
WELCOME TO THE CARD GAME DEVOUR: PREY by Brainstorm Games LLC 
A fast-paced card game for 2-3 players. 
 
OBJECT OF GAME 
Play cards from your hand to eat your opponent’s card and gather the largest Feed Pile. 
PREY can be played in three versions: Easy, Standard, and Advanced. All versions can be 
played by 2 or 3 players. 
 
INTRO 
In nature, you either devour or get devoured. 
 
Take on the role of one of seven forest-dwelling creatures in an attempt to feed upon as many 
of your opponents’ cards as you can. Propel yourself to the top of the food chain and become a 
true apex predator! 
 
Life on the forest floor is difficult. You must eat whenever you can just to survive and be crafty 
enough to elude predators that want to eat you! Will you use Porcupine to easily evade your 
opponent? Will you use Black Bear to eat. . . almost everything? Or will you starve and become 
Carrion? 
 
Whether you PREY or become PREY, you better ‘PREY’ you survive! 
 
CONTENTS OF GAME 82 cards (with DEVOUR logo): 
     • 62-card main deck 
     • 12 Event Cards (for 7 total events) 
     • 7 Animal Avatar Cards (with gray backs) 
     • 1 Double-sided Reference Card 
    1 Apex Predator standee (Mountain Lion) 
    1 Carrion token (w/Fox Den on back) 
    (For 3-player game) 1 Carrion token (with Sun/Moon on back) 
    1 wooden, six-sided Evasion die  
    1 drawstring bag 

 



WHAT EATS WHAT? 
You’ll be trying to feast upon your opponent’s cards the entire game. So, how do you know what 
eats what? It’s simple. In the example below, the Great Horned Owl eats the Beaver because it 
has the Beaver’s card color (Orange 5) listed below in its Prey Colors section. The Beaver’s 
card color is indicated by the large swoosh of color at the top of the card and the number next to 
its name, in this case number 5. 
GENERAL RULE: The card you play always tries to eat whatever card your opponent currently 
has in front of them in the Prey Zone. 
 

 
 
 
PREY  SETUP 
1. The hungriest player becomes Player 1 and takes the Apex Predator standee, placing it in 
front of them. You may also decide first player by a roll off. First person to roll a  becomes the 
first player. 
 
2. ADVANCED RULES ONLY Players then determine which event will be active this game by 
choosing one of the 5 events. (See Events on page __).  
 
3. ADVANCED RULES ONLY Player 1 shuffles the 7 Animal Avatar cards then deals one 
Animal Avatar facedown to each player. Place the remaining Animal Avatar cards out of the 
game; they will not be used this game. You may look at your Animal Avatar card. Keep it face-
down in front of you. 
 
4. Player 2 shuffles the 62-card deck and deals 5 cards to each player. Players may look at their 
cards. Place deck facedown in the Prey Zone within reach of all players. ADVANCED RULES 
ONLY leave the Event Card(s) out. 
 
5. STANDARD AND ADVANCED RULES ONLY After all players have resolved all Main Food 



Sources (if any), drawn additional cards ( ) or activated any special card abilities, Player 2 then 
takes the deck and shuffles in the selected Event card(s) and places the deck facedown in the 
Prey Zone within reach of all players. The first round is now ready to begin!  
 
 
PREY  Game Play (2-player game) 
A round consists of: 
1. Resolve any Main Food Sources in hand. (See ‘Main Food Source’ in Standard Rules). 
 
2. Current Player 1 (with Apex Predator) deliberately selects a card from their hand and plays it 
faceup. The play area is now called the Prey Zone. 
 
3. Player 2 then plays a card from their hand face-up. This establishes a Feeding Relationship.  
 
4. If a Feeding Relationship has been resolved, the winning player takes all cards in the Prey 
Zone and adds them face-up to their Feed Pile in any order. 
 
5. Players replenish their hands back up to 5 cards by drawing cards from the deck. The 
winning player who added cards to their Feed Pile this round goes first, and players alternate 
taking cards from the deck one at a time. 
 
6. (If playing Standard or Advanced Rules) Players may need to resolve an Event Card or 
special card (Mountain Lion, Black Widow) before continuing to replenish their hands. 
 
7. Pass the Apex Predator to the next player. 

SETUP DIAGRAM 
PREY offers varying levels of accessibility to accommodate all levels of players. 
 

EASY VERSION 
RECOMMENDED FOR YOUR FIRST GAME  
 
For the Easy Version, set aside the following. These will not be used in this version: 

- Mountain Lion and Black Widow cards  
- Evasion die 
- Animal Avatar Cards (with gray card backs) 
- Event cards 

For the Easy Version, ignore the following card information: 
- Main Food Source   
- Evasion symbols 
- Scoring Modifier symbols 

 
 
HORIZONTAL CARDS: Some cards in DEVOUR are oriented horizontally (ie. Scat, Vegetation, 
Carrion, and Fruits & Seeds) to indicate that these are cards that do not eat other cards. 



However, they are great to use as a Main Food Source and can be played normally in the Prey 
Zone just like any other card. 

 IMMEDIATE symbol. Play this card’s ability before any player performs any other action. 

 DRAW CARD symbol: Draw an additional card, allowing you to exceed the 5-card hand 
limit.  
 
GAME PLAY (3-player game) 
Take the extra Carrion token from the box (with Sun/Moon on back) 
Players play against the player immediately to their left and play continues in a clockwise 
fashion. 
EXAMPLE: ROUND 1: Player 1 plays against Player 2. ROUND 2: Player 2 plays against 
Player 3. ROUND 3: Player 3 plays against Player 1. And so on. 
 
GAME END 
The game ends when one player has no cards left. Any cards remaining in players’ hands that 
could not be played (because an opponent played all of their cards) and any cards left in the 
Prey Zone are simply left in the Prey Zone, not to be scored. Players then add up their scores 
by counting the cards in their own Feed Pile and comparing against their opponents’ scores. 
 
 
FEEDING RELATIONSHIPS 
There are 6 different types of Feeding Relationships: simple, failed evasion, successful evasion-
standard, successful evasion-starvation, tie, and vore. For the Easy Version, you will only use 
simple, tie, and vore. 
IMPORTANT: Whenever you win a feeding relationship, you take ALL cards in the Prey Zone.  



 

     
 



 
 

 



 



STANDARD VERSION 
RECOMMENDED FOR YOUR SECOND GAME  
 
The Standard Mode of PREY introduces three new elements: Main Food Source, Evasion, and 
two special cards, the Mountain Lion and Black Widow. 
 
For the Standard Version, set aside the following. These will not be used in this version: 

- Animal Avatar Cards (with gray card backs) 
- Event cards 

For the Standard Version, ignore the following: 
- Starvation symbol  on the evasion die   
- Scoring modifier symbols 

 
Adding cards to your Feed Pile is what you need to do to survive and thrive in DEVOUR. Main 
Food Sourcing adds a simple, yet effective way of doing so. Not all cards have a Main Food 
Source, so take full advantage of those that do! 
 
Main Food Source: An animal’s Main Food Source is indicated by the text at the bottom of the 
card located within the white swoosh: 

                        
 
AT THE START OF EACH TURN & ONCE PER TURN, before any player has played a card to 
the Prey Zone, when you have an animal card in your hand with a Main Food Source and the 
card that matches that Main Food Source, you MAY take both cards from your hand, add them 
to your Feed Pile, and then draw back up to 5 cards. 

 
  



SPECIAL CARDS 
Black Widow and Mountain Lion do not play like any other card during game play. Whether 
drawn from the deck or dealt to you, its special ability, either HUNTED or VENOMOUS BITE, is 
activated immediately. 
 
VENOMOUS BITE: Immediately place this card and another animal card (any vertically oriented 
card) from your hand into an opponent’s Feed Pile. Then replenish your hand. 
 
HUNTED: Immediately place this card and another animal card (any vertically oriented card) 
from your hand into your Feed Pile. Then replenish your hand. 
 
The Standard Version introduces the Evasion die, giving all players the ability to evade a 
PREYing predator! The evasion die has 4 symbols, three of which will be used in the Standard 
Version. 
 
 
EVASION SYMBOLS: 
 

 Flight      Speed       Unique     
During play, if your card has an Evasion symbol in the upper righthand corner of the card and 
your opponent will win the Feeding Relationship (by eating it!), roll the Evasion die. On a 
successful roll you evade and add your card and any cards beneath it to your own Feed Pile. 
Your opponent takes their card and any cards beneath it back into their hand. 
 
Some animals are lucky to have multiple evasion symbols. If a card contains more than one 
Evasion symbol, roll for them separately, one at a time, beginning with the Evasion symbol on 
the left. Resolve each Evasion roll before rolling for the next. If a successful evasion occurs 
before you have finished rolling all Evasions, stop, because you have successfully escaped the 
jaws of imminent death!  
 
Any feeding animal displaying a Flight or Speed symbol cancels ALL Flight and Speed symbols 
on opposing prey. For instance, an American Robin that only has  cannot evade a Great 
Horned Owl who also has . 
 
This is not true for  however. Players with  can always try to evade. 
 
See the Appendix for a detailed list of each animal’s specific    evasion abilities. 
 
FEEDING RELATIONSHIPS (CONTINUED): 
The Standard difficulty level adds two new feeding relationships to PREY; Failed Evasion and 
Successful Evasion. 
 
 

 
 



        

 



ADVANCED VERSION 
RECOMMENDED FOR WHEN YOU CRAVE MORE EXCITEMENT AND STRATEGY  
 
For the Advanced Version, do not set aside any cards or ignore any symbols on cards or die.  
 
To add more danger and theme to your game of PREY, add an Event, Animal Avatars, and 
Starvation to the game! 
 
EVENT CARDS 
During set-up, randomly choose one Event to play this game and read the card. If it requires 
you add more than one of this specific Event card to the deck, then do so. Then shuffle the 
Event card(s) into the deck after all players have been dealt their hand of cards and have 
resolved any Main Food Sources or special card abilities (step 5 of Game Setup). During game 
play, when an Event card is drawn from the deck, read the instructions written on the card. 
Some cards will remain in your hand, while others need to be revealed, read aloud, and 
activated immediately. For a full list of Events, please see the Appendix.* 
Note: If playing multiple Events, do not use Snow and/or Leaves with Fog.   
 
ANIMAL AVATARS 
An Animal Avatar is the animal you will be playing as throughout the game. Animal Avatar cards 
are indicated by their gray backs. During step 3 of Game Setup, shuffle and deal one Animal 
Avatar to each player. Players may look at their Animal Avatar card at any time and keep their 
Animal Avatar card face down in front of them. Animal Avatar cards: 
 • never count toward your 5-card hand limit 
 • can only be played once per game 
 • are added to your own Feed Pile when played 
 • must be played before any player is completely out of cards and cannot draw any more 
 • cannot be removed from your Feed Pile nor from in front of you for any reason  
Each Animal Avatar card has a special ability. These abilities are listed on the PREY reference 
card with a more thorough description listed in the Appendix. 
 
STARVATION   If a player successfully evades their predator by rolling the evasion die, and 
the evasion symbol also contains a starvation  symbol, the evading player will, as normal, add 
their card and any cards beneath it to their own Feed Pile. 
 
However, your opponent who has just been 
evaded does not, as normal, add their card 
back into their hand. Instead, they flip their 
card, and any cards beneath it, over so that 
the back of the card is visible, rotate it 90° 
and place the Carrion token on top of the 
card(s). This indicates that this card is now 
a black-colored Carrion card: 

 
Leave all other cards beneath it (if any) in the Prey Zone covered by the Carrion token. Play 
continues to the next round with the Carrion still in play. Carrion is now considered the next card 
that player will play, meaning they do not play a new first card in the upcoming round, even if 
they become the first player. See Successful Evasion – Starvation below. 



STARVATION IMMUNITY   Only silver cards have this ability. Ignore ; this card cannot 
be turned into Carrion when it has been successfully evaded. On a successful evasion roll use 
normal evasion rules instead. 
 
FEEDING RELATIONSHIPS (CONTINUED): 
The Advanced difficulty level adds the final feeding relationship to PREY: 
 

 



  
  



 
SCORING 
Each player counts the cards in their Feed Pile. After counting the cards, players will then apply 
any scoring modifiers to that total. The player with the highest score becomes the true Apex 
Predator and wins the game! 
 
SCORING MODIFIERS 
Scoring modifiers are indicated on cards by the following symbols: 

  +1 / +3: counts as 1 or 3 more cards when scoring. 

 Remove Card: remove this card from your Feed Pile before scoring. 

 Remove Card -1: remove this card and one additional card from your Feed Pile before 
scoring. The additional card removed from your Feed Pile cannot also have this symbol. 
 

ADVANCED GAMEPLAY VARIATION 
RECOMMENDED FOR BRAVE PLAYERS WHO WISH TO HAVE THE COMPLETE 
DEVOUR: PREY EXPERIENCE!  
 
This advanced gameplay variation has two new rules pertaining to Main Food Source. 
 
1) Unlimited Main Food Source, not just once per turn. 
2) Play with three Events in the same game: Fog, Hurricane and Lightning Storm. Note: Never 
play Fog with either Leaves or Snow Events. 
3) Main Food Source Bonus: Main Food Source is active in the Prey Zone. After a successful 
Feeding Relationship has been resolved, look for Main Food Source. If the winning card has just 
eaten its Main Food Source, then take the top card from your opponent’s deck as a bonus. 
 



   



APPENDIX 
USEFUL SURVIVAL INFORMATION 
 
FAQs (Q: / A:) 
Q: When I successfully evade my opponent, do I take ALL of the cards that I played this round? 
A: Yes. The only card ever left in the Prey Zone when a round ends is black-colored Carrion 
card (17). 
Q: Can I look through a Feed Pile? 
A: Yes! At any time, any player can search through any other player’s Feed Pile, but you cannot 
change the order of the cards. 
Q: What if each player plays all cards in their hand during a round and no feeding relationship 
has been established? 
A: In the rare event that you play all of the cards in your hand and a feeding relationship has not 
been established, each player draws 5 more cards from the deck, alternating back and forth 
starting with the player with the Apex Predator standee, and players continue playing cards until 
a feeding relationship is resolved, with one player potentially getting a whole lot of cards to add 
to their Feed Pile! 
Q: If I use the Raccoon Animal Avatar, can I steal a used Animal Avatar card from my 
opponent’s Feed Pile? 
A: No. Animal Avatar cards can never be removed from an opponent’sFeed Pile. 
Q: Are Animal Avatar cards scored at the end of the game like other cards? 
A: Yes. Simply by using your Animal Avatar card you are increasing the size of your Feed Pile. 
Q: When my card becomes Carrion, do all of the cards below it become Carrion, as well? 
A: Yes. They all become one Carrion pile. 
Q: If both played cards eat each other (ie., Great Horned Owl and Deer Tick), who eats who? 
A: The player with the Apex Predator standee wins a tie.  
Q: At the beginning of the game, if I get dealt the Black Widow, do I activate the Venomous Bite 
ability? 
A: Yes. Activate Venomous Bite immediately and then draw back up to 5 cards.  
Q: Is the Black Vulture’s ‘Swoop’ ability really that powerful? 
A: Yes! If your opponent wins a round that contains a bunch of cards then you can Swoop in 
and take ALL of these cards. The Black Vulture Animal Avatar is very powerful for this reason. 
Q: Why does my animal card have two or three of the same evasion symbols? 
A: In some cases this is because this animal has a very powerful evasion. Therefore, you get to 
roll two or three times. In other cases, an animal may have multiple unique evasion abilities. 
Q: Can I reuse my Animal Avatar? 
A: No. Animal Avatars are used only once per game per player. 
Q: Why does the Eastern Hognose Snake look like it is dead?! 
A: The Eastern Hognose Snake is an expert at playing dead and does so in the most dramatic 
fashion. 
Q: In the 3-player version, if my card was just turned into Carrion, does it stay out in the Prey 
Zone, and does it count as the next card I play? 
A: Unfortunately, yes it does. For example, you are Player 2. On your turn, Player 3 
successfully evaded your card and turned you into Carrion. After Player 3 plays against Player 
1, Player 1 plays against you and will eat your Carrion if able to do so. 
 
  



REMINDERS 
• At the end of a round, remember to draw back up to 5 cards unless you already have 5 cards 
and/or you are able to draw an additional card and exceed the 5-card hand limit (Vegetation, 
Fruits & Seeds). 
• Animal Avatar cards do not count toward your 5-card hand limit. When played strategically, 
their special abilities can be quite powerful. And, don’t forget to use your Animal Avatar card – 
this could be the difference between winning and losing! 
• At the end of each round, remember to pass the Apex Predator standee to the next player. 
• Horizontal cards do not eat anything. You may play them as normal in the Prey Zone and/or 
use them as a Main Food Source. 
• Flight and Speed evasions cancel each other out (see Evasion page ___). The Unique (turtle 
shell symbol) evasions DO NOT cancel each other out. 
• Once a vore is first established, each player continues to play a card, facing off against the 
opponent’s current top card. In other words, two new cards DO NOT have to be played in order 
to establish a feeding relationship. 
 
ADVICE 
• Winning a vore is a great way to increase the size of your Feed Pile. 
• Does your opponent have the Black Bear in their Feed Pile? If you have the Raccoon Animal 
Avatar, use it to steal the Black Bear from their Feed Pile to add it to your own. Remember, the 
Black Bear is worth three additional cards at the end of the game. 
• LOOK FOR MAIN FOOD SOURCES in your hand. This strategy wins games! 
 
COLOR REFERENCE CHART 

 



 
UNIQUE  EVASION REFERENCE: 
American Eel = burrowing 
Badger = Smelly fluid spray and burrowing 
Beaver = Swimming 
Crayfish = tail flip response 
Cave Cricket = jumping 
Dung Beetle = boiling, irritating liquid spray 
Eastern Chipmunk = burrowing & climbing 
Eastern Hognosed Snake = neck puff &  
   playing dead 
Eastern Painted Turtle = carapace/shell  
   (powerful ability, therefore you get to roll 3  
    times) 
Earthworm = odor production and burrowing 
Fly = omnidirectional eyes 
Fowler’s Toad = camouflage and toxic skin  
   secretions  
 
 

Gray Squirrel = climbing and self- 
   amputation (tail) 
Ground Skink = self-amputation (tail) 
Harvestman = autonomy (detaching leg),   
   odor secretion, bobbing (vibrating rapidly) 
Long-Tailed Shrew = Odor production 
Opossum = Playing dead 
North American Badger = smelly musk,  
   thick fur and loose skin, & vocalizations  
   (hisses, growls, snarls) 
Porcupine = quills (powerful ability, therefore  
   you get to roll 2 times for it) 
Star-Nosed Mole = burrowing 
Striped Skunk = Smelly fluid spray 
Spotted Salamander = warning spots &  
   milky toxic skin secretions 
Young Timber Rattlesnake = venomous bite 
Yellow Jacket = venomous sting

 
 
ANIMAL AVATAR ABILITIES: 
 
CLEVERNESS: Once per game, at any time, you may swap one card from your Feed Pile with 
one card from an opponent’s Feed Pile. 
 
CUNNING: Once per game, when you fail an evasion roll, successfully evade instead. This 
successful evasion is not Starvation. 
 
HIBERNATE: Once per game, at any time, you may draw the bottom two cards of the deck and 
add them to your hand. You may exceed the 5-card hand limit for this action.  
 
STEAL: Once per game, at any time, take any 1 card from an opponent’s Feed Pile and place it 
in your Feed Pile. 
 
SURVIVAL: Once per game, at the beginning of a round, take this card and one card from your 
hand and add them both to your Feed Pile or an opponent’s Feed Pile. Then replenish your 
hand back up to 5 cards. 
 
SWOOP: Once per game, when a player is taking cards from the Prey Zone and adding them to 
their Feed Pile, you may take all of these cards and add them to your Feed Pile instead. 
 
TENACITY: Once per game, you may ignore a successful evasion. 
 
  



EVENT CARD REFERENCE: 
 
Fog: “Obscured.” When the Fog event is played, a total of 2 Fog cards are shuffled into the 
deck this game. Immediately place this card faceup for all players to see. This turn, all players 
shuffle the cards in their hands and continue to play random cards from their hand instead of a 
card of their choice until the end of this round. When the round is complete, discard this card 
outside the game. 
 
Hurricane: “Displaced.” Immediately collect all cards in all players’ hands (except for Animal 
Avatar cards), shuffle them all together, deal all of them starting with the player who drew this 
card. All players can then continue to replenish their hand back up to 5 cards, starting with the 
player who drew this Hurricane card. 
 
Leaves: “Piles of Leaves.” When the Autumn Leaves event is played, a total of 3 Leaves cards 
are shuffled into the deck this game. This card remains in your hand and counts toward your 5-
card hand limit. This card cannot be played like normal cards. You may only discard this card at 
the beginning of a round by placing it in an opponent’s Feed Pile along with one other card from 
your hand (where it is scored at the end of the game) OR you may use it as a Main Food 
Source as Vegetation (15). 
 
Lightning Storm: “Frightened.” Immediately, all players discard a random card from their hand 
and place it outside the game. (These cards do not get scored). All players continue to replenish 
their hand back up to 5 cards (if needed), beginning with the player who drew this Lightning 
Storm card. 
 
Tornado: “Mayhem.” Immediately, all players pass their entire hands of cards (except for their 
Animal Avatar card) to the player to the left. All players can then continue to replenish their 
hands back up to 5 cards, starting with the player who drew this Tornado card. 
 
Snow: “Snowdrift.” When the Snow event is played, a total of 2 Snow cards are shuffled into the 
deck. This card remains in your hand and counts toward your 5-card hand limit. This card 
cannot be played like normal cards. You may only discard this card at the beginning of a round 
by placing it in an opponent’s Feed Pile along with two other cards from your hand (where they 
are scored at the end of the game). 
 
 
 
 


