
A game by TenthCrewMember

APPLES to GRISWOLDS has its roots in wacky war stories that have rib cages in them.  
However, unlike its namesakes, nobody is gonna die here...most likely...instead, this is great shindig 
fun for a crew of up to nine!

There are several ways to play the game, but the most common way is trying to match the best griswold 
(person, place, thing, or event) from the Firefly series, with the best apple (characteristic) from the 
Firefly series, so that the Captain chooses your card and you win that round!  And let's be honest, in the 
'Verse, the more rounds you have, the better!

The possible combinations are near endless...like any one in a very large number.  And remember, 
know your Captain and play to their nature whether it be morbid & creepifyin', moonbrained, or proper.

Designer's Note:  I had originally intended to release this for the 10th anniversary of Firefly.  
Unfortunately, for a myriad of personal reasons, this game was delayed (I am, after all, a one-man 
show).  My hope, as it has always been with every game I design, that I bring some joy and fun into the  
lives of my fellow Browncoats.  This game was truly a labor of love, like they all have been, and in the 
way that there were always some sort of gaming activities going on in Firefly my goal is to extend that 
sense of merry distraction from every day life to all Browncoats, perhaps pulling us into that 'Verse just  
a little bit more.  Thank you for all the years that you have supported and played my games, it has truly  
been an honor.  I hope you enjoy this game as it is my last Firefly game I will be endeavoring to create.

...Maybe we got some funny hats too...

Griswold Cards – 410 cards, each featuring the name of a person, place, thing, event, or Chinese 
phrase, from Firefly and Firefly fandom are included.

Apple Cards –  280 cards, each featuring the characteristic of a person, place, thing, event, or a 
Chinese phrase, from Firefly and Firefly fandom are included.

These Rules –  Are for you, otherwise you'd have no ruttin' idea how to play the gorram game.



...Well, here I am...

1. To set up the game, shuffle all the griswold cards and set them in stacks, even or 
otherwise, so everyone can reach them.

2. Do the same with the apple cards.
3. Choose a player to be the first Captain.
4. The Captain deals seven griswold cards to each crewmember at the table, thus arming 

them for the ensuing violenc--err...game-play.

...I live on the edge...

1. To start the game, the Captain draws an apple card off a stack and reads it aloud 
to all the crewmembers in the game.  They then place it face up on the table.

2. All crew, except the Captain, quickly choose a griswold card they feel best 
represents the apple card played.  All crew place their choice face down in front 
of the Captain.
HARD BURN OPTION:  With 5 or more crew, the last griswold card in is not 
judged and is returned to the crewmember's hand.

3. The Captain then shuffles the griswold cards so no one knows who played what 
card.  The Captain turns over each card, reading it aloud, making any palaver 
they choose, and then selects the one they feel best fits the apple card.
RUTTING TOWN HALL RULE:  If you have a griswold in which one or 
more of the primary words (an, the, in, etc. do not count) on the current apple 
card, you can trump the round and claim the apple card for your own! (see 
examples below)  If more than one player plays a griswold in this manner in the 
same round, then the cards must be submitted to the Captain and the round 
continues normally.

4. To keep score, the crew whose griswold was chosen is given the apple card for 
that round, which they keep face up on the table for all to see.

5. The Captain then discards all the griswolds used in that round.
6. The role of Captain passes clockwise to the next crew member seated at the table 

and crew with less than 7 cards in their hands draw cards until they have 7.
7. POP! POP! POP! RULE: At anytime in the game, if you have a griswold in 

which one or more of the primary words (an, the, in, etc. do not count) in the title 
match words in the title on an apple card another player has won, you can blow 
up the apple card and they must discard it along with the card you played to blow 
it up. (see examples below)  If more than one player does this simultaneously, all 
cards played are discarded in addition to the apple card.

8. BI ZUI! In case of disputes, the current Captain of the round has the final say.
9. Repeat this process until someone claims enough apple cards to win!



...I call this a win...

NUMBER OF CREW APPLE CARDS NEEDED
IN THE GAME TO WIN

________________________________________________

3 or 4 8
5 7
6 6
7 5
8 or more 4

Alternatively, you can play until you pass out and the crewmember with the 
most apple cards wins.  In case of a tie, the winner is the crewmember who 
can tell the most creative one-line story, as judged by the rest of the crew, 
using their apple cards as prompts.  Or just declare a tie, doesn't much matter.

Also, you may, if you have exactly 9 players, declare one person as the Captain for
the entire game.  If you do this, deal the Captain 10 apple cards.  Each round the
Captain chooses an apple card to play until he has one left.  The crewmember with
the most apple cards won is declared the winner.

...That's what makes us special...
The GRISWOLD griswold card is considered a match to ANY card and 
can be used to cancel ANY card at ANY time, meaning: You can cancel 
any apple card, or any griswold card, in play or already won!

Some tips on playing griswold cards:
• Sometimes you don't have the “perfect card”. That's okay as Captains will often 

pick the most creative or humorous card.
• Table talk is encouraged.  Jabber, jabber, jabber and maybe you can sway the 

Captain's choice.
• Know your Captain.  Sometimes the most appropriate card will be one that 

strikes a chord with them more than matching the apple. You don't have to play 
by civilized rules here.

• Don't be above getting paid for the job.  Let a player sway your Captainy vote 
with some sake, or by fetching you some protein cake, or even the promise of 
your own bunk. (just keep it friendly, folks!)

• Sometimes using a griswold to eliminate an apple card from another 
crewmember is more valuable than saving the card for your own victory.



APPLES to GRISWOLDS Variants:

Some other ways to play the game (mix and match if you like):

• SHAN YU STYLE:  Everyone submits a griswold before the 
Captain reveals an apple card.  The Captain then looks at all the 
griswold cards without reading them aloud, leaving the crew to sweat 
until (s)he chooses a winner.

• REAVER STYLE:  Reavers are a hungry lot, so the Captain turns 
over TWO apple cards, and the crew play ONE card they think best 
fits both.  The one chosen by the Captain as the winner receives 
BOTH apple cards.  Great for games with very few players.

• TALL STYLE:  Crew can wager their apple cards with other crew 
over whose griswold will be chosen.  If they are right, they get all the 
apple cards wagered.  Other crew are welcome to wager on outcomes 
as well, however, if a griswold card is selected that isn't involved in 
the wager, all wagered apple cards go to the discard pile!

• PURPLEBELLY STYLE:  Deal each crewmember 5 (stingy Feds!) 
apple cards.  Then the Captain turns over a griswold card. 
Crewmembers submit the apple card they think best describes the 
griswold card.  Crewmembers keep griswold cards they win face up 
on the table, and they can be destroyed by matching apple cards (just 
like the POP! POP! POP! Rule in reverse)

• NISKA STYLE:  The crewmember who wins the round becomes the 
Captain for the next round.

• GOOD DAY STYLE:  Crew may play one or two griswold cards 
(their choice) each round.

• HOT PLACE STYLE:  If a crewmember plays a griswold in which 
one or more of the primary words (an, the, in, etc. do not count) in 
the title match words in the title on the current apple card, then 
BOOM! all the griswold cards and the apple card are discarded (see 
examples below).  The Captain draws a new apple card and starts the 
round over.

• SERENITY VALLEY STYLE:  Crewmembers may use griswold 
cards to cancel other griswold cards.  When a griswold card is 
revealed, another crewmember may immediately play a griswold in 
which one or more of the primary words (an, the, in, etc. do not 
count) in the title match words in the revealed griswold title.  Both 
cards are then discarded. (this is a popular variant among 
Browncoats in the 'Verse, especially those having served on Hera)

http://www.fireflyfans.net/


GRISWOLDS usage:
These are a few examples of matching griswold and apple card titles...

aExact Match          aPartial Match (the word “black”)         aPartial Match (the word “mark”)

    aApproximate Match (the root word “alien”)      a Always a match         r NOT a Match (the word “the”)
for ANY card!

        

Original Game Concept by: Matthew Kirby (Apples to Apples from Out of the Box Games)
New Game Concept by: Sarah Hanah (bka Luna Kitty)
New Game Concept developed by: John Reyman (bka TenthCrewMember)
Design, graphics and layout by: John Reyman (aka TCM)
Rules written by: John Reyman (aka Tenth)
Firefly names are copyright FOX and Mutant Enemy
Chinese translations by: Jenny Lynn, Firefly/Serenity Chinese translator, and found on Ying's 
Firefly-Serenity Chinese Pinyinary (http://fireflychinese.kevinsullivansite.net/index.html)
Ballad of Serenity was written by Joss Whedon
Special thanks to Jonathan Stewart for hosting this game, and all my games, which can be 
downloaded for free at http://jonathan.kc8onw.net/TCM%20Firefly%20Games/

No actual apples were harmed in the making of this product.
Use of actual griswolds is strongly discouraged, though on occasion, is hi-larious. 2013

http://fireflychinese.kevinsullivansite.net/index.html
http://jonathan.kc8onw.net/TCM%20Firefly%20Games/
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