
No matter what scene directions are chosen, this Adventure Deck will always take the form of a spring break vacation in

a remote location. As you go through each scene, roll for direction.

1.The Charismatic Nerd wants to express their feelings for the Homecoming Queen, so they set up a weekend of woodland

partying with the Crew at their uncle Jep’s log cabin.

2.The Scholastic Nerd wants to prove to the rest of the Crew that they know how to cut loose sometimes, so they rent a

massive VRBO that used to be the Creed Hotel.

3.The Jock wants to get absolutely obliterated, so they organize a trip to the family lakehouse where grandpa Jep left

his moonshine collection.

4.The Class President wants the rest of the student cabinet to bond, so they organize a trip to the Creed Family ski

resort during the off-season.

5.The Homecoming Queen’s uncle Jep runs a ranch out west, and they invite the Crew on a three day packhorse trip.

6.The Cross-Country Runner wants to run a marathon, and the rest of the Crew invites themselves along when they learn

that the Fast Nerd is going to be staying on the grounds at the old Creed Vineyard.

Bloody Butcher - Premise

Scene 1 - Beginning (d6)

1.The Crew introduce themselves one-by-one through the lens of what their characters packed with them and how they

set up their room.

2.The Crew introduce themselves as they arrive one at a time to the vacation spot.

3.The Crew introduce themselves one-by-one through the lens of how their characters travel to the vacation spot.

4.The Crew introduce themselves as they drink and share how they met each other and their first impressions.

5.The Crew introduce themselves one-by-one as they drink and play truth or dare at the vacation spot.

6.The Crew introduce themselves as they drink and try to one up each other with embarrassing stories about themselves.

Scene 2 - Introductions (d6)

Bloody Butcher - Special Rules
The Leader reads all of the prompts silently before reading them aloud, discarding all prompts that are impossible due to

character deaths.

Regulars do not double up on Crew Roles. Instead, Regulars are allowed to play multiple characters in this adventure.

If all the characters that a Regular is in charge of die, then that Regular becomes or joins the House.

Bloody Butcher - Optional School Archetypes
In the place of our usual Archetype Deck, you may pull from these school setting specific archetypes.

—

Roll a d20.

1.The Stoner

2.The Class Clown

3.The Teacher’s Pet

4.The Transfer Student

5.The Drama Kid

6.The Debate Champion

7.The Overachiever

8.The Slacker

9.The Emo Poet

10.The Rich Kid

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

The Skater

The Bookworm

The Farm Kid

The Punk

The Cheer Captain

The Tech Wizard

The Gamer

The Germophobe

The Volunteer

The Yearbook Editor



starting a fire

stealing a car

swimming for it

building a barricade

making a trap

blinding the killer

crafting makeshift weapons

making a run for it

bullrushing the killer

creating a distraction

faking a death

climbing onto the roof

leaving a false trail

forcing the killer into the open

sending a distress signal

stealing the killers weapons

something the killer considers sacred

triggering an old alarm system

using a bunch of antiques as weapons and distractions

a Rube Goldberg machine that's definitely not gonna

mess up during a critical moment

Scene 3e - Workarounds (d20)
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1.While preparing for the plan, the Charismatic Nerd uncharacteristically gives in to hopelessness and the Crew loses

precious time bringing them back

2.While preparing for the plan, the Scholastic Nerd realizes that their contribution to the plan was

uncharacteristically dumb.

3.While preparing for the plan, the Jock uncharacteristically pulls a muscle while preparing for the plan.

4.While preparing for the plan, the Class President uncharacteristically loses focus and breaks something necessary to

one of the workarounds.

5.While preparing for the plan, the Homecoming Queen uncharacteristically loses their cool, freaking out and

jeopardizing a part of the plan.

6.While preparing for the plan, the Fast Nerd uncharacteristically sprains their ankle while scouting.

Scene 4 - Setback (d6)

1.By shutting off all the power

2.With wild animals that viciously attack anyone who

leaves

3.With trained dogs that viciously attack anyone who

leaves

4.By locking the Crew inside of the vacation location

5.By locking the Crew outside of the vacation location

6.By shooting at anyone who goes out in the open

Scene 3d - Trap (d6)

1.Hanging their victims with a noose

2.Removing all edible parts of their victims with a butcher’s

knife

3.Field dressing their victims like a big game hunter

4.Dismembering their victims with a cleaver and hiding the

different body parts

5.Strangling their victims with their bare hands

6.Dragging their victims kicking & screaming off into the night

Scene 3c - Murder Method (d6)

On the middle of the night (Scene 3a). The surviving Crew remembers that the Bloody Butcher is (Scene 3b) who murders by

(Scene 3c) and traps their victims (Scene 3d). The three major Workarounds are (Scene 3e), (Scene 3e), and (Scene 3e).

Scene 3 - The Plan

1.Do not read this card out loud: Advanced Option. The

Charismatic Nerd is secretly this generation's

Bloody Butcher. Choose another card and present

that one to the Crew. Any time that a card would

make this impossible, draw another card instead

2.The Scholastic Nerd is murdered while researching in

the library

3.The Jock dies while searching for drugs or booze

4.The Class President is murdered while gathering

supplies for breakfast

5.The Homecoming Queen is murdered while getting it on

with another character

6.The Fast Nerd is murdered while taking a look around

Scene 3a - Victim (d6)

1.A cannibal who kills people for their meat

2.A masked serial killer who was a failed CIA experiment

3.A farmer with a vendetta against everyone who wears a noose around their neck

in remembrance of when they were unjustly hung by the townsfolk

4.A scarecrow that came to life and kills people to feed a field of carnivorous corn

5.A local mass murderer who made a bargain with the locals to only attack out of

towners

6.A crazed hunter who only hunts humans

Scene 3b - Legend (d6)

⬅ 1

⬅ 2

⬅ 3

⬅ 4

⬅ 5

⬅ 6

⬅ 7

⬅ 8

⬅ 9

⬅ 10

⬅ 11

⬅ 12

⬅ 13

⬅ 14

⬅ 15

⬅ 16

⬅ 17

⬅ 18

⬅ 19

⬅ 20
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1.The final encounter ends when the surviving Crew take down the Bloody Butcher before continuing on to safety.

2.The final encounter ends when the surviving Crew runs far enough away that the Bloody Butcher does not follow.

3.The final encounter ends when the surviving Crew runs far enough away that the Bloody Butcher does not follow.

4.The final encounter ends when the surviving Crew runs far enough away that the Bloody Butcher does not follow.

5.The final encounter ends when the surviving Crew runs far enough away that the Bloody Butcher does not follow.

6.The final encounter ends when the surviving Crew runs far enough away that the Bloody Butcher does not follow.

Scene 7 - Climax (d6)

1.The surviving Crew return to the scene with the cops to find the Bloody Butcher has vanished.

2.The surviving Crew attend the funerals of all the Crew that died. From the shadows, the Bloody Butcher silently

attends as well.

3.The surviving Crew return to the scene with the cops to find the Bloody Butcher’s mortally wounded body but without

any of their signature gear. Elsewhere, a new Bloody Butcher takes up the mantle.

4.The surviving Crew return to the scene years later, in remembrance of the Crew that died.

5.The surviving Crew go to group therapy. The therapist has been secretly replaced by the Bloody Butcher.

6.The surviving Crew return to the scene with the cops only for everyone to be murdered.

Scene 8 - Ending (d6)

1.The surviving Crew carryout the rest of the plan until the Bloody Butcher reveals their plan before the Charismatic

Nerd finds the strength to overcome the Bloody Butcher.

2.The surviving Crew carryout the rest of the plan until the Scholastic Nerd is able to defeat the Bloody Butcher by

exploiting a weakness they discovered by researching the legend.

3.The surviving Crew carryout the rest of the plan until there is a moment where the Jock is the only one left standing,

but they shoulder the fight long enough for everyone else to get back on their feet and turn the tide.

4.The surviving Crew carryout the rest of the plan until the Bloody Butcher reveals that the Crew has fallen into their

trap, but then the Class President triggers a part of the plan they “forgot” to tell everyone else about, sealing

victory for the Crew.

5.The surviving Crew carryout the rest of the plan until the Bloody Butcher reveals that the Crew has fallen into their

trap, and the Homecoming Queen carries out an extremely performative surrender before the rest of the Crew jumps

the Bloody Butcher.

6.The surviving Crew carryout the rest of the plan until the Fast Nerd goes down of the final encounter only to come

back just in the nick of time to take down the Bloody Butcher.

Scene 6 - Rising Action (d6)

1.After the Plan kicks off, the Crew finds a previous victim.

2.After the Plan kicks off, the Scholastic Nerd is murdered next.

3.After the Plan kicks off, the Jock is murdered next.

4.After the Plan kicks off, the Class President is murdered next.

5.After the Plan kicks off, the Homecoming Queen is murdered next.

6.After the Plan kicks off, the Fast Nerd is murdered next.

Scene 5 - Go Time (d6)

The Crew overcomes the Setback with an additional Workaround.

Moment 4½ - Overcome



1.DAKOTA BLACK

2.JIM GLASS

3.BERRY STRAW

4.TOM THUMB

5.BANTAM GOLD

6.HAYES WHITE

1 - LEADER (Charismatic Nerd)

Bloody Butcher - Name Deck
To name your characters, choose the list associated with their Crew Roll and roll a d6.

—

For NPCs, roll a d6 then another d6. This adventure might not have any NPCs.

If you are playing a game where everyone is The House, the player whose role the NPC name is associated with is in charge

of that NPC’s narrative actions and dialogue.

1.KELLY LOG

2.RUBY GREEN

3.PAUL ROBESON

4.GERMAN JOHNSON

5.BOXCAR WILLIE

6.RUTGERS

2 - BRAIN (Academic Nerd)

1.HOPE STRING

2.YIN YANG

3.DRAGON

4.TANYA POD

5.JACOB CATTLE

6.MAGIC MOLLY

3 - BRAWN (Jock)

1.HABAN ARROW

2.TORO COMO

3.PEPPER FISH

4.ANCHO POBLANO

5.TABITHA ASCO

6.SARAH NOE

4 - SPEEDSTER (Cross-Country Runner)

1.BRUN WICK

2.DANI SHBALL

3.EARL WAKEFIELD

4.NAPA CHOY

5.KALE KORLRABI

6.CHARLIE WAKEFIELD

5 - CHARMER (Homecoming Queen)

1.KENNEBEC

2.OZETTE

3.RED NORLAND

4.MAGIC MOLLY

5.RUSSET BURBANK

6.ROSE FINN

6 - SPECIALIST (Class President)


