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BURST OF ENERGY

Your Monster has 1 additional 
Action this turn. This Action 
cannot have already been 

performed this turn, 
and may not be performed 

again this turn.





BURST OF SPEED

Move all of your Monsters 
one Zone.





CRASH THE PARTY!

Your active Monster can Smash 
one Door in its current zone 

without rolling Action dice. Take 
the Door for the Reckoning.

This is a free Action.





FLASH FORWARD

Look at the top three Nocturnal 
Event cards, then return them

to the top of the deck in any order.





FURY!

Move your active Monster by 
up to 2 zones (following normal 

Move rules).





HIGH AND LOW

Search the room. Roll 2 additional 
dice (on top of your regular dice 
and any other bonuses you may 

have, up to a maximum of 5 dice).
This is a free Action.





JUST FRIENDS

Move any Father in play 
to the same zone as any Mother 
from a different monster family, 
or vice versa. You may ignore 

Doors and Barricades. 





NEVER SPLIT UP!

Move one Victim to a room 
containing another Victim.
You may ignore Doors and 

Barricades.





ROLL THE BONES!

Re-roll any one of the Action 
dice you just rolled.





RUNNING!

Move a Victim by up to 2 zones. 
(The Victim may run through 

an empty zone without hiding.)





STAND YOUR GROUND!

If defeated, your active Monster 
is not ejected from the zone 

this time.





TRADING PLACES

Swap the positions of any two 
Monsters in play of the same 
type (e.g. a Child with another 
Child). You may ignore Doors 

and Barricades.





BOOBYTRAP!

A boobytrap just went off. 
Roll 1 Reaction die immediately. 
If successful, your Search is over 
and your active Monster cannot 

perform any more actions  
this turn.





EXPLOSION!

A homemade bomb just
exploded! Your Search is over. 

Roll 1 Reaction die immediately. 
If successful, your active Monster 
is ejected from the room but may 

continue its turn.





POTATO MASHER

A grenade just exploded! 
Your Search is over. 

Roll 1 Reaction die immediately. 
If successful, all Monsters in the 
room are ejected from the room.  
The active Monster may continue 

its turn.
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FOOTHOLD TRAP

You found a Foothold Trap and 
may place it in your current zone 

during any one of your turns.
The next time a Victim tries to 

Fight Back in the same zone as 
the trap, they roll 2 additional 
Reaction dice (on top of any  

other dice they have, up to 5),  
then discard the trap.





BEAR TRAP

You found a Bear Trap and may 
place it in your current zone 
during any one of your turns. 

No Monster can Move out of the 
zone while it is in place. It can 
only be broken with the Smash 

action and 2 Successes  
(discard it when broken).





BLACKOUT

All Victims in any one zone  
(of your choice) hide immediately, 

even if Monsters are present.





BURY IT!

Look at the top 2 cards of the 
room pile for your current zone. 
You may place 0, 1 or 2 of these 
cards on the bottom of the pile 

in the order of your choice.





FOUND IT

Take any card from the discard 
pile and add it to your hand. 
After this retrieved card is 

played, it is removed from the 
game for good. 





MONSTROUS INSTINCT

Pick a number between 1 and 5. 
All the other players secretly 

show you the Party Guests they 
placed in that position in their 

Death Orders.





SNEAK ATTACK!

Instead of a regular Attack, you 
may perform a Sneak Attack 

with this card. Your Victims can’t 
use their special abilities against 
a Sneak Attack (all other Attack 

rules apply).
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