

a roll of 3+.
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Reroll your next
risk.

Roll an extra die
in risks involving
locks.

Gain one bonus
die after your next
risk.

Gain one Clue.

Gain one automat-
ic success in risks
against monsters
or survivors.

Roll two extra dice
against monsters
and other charac-
ters.

Roll an extra die
in risks involving
being in complete
darkness.




