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GAME SETUI‘?
SJ

'ﬂ'ﬁ' 1. Place the House boards in the middle of the play area. Make sure they are oriented the same way,

] ? according to the weather vane in the corner of each board.
2. Separately shuffle the Desperation and Injury decks, and place them face-down near the boards.
3. 5ort the Noise/Fear tokens, Searched tokens, and Fire tokens into a supply near the boards.

Y_choose which Scenario card you'd like to play, read the introduction out loud, and place it red side
up near the boards. For your first game, play Scenario A. WHO WILL SURVIVE?

S. Decide who will play as the Sawyer Family. All other players will play as the Trespassers. For your
first game, have the most experienced game player be the Sawyer player.

SAWYER PLAYER SETUP

B. Place the Chainsaw Panic Meter and the three Sawyer boards in front of you with the standard
(not Brutal) sides up. NOTE: If there are three Trespassers, choose one Sawyer board to flip to the
Brutal side. The Brutal side gives that Sawyer one additional action each turn. If there are four
Trespassers, flip all three Sawyer boards to their Brutal side.

7.Place ared cube on the Start space of the Panic Meter and the highest space of each Sawyer board.

8.Take the three Sawyer Family figures and the Grandpa mover. Place the 0ld Man figure in the Pantry
of the Downstairs board. Leave the other Sawyers near the Panic Meter for now.

9. Shuffle the Sawyer deck and place it face-down next to your boards. Draw four cards from your deck
and take four Fear tokens from the supply. Keep your cards secret from the Trespassers.

10.Take four random Horror tiles. Look at them and choose where to place them face down. You can
@ place each Horror tile in any named room (with a white label) on either board, except the Foyer, @
where the Trespassers will start. Each room can have only one Horror tile.

TRESPASSER PLAYER SETUP

11. Each Trespasser player chooses a color and takes the matching board, mover, Hidden token, and
cube. Return any remaining Trespasser boards and their matching components to the game box.
NOTE: If there is only one Trespasser player, they choose two Trespassers to play as.

12. Place your cube on the 4 space of your Trespasser board and place your mover in the Foyer.

13.shuffle the Personal Item cards and reveal six. From oldest to youngest, each Trespasser takes
one. Return all remaining Personal Items to the game box.

SCENARIO SETUP

T4.Take the Item deck from the Freezer Box then complete the Item card setup on the Scenario card.
' Return any unused Scenario Item cards back to the game box.

15.Shuffle the Item deck and split it in half as evenly as possible. Place each half on the Item deck
space of each House board. If one half is larger, place that half on the Downstairs board.

E 16. Mix up five Vehicle cards, according to the Vehicle card ]
setup on the Scenario card, and place one face down on VL RUTERVIE LR
each Vehicle space of the Downstairs board. learn how to play,

or continue reading

17.1f the Scenario card has any token setup, complete it. y N
Return any remaining tokens to the game box. Then flip [EEAUELCEIETES
the Scenario card over, read the game objectives, and leave
it next to the boards.

funkogames.com/PlaySlaughterhouse

69944_TCM_lInstructions_230109_E1.indd 4 @ 718/23 12:29 PM‘ ‘7



A. WHO WILL SURVIVE?

- B . k —

'ﬁ 1=! Ei’ m

| - : E
o

{0LD NS ROK ]
S9ET —

|. i‘ P ez acz's oo g 7

GRANDPA'S RO

. ey unmmn ||
2

—

5

o

a635i0n |

Example Setup for 4 Players

_ A

- = <

‘ ‘ 699-4-4_TCM_Instructions_2(.3‘0.1.09_E1.indd 5 @

7/18/23 12:29 PM



L .

69944_TCM_Instructions_230109_E1.indd 6

GAME OVERVIEW

One of you plays as the dreadful Sawyer family, while the others play as the Trespassers
who have found themselves at this nightmarish farmstead. The game is played in rounds.
Each round starts with each Trespasser taking a turn. Then the Sawyer player takes a turn
for each member of the Sawyer family currently on the board. The game ends once all the
Trespassers have either escaped or been kKilled. But in this game, there are no winners—there
are only survivors.

ROLLING DICE
During the game, the players will roll dice to check how DICE 1

i
successful their actions are. A single slash counts as one F y
success. The X counts as two successes. If you roll at least \
one success, your roll is successful, although your action
'*\\.‘_\ —

may be stronger if you roll more successes. If you roll all
blanks, you miss.

NOISE & FEAR

When the Trespassers take actions, they may make Noise.
Be careful—the more Noise you make, the more afraidyou & NOISE /FEAR
may become, which will make the Sawyer Family stronger. ?

Sawyers don't make Noise. :

One Success Two Successes '

Each time you make Noise, take one Noise/Fear token
from the supply and place it Noise side up in front of you.
If the supply is empty, you don’t make any more Noise
until tokens are returned to the supply.

At the end of your turn, if you have any Noise in front of you, roll two dice. For each success,
discard one Noise token back to the supply. Then flip any remaining Noise tokens to the
Fear side and give them to the Sawyer player. The Sawyer player can spend Fear tokens on
their turn to draw and play cards.

DRAWING & BURYING CARDS

Whenever a Trespasser draws or reveals an Item card, they take it from the Item deck on the
board their mover is currently on. Whenever a card is buried, it's placed on the bottom of
its deck. (This game has no discard piles.) When a player buries an Item, it's placed on the
bottom of the deck that player's mover is currently on, even if they drew it from the other
Item deck. When burying multiple cards at once, the player burying them chooses the order
to place them.

CARRYING MOVERS & TOKENS

Trespassers and Sawyers can only carry things when a rule or card specifically allows them
to. You must start your action in the same space as the mover or token you are carrying, and
then the mover or token moves where you do. You can only carry one thing (one mover or one
token) at a time. You cannot carry a dead Trespasser, as explained on page 12.

T Ny

e sal .
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TRESPASSER TURNS

At the start of each round, the Trespassers take turns
one at atime and in any order. A Trespasser must finish
their turn before another Trespasser can start their
turn. The order you take your turns can change from
round to round.

On your turn, take up to four actions, as explained
below. You can take actions multiple times and inany | |
order. Track your actions using the cube on your board. P

ACTIONS

Trespasser Board

MOVE g
Move one space to an adjacent space. You can move across a dotted line or through a door,
but not diagonally. Make Noise if you move through a door.

RUN

Make Noise and move two spaces. Make additional Noise for each door you move through.
You cannot run up or down the stairs. If your run is interrupted by an attack, your move
ends immediately.

@ ROOMS: Rooms are named areas contained by walls and indicated by a white label. They @
can be just one space or multiple spaces. Any time a “room” is referred to, it applies to any §
and all spaces in that room.

DOORS: Whenever a Trespasser moves through a door, they make Noise. “‘

WINDOWS: Nobody can move through a window unless a card or ability specifically lets
them. If you move through a window on the Upstairs board, you jump down to any space
on the Downstairs board between the two Window Symbols on the same side of the house.

THE STAIRS: The spaces with the stairs in them are stair spaces, and are considered adjacent.
However, using the stairs makes Noise and you cannot run on the stairs. When you take a
move action in the stairs space, you may make Noise to place your mover in the stairs space
on the other House board.

| Spaces Separated by Dotted Lines & Walls Doors Windows Stairs

‘ ‘ 69944_TCM_lInstructions_230109_E1.indd 7 @ 7118/23 12:29 PM



HORROR: Whenever a Trespasser enters any space

0 eltAN

of a room with a face-down Horror tile, their move pICH!
ends immediately and they reveal it. Some Horror prace 2521
tiles have an immediate affect, then are removed e en “n““nﬂ

from the game. Others remain face up for the entire
game and affect all spaces in that room.

Horror Tiles

VEHICLES: Whenever a Trespasser ends a move or
run action in a space with a face-down Vehicle card,
they reveal it and it remains face up for the rest of
the game. Some Vehicles also have an immediate \

affect when revealed. IE = ‘ =
A 1=

GRANDPA: The Panic Meter will bring Grandpa onto
the board, as explained on page 14. Whenever a : !
Trespasser enters a space with Grandpa, their move -1 K
ends immediately and the Sawyer player rolls one die

to attack them, as explained on page 12.

FIRE: Some cards will bring Fire tokens onto the board. -

Whenever a Sawyer or Trespasser starts theirturnina i

space with Fire, or ends a move or run action in a space

with Fire, roll two dice to attack them. Sawyers may

lose actions, as explained on page 10, and Trespassers

may be injured, as explained on page 12. If you move
@ through Fire, but end your action in another space,

you are not attacked.

REGIONS: The House boards are made up of three
regions, as shown below: downstairs, upstairs, and
outdoors. Some cards and abilities refer to what region
you are in, or players being in the same region as
each other.

e,

P

VEHICLE?
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SEARCH

In a space with a Search Symbol, roll two dice. For each success, reveal the top card of the
Item deck on your board: Upstairs Item Deck if you are upstairs, Downstairs Item Deck if you
are downstairs or outdoors. Then choose one of the revealed Items to take and bury the rest.

¥ SUN ROO ‘

Searched Token

SEARCHED: Whenever a Trespasser searches, the Sawyer player takes a Searched token and
covers the Search Symbol in that space. That space can't be searched again until the token is

@ removed. After all five tokens are on the board, whenever a Trespasser searches, the Sawyer @
player chooses any Searched token to remove in order to cover the space that was just searched.

ITEM LIMIT: Trespassers can have up to four Item cards at once. Personal Items do not apply to
this limit. If you ever take more Items, you must immediately choose Items to bury to get down
to the limit. Remember to bury them at the bottom of the Item deck on your current board.

SWAP
Choose one Trespasser in your space and give or take any
number of Item cards from them. When a Trespasser is
dead, as explained on page 12, their Items remain

on their body, and you may still swap with
them. Remember, you cannot exceed your
Item Limit, even when swapping.

‘ ‘ 69944_TCM_Instructions_23-0-1.09_E1.indd 9 7/18/23 12:29 PM




OTHING HAMMER
N”I‘O LOSE Counts as Two items

Roll three dice to attack @
sawyer in your space.

pesperation Card ?

ACTION: Roll three dice
to attack a Sawyer in
your space.

(Once Per Turn)

Item carg

“ Hiopgy

KITCHEN

The blue Trespasser ended their turn in
the Kitchen space with a Hide Symbol.
They replace their mover with their token
to show that they are hidden.

69944_TCM_Instructions_230109_E1.indd 10

-
DESPERATION CARDS
During the game, you'll gain Desperation cards that
give you a powerful one-time ability. You may only
play these on your turn, but they do not require an
action. Bury the card after it's played.

ITEM CARDS

Item cards provide special abilities or additional
actions you can take. If the card text starts with
ACTION, it requires an action to use. Some Items
can only be used once per turn or once per round,
as written on the bottom of the card.

ATTACKING SAWYERS
Some Desperation and Item cards let you attack a
Sawyer in your space. Roll the dice stated on the
card. For each success, the Sawyer you attacked
loses an action on their next turn—they move
down the cube on their board. By attacking, you
can reduce a Sawyer's actions to zero. You cannot
attack Grandpa, since he doesn't take actions.

ENDING YOUR TURN

Once you've taken your actions, even if you took
fewer than four, move your cube to zero to show
that you're done.

If you have any Noise tokens in front of you, roll
two dice and discard one token for each success.
Flip over any remaining tokens to the Fear side
and give them to the Sawyer player.

Now it's the next Trespasser's turn. If all Trespassers
have taken a turn, they all reset their cubes to 4
on their boards and it's the Sawyer Player’s turn.

HIDING SPACE: If you end your turn in a space
with a Hide Symbol and there are no Sawyers in
your space, you automatically hide. Replace your
mover with your Hidden token. Sawyers cannot
attack or carry you when you are hidden. At the
start of your next turn, replace the token with your
mover. Multiple Trespassers can be hidden in the
same space.

4 - . .-'.-.-' .
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SAWYER PLAYER TURN

After each Trespasser has taken a turn, it's
the Sawyer player’s turn. They start by drawing
cards from the Sawyer deck. The number they
draw for free is shown below the cube on the
Panic Meter. They may draw additional cards
by spending two Fear tokens per card.

After drawing all their cards, the Sawyer player
takes a turn with each Sawyer on the House
boards. At the start of the game, only the Old
Man takes a turn. As the Panic Meter rises, the
other Sawyers will be brought out, as explained
on page 14. If multiple Sawyers take turns,
each Sawyer must finish their turn before
another Sawyer can start their turn. The order
the Sawyers take their turns can change from
round to round. Grandpa never takes a turn.

Each Sawyer takes as many actions as shown by
the cube on their board. This may be less than
the maximum, or none at all, if the Trespassers =
attacked them this round. The actions, as .
explained below, can be taken multiple times

@ and in any order. Track each Sawyer's actions f I-EATHERFAEE

using the cube on their board. AL A DT

CHAINSAW
ATTACK ACTION: Roll three dice. You may give “

up to two revealed Injuries instead of one. e A
MOVE £
RELENTLESS '
When you kill a Trespasser, draw two cards.
HUNT

SE— s|Epnono -
OTHER ACTION -

MOVE

Move one space, following the same movement rules as Trespassers. Sawyers do not make

Noise or reveal Horror tiles or Vehicle cards. Sawyers cannot run. Grandpa cannot move on -
his own, but any other Sawyer can carry him when they take a move action.

HUNT 7

You can hunt a Trespasser to try to pull them out of hiding. If you are in a space with a Hidden
token, roll one die, and if you roll at least one success, that Trespasser is no longer hidden.
They replace their token with their mover and can now be attacked or carried as normal.

‘ ‘ 69944_TCM_Instructions_230109_E1.indd 11 @ 7/18/23
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ATTACK OR OTHER ACTION

A Sawyer can take any of the actions on their own board. Each Sawyer has one attack action
that lets them attack one Trespasser in their space. For each success, reveal the top card
of the Injury deck. Then choose one of the revealed Injuries to give to that Trespasser, as

explained below, and bury the rest.

ATTACK EXAMPLE

eSperatig,
n c
revealeq, <o

e Hitchhiker uses their Straight Razor attack action to attack the orange Trespasser in theiir(

s

Th ' g
space. They roll two dice and get two successes. So they reveal two Injury cards from the dec

INJURIES
When a Trespasser is given an Injury card, the card’s effect applies immediately. A Trespasser

@ can never receive a type of Injury that they already have: hand, foot, head, or heart. If they
can't receive any of the revealed Injuries, bury them all.

INJURY EXAMPLE —

o
MOVE: Move one space. Make Noise if you
move through a door.

.
up!
[ Moo U RUN: Make Noise and move two spaces.

“
dounst : e s e

through.

SEARCH: ina space with (|, make Noise
and roll two dice. For each success, reveal an
item from the matching deck. Take one revealed
item and bury the rest. The Sawyer player
covers the /] .

SWAP: Give or take any number of items from one Play with your

Trespasser, alive or dead, in your space. Desperation cards
revealed.

When yoy g
ignore il g,

<

The yellow Trespasser already has foot and head Injuries. The Hitchhiker cannot give
them another foot Injury. They give them the heart Injury card and bury the other card. 3

F ' —
DEAD TRESPASSERS: If a Trespasser has four Injuries—one of each type—they have been

killed. Immediately raise the Panic Meter, as explained on page 14, and lay down their mover.
That Trespasser takes no more turns, but the game continues until all Trespassers escape

or die. The dead Trespasser can still be swapped with, but cannot be carried.

e
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SAWYER CARDS

Each Sawyer card can be played in one of two ways:
during a Trespasser's turn when the condition on
the card occurs or during the Sawyer player’'s
turn for the effect in the red bar at the bottom
of the card. Each card can be used for only one
effect—not both. After playing the card, bury it.

TRESPASSER TURN: When the condition on the
card occurs, you may play the card and spend the
indicated number of Fear tokens to get its effect.
This happens immediately and may interrupt the
Trespasser’s action.

FREE ACTION: When taking a turn with a Sawyer,
you may play the card to get the free action
indicated in the red bar at the bottom. This
doesn’t require Fear tokens or one of the Sawyer's
normal actions.

REROLL OR PANIC METER: Any time on your turn,
you may play the card and reroll any dice once,
or spend six Fear tokens to raise the Panic Meter.
You cannot do both. You cannot do this on a
Trespasser’s turn. You cannot play two reroll cards
on the same roll.

R i )
SAWYER cm@xm?m‘-‘

START SPACE: PANTRY

WALLOP

ATTACK ACTION: Roll two dice. You cannot give a
Trespasser their fourth Injury. (Bury it instead.)
SWEET TALK

ACTION: If there's a Trespasser iny

roll three dice. Take one Fear for ez ' Gnr Y -
HOGTIE Afte A
Y ram
When you take a move actic ""espasser enters 5 spac
‘may carry one Trespass With a Sawyey, Spend 3 l
. ! B n ' !
¥ ACTIONS F

tou'.nmedialelyana:k i
With that sayye,, .

E
Fi
o "EEMovsAcrm,‘ .-i

When the green Trespasser enters the i. b
old Man’s space, the Sawyer player plays
| Got Ya and spends three Fear tokens.
The Trespasser's move ends immediately
and the 0ld Man attacks them by rolling
two dice, as shown on his board.




PANIC METER

Whenever you are told to raise the Panic Meter, the Sawyer player moves the cube one space
to the right on the Chainsaw. The label above the space happens immediately, as explained
below. The number of cards below the space indicates how many cards the Sawyer Player draws
for free at the start of their turn.

DESPERATION: Each Trespasser draws a card from the Desperation deck. These cards are kept
secret from the Sawyer player.

SAWYER: Place that Sawyer on their start space, as shown on their board. That Sawyer is
available to take turns immediately. Grandpa can be placed on any space you choose, but
doesn't take turns.

_ 7
END OF GAME

The game ends when all the Trespassers have either escaped or been killed.

ESCAPING: When a Trespasser escapes, as explained on the Scenario card, remove their mover
from the board. That Trespasser takes no more turns. If there are any Trespassers left, the
= game continues until they escape or are killed.

f There are no winners—there are only survivors.

ey

S5 AL - :- I.-'.-.-' .
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THE FREEZER BOX

The Freezer box is used to store your Item deck, which can
change from game to game depending on the murders that
happened in the farmhouse. At the end of the game, combine
the two Item decks from the boards. Take all the Scenario Item
cards (with a letter in the bottom right corner) from the deck
and all Trespassers and return them to the game box.

Any living Trespassers return their Personal Item cards (yellow) The blue Trespasser was killed,
to the game box and return their other Item cards to the so their Guitar Personal Item

Item deck. Any dead Trespassers return all their Item cards, is added to the Item deck for \
including Personal Items, to the Item deck. Then if you aren’t  future games. -

setting up another game, put the Item deck in the Freezer box. __

Note: If there are fewer than six Personal Item cards in the game box (which will be needed i
to set up the next game), reset the Personal Items by removing them all from the Item deck. g
ACHIEVEMENTS

These cards do not start in the game and are unlocked by completing achievements! Once
you've done an achievement, check it off below, get the indicated cards from the bag, and
add them to the appropriate deck. Achievement cards will have a star in the bottom corner. i

SAWYER PLAYER'S ACRIEVEMENTS

. Kill a Trespasser with Grandpa’s attack.
Add the two The Best There Ever Was Sawyer cards to the Sawyer deck.

13

ﬁ@ﬁ-..r

e crl

. In Scenario D. | DARE YOU, kill all the Trespassers before they can
take a picture with a Sawyer. £
Add the two Not 5o Fast Sawyer cards to the Sawyer deck.

. In Scenario E. THINGS HAPPENED HERE, kill a Trespasser in a room
that matches a documented set of Evidence cards.
Add the two wild Injury cards to the Injury deck.

TRESPASSERS" ACHIEVEMENTS :

. Escape with at least two more Personal Items than you collectively
started with.
Add the Butcher’s Apron ltem card to the Item deck.

In Scenario A. WHO WILL SURVIVE?, escape in at least two vehicles. ‘
Add the Dig Deep Desperation card to the Desperation deck. -

. In Scenario B. BURN IT DOWN, escape to end the game when Leatherface
is in a space with a Fire token.
Add the Chainsaw Item card to the Item deck.




-
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FREQUENTLY ASKED*QUESTIONS

s Grandpa considered a Sawyer?
Yes. A card or effect that refers to a Sawyer applies to him. If a card lets him attack, he rolls
one die. However, he cannot take actions or be attacked.

Can a Trespasser search in a space with a Sawyer?
Yes. A Sawyer in their space doesn’t affect anything a Trespasser does, except hide.

When a Trespasser is attacked by Fire or a Horror tile, which Sawyer is attacking them?
None of the Sawyers are attacking and the attack abilities on their boards don’t apply. But
the Sawyer player still rolls the attack, reveals Injury cards, and chooses which one to give.

When a Trespasser comes out of hiding, are they entering their space?
No. Entering a space requires moving.

Can 0ld Man use his Sweet Talk action on a hidden Trespasser?
Yes.

Can Leatherface give a Trespasser two of the same type of Injury?
No. A Trespasser can never have two of the same type of Injury, no matter who gives it, or even
if they draw it themselves. Bury those Injuries instead.

What spaces are considered indoors?

Only spaces in the upstairs and downstairs regions are considered indoors. The Barn, Sunflower
Garden, and Junkyard are rooms, but the spaces in them are outdoors. The front porch is not
a room and is outdoors.

Are the stairs their own space?
No. The stairs on the Downstairs board is in the Foyer space and the stairs on the Upstairs
board is in the space with the two doors and the window.

Can dice be rerolled multiple times?
No. If any dice are rerolled, they may not be rerolled again, even if you have another card or
effect that would allow it.

Can a card or effect let you do something that another card or effect prevents?
No. For example, if a Trespasser is in a room with the Slick Horror tile, they may not play a
Running on Adrenaline Desperation card to run.

Can a card move or place a Sawyer who's not on a House board?
No. Cards and effects cannot apply to Sawyers that haven't been reached on the Panic Meter yet.

What happens if | raise the Panic Meter when it's on the last space?
Nothing. Once it reaches the last space, the Panic Meter has no further effect.

, @FunkoGames n /FunkoGames @ @FunkoGames
Game by

/?WU#GZZ The Texas Chainsaw Massacre © 1974 VORTEX, INC./KIM HENKEL/TOBE HOOPER
Leatherface™ and The Texas Chainsaw Massacre™ are trademarks
of © VORTEX, INC./KIM HENKEL/TOBE HOOPER
it TM & © 2023 FUNKO, LLC. FUNKO GAMES™ is a registered
o GAMES trademark of Funko Games. All rights reserved.
- funkogames.com This game was designed by the BBQ-loving team at Prospero Hall.

)0




