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Scheme.

Revelation — Test @ (3). If you fail, lose 1
b action for each point you failed by.

(ounterfeit Goods

5 Mllicit.
. Forced — Test & (4). If you succeed, discard

® Counterfeit Goods. If you fail, place an Item

= asset you control, back into your hand. Discard
Counterfeit Goods.
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Revelation — Test @ (3). If you fail, lose 1

F action for each point you failed by.

Mllicit.
Forced — Test ®& (4). If you succeed, discard

b Counterfeit Goods. If you fail, place an Item
& asset you control, back into your hand. Discard

Counterfeit Goods.

Illus. Barbara Wiszynska-Kubit




Cover Up

Task.

Revelation — Put Cover Up into play in your threat

b area, with 2 clues on it.
R When you would discover 1 or more clues at
¢ your location: Discard that many clues from Cover
L Up instead. If there are no clues on Cover Up,
discard it.

As— Heal 1 damage on the nearest Criminal
1 in play: Discard Cover Up.
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Deadly Game

Mpystery.

Test @ (3). For each point you fail by, you must
b choose a different option:

. < Lose 2 resources.

} < Take 1 horror.

. < Get -2 to the next skill test you perform this
. round.

Cover Up

Task.

Revelation — Put Cover Up into play in your threat

b area, with 2 clues on it.

R When you would discover 1 or more clues at

¢ your location: Discard that many clues from Cover
L Up instead. If there are no clues on Cover Up,

discard it.

& A+ Heal 1 damage on the nearest Criminal

Deadly Game

Mpystery.

2
Test @ (3). For each point you fail by, you must
b choose a different option: >

. < Lose 2 resources.

< Take 1 horror.

. < Get -2 to the next skill test you perform this

round.
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Fingerprints

Evidence.

. Revelation — If you have no clues, Fingerprints
b gains surge. Otherwise, test @ (X), where X

& equals the number of clues you have (to a
maximum of 5). If you fail, place 1 doom on the
nearest Criminal enemy.
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Footprints

Evidence.

”,
* Revelation — Attach to your location, then place
1 doom on that location. <>
& If there is no doom on attached location, discard
Footprints.

. »: Investigate. If you succeed, instead of
.~ discovering clues here, remove 1 doom from
sattached location.
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Fingerprints

Evidence.

. Revelation — If you have no clues, Fingerprints

b gains surge. Otherwise, test @ (X), where X
& equals the number of clues you have (to a

maximum of 5). If you fail, place 1 doom on the
" nearest Criminal enemy.

Footprints '

Evidence.

~
Revelation — Attach to your location, then place

¢ 1 doom on that location.
& If there is no doom on attached location, discard
Footprints.

. »: Investigate. If you succeed, instead of
.~ discovering clues here, remove 1 doom from




Intel Dossier

Item. Illicit.

Forced — Lose 2 resources. If you cannot do
b this, Intel Dossier gains surge.

“Information always comes at a price”.

Mysterious Telegraph

Distraction.

Revelation — Put Mysterious Telegraph into

® play next to the act deck.

L Each location gets +1 shroud.

. Forced — At the end of the round: Discard
. Mysterious Telegraph.

Intel 30551

Item. Illicit.

Forced — Lose 2 resources. If you cannot do

& this, Intel Dossier gains surge.

Mpysterious Teleraph

Distraction.

Revelation — Put Mysterious Telegraph into

b play next to the act deck.

L Each location gets +1 shroud.
. Forced — At the end of the round: Discard

Mysterious Telegraph.




Poisoned

Scheme.

. Revelation — Put Poisoned into play in your threat
P arca.

& Forced — When you would take damage and/or

horror: Take 1 additional damage or horror and
discard Poisoned.

\ : —: Discard Poisoned. Then, take 1 damage and

Prying Eyes

: Criminal.

Revelation — If there are no unengaged
» Criminal enemies in play, Prying Eyes gains
surge. If there are 1 or more unengaged
. Criminal enemies in play, each of them moves 1
location toward the investigator with the most
. clues. Each Criminal enemy that engages that
investigator as a result of this effect makes an
te attack.
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Poisoned

Scheme.

Revelation — Put Poisoned into play in your threat

L area.
& Forced — When you would take damage and/or

horror: Take 1 additional damage or horror and
+ discard Poisoned.

i ,M»: Discard Poisoned. Then, take 1 damage and

O1ITOT.
T

Prying Eye

. Criminal.
Revelation — If there are no unengaged

» Criminal enemies in play, Prying Eyes gains

surge. If there are 1 or more unengaged

. Criminal enemies in play, each of them moves 1 =

location toward the investigator with the most

. clues. Each Criminal enemy that engages that

investigator as a result of this effect makes an
“tmmediate attack.

Tllus. Ruiz Burgos




Smelling Salts

Item.

~ Forced — Test ¢ (4). If you fail, lose 1 action (2

£ actions instead if you fail by 2 or more). When

= this skill test begins, an investigator at your

location may place 1 of his or her clues on your
location to reduce the difficulty of this test by 2.

Under Surveille

Covert.

~
* Revelation — Attach Under Surveillance to your
* location. <>

. Forced — After you leave attached location: You
must either take 1 horror or lose 1 action.

s » Place 1 of your clues on attached location:
“Discard Under Surveillance.
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Smelling Sal

Item.

~ Forced — Test 3¢ (4). If you fail, lose 1 action (2
b actions instead if you fail by 2 or more). When &
= this skill test begins, an investigator at your

location may place 1 of his or her clues on your

Covert.

Revelation — Attach Under Surveillance to your
b location. <>

. Forced — After you leave attached location: You =

must either take 1 horror or lose 1 action.

~ » Place 1 of your clues on attached location:
sDiscard Under Surveillance.
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N Law. Error. 3 ‘ S Ve Law. Error.
A A
~ Revelation — Attach Wrongful Arrest to an Ally Revelation — Attach Wrongful Arrest to an Ally —

b asset you control. > & asset you control.

. Forced — Test @ (3) or # (3). If successful, = . Forced — Test @ (3) or ¥ (3). If successful,
- discard Wrongful Arrest. If you fail, deal 1 3 - discard Wrongful Arrest. If you fail, deal 1
. damage to the Ally asset you control. If you ; . damage to the Ally asset you control. If you

have no Ally asset in play, Wrongful arrest = have no Ally asset in play, Wrongful arrest

- rge. o —
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s Hound of the Basker
S— * (—r

villes
6)
' , Forced — Either exhaust a piece of evidence in your ¥

- play area or ready each enemy in play. Each enemy
ith the Hunter keyword moves 1 location towards

are unsuccessful, deal 1 damage to an Ally asset you
control. If you cannot do this, take 1 direct damage.

“4 hound it was, an enormous coal-black hound, but not
such a hound as mortal eyes have ever seen.”
- Sir Arthur Conan Doyle, The Hound of the
Baskervilles
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Meddlesome Reporter

Humanoid.
Hunter. Retaliate.

¥ Forced — Either exhaust a piece of evidence in your
I play area or ready each enemy in play. Each enemy
_ with the Hunter keyword moves 1 location towards

i
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Whitechapel Vigilante
A X%k /

Humanoid. Criminal.

Hunter.

= Forced — After you defeat Whitechapel Vigilante:

i Move the nearest ready, unengaged Criminal
enemy once toward your location.

~ Forced — After you defeat Whitechapel Vigilante: \{ :

i Move the nearest ready, unengaged Criminal
enemy once toward your location.
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