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In Into the Woods, players are kids walking through the woods, collecting the cool stuff they find. They will grow their 
collections by trading cards from their hands, and will try to acquire sets, which they “put in their pocket” to score 
points. The player with the most points after the deck runs out is the winner. 
 
Components 
56 Cards 
16 Point Tokens 
 
Set up 
Each player is dealt a hand of two cards.  
 
The remaining cards in the deck are placed in the center of the playing area, equidistant to all players. 
 
Reveal the top five cards from the deck in a row in the middle of the table. Then, arrange these five cards in 
ascending order according to the number on the card, placing the lowest-value card furthest from the deck and the 
highest-value card closest to the deck. 
 
Place the 16 point tokens above the lowest-value face up card. 
 
The player who most recently spent time in the woods becomes the first player and takes the first turn. 
 
Gameplay 
Each player takes one turn in turn order, starting with the First Player and continuing clockwise, until the deck has 
been exhausted once in a two player game, or twice in a 3-5 player game.  
 
On their turn, the player discards one card from their hand by placing it in the common discard pile near the draw 
deck.  
 
Then, that player Trades Up or Trades Down to acquire new cards from the face-up row in the middle of the table.  
 
Trading Up 
To Trade Up, the player may select any available face-up card from the center of the table that is of equal or greater 
value to the card he or she discarded to start their turn. They add that card to their hand. 
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Example 1: A player discards a 2 and draws a face-up 8. 
Example 2: A player discards a 5 to take a 6. 
 
Trading Down 
To Trade Down, the player may select any two available face-up cards from the center of the table whose individual 
values are less than the card discarded. They add both of those cards to their hand. 
 
Example 1: A player discards a 7 and takes two face-up 5’s. 
Example 2: A player discards a 6 and takes a 4 and a 3. 
 
When trading down, the player must take two cards from the face-up row into their hand after discarding. If a player 
discards a card for which there are not two available cards whose value is lower than the discarded card, that player 
must instead trade up. 
 
In the Pocket 
If a player gains three of a kind of any card during their turn, they must immediately place all three of these cards “in 
their pocket” by laying them face-up in front of them. These sets of three will score points equal to the value of the 
card type. That is to say, a set of three 8’s earns the player 8 points at game end. 
 
Once a player selects cards, and puts sets in their pocket (if applicable), that player should slide all remaining 
face-up cards to the left, away from the draw deck, and reveal cards left-to-right until there are 5 face-up cards. 
After the setup, the newly revealed cards are not arranged in ascending order, but instead remain in the order in 
which they were revealed. 
 
Points Tokens 
If a player selects the face-up card that is furthest from the draw deck and beneath the stack of point tokens, they 
may also take one point token. Points tokens are kept in front of the player, and are worth one point for the acquiring 
player at game end. 
 
Card in Hand Rule 
Players must always end their turn with at least one card in their hand. Trading for cards that would result in the 
selecting player having zero cards in hand (due to putting cards in pocket) at the end of their turn is prohibited. The 
only exception to this rule is on the player’s last turn when the deck has been exhausted for the final time. A player’s 
last turn is the turn in which the deck has been exhausted for the final time, and there is a number of face-up cards 
remaining that is equal to or less than the number of players in the game. 
 
Game End 
In a two player game, once all of the face-up cards have been taken after the deck is exhausted the game ends.  
 
In a 3-5 player game, once the deck is exhausted for the first time, shuffle the discard pile to create a new deck. 
Then, continue taking turns until all of the face-up cards have been taken after the deck is exhausted for the second 
time.  
 



Players then add up their points and compare their scores. 
 
Scoring 
Players should add their points by adding points from the sets in their pocket and the points from their point tokens. 
Sets are worth points equal to the number on the card. Sets score as a whole, and not as individual cards. For 
example, a set of cards displaying the number “8” is worth 8 points at game end. 
 
Players add their scores. The player with the highest score wins. 
 
In the event of a tie, the player with the fewest point tokens is the winner. 
 
Solo Mode 
Setup in Solo Mode is the same except points tokens aren’t used and the starting face-up cards do not need to be 
arranged in any order. 
 
In Solo Mode, the player tries to put one set of each value (2 - 8) in their pocket before the deck runs out. Each value 
may only be scored once. 
 
Turns are taken in the same manner as in multi-player mode, but the solo player must take all five face-up cards on 
subsequent turns before replenishing the row.  


