
You might be a bounty hunter looking for fame and fortune. You might be 
a peasant looking to feed his starving family. You might be a maiden run-
ning away from her arranged marriage, or just a random dude who has 
gotten lost. Whoever you are, you’ve ended up at The Grimwood, a forest 
where supernatural creatures reside.

Search the forest and compete with others to collect the most supernat-
urals, animals, or places to maximize your points. You usually get some-
thing from The Grimwood, you just want the most somethings. 

The Grimwood

A ChAoTiC CArd GAme
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GAME OBJECTIVE
The Grimwood is a forest where supernatural creatures reside. Players 
search the forest (deck)  and compete with each other to collect the most 
supernaturals, animals, or settings to maximize their loot (points). The 
player with the most points wins.

STARTING THE GAME
Shuffle the cards and deal 3 cards to each player face down. Place the 
remaining cards face down in the middle of the table.

Players may now look at their cards; these are their starting hands.
Players can have a maximum of 7 cards in their hand. If they have 
more than that, they must discard their cards 
down to 7 by the end of their turn. 
 
The player whose birthday is the soonest starts 
the game by taking his/her turn. Then the turns 
proceed clockwise. Every turn, the player can 
do up to 2 actions and/or place one or more 
combos.  

There’s only a limited time to make your moves - 
the game ends when the last card is drawn. The deck goes quicker 
than you think! 
Once the last card is drawn, each subsequent player finishes one last turn, 
and then everyone scores his/her combinations.
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TURN OVERVIEW
 

On a turn, a player may do the following: 

Action A:  Draw or steal 1 card 
•	 Draw: take the first card from the top of the deck.
•	 Steal: pick randomly 1 card from another player’s hand.

Stealing is only from a player’s hand, not from 
his/her combos. Some supernatural powers allow 
taking a card from another player’s combo.

NOTE: If an amulet is played against you when 
you attempt to steal, you lose the rest of your turn. 
However, if you are stealing using a supernatural’s 
power, an amulet only blocks one steal and the rest 
of your turn proceeds as usual.

Action B:  Play 1 card
You can only play a supernatural or a rune. When playing a super-
natural, place it in front of you to start building a supernatural combo. 
The card’s effect is only valid at the time you play it unless another 
card allows you to reactivate it.

After playing a Rune, place it in the discard pile after you do your addi-
tional actions. Actions are: Draw a card from the deck, steal a card from a 
player’s hand, or play a card’s power.

Place a combo 
Anytime during the turn, you can place a combo(s). Placing combos do not 
count as actions.
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TYPE OF COMBOS & SCORING
Combos must be placed in front of the player and remain in his/her pos-
session (combos get destroyed or taken) to count as points and make up 
the player’s final score at the end of the game.

10Pts.

1-15
       Pts.

10Pts.

  5Pts.

3 Owls

1 to 5
supernaturals

3 Crows

   1 Swamp 
+ 1 Path
+ 1 Clearing

SUPERNATURAL COMBOS:
1 supernatural...............................1 pt.
2 supernaturals...........................2 pts.
3 supernaturals...........................5 pts.
4 supernaturals.........................10 pts.
5 supernaturals.........................15 pts.

ANIMAL COMBOS:
3 Owls.........................................10 pts.
3 Crows.......................................10 pts.

SETTINGS COMBOS:
1 Swamp +1 Path +1 Clearing.....5 pts. 
3 Swamps.....................................3 pts.
3 Paths.........................................3 pts.
3 Clearings...................................3 pts.
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CARD BREAKDOWN

24
supernaturals

6
clearings

9
owls

6
paths

9
crows

6
swamps

4
amulets

4
runes

68
cards total
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EXAMPLE OF A 3-PLAYER SETUP

Draw 
Deck

DiscarD 
Pile

Player 1 
8 pts.

Player 2
11 pts.

Player 3   
15 pts.

ABOUT PLACING COMBOS
 

While supernaturals can be placed one at a time, animal and settings 
combos cannot be placed until all 3 cards are in your hand.

You may place more than one supernatural at a time, but in this case 
only one supernatural power can be played unless you have a rune. Play-
ing a supernatural’s power is optional.

You may place supernaturals however you wish, even starting multiple 
combo sets, but once you place a supernatural, you cannot change the 
composition of the combos.
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GAMEPLAY EXAMPLE
Let’s say your hand looks like this:

Action A:  Draw or steal 
On your turn, you decide to draw from the deck rather than steal from 
another player’s hand. You get a Clearing.

Place a combo
With a Clearing, you now have a Settings Combo (1 Path 
+ 1 Swamp + 1 Clearing).  You place the combo in front 
of you.
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Action B:  Play 1 card 
As a second action, you may play a card.You decide to play the Dark Uni-
corn and force all players to discard a card from their hand. You place the 
Dark Unicorn beside your Place combo. You now have a score of 6 points 
(1 Supernatural plus 1 Clearing+1 Path + 1 Swamp). Since you don’t have 
any more combos, you end your turn.

More on placing combos...
When it is your turn again, you play the Nymph, deciding to build up the 
combo you began with the Dark Unicorn. 
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Now you also decide to activate the Nymph’s power, taking another play-
er’s supernatural, the Giant. You can either place the Giant with the 
Nymph and Dark Unicorn, or start a new combo. 

While you get more 
points if you place 
all the supernatu-
rals together, you 
are also more at 
risk for losing all of 
them should some-
one else play a card 
which allows them 
to take a combo 
from you.

5 pts.

1 pts.

5 pts.

5 pts.2 pts.

=10 pts.

OR

= 8 pts.
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AMAZON: All players must give you a card from their hand of your ask-
ing. If they don’t have it, you missed your shot. Example: Play the Amazon 
and ask for crows. Any player with crows must give 1 crow to you. You 
may also ask for a supernatural by name, but you can’t just ask if anyone 
has a supernatural in general.

BOOGEYMAN: Exchange hands with another player.

BRIDE: Take any male supernatural already played. May play the card’s 
effect immediately. Male supernaturals: Boogeyman, Demon, Dracula, 
Dwarf, Giant, Mage, Troll, Werewolf. 

CENTAUR: Take the top card of the discard pile. May play immediately.

DARK UNICORN: Force all players to discard a card from their hand. 
You choose randomly.

DEMON: Send any combo into the discard pile.

DRACULA: Steal 2 cards from a player’s hand.

DRAGON: Protects the set it is part of by making 
the set immune from special powers. Once played, it 
freezes the set it is part of and no more cards may be 
added to that combo. 

DWARF: Take top card of discard pile and top card 
of deck. Choose one, discard the other.

ELF: Reactivate the power of any supernatural under your control this turn.

FAERIES: Take any 2 cards from the discard pile into your  hand. May 
play one.

GHOULS: You may draw from the deck or steal a card from a player’s 
hand.

SUMMARY OF CARD POWERS 
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GIANT: Take any card from the discard pile. May play immediately.

GOBLINS: Steal 3 cards from 1 or more players’ hands.

HIGHWAYMAN: Swap combos with another player.

HYDRA: You may look at 1 player’s hand. 

MAGE:  Draw 2 cards from the deck.

NYMPH: Take any supernatural card already 
played. Play that card’s effect.

SHADOW QUEEN: Look at every player’s hand. 
Steal 1 card blind from 1 player’s hand.

SORCERESS: Sacrifice a set of owls or crows to 
take any combo as your own.

THE ETERNALS: Fill your hand to 7 by drawing 
from the deck and/or stealing from other players’ 
hands.

THE LARAKI: Draw as many cards from the top of the discard pile as 
there are players. Pick 1 to put in your hand. Give 1 card face up to each 
player.

TROLL: Force a player to discard a card. Choose a card from the player’s 
hand at random.

WEREWOLF: Choose a player to lose a turn.  

AMULET: Play to block any 1 steal from your hand. Discard after use. 
The player who tries to steal loses his/her turn. If a player steals using a 
supernatural’s power, you can block 1 steal per amulet, but the player’s 
turn proceeds as usual.

RUNE: Player can take 2 additional actions this turn. Actions include 
drawing a card, stealing from a player’s hand, or playing a card’s power.
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ALTERNATE MODES OF PLAY 
For a 2 player game, take out 2 runes and 2 amulets.
For more combinations have 3 clearings, 3 paths or 3 swamps = 3 pts.

SPECIAL THANKS TO
All our Kickstarter backers and our playtesters! You made this game hap-
pen and made it better. You too Backers ThomasDN and The Kilted Kraut! 

Lydia Park • Greg McKernan • Steph Dere • Danielle Domurat • Jackie 
Tsou • Eliza Waters • Rick Waters • Brenda Wilden • Patrick Cooksey 
• Kathy Cooksey • Ada Yip • Simon Yip • Stephanie Huang • Steve Oh 
• Vivian Bejarin • Patricia Lopez • Andrew Ale • Raymundo Mendoza  • 
Anne Allan • Jess Songco • Matthew Adrineda • Aerik Bertulfo • Ashrita 
Chavali • David Diba • Gia Duong • Alex Farnsworth • Mackenzie Goff • 
Matthew Greene • Jennifer Gruss • Michael Lantaca • Jeremy Lohmeyer 
• Callum McGrath • Rebecca Sandoval • Eric Schellenger • Lilyann Vu  
• Caitlin Chow • Sarai Cibrian • Lily Anne Garcia • Andy Gooch • Scott 
Harris • Maria Khalil • Justin Lee • Klarissa Ligon • Heather Lind • 
Elaine Liu • Natalie Melendez • Kyler Okamura • Tiffany Pham • Andre 
Ramirez • Alyssa Sakauye • Ange Smith • Tom Watkins • Stephen Gar-
cia • Monique Arroyo • Natalie Bailey • Jo Barangan •  Arlene Bongco • 
Josey Byrnes • Arnold Cabling, Jr • Jay Clouse • Logan Crist • Gillian 
DeGuzman • Brian Erb • Chris Jeng • Michelle Kalman • Lennon Ka-
lodrich • Morgan McManus  • Celine Nguyen • Flora Rees-Arredondo • 
Johnny Sim • Sandra Sim • Jonathan Tang • Camila To • Angeline Vu 
• Justina Wong • Michael Wakeley • Amy Albus • Truc Nguyen • Carly 
Hudson • Ben Ravid • Danielle Harmon • Sam Kestin • Uriel Martinez 
• Mike Cascino • Cynthia Bailey • Hannah Beadle • Yuki Wong • Ma-
rie Dal Porto • Karolyn Moses • Danny Trang • Brandon Moore • Mark 
Garma • Roxas Nick • Nelly Espinoza  


