Grandma has passed and left all of her possessions, and it’s up to you to divide up the belongings.
As with any family affair, things can get a little messy €9
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Game Contents

Possession Deck

Action Deck

Action Cards Number Cards
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Action and Number cards combine to make one deck. Don’t separate them!

Family
Disappointment
Card

YOU ARE THE FAMILY
DISAPPOINTMENT
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Compete for Grandma’s prized possessions!

Be the first to collect 2 of the same color possession or 3 different colors to win!

DUCK STUFF MENTLOAD SRANDMAS FLUFFY TOILET SEAT OLD VELVET VINTAGE CAR

e i HAIRLESS LAP DOG ChAR

rom shower curtains to cookie A 2

A : : i i Daily use since 1984. Never ‘ Just needs new fires,

,crs,byou Ll nevedr have to think B“;‘;‘(’J‘:{O"m’t:'eg:';:”h ‘ washed. | 1/10 comfort windows, seats, and a new
about home decor again | 0/10 stain resistance engine and it's good fo go
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1. Shuffle the Possession Deck
and place it face down in the
center of the table.

2. Place the Family
Disappointment card in the
center of the table. (See special
cards for more information on
the Family Disappointment
card)

) Disappointment
Action Deck Possession Deck Card

YOU ARE THE FAMILY
DISAPPOINTMENT

3. Shuffle the Action Deck and
deal each player six cards +
one Pass/Play card. Place the
remaining Action cards in a
pile in the center of the table.

(If a player does not have a number card in
their hand, discard the hand and redraw 6
new cards)
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Standard Version
Gameplay
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The gameplay consists of two simple phases!

#1 H2

Reveal Phase Action Phase
Players reveal a new Possession card, and place Players use Action cards to affect the bids and
their starting bids. compete for the current Possession card.
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Gameplay - Reveal Phase

1. Begin each round with each
player's Pass/Play card on the
“Play” side. Flip over the top
possession card on the deck.
Players will compete for this
card this round.

2. Place a single number card
(no action cards yet) face

down as your starting bid.
(The goal is to have the most points so a
higher starting number gives you an
advantagel)
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3. When every player is finished
placing their number card face
down, all players reveal their
number cards and place them face
up in front of them!

O

4.The very first round of the game, the
person who everyone agrees who is
the most spoiled plays first. The
next round, it continues to the next
person in clockwise direction.
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Gameplay - Action Phase

On your turn, you must do 1 of 3 things:

1. Play an action card
(can be played on yourself
or another player).

TSR @ DR AW
YOUR YOUNGER BROTHER CETRIRTHDAEMONEY

MINUS 2

GET A MEAN WEDGIE

2. Discard two of the same, or a
run of three number cards,
ond steal a card from
another player's hand

5 5

P | 1
5 67
I L]

3. Pass. Once you pass, flip
your Pass/Play card to the
“Pass” side and finish your
turn. You cannot play any
more cards until the next

possession card is revealed.

(except for block cards, see

Special Cards for more info).

PLAY IR =)  PASS

Play continues in a clockwise direction until all players have passed.
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Gameplay - Galculate Score

Once all players have passed, calculate each player's score

The player with the highest

score wins the possession

card and places it in front of

them face up!

TIEBREAKER

If two or more players are tied
at the end of the round, each
player bids ONE additional
number card.

Whoever has the highest card
wins! wi

©ONo action cards can be
played in a tiebreaker.

TIEBREAKER EXCEPTIONS:

Invert - An invert played during
the action round also applies
in the tiebreaker. The lowest
tiebreaker card wins! =]

No number cards in hand -if a
player does not have any
number cards left in their
hand, they must forfeit the

tiebreaker.

If both players forfeit, or they
tie again - neither player wins,
the possession card remains in

the middle and is included in

the bid for the next round.
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Gameplay - Repeat

After each round

1. Place all number and action
cards played in the previous
round in a discard pile.

2. Replenish your hand to 6
cards.

- If a player does not have a number
card in their hand, discard the hand and
redraw 6 new cards).

- If the action pile runs out, shuffle the
discard pile and use that as the new
action deck.

Now, reveal a new
possession card and
start a new round!

Keep playing until one player has collected two of one color
possession card or one of three colors.

Grandma'’s possessions and use them wisely!

This player WINS and is deemed the favorite grandchild! Enjoy all of
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The Family Disappointment Card

The Family Disappointment card starts
in the center of the table and is brought
into play by a player playing a Shame On
You card. Once in play, it can only be
moved to another possession card and
never to the center of the table.

While the Family Disappointment card is
covering a player’s possession card, that
card does not count towards a winning
combination.

Once the Disappointment Card is
moved, that previously covered
Possession card will again count towards
a winning combination.

Special Cards

Shame On You

YOU ARE THE FAMILY
DISAPPOINTMENT

Move the Family
Disappointment card on
top of a different
possession card.

Cannot be moved to the
possession card being
competed for that round,
and cannot stay on the
same card.

V, SHAME ON YOU

. L]
N YOU FORGOT YOUR PANTS
FOR FAMILY PICTURES...
AGAIN

Move the Disappointment Card
to another possession card
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Block Card

Note: Block cards must be
played immediately after
the card they intend to
block and can only block
the most recently played
action. Block cards can be
played out of turn by
anyone, even if they have
passed that round. Playing
the block card does not
count as a turn even if

you’re the next in turn.

Special Cards

BLOCK
USE INTIMIDATION

Stop any action card from taking effect.
Must be played immediately after the
action card you would like to block.

Wild

The Wild Possession Card

counts as any color of
possession card when
making a combination.

For example, a player can

win with two reds and a

wild, or a red, blue and a
wild.

Psm\

EVERYTHING ELSE
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Action Gard Descriptions

Plus 2 - adds 2 points to any player’s

score (even your ownl)

Invert - The lowest score wins instead of the highest.
Multiple inverts can be played in a single round (If another
invert card is played, then the scoring returns back to
normal) This will taoke effect in the tiebreaker round too.

Swap - swap your score with another player’s score (this
" includes the initial number card, and any associated action
cards). Does not include possession cards they have won.

Minus 2 - subtracts 2 points from any Draw 2 - draw 2 more action cards.
7 player’s score (even your ownl) These can be played in the some
round

Shame On You- Place the Family Disappointment Card on top
AWl of any other possession card at the table. You cannot give the
Family Disappointment Card to someone who doesn’t have any
possession cards. Cannot be played on the possession card
being competed for that round.

Combine two number cards to steal - If you play two of the
same number cards, you can steal one random card from

another player's hand. This can only happen in the Action
Phase and not in the Reveal Phase

Block - stops any action card from taking effect. Must be played immediately
ofter the action card you would like to block. It is possible to block a block.

.

Ex. If someone plays a +2, and then another person plays a -2, you are

not longer able to block the +2 card. The block card only applies to the

most recent action card played.

If someone plays a block card, you can block their block and nothing

happens.

You can block someone from stealing cards as well. They would just Page 13
discard their number cards and not perform the steal



FAQs and Clarifications

What happens if someone moves the disappointment card during the middle of a round resulting in a

player having a complete set?
Answer: A player only wins when they FINISH the round with a complete set. If the Family
Disappointment card can be moved back onto the same person within the same round causing them
to have an incomplete set, then that person has not yet won.

What if two players end a round with a full set?
Answer: If two end up with a complete set (three of one color or three different colors) on the some
round, the player with more overall possessions wins. If there is still a tie, players will faceoff in the
most intense game of rock paper scissors ever.

Can you move the Family Disappointment card to the possession card in the middle of the table?
Answer: No. The Family Disappointment card can only be played on possession cards that have been
won previously

If you play a “Shame On You" card, do you have to move the Family Disappointment card?
Answer: Yes. You must move the Family Disappointment card to another possession card.

Can | change my starting number aofter placing it down?
Answer: No. No take backs. Don't be a coward.
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Thank you for trying our game! We'd love to
hear from you!:

If you have any questions or concerns about our game, we’d love to hear from you! Be sure to contact us
at deadgrandmagame@gmail.com
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