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The eerie witching hour is nigh! 
Midnight strikes and the moon hangs high.

In the Enchanted Forest echoes a cauldron’s bubble, 
The witch’s cackling forebodes trouble.

Shadows flit as a wizard’s spell is cast, 
But with courage you remain steadfast.

Ordinary creatures, during this special hour, 
Become imbued with spellbinding power.

Searching for them is your risky quest.  
Their magic will empower you to be the best.

While under stars ablaze in the spectral sky, 
Bolster your wits and your opponents you will defy!
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Overview
It’s the witching hour in the Enchanted Forest. You have 
come to search for Talismans. These mystical items will 
empower you to become a great magician. In the woods you 
will meet mighty witches and wizards, the Master Magicians. 
The spells they cast will help or hinder your quest.

As you search, choose between playing it safe or pushing 
your luck. But be wary! While fortune favors the bold, it 
may also turn into your greatest foe.

Go forth young mage! May luck be with you as you toil 
through the troublez ahead!

Terms and Card Counts
The Enchanted Forest
•	 The playing area at the 

center of the table. 

Talismans (60 cards) 
•	 The magical items to 

search for in this game.
•	  Toads, Flowers, Crystals, 

Mushrooms, and Ravens. 

Master Magicians (23 cards) 
•	 Expert witches and 

wizards that each perform 
a specific spell or action.

•	 Vanish, Summon, Poison, 
and Cloak cards. 

Collections
•	 1 of each of the 5 

Talisman cards OR 4 of 
the same Talisman card. 

Magic Marks 
•	 The points earned for 

collected Talismans. 

Trove 
•	 The area in front of each 

player where they collect 
Talismans.
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Game Play 
The goal of this game is to collect the most Magic Marks. 
You collect Magic Marks by gathering sets of Talismans 
into your Trove.

SETUP
Thoroughly shuffle all cards to create a draw pile. Place it 
face down in the Enchanted Forest where all players can 
reach it. Leave space next to the draw pile for a discard 
pile. Play starts with the person who last ate mushrooms.

Trove (in front of player)

Trove

Trove

Draw
Pile

Discard
Pile

Enchanted Forest
Below is an example of a game during play.
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TAKING TURNS
Each turn you must draw at least one card and try to place 
it in the Enchanted Forest. Drawing additional cards will 
depend on how far you are willing to push your luck. After 
your turn is over, all other players have the opportunity to 
draw a card from the Enchanted Forest.

ON YOUR TURN:

1.	Draw a card from the draw pile. Place that card into the 
Enchanted Forest following the placement rules in the 
next section.

2.	Choose to either draw another card (repeating Step 1) 
or pass. You may continue to draw and place cards until 
you decide to pass, or until you draw a card that cannot 
be played. If you draw a card you cannot play, your turn 
immediately ends–discard that card and skip to Step 4.
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3.	Once you pass, choose one of the rows in the Enchanted 
Forest. Perform the actions of any Vanish, Summon, or 
Poison cards in that row, then discard those cards along 
with any Cloak cards.* Finally, place all Talisman cards 
from that row into your Trove. This completes your turn.

4.	After your turn is completed, every other player takes a 
card from the Enchanted Forest in clockwise order.

•	 They must choose cards on the outside of a row,  
not from the center.

•	 If a Vanish, Summon, or Poison card is picked up, 
they perform that action before the next player  
picks up a card. If a Cloak card is picked up, it is 
discarded and the Talisman underneath is placed  
in the player’s Trove.*

•	 Proceed even if there are not enough cards in the 
Enchanted Forest for all remaining players to pick  
up a card. 

•	 If there are no more cards in the Enchanted Forest  
at all, this step is skipped. 

5.	The next person in clockwise order begins their turn.

*See the Master Magician section for more info about 
Vanish, Summon, Poison, and Cloak cards.

6



7



ENCHANTED FOREST PLACEMENT RULES:
•	 The Enchanted Forest consists of a maximum of 3 rows.

•	 Rows are horizontal and are not affected by the rows 
above or below them.

•	 Cards can only be placed on the ends of rows, on the left 
or right side, or can be used to create a new row (up to a 
maximum of three), but not between other cards.

•	 Each row can contain only one of each of the Talismans, 
Vanish, Summon, or Poison cards.
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The three symbols: Sun,  Moon, and Star, 
correlate with the color of each card. This is to aid 
play in low light conditions as well as for those with 
difficulty identifying colors.

•	 Talisman cards must be placed in ascending order, with 
lower numbers on the left and higher numbers on the 
right. Numbers may be skipped.

•	 Talisman and Master Magician cards can be placed next 
to each other.

•	

•	 Cards with the same background color cannot be placed 
next to each other. (Does not apply to the Cloak cards.)
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COMPLETING COLLECTIONS
As you collect Talismans, you store them in your Trove. 
They should be sorted face up by number. 
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OR

A Collection is either 1 of each of the 5 Talismans OR 4 of 
the same Talisman (regardless of color). Collections may 
be completed at any point in the game, even between your 
turns. 

Each time you complete a Collection, place one of the 
cards in the Collection face down next to the other cards 
in your Trove (as seen on page 10) and discard the rest. This 
becomes a Collection marker card. It cannot be stolen. 

Each Collection marker card is worth 10 Magic Marks.
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Master Magicians
These characters are action cards. The powers of the Vanish, 
Summon, and Poison cards are used when they are picked 
up from the Enchanted Forest. The power of the Cloak 
card is used when it is placed in the Enchanted Forest. 

Vanish:  
Choose and call out one of the 5 
Talisman cards. Any other players who 
have at least one in their Trove must 
discard one. If they do not have any of 
that card, they do not discard.

Summon:  
Allows you to move a Talisman card 
of your choice from another player’s 
Trove into your own. Does not apply to 
Collection marker cards. 

Poison:  
You must discard a Talisman card of 
your choice from your Trove. 
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Cloak:  
Cloak cards are not required to follow 
the color placement rules the other 
cards adhere to. There may be two 
Cloak cards in the same row and they 
may be next to each other. 

CLOAK PLACEMENT RULES

•	 When you draw a Cloak card, place it on top of any 
Talisman card in the Enchanted Forest.

•	 Once a Cloak card has been placed, no peeking 
underneath it!

•	 Because it is an invisibility cloak, the color and number 
of that Talisman are now hidden. This may reset  
which cards can be played in that row. (See example 
on Page 14).

•	 If you draw a Cloak card and there are no Talismans in 
the Enchanted Forest, discard the Cloak card to end 
your turn.
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EXAMPLE OF CLOAK PLACEMENT

A Cloak card is placed on the #5 below.

Ending the Game 
The game ends when the draw pile has been depleted 
according to the following rules based on the number of 
players.

•	 2-3 players: The game ends when the draw pile is 
depleted for the first time.

•	 4-5 players: Reshuffle the discard pile after the draw 
pile is depleted. The game ends when the draw pile is 
depleted for the second time.

•	 6 players: Reshuffle the discard pile after the first and 
second depletion of the draw pile. The game ends once 
the draw pile has been depleted for a third time. 

Once the last card has been played or discarded, complete 
the remaining steps to finish a turn.

A #4 could then be placed after the #3.
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SCORING
All players count their Collection marker cards and 
Talisman cards. Each Collection marker card is worth 
10 Magic Marks. Remaining Talisman cards in a player’s 
Trove are each worth 1 Magic Mark.

The Magician with the most Magic Marks wins!

In the case of a tie, the player who completed the most 
Collections wins. If there is still a tie, the victory is shared.
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Follow us. 
Instagram: @grandpabecksgames 
Facebook: facebook.com/grandpabecksgames 

Credits. 
Game Design: Petr Vojtěch 
Illustration: Apryl Stott (aprylstottdesign.com) 
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Have a question?
Grandpa is eager to hear from you. 
Grandpa@grandpabecksgames.com 
Call (M-F, 9-5PST) or Text: 206.498.1959 

Frequently Asked Questions.
Visit our website to see our helpful 
resources: gbecks.com/tnt-play
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