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A bloody little game of stick figurem

Grab your weed whacker and your spork ... in Let’s Kill, yeab, right.
you take on the role of a maniacal serial killer benton 3 5/
receiving as much media covgrage as possible. Letp K a s0cd

; is commentary.tial victims. Each Victim card has a name, an occupation,

signals the end of your turn, and the ’Ela}cr on your lf.ft
J ot o thes ed to, qo vwiddershins to protect

then takes h¥PFira ChRat wrotad The tatbfc/\unyTyou you from
or flogr basement or, 9ru those who

run out of cards or one player dectares that he's reached

20 points (see Endgame). 4nd four.

. you make the ightly pews!
Victim Cards

Victim cards are found in the Victims deck, and hav%
“Victim” written on their face in the bottom left corner.
The Victim cards represent each homicidal maniac’s poten-
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the cards Lhe object of the game is to be the first to get to 20 points
are made and then hold that lead while the other players take one last

oo, Turn. Points are gained by “whacking” the victims represent-
voodoo, N it

so ya're ed by the Victim cards by playing Weapon cards on them.
actually really kilimg people when you play.

Set Up

thoughs the

coverdge o

the art critic called the artwork “ehlaish” right

before he accidentally brutally d'semboweled
' Kimself

Weapon Cards

Weapon cards are in the Let$ Kill deck, and have “Weapon™ 4/ over
written in the cornicr. Each Weapon card represents a tool used ** g
by a serial killer ina whacking. Each card has a title, an illustra~::y’z Fmg
tion, one or more attributes that are used to interact with other #s a7t
cards (Gun, Brutal, messy, Explosive, and Sharp & Pointy), ':,;q’, =
some color text, rules text, and a number inside a bomb icon

that is called the “body count.” The body count of a Weapon

card is the maximum number of Victims you may whack when

playing the card; you may only whack multiple Victims when

they are gathered at a single Location. A Weapon's body count

has no bearing on a player’s score.

When you play a Weapon card from your hand on your

quy who text that applies to the Victim, some color text that hasno . unted turn, announce which Victims youre whacking. Then
legifithate'newsfoferage. f ot the rules accidentally brutally drovm
whie taking @ shower. t was tragec.

*l bearing on the rules of the game, and the number of points 5% by
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the Victim is worth inside a blood splatter icon. peaple!

that's their fummess. (wheeh)
One Victim per turn is drawn from the Victims deck and
placed face up on top of a Location in the play area if one
s available, or face up by itself in the play area if one is not
(sec Play, Step 1 for details). Weapons are used to whack
victims, at which point the Victim is worth points to the

player whose Weapon took it out (see Weapon Cards).

les!! you car play with two players.

This game is designed for three to five players, ages 18 and or = .
older, and takes about 30 minutes to play. Inbaglcli’ga to W‘;;uiqe,;;;._, 4 %ame) < Occupation
this rules sheet, Let’s Kill includes two scpara'{évd‘éczz of  criminal AU utes»

55 cards. Sort them by card back into the Let’s Kill deck , 7 Z;:;/"qy Lllustration

and the Victims deck. Shuffle both the decks se;’;’:ﬁtat?eqf)g’// 4

# you
dort
have @
table,
you canm
Pplay or
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and deal five cards from the Let’s Kill deck to each player
to make their hands. Then deal one Victim card per player
from the Victims deck face up into the general play arca in
the center of the table (if you draw a Location, shuffle it

back into the deck), and place both decks face down within
[;’Z::?:, reach on the table. A discard pile will also be created during
a coffin. the course of play. Choose a player to go first, using any
o ﬁ"’:_ method on which the players can agree. That player takes a
inductor turn, then play progresses to the person on his left.

grid. we dor t redlly care
Game Play

Each player’s turn proceeds through three steps: draw and
place one Victim card, play one card from your hand, and
draw up to five Let’s Kill cards.

. Ope, you sight or
I Draw one card from the Victims deck. ~your target ..

If the card is a Location, place the card face up in the
general play area and draw another Victim card. If the
card is a Victim and there is a Location in play where the
Victim may be placed, play that Victim face up on the
Location; if there is more than one eligible Location in

who starts:
we dlreddy have your money.

/:mf/t‘s st
words are nity w

you can
< Color Text’ colpect

them.

Point Value»

This Victim is worth 4
<X points if you use something
Messy or Explosive to

Card Type» < Rules Text

: 4 o
S whack him.

Location Cards st mates mo s

Location cards are also found in the Victims deck, and
have “Location” written in the cornet as well as being
printed sideways. Location cards represent various places
around town where murders may happen. Each card has a
title, an illustration, any rules text that may apply to that

particular Location, and some color text. the graphc design quy caled
the layout “landscape” before he dccidentally brutally shot /‘«msg[f three

Location cards that are drawn from the Victims deck in the t’,f:?;,ﬂ
process of drawing a Victim card are placed face up in the  of f’wﬁ
. - head wil
play.ar?a, and Victims are playn:fi on top of them. There is S balt-
no limit to the number of Victims that can be placed on a
Location, unless a card specifically says otherwise. When

take it, along with the Victim cards, any Surprise cards
that were underneath those Victims (see Surprise Cards),
and the Location if there is one, and place them in a small
stack in front of you. This stack is called an Incident, and
it is norg&g’l’lxsvgggl?\!f numl?cr‘ of points equal to the .tc.md
of the point valuesof the Victims in it, plus any modifiers
from other cards that affect the Incident, including Events
(see Event Cards). When resolving an Incident, the effect
text of the Victim comes before that of the Location.
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Surprise Cards

Surprise cards are also in the {‘et's Kill deck, and have
“Surprise” written in the corner. Surprise cards represent
those nifty little things a serial killer finds out about his
victim when it’s far too late. Surprise cards have a title, an
illustration, rules text to follow when the card is revealed,
color text, a face icon, and possibly a blood splatter icon
that gives a modifier to the Victim on which it's played.

When you play a Surprise card from your hand on your
turn, place it face down underneath a Victim in play; it now
modifies that Victim. When a player using a Weapon whacks

Two. 2. Play one card from your hand.

play, you may choose which Location to use. If there are
no Locations in play, the Victim is placed by itself face
up in the general play area; this represents that the Victim
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are given later. Also, instead of playing a card, you may
choose to discard your entire hand.

J. Draw cards into your hand from the Let’s Kill

deck until you have five. Tree. you relosd
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Normally, you'll only need one card, but under some
circumstances.you may need to draw more than one. This

Ve wher you‘re cheatimg

e —

action
rifle while
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card has a positive or negative impact on the Incident. Each Shootout P[ay Order Samplc Play Area

Victim may only have one Surprise card on it; you may not Plaver A Plavs sheotoat card on Plaver B
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Player B (target ): Discards one or more Guns.
Players A, C, and/or D: Discard Gun(s) equal to or

< Discards

Event cards are found in the Let’s Kill deck, and have
“Event” written in the corncr‘.’ﬁEvent cards represent
happenings that are not covered by other types of cards.
Each event card has a title, an illustration, rules text,
color text, perhaps a TV or clock icon, and possibly a
blood splatter or bomb icon that gives a modifier to the
Incident on which it's played.

When you play an Event card from your hand, simply fol-
low the rules on the card and then add it to the Incident
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. Incident W/
greater than target’s Gun(s) total. } == |

Player B (target) Discards one or more Guns, adding
these to his previous total to match or beat other players’
combined total.

Players A, C, and/or D: Discard Gun(s) that add on to

their own old total to match or beat target's new total.
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Occasionally, a card in the game will call for a “shoot-
out” against a player. Shootouts represent the long arm of
the law closing in’on the serial killer. The player affected
by the shootout, called the "farg%ot','F can either win or
lose the shootout depending on how many Weapon cards
with the Gun attribute he and the other players choose to

discard. Follow this procedure:

The target loses the shootout unless he discards at least one
Weapon card with the Gun attribute. If he does this, he wins
the shootout unless another player or combination of play-
ers, in response, discard a number of Guns with a combined
body count that's equal to or higher than the targets. The
target loses the shootout in this case, unless he can discard
another Gun or combination of Guns with a total body count
equal to or higher than their total, adding in his previously
played Gun(s) to his new total. He can again be countered by
another player or combination of players, who add their newly
discarded Guns onto their previous total, and so on until no
one is willing or able to play another Gun. Cards played in a
shootout are not replaced until the end of each players next
turn, and only one shootout can occur per whacking.
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The game can end in three ways: the Let’s Kill deck runs M. Margaret De Smet

out of cards, the Victims deck runs out of cards and
there are no Victims in play, or a player declares that he's
reached 20 points. In the first case, the game ends when
a turn begins and the Let’s Kill deck is depleted. In the
second case, the game ends when the Jast Victim leaves
play. In cither of the first two cases, each player adds up
the points in his or her Incidents, and the player with the

Playtesting: Chris Adkins, Jared Brynildson, Will Butz,
Anna Cianciara, Brian De Smet, Dan Medieros, Joio
Medieros, Katie Moran, John Nephew, Michelle
Nephew, Mark Reed, Michael Zenke

Thanks: Jerry Corrick, the Source guys, & Lori at Pegasus.
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