


To play Slaughter Party, you’ll need:

• 3-6 people, including you

• A few pens or pencils

• At least 2 six-sided dice (d6s), but more is better

You’ll probably also want:

• A 12 sided die (d12)

• Some creepy music to set the mood



Slaughter Party is a survival-horror game based on Escape from Dino Island by Sam
Tung and Sam Roberts, which itself was based on Apocalypse World by D. Vincent
Baker & Meguey Baker. This game stands alone, but if you know Apocalypse World
(or a similar Powered by the Apocalypse game), it might help.

Slaughter Party is designed for 3–6 players to tell a single, chilling story over the
course of 1–2 sessions lasting 3-4 hours each. Most of you will take on the role of the
Teens (also referred to as Player Characters or PCs), the protagonists of the horror
story you’re going to create together. One of you will be the Game Master (GM), who
controls the Slasher threatening the Teens, the Non-Player Characters or NPCs that
they meet, and the setting itself, in all its perilous glory.

“There are certain rules that one must abide by in
order to successfully survive a horror movie. For
instance, number 1: You can never have sex. Big no
no! Sex equals death, ok? Number 2, you can never
drink or do drugs. The sin factor. It’s a sin, it's an
extension of number one. And number 3, never, ever,
ever, under any circumstances, say ‘I'll be right back,’
because you won’t be back.” - Randy Meeks, Scream

To start, decide who will be the GM. They should take a few moments to get familiar
with the GM rules (page 19), then follow the instructions below.
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the bADasS

Split Up - When you succeed on a roll while split-off
from the group, circle a skull below. Cross-out a
circled skull to give yourself advantage on any roll.

Special Move: I’m Gonna Live Forever
When you do something incredibly dangerous and
stupid, roll+whatever stat makes the most sense.
On a 10+, holy shit, I can’t believe that worked. On a
7–9, it worked, but it was incredibly dangerous and
stupid so you’re also injured. Mark a condition.

When you advance, clear a Condition or take
an Advanced Move:

Every town has a rebel, a loner. They don’t play by the rules.

Notes:



the hot One

Split Up - When you succeed on a roll while split-off
from the group, circle a skull below. Cross-out a
circled skull to give yourself advantage on any roll.

Special Move: Everybody Loves Me
When you cajole, seduce, or manipulate an NPC into
helping you, roll+COOL. On a hit, you succeed and
they do what you want. On a 7-9, it comes at a great
cost to the NPC. Oh well, you’ll miss them.
(Note, this move will not work on the Slasher)

When you advance, clear a Condition or take
an Advanced Move:

You know that one beautiful person? The one who’s just UNFAIRLY good-looking?

Notes:



the Jock

Split Up - When you succeed on a roll while split-off
from the group, circle a skull below. Cross-out a
circled skull to give yourself advantage on any roll.

Special Move: Team Player
You know what it’s like to be a part of a team.
Anytime you get a 12+ on a FIT roll, describe how
you’ve set up another PC for success. That player
gets advantage on their next roll.

When you advance, clear a Condition or take
an Advanced Move:

Some people might call them a meathead. They’re probably right.

Notes:



the LeADeR

Split Up - When you succeed on a roll while split-off
from the group, circle a skull below. Cross-out a
circled skull to give yourself advantage on any roll.

Special Move: Inspire
You’re a born leader. When you give an inspirational
or motivational speech, roll+COOL. On a hit, another
player takes advantage on their next roll. On a 10+,
choose one:

•You believe your own hype, you also take
advantage on your next roll

•It was a really good speech. All other PCs in
earshot take advantage on their next roll

When you advance, clear a Condition or take
an Advanced Move:

They might be prom royalty or class president, but they’re the one kid everyone looks up to.

Notes:



the nerD

Split Up - When you succeed on a roll while split-off
from the group, circle a skull below. Cross-out a
circled skull to give yourself advantage on any roll.

Special Move: Know-It-All
You always know how to whip up a makeshift
solution to a problem. When you do, roll+CLEVER.
On a 10+, it’ll do the trick. On a 7–9, it’ll work, but
choose one:

•It won’t last long.
•It’ll take a while.

When you advance, clear a Condition or take
an Advanced Move:

Straight A’s. All the extracurriculars. There’s nothing this kid doesn’t know.

Notes:



the weIrDo

Split Up - When you succeed on a roll while split-off
from the group, circle a skull below. Cross-out a
circled skull to give yourself advantage on any roll.

Special Move: Ew!What?Why?
When you or the others need something -
information, a contact, or an item - you have a
bizarre solution that makes everyone uncomfortable,
describe it and roll+CLEVER. On a 10+, you have it
on you or it’s easily accessible. On a 7-9, you don’t
have it here, but you know where you can get it.

When you advance, clear a Condition or take
an Advanced Move:

There’s always that one kid who just kinda creeps everyone out. Who invited you, anyway?

Notes:
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Credits
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Special thanks to all the Kickstarter backers!






