
Grim Prospects Rules 

 

Story 

Our country’s glory and fortune strode on the backs of our miners and their tireless labors.  As the 

demand for rocks and minerals decreased, many mines were shut down.  Times are harsh, but not as 

harsh as the decrepit mines we once relied on for resources.  An open call has gone out to the treasure 

seekers of the world to explore and retrieve the riches of the mines and claim the glory for themselves. 

 

Contents 

54 Cards: 

6 Iron 

4 Gold 

9 Copper 

9  Crystal 

2  Ruby 

2  Emerald 

2  Sapphire 

1  Diamond 

1  Pickaxe 

1  Canary 

1 Jeweler’s Lens 

1 Surefire Torch 

1 Sightless Sigil 

1 Senseless Sigil 

1 Selfless Sigil 

1 Ceaseless Sigil 

1 Sleepless Sigil 

1 Oracle Citrine 

6 Dynamite 

3  Gas Leak 



 

Setup 

Shuffle the deck and place it in the middle of the table.  Determine the starting player based on your 

own measure of fairness, or alternatively choose the person who has played a mining/survival game 

most recently. 

Zones 

The Mine 

This is the pile of cards that players will be interacting with on their turns. 

The Rubble 

The rubble is a pile where you place cards after being instructed to discard them.  Players cannot 

interact with the rubble unless allowed to do so by a card. 

Stash 

The Stash is a face down zone cards are placed into when players return to base.  Cards in the stash 

cannot be sent to the rubble and are considered safe from traps. 

Inventory 

This is a face up zone for Items and Bundles that are found throughout the game.  Cards in the inventory 

cannot be discarded to traps unless stated by the trap. 

The Geode – Two Players Only 

The Geode is a pile to the side of the mine and rubble that gains a card every turn and can be interacted 

with using Dynamite. (See Two Player Variant) 

 

  



Game Flow 

Each player takes turns performing one of three basic actions: digging, prospecting, or returning to base. 

Digging 

By taking a dig action, the player draws two cards from the mine, follows any directions on them and 

adds them to their hand. 

Prospecting 

By prospecting, the player looks at the top three cards of the mine, chooses one to add to their hand, 

follows any directions on that card, and returns the others to the top of the mine in any order. 

Returning to Base 

When returning to base, the player takes all the cards in their hand and adds them to their stash face 

down. 

 

Secrets of the Mine 

Several types of cards are encountered in the mineshaft, each with different effects. 

Bundle 

Cards with the Bundle ability allow you to mix them with other cards for a bonus.  You can place bundles 

in your Inventory face up before or after taking an action on your turn.  Placing a bundle is not 

considered an action. 

Special 

Cards with the Special ability have different rules on determining their value.  For example, Crystal is 

normally worth 1 point each. However, if you have the most crystal cards, each is worth 3 points. 

Gem 

Cards with the Gem ability reference other Gems.  Gems can have a variety of effects, but they always 

refer to the other Gems in your possession. 

Item 

Item cards can impact how your actions behave or give you new ways to play.  They are placed face up 

in your Inventory upon being drawn. 

Trap 

Trap cards are devices and disasters that are triggered and revealed when drawn and usually have a 

detrimental effect.  For example, Dynamite makes you discard two cards when you trigger it. 

 

 



Ending the Game 

The game ends when the mine runs out of cards.  At that time, everyone combines their hand and stash 

and counts their points.  This is also the time when any Special cards determine their value.  The player 

with the most points wins.  In the event of a tie, The player with the highest valued group of a single 

card wins.  If it is still tied after that, the player with the highest valued individual card wins. 

Two Player Variant 

Two player games of Grim Prospects add the Geode as a playable zone.  The Geode is a pile to the side 

of the mine and rubble that has two new rules.  First, before returning to the starting player each turn, 

reveal the top card of the mine until you reveal a card that is not a trap.  Place that card face up in the 

Geode and shuffle the traps back in the mine.    

Second, any player may use the action from a Dynamite card in their inventory to take all cards from the 

Geode and add them to their hand.   

Any cards left in the Geode at the end of the game are unused for end game scoring. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


