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Are you lost in the woods? 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Introduction	  
Rootwork is a game built around four curses: Fury, 
Corruption, Deceit, and Loss. All four curses have 
descended upon the woods from a source unknown. 

The Curse of Fury is the cause of wars, riots, 
and massacres. Ruin, the stone-age warrior, is 
the agent of Fury. 

The Curse of Corruption rots things within 
and without, whether crops or people. Blight, 
the rotten World War Two era tent preacher, 

is the agent of Corruption. 

The Curse of Deceit twists what is good and 
true into the lie and hides danger from the 

unwary. Snare, a homicidal fur trapper from 
the 1890s, is the agent of Deceit. 

The Curse of Loss steals those we love and 
causes the weak to despair. Mourne, a child 
forgotten in the woods, is the agent of Loss. 

You are lost in the woods. You must escape, or you 
will be lost forever. 

Cards	  
There are two types of cards in Rootwork: aligned 
cards and unaligned cards. Aligned cards are 
associated with one of the four curses. Unaligned 
cards are not associated with a curse. Cards fall into 
several categories. 

Encounter	  Cards	  
These cards represent the dangers of the Woods, and 
block your way out.  

Stick	  Cards	  
Sticks are odd bundles of twigs 
wrapped with twine that are 
suspended from trees throughout 
the woods. Each Stick card is 
aligned with one of the curses 
and can become a burden if you 
do not avoid it. Stick cards have a 
Stick glyph in the lower left. 

Menace	  Cards	  
Menaces are the overt displays of 
evil in the woods. Each Menace 
card is aligned with one of the 
curses and causes you Fear if you 
do not avoid it. They have a 
Menace glyph in the lower left. 
The four Evil Spirits also have a 

special effect in the lower right. 

Site	  Cards	  
Sites are the mysterious 
locations found within the 
woods. Each Site card may be 
aligned with one of the curses, 
and provide a Milestone for that 
curse. If you Visit all three 
Milestones for your Character, 
you can escape the woods. Site 
cards have a Site glyph in the 

lower left. 

Survival	  Cards	  
These cards represent found objects and fortuitous 
events in the Woods. You use them to escape. 

Talisman	  Cards	  
Talismans are precious tokens 
left by previous victims of the 
woods. Each is aligned against 
one of the curses.  You use 
Talismans to escape the 
Encounter. Talisman cards have 
a Talisman glyph in the lower 
left. 

Opportunity	  Cards	  
Opportunity cards indicate a 
fortuitous occurrence. Each 
Opportunity card has a special 
ability in the lower right. 
Opportunity cards have an 
Opportunity glyph in the lower 
left. 

Character	  Cards	  
The Character card represents 
you, lost in the woods. Each 
Character has a special ability 
and a list of Milestones that you 
must Visit to in order to escape 
the woods. Character cards have 
a Character glyph in the lower 
left. 

Weather	  Cards	  
Weather cards indicate the 
growing darkness in the woods. 
Some of them have special 
effects. Weather cards have a 
Weather glyph in the lower left. 
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Card	  Setup	  
The diagram above shows the layout of the game 
board for Rootwork.	  

1. Weather Deck. The Weather Deck gives a 
glimpse of upcoming weather cards. One 
card is discarded per turn. When the last one 
is discarded, you lose. 

2. Encounter. The Encounter consists of the 
threats that you meet on your way to visiting 
the site. If you do not escape the Threat, you 
cannot visit the Site. Threat cards can be 
Sticks or Menaces. The Site is Visited if it is 
matched. 

3. Character Panel. The Character Card shows 
your progress along your Path by removing 
Milestones as you visit their associated sites. 
Each leaf represents one Courage, and saves 
you from one Fear token. 

4. Pockets. You may store Survival cards in 
your Pockets. Your Character determines 
how many pockets you have. If you fail to 
escape a Stick, it goes into your pocket, 
displacing a Survival card (which is 
discarded) if there is no other space. 

5. Hand. This is where your current Survival 
cards are stored. Your Character determines 
how many cards you may hold in your Hand. 

Card	  Groupings	  
The following card groupings are used throughout the 
rules. 

· Survival Cards – Any Talisman or 
Opportunity cards. The She card is also a 
Survival card.

· Threat Cards – Any Stick or Menace cards.

· Encounter Cards – Any Threat or Site cards.

Order	  of	  Play	  
Each turn consists of four phases: Draw Phase, 
Encounter Phase, Weather Phase, and Pocket Phase.  

1. The Game checks the Master Deck for new 
unlocked cards, so that they will unlock 
immediately and be ready for use. 

2. The Game shuffles The Master Threat Deck 
is and 6 Threat cards are drawn at random. 
These 6 Threat cards will be the Threat Deck 
for the rest of the game. Dealing a new game 
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deals a new set of 6 Threat cards. This action 
is not visible to the player. 

3. The Weather and Survival Decks are 
shuffled. The Weather Deck is displayed 
face-up. 

4. The She card is placed in your Hand. 

5. If either the Threat or Survival Decks 
becomes exhausted during play, the Game 
immediately shuffles the appropriate discard 
pile into the empty Deck, forming a new 
Deck. 

Draw	  Phase	  
In the Draw Phase you fill your hand to n cards, where 
n is: 

• 4, if your Character is the Teen. 

• 5, if your Character is the Elder, Adult, Child, 
Soldier, Reporter, or Ranger. 

• 6, if your Character is the Hiker. 

Since the She card starts in the player’s hand, on the 
first turn you may only draw n - 1 cards. 

Encounter	  Phase	  
In the Encounter Phase, the player must avoid the 
Threat in order to escape to a Site. 

Setup	  
At the beginning of the Encounter Phase the 
Encounter is drawn. 

1. Draw 2 cards from the Threat Deck and place 
them face-up. If a card has an effect, put it 
into play. The cards drawn from the Threat 
Deck constitute the Threat. 

2. Draw 1 Site card from one of the Site Decks 
and place it face-up next to the Threat. The 
combination of the Threat and Site is called 
the Encounter. 

3. If the current Weather card has an effect, put 
it into play now. 

4. If any of the Encounter cards has an effect, 
put it into play now. 

Matching	  
The curses found on both the Threat and Site cards 
are matched using the Curse Gems. 

5. Direct Match. You may avoid an Encounter 
card by matching its Curse Gems with those 

found on one or more Survival cards. The 
gems must be the same type (i.e. Fury 
matches Fury). Matched gems disappear. 

6. Wild Match. You may match any 1 Curse 
Gem on an Encounter card to 1 Wild Gem 
found on a Survival card. 

7. If a Survival card has both a Wild Gem and a 
Curse Gem, the gems are matched in the 
order they appear on the Survival card, from 
top to bottom. 

8. If an Encounter card has all its Curse Gems 
removed by the Survival cards, the 
Encounter card has been Escaped. 

9. If a Survival card has Curse Gems or Wild 
Gems remaining, they may be used to match 
Encounter cards to the right. 

10. Hiding. Playing any two Survival cards face-
down counts as a card with 1 Wild Gem. This 
is called Hiding (instead of using Talismans 
you are actively avoiding the Encounter). 
Hiding may be combined with Talisman 
cards. You may hide multiple times per 
Encounter. 

11. You may use any number of Survival cards 
from your Hand to match the Encounter. 

12. You may use at most 1 Survival card drawn 
from a Pocket to match the Encounter. 

13. You may not play a card on the Encounter if 
it would not have effect. 

14. You may move cards around on the Threat 
freely, according to the above rules, until you 
are satisfied. Then double-press the Flee bug 
to execute your choices. 

Escaping	  the	  Threat	  
The Threat consists of two Threat cards drawn from a 
deck of 6. 

15. If a Threat card is Escaped, it is discarded to 
the Threat discard pile.  

16. To avoid the Threat, every card in the Threat 
must be Escaped.  

17. You may Escape one card in the Threat 
without Escaping the whole Threat. 

18. If you do not Escape a Stick, it is placed in 
your Pocket. If your pocket is full of Sticks, 
the Stick is discarded into the Threat Discard 
pile. If there are empty spots in your Pocket, 
the Stick will take one. If there are Survival 
cards in the pocket, the Stick will replace one 
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of them. The replaced Survival card is 
discarded into the Survival discard pile. 

19. If you do not Escape a Menace, draw a 
number of Fear tokens equal to the Fear 
value on the Menace and place them on your 
Character. 

20. If the number of Fear tokens you have 
exceeds your Courage value, i.e. at least 1 
Fear token lands on your Character, you are 
lost forever in the woods and have lost the 
game. Your Courage value is: 

· 2, if your Character is the Reporter 

· 3, if your Character is the Elder, Adult, 
Teen, Child, Soldier, Hiker, or Ranger. 

Visiting	  the	  Milestone	  
Escaping a Site lets you Visit the Milestone for that 
Site. 

21. You must Escape the Threat in order to 
attempt to Escape the Site. No Site matches 
will be allowed until the Threat is matched. 

22. Sites without Curse Gems are automatically 
Escaped when you Escape the Threat. 

23. You Visit a Milestone by Escaping a Site. 

24. When you Visit a Milestone, the matching 
Milestone under your Character card 
disappears.  

25. If you have no Milestones under your 
Character card, you win the game. 

26. If you fail to Escape the Site, the Site card is 
returned to its originating Site Deck, face-
down. 

Weather	  Phase	  
In the Weather Phase, night draws ever closer. 

1. Flip the top Weather card over into the face-
down discard pile. 

2. If the last Weather card is turned over into 
the discard pile, the game immediately ends 
and you are lost in the woods forever. 

Pocket	  Phase	  
The Pocket Phase allows the player to freely transfer 
Survival cards between the Hand and the Pocket.  

1. Your Pocket size is determined by your 
Character. It will be n, where n is: 

· 1, if your Character is the Elder 

· 2, if your Character is the Adult, Teen, 
Soldier, Hiker, Reporter, Ranger 

· 3, if your Character is the Child. 

2. Move cards freely between the Hand and the 
Pocket. 

3. Sticks in your Pocket may not be moved and 
do count against the total number of cards 
you may have in your Pocket. 

4. Double-Press Flee when finished. 

Special	  Card	  Effects	  

Shaft	  of	  Sunlight	  
During the Encounter Phase 
play this card on the Weather 
Deck to replace the current 
weather card with the Shaft of 
Sunlight. If the current weather 
has an effect, that effect is 
reversed. You also gain an extra 
turn, because this card will be 
discarded next. 

Dense	  Underbrush	  
During the Encounter Phase 
play this card on the Encounter 
to make a Wild Match. 

!
!
!
Strange	  Cairn	  
When drawing the Site card, 
first drop this card on the Site 
Deck you wish to peek at. The 
top card of the pile will be 
revealed. Then you may draw a 
Site card as usual. 

!
She	  
The She card matches the entire 
Encounter when placed on the 
first Threat card. There is a 2% 
chance that She will Betray you. 
When She betrays you, your 
current Character card has its 
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Courage reduced by 1, and the card is defaced. These 
changes are permanent and cannot be reversed, 
except by wiping the game. Wiping the game deletes 
your Achievements. 

Torrential	  Rain	  
If the Torrential Rain weather 
card is still up at the end of the 
Encounter phase, the Site Decks 
are reshuffled. 

!
!
Unnatural	  Chill	  
You may not Hide while the 
Unnatural Chill card is in play. 

!
!
!
Ruin	  
Ruin stalks the Woods looking 
for prey. She is Vicious, which 
means that Loss-aligned Survival 
cards cannot be played face-up 
while she is in play. Third-tier 
Talisman cards (1 wild gem and 1 
curse gem) are immune to this 
effect. 

Blight	  
Blight’s presence taints the 
forest. He is Rotten, which 
means that Deceit-aligned 
Survival cards cannot be played 
face-up while he is in play. 
Third-tier Talisman cards (1 wild 
gem and 1 curse gem) are 
immune to this effect. 

Snare	  
Snare sets traps throughout the 
Woods. He is Invisible, which 
means that Corruption-aligned 
Survival cards cannot be played 
face-up while he is in play. 
Third-tier Talisman cards (1 wild 
gem and 1 curse gem) are 
immune to this effect. !

Mourne	  
Mourne haunts the Woods. She is 
Inconsolable, which means that 
Fury-aligned Survival cards 
cannot be played face-up while 
she is in play. Third-tier Talisman 
cards (1 wild gem and 1 curse 
gem) are immune to this effect. 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