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DEAD BY DAYLIGHT
SURVIVING A NIGHT IN THE ENTITY’S REALM

How not to be

^
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This guide is intended to be used as an easy external point  
of reference, and not as a substitute for the in-game manual  

or tutorials. The tutorials in particular are highly recommended  
to all new players for hands-on training which will give you a solid 
foundation in the trials to come — plus a small boost which will 

give you a head start in levelling up your first character.

With that being said, this was created with new players in mind, 
and it is therefore assumed that the reader has little to no prior 
knowledge of Dead by Daylight or its mechanics. The following  

is a basic guide to playing the role of survivor.
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You are a survivor, trapped in the realm of a malevolent Entity 
where you are hunted endlessly by a series of bloodthirsty killers. 

Each time the Entity throws you into a new trial, you and three 
fellow survivors must open the gates and escape the match  
to avoid being brutally sacrificed by the killer.  
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Please refer back to this page while exploring the rest of the 
guide, as most of the features shown here will be explained  
in more detail further on.

The four survivor portraits show the 
usernames of the survivor players and 
their current state. When a survivor is 
healthy, injured, dying or hooked, their 
portrait will change to reflect this.

These are the perks which the 
player currently has equipped. 
Each survivor, and the killer, 
may equip a maximum of four 
perks before a trial.

When the survivor earns 
Bloodpoints for completing 
an objective, the objective and 
amount of points earned will 
briefly appear here.

When the survivor is affected 
by a status effect, its icon will 
be displayed here. This survivor 
is currently affected by the 
Exhaustion status effect.

This shows the number of 
generators which still need to 
be repaired in order to escape 
the trial. Once all the required 
generators have been powered, 
this number is replaced with 
a prompt to “FIND THE EXIT”. 
If the hatch is open, an icon of 
the hatch will also appear here.

When you are able to interact with an 
object nearby, a prompt will appear in the 
centre of the screen. Progress bars and 
skill checks will also appear in this area 
while completing actions such as healing 
and generator repairs.

If the survivor has an item 
equipped, the item and any 
add-ons will be displayed here.
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The generators (colloquially known as “gens”) are your key  
to escape. You will not be able to leave the trial until five 
generators have been powered.

Generators must be repaired by survivors 
in order to become fully powered. 
Survivors can repair generators by holding 
the Left Mouse Button (for mouse and 
keyboard users), Right Bumper (for Xbox 
or gamepad users) or R1 (for PlayStation 
users) while standing near an unpowered 
generator. Generators can be repaired 
more quickly by multiple survivors working 
together. However, be aware that some 
killers may have perks which give away 
the survivors’ position if multiple survivors 
are working on a single generator at the 
same time.

Locating Generators
There are seven generators which spawn scattered across the 
map at the start of the trial. Most of the time, the locations of the 
generators will be random, although some maps contain a central 
room or building in which a generator is guaranteed to spawn.

Generators can be located in most cases by searching for 
blinking lights nearby. On outdoor maps, these will be at the 
top of poles which extend directly upwards from an unpowered 
generator.
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“When is it safe to repair a generator?”

Killers know that the survivors must repair generators in order to escape. If they don’t 
know where the survivors are, they will often spend time patrolling between generator 
locations, searching for survivors. If the Killer has recently left the area, or if you know 
that they are busy chasing another survivor, that is a good time to be working on the 

nearest generator.

Repairing Generators
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SKILL CHECKS
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At random intervals while repairing a generator, survivors will be 
presented with a skill check, which appears as a white circle with 
a spinning red needle. The needle will spin once around the circle, 
and the survivor must press the SPACEBAR (mouse/keyboard), 
Left Bumper (Xbox/gamepad) or L1 (PlayStation) at the correct 
time to pass the skill check.

A skill check is considered “great” if the 
survivor taps the SPACEBAR (mouse/
keyboard), Left Bumper (Xbox/gamepad) 
or L1 (PlayStation) while the needle is in 
the filled segment of the circle. Great skill 
checks award a small amount of bonus 
progression on the current generator.

A skill check is considered “good” if the 
survivor taps the SPACEBAR (mouse/
keyboard), Left Bumper (Xbox/gamepad) 
or L1 (PlayStation) while the needle is in 
the outlined segment of the circle. Good 
skill checks award no bonus progression.

A skill check is “failed” if the SPACEBAR 
(mouse/keyboard), Left Bumper (Xbox/
gamepad) or L1 (PlayStation) is pressed  
at any other time during the skill check,  
or not at all. A failed skill check will 
regress generator repairs, halt further 
progression for a few seconds, and make 
a loud bang which alerts the killer.
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EVADING THE KILLER
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When the killer is nearby, survivors will hear a distinct heartbeat, 
known as the killer’s Terror Radius. The heartbeat, and the 
ominous music which accompanies it, will become louder and 
more intense the closer the killer is to the survivor. If you can hear 
the killer coming closer, it is usually a good idea to hide. However, 
if the heartbeat is fading, or if the killer is being distracted by a 
different survivor, hiding is not always necessary.

“When should I crouch,  
and when should I run?”

Crouching is the most inefficient way of moving around the map. A survivor should  
only crouch when the killer is close by and the survivor is trying to stay hidden.

Running, or sprinting, is activated by holding the SHIFT key (mouse/keyboard),  
Left Bumper (Xbox/gamepad) or L1 (PlayStation). A survivor moves at almost twice 
their normal walking speed while running. However, running leaves a trail of scratch 
marks on the environment that only the killer can see, and which make the survivor 

easier for the killer to track. You should therefore only run when the killer is not nearby,  
or when you have already been spotted or are being chased by the killer.

Stealth

Survivors can press the CTRL key (mouse/
keyboard), Left Trigger (Xbox/gamepad) 
or L2 (PlayStation) to crouch. While 
crouched, a survivor is more difficult for 
the killer to spot, but they also move at 
only half of the speed that they do when 
walking normally.

Survivors can hide in several different 
ways. They can conceal themselves 
behind obstacles, such as trees and 
crates, take cover in tall grass, or hide 
inside a locker. 
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Lockers

If the killer opens a locker while a survivor is inside,  
the killer will grab the survivor and hoist them onto 
their shoulder, forcing the survivor to attempt to 
wiggle off (see “Being Carried” on page 18 for more 
details).

While a survivor is inside a locker, they are completely 
invisible to the killer. However, if they stay inside 
for too long, a crow will appear and sit on top of the 
locker, indicating that there is a survivor inside.

Approach a locker and press the SPACEBAR (mouse/
keyboard), Right Bumper (Xbox/gamepad) or R1 
(PlayStation) to hide inside. 
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Windows are openings in the walls around 
the map which both killers and survivors 
are able to vault through. However, 
survivors can vault windows much faster 
than most killers, and so use them to 
gain distance. If the survivor approaches 
the window at a 90-degree angle, they 
can vault through it without losing speed. 
Press the SPACEBAR (mouse/keyboard), 
Right Bumper (Xbox/gamepad) or R1 
(PlayStation) when near a window to 
perform a vault.

There are also a number of wooden 
pallets around the map which a survivor 
can also use to put distance between 
themselves and the killer. When a 
survivor is close to a pallet, they can 
press the SPACEBAR (mouse/keyboard), 
Right Bumper (Xbox/gamepad) or R1 
(PlayStation) to throw the pallet down. 
If the killer is standing under the pallet 
when it is dropped, they will be stunned 
temporarily. Survivors can vault pallets,  
but a killer will have to break a pallet in 
order to pass through it.

“Can I use windows and pallets  
when I’m not being chased?”

Yes, however, be aware that many actions such as vaulting, throwing down pallets, or 
entering and exiting lockers while running (holding SHIFT on a keyboard, Left Bumper 
on Xbox or gamepad, or L1 on PlayStation) will make a loud noise and alert the killer to 
your location. All of these actions can be completed safely if performed while walking. 
Pallets should only be thrown down when the killer is directly behind one, as they are a 
valuable and limited resource.

If a killer spots a survivor, they will usually start to chase them. 
Killers are faster than survivors, and will catch up to them easily 
if the survivor does nothing but run. However, there are several 
objects in the environment which the survivor can use to their 
advantage to avoid being caught by the killer.

Being Chased
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To avoid getting caught by the killer while in a chase, 
survivors often employ a strategy known as “looping”, 
in which a survivor runs repeatedly around a single 
set of obstacles to evade the killer. When done well, 
looping can be highly effective, and there are many 
resources available elsewhere online with tips on how 
to master it.
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Every killer emits what is known as a “red stain” —  
a bright red light which is visible on the ground in front 
of them. Paying attention to the red stain can help 
you to know which way the killer is looking, and how 
close they are behind you in a chase.

It is generally a good idea, when being chased, to 
glance behind you frequently to see where the killer is. 
You will be able to tell whether the killer is still chasing 
you, if they double back, or if they take a route you 
weren’t expecting.

Further Tips
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WHEN THE KILLER CATCHES UP
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When injured or dying, survivors groan 
in pain and leave pools of blood behind 
wherever they go, both of which can 
be used by the killer to track vulnerable 
survivors. Injured survivors are equal to 
healthy survivors in their speed and ability 
to complete objectives such as generator 
repairs, but are more vulnerable while 
doing so.

Survivors have three health states: healthy, injured, and dying. 
When a killer gets close enough, they will usually attempt to 
damage the survivor. A single hit from a killer’s main weapon 
will put a survivor into the injured state, and a second hit will put 
them into the dying state. Some killers have unique powers which 
affect how quickly they can put survivors into the dying state. INJURED DYING

Dying survivors are only able to move by 
crawling along the ground, and cannot 
perform actions while in that state. 
Additionally, dying survivors have limited 
time available before they bleed out and 
die. This is indicated by a red progress 
bar, located underneath a dying survivor’s 
portrait in the bottom-left of the screen 
(see “The HUD” on page 6 for more 
details). 

Health States
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A survivor in the dying state can be picked 
up and carried by the killer. Killers can 
also pick up survivors by finding them in 
lockers, or by grabbing them while the 
survivor is in the middle of performing 
an action, such as vaulting, repairing a 
generator, rescuing another survivor from 
a hook (see “Rescuing Survivors from the 
Hook” on page 21 for more details) or 
opening an Exit Gate (see “Exit Gates” on 
page 24 for more details). 

“Can I fight back against the killer?”

No, the survivors’ only hope is escape. The most they can do to killers is stun them 
momentarily, either by wiggling free from the killer’s grasp or by using a pallet.

While being carried, survivors can alternate 
pressing the A and D keys (mouse/
keyboard) or wiggling the Left Joystick 
(Xbox/gamepad/PlayStation) to attempt 
to wiggle free. If a survivor manages 
to escape the killer’s grasp, the killer is 
temporarily stunned and the survivor is 
able to run away while injured.

Being Carried
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THE HOOK
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The killer’s objective is to sacrifice survivors using the hooks 
scattered around the map. When a killer has caught a survivor, 
they will attempt to find a hook and hang the survivor on it before 
the survivor manages to wiggle free. The hooks are closely 
spaced enough that the killer will almost always succeed in this.
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Being Hooked

When the progress bar is more than half 
full, this is referred to as the first stage of 
the sacrifice. A survivor in the first stage 
can attempt to free themselves from the 
hook unaided. However, it is inadvisable to 
do so unless there is no other possibility of 
escape, as failure depletes large chunks of 
the progress bar and the base chance of 
success is only 4%.

Once the progress bar has depleted below 
halfway, the hooked survivor enters the 
second stage of the sacrifice. During 
this stage, the survivor must press the 
SPACEBAR (mouse/keyboard), A (Xbox/
gamepad) or X (PlayStation) repeatedly 
to struggle against the jaws of the Entity. 
If they fail to do so, they will be sacrificed 
automatically.

A survivor will enter the second stage 
when the progress bar is sufficiently 
depleted, or automatically the second  
time they are hooked. 

A survivor will be sacrified and removed 
from the trial if the progress bar reaches 
zero, or immediately upon their third hook.

While a survivor is hooked, the time remaining before the survivor 
is ultimately sacrificed is represented by a slowly draining 
progress bar, located beneath the survivor’s portrait in the 
bottom-left corner of the screen (see “The HUD” on page 6 for 
more details).
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A hooked survivor may be rescued at 
any time by one of their fellow survivors. 
All other survivors can see the aura of a 
hooked survivor in red, so they are easy 
to locate and rescue. If another survivor 
is on the hook, you can rescue them by 
approaching the hook and holding the  
Left Mouse Button (mouse/keyboard) 
Right Bumper (Xbox/gamepad) or R1 
(PlayStation).

“When is it safe to rescue  
another survivor from the hook?”

Generally, if you cannot hear the heartbeat or see the killer when you are close to the 
hooked survivor, it is safe to unhook them. Some killers, however, will guard the hook 

carefully, and ensure there is no safe way to make the rescue. In such situations,  
it is best to abandon the attempt to rescue the hooked survivor and repair generators 

instead, in order to escape more quickly and deny the killer additional sacrifices.

Killers are notified when a survivor is unhooked, and will usually return to the hook 
immediately. Once you have rescued a survivor, you will therefore want to make a quick 

getaway and find a safe place to hide before healing them.

After a survivor is rescued from the hook, 
they will remain in the injured state until 
they are healed. If they are not hit by the 
killer and put into the dying state within 
ten seconds, this qualifies as a safe hook 
rescue.

Rescuing Survivors from the Hook
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Survivors who are injured or dying can be 
healed by other survivors. Dying survivors 
are able to recover up to 95% of their 
health before being healed. Healing a 
dying survivor will put them into the injured 
state.

To heal a fellow survivor, hold the Left 
Mouse Button (mouse/keyboard) 
Right Bumper (Xbox/gamepad) or R1 
(PlayStation) while standing next to 
them. As with generator repairs, you will 
randomly encounter skill checks while 
healing which, if failed, will alert the killer 
to your location.

Healing

“How do I heal myself?”

It is impossible to heal on your own without  
the use of specialised perks or items.
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THE ENDGAME
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Each map has two Exit Gates, which 
spawn at random locations along the 
outside walls at the start of the trial. 
After five generators have been repaired, 
a map-wide siren will sound to indicate 
that the Exit Gates are now able to be 
unlocked. At this point, the locations of the 
Exit Gates will be revealed to all remaining 
survivors for a limited amount of time. 

“What do I do if I am opening a gate  
and I hear the heartbeat?”

Don’t panic. If the killer is coming closer and the gate is less than 50% unlocked, you 
should let go of the switch and try to evade the killer until escape becomes possible. 
However, if the gate is almost unlocked, you may still be able to finish the action and 
escape before the killer arrives. Be aware that the killer can grab you off an Exit Gate 
switch and carry you to a hook if you don’t let go of the switch before they reach you.

To unlock a gate, a survivor must approach 
the switchbox on the wall to the left of 
the gate and hold the Left Mouse Button 
(mouse/keyboard) Right Bumper (Xbox/
gamepad) or R1 (PlayStation). By default, 
Exit Gates take twenty seconds to unlock. 
After a gate has been opened, any survivor 
still alive, whether they are healthy, injured, 
or dying, is able to exit through the gate 
and escape the trial.

Exit Gates
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The Hatch, otherwise known as the Black Lock, is a small 
trapdoor on the ground which spawns at a random location on 
the map. The hatch will only spawn on one of two conditions:

(a)  If the number of repaired generators exceeds the   
 number of survivors still alive

(b)  If only one survivor is left alive, regardless of the number  
 of generators repaired

The Hatch will open if only one survivor  
is left alive.

When the hatch is open, it emits a 
distinctive hollow, echoing noise. If a 
survivor discovers the hatch in this state, 
they may escape the trial by approaching 
the hatch and tapping the Left Mouse 
Button (mouse/keyboard) Right Bumper 
(Xbox/gamepad) or R1 (PlayStation). The 
killer is able to close an open hatch, which 
will trigger the Endgame Collapse.

The Hatch
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The Endgame Collapse is triggered either 
when the hatch is closed by the killer, or 
when one of the Exit Gates is opened.

During the Endgame Collapse, a two-
minute timer will appear at the top of the 
screen. The timer is slowed down, but 
never paused, if any survivors remaining 
are either hooked or dying.

Any survivors who have not escaped the 
trial by the time this timer runs out will be 
sacrificed automatically.

Endgame Collapse



27

When you are not in a trial, you will be transported back to the 
Campfire, also known as the menu screen, from which you can 
select which character you wish to play as, along with their 
loadout for the next trial.
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THE CAMPFIRE

The characters themselves differ in little other than their 
appearance and starting perks. 

Perks, items, add-ons and offerings are all acquired as rewards 
for levelling up a character and are not transferrable between 
characters. They are designed to improve your chances of 
survival by making existing actions easier or unlocking new 
abilities such as self-healing. 

Characters are levelled using Bloodpoints, which are earned by 
entering trials and completing objectives. 

More information about characters, Bloodpoints, levelling, perks, 
items, offerings, status effects and the ranking system is readily 
available elsewhere online, and will not be covered in this guide 
as it pertains to gameplay mechanics which exist outside of the 
trials themselves. 
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I hope you found this guide both useful and enjoyable to read.  
If you have any further questions, feel free to make a topic on  
the Dead by Daylight official forums, and someone there will be 
happy to help you.

This guide was written and designed by Fibijean.

Backgrounds and ‘FAQ clouds’ created by Fibijean.

All other icons, illustrations (including background character art) 
and game content visible in screenshots were used by permission 
and are the exclusive property of Behaviour Interactive Inc. 
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SEE YOU IN THE FOG
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