
                                                                 
Held cards are set in front of players on the table. Most often held cards grant the 
player that drew them a unique benefit (or burden). 
   

Inserted cards are used before the end of a player’s turn and are then inserted back 
into the circle. 
   

Place cards are used before the end of a player’s turn and are then placed in the 
graveyard. 
   

Later is attached to place or insert, changing it from the end of their turn to being 
used whenever the player chooses or when the condition is met. 
  

Roll means a die is required. The game requires 6-sided, 20-sided, and Death dies. 
Look at the die symbols in the bottom right of a card to determine which die is 
required. 

   

Tabled cards affect all players and are placed in the middle of the circle. 

Name Tags give a title to the player who holds them, and other players must use the 
name when referring to that player or drink. If a player has more than one name tag, 
other players need only use one of the name tags to avoid the drinking penalty.

        

Optional Rules: 

  
                        Reapers:  
Sweet, sweet revenge. When 
a player dies they may place 
all cards possessed in the 
graveyard and become a 
Reaper (otherwise, they stay 
dead of pass on to a made-up 
fantasy place and are out of 
the game). Reapers may not 
draw cards on their turn but 
they can roll the death die. If 
they roll 1-5, the Reaper may 
deal the roll as they see fit. If 
the death symbol is rolled, 
they may reap a player that 
has a Grim; if no players have 
a Grim, nothing happens. 
Reapers can still be dealt 
drinks by other players. 

                           Bottle Caps:  
Expansions add another way 
to win. Collect three (4 or 
less players) or five cards (5 
or more players) with a bottle 
cap icon in the lower left 
corner of the card and win the 
game at the beginning of your 
next turn! Bottle caps may be 
stolen by other players so 
watch out!

As simple as: 
Shuffle… Spread’em… Draw… Read… Drink… and Kill! 
1. Shuffle: Shuffle the cards. While you’re at it, shuffle 
your ass into the kitchen for a drink. 
2. Spread’em: No, this isn’t a cavity search! Spread the 
cards into a circle on the table.  
Note: make the circle at least 24” in diameter, but the 
bigger the better.  
3. Draw: Anyone may start the game by drawing a card 
from the circle -- but don’t break the circle or you’re dead! 
See Turn in the definitions for more specifics.  
4. Read: Read the card aloud and look at the symbols in the 
bottom right to figure out how it works. Italicized words 
and phrases have special meanings, so take a look at the 
definitions below if you want to be all technical and stuff. 
5. Drink or Deal: As may be required, drink or take 
drinks. Simple enough. 
6. Kill: moving clockwise around the table, each player 
repeats steps three through six above until only one player 
remains. 
   

How to Win: Survive. 
   

5 Ways to Die:
Break the Circle of Life: if because of your actions 
the cards in the circle no longer overlap, you die 
and must place any cards you possessed in the 
graveyard. 
Death: someone dies on your turn and must place 
any cards they possessed in the graveyard. 
 Grim: we all know death is inevitable, but here you 
get a glimpse at how death is stalking you. If the 
card’s conditions are met, you’re worm food.  
Reapers: See optional rule on Reapers. 
Death Die: when required to roll the death die, it’s 
simple: roll the skull symbol and you instantly die; 
roll any number and follow the rule or, if not 
otherwise specified, drink the roll. 
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