
ACTIONS

Move
A character may move a number of inches 
equal to their move value. If a character 
takes their second action as a movement 
and if they have any terror points, they must 
roll a D20. On a result equal to or less than 
the character’s current terror points, they 
trip at the end of their second movement.

“Let me take a look.”
Remove 2 injury tokens from a friendly 
character within 2”. 

“Kick it in!” 
Break open a locked door or window in 
base-to-base with a combat skill check at a 
+4 modifier.

Distract 
If within a character’s awareness, may 
move The Killer 3” directly toward this 
character.   

Stumble away 
The character may make a 2” move directly 
away from The Killer. After the move, make 
an awareness test to see if the character 
trips. If they trip, they also take 1 injury.

Stand up 
A character that has tripped must stand up 
before it can take any other actions.

Encourage
Give a model in the character’s awareness 
a +3 modifier to the skill value of the next 
action they take. 

Snap shot
Make a ranged or melee attack at a -5 
combat modifier. 

Concentrate 
The next action you take you may add +3 to 
the skill value.

Knock and Shout
A character within 2” of a building may 
make an awareness test. If they pass, place 
a light token touching a door of your choice 
on the outside of the building.

QUICK ACTIONS LONG ACTIONS
Search the Area
Make an awareness test. If successful, 
may roll on the search table [page 29,30]. 
Characters add +3 to the roll for the weapon 
or supplies table when they are searching 
outside. 

Investigate
Make an awareness test. If successful, the 
character may investigate a point of interest 
token within 2” of the character’s base.

Ranged combat
Target an enemy within awareness distance 
in inches with a ranged attack.

Melee combat
Target an enemy in base-to-base with a 
melee combat attack.

Fend Off
A character within 2” of The Killer rolls a 
D20; If the result is equal to or less than the 
character’s starting luck value, The Killer is 
immediately replaced with a fright token. 

“It’s nothing, see?”
The character may make an awareness check 
to reveal a fright token within the character’s 
awareness value. You may add or subtract 
one from the reveal roll. 

Take a breath 
The character may remove 1 terror token or 2 
injury tokens. The character may remove an 
additional terror or injury token if they are in a 
light token when they take this action. 

7 Minutes in Heaven
*Teen only
This action can only be taken if this 
character is in base-to-base with another 
teen character. Move The Killer into base-to-
base with a different character or supporting 
character on the board of your choice.


