
 

In Overgrowth, two players grow plants in an increasingly crowded garden and compete 
to grow the most berries on the bushes and flowers they grow before the garden is full. 
However, the players must constantly keep in mind where the water sources, vines, and weeds 
are placed, and where their plants will grow and spread, lest their opponent boxes them in or 
kills their plants. Players strategically place water sources (which double berry points) and vines 
(which generate bonus points) at the outset and then take turns planting either flowers or 
bushes (and inevitable weeds) around a 7 x 7 grid, as they then watch their plants spread over 
the expanse of the communal garden, and see their plants grow and ultimately create berries. 
Beware of weeds, as they can block the spread of plants or score points with clever placement. 
Balance your garden carefully as your score is the number of berries on all of your bushes or all 
of your flowers, whichever is less. In this competitive but deceptively simple strategy game, 
players can explore myriad ways to build their garden to maximize points. Overgrowth is so fun 
that even the flowers grow berries! 

Objective: 

Plant, grow, and spread bushes and flowers to maximize your harvest of berries. 
Manipulate the placement of weeds and other plants to kill your opponent’s prized possessions, 
but make sure the same doesn’t happen to you. The player with the higher score once the 
garden is full wins. 

Setup: 

Print out the pdf, and find a 6- sided die to use in the game and two pens of different 
colors (or one pen and one pencil). 

Role the die to determine which player goes first (higher number wins, repeat if tied). 
This player will then place a water source anywhere in the 7x7 grid by drawing a water source 
(see the legend). The second player then also places a water source on any open space in the 
7x7 grid. These water sources are communal and do not belong to either player. Any berries 
grown on bushes or flowers directly adjacent to a water source count as two berries, regardless 
of which player placed the water source. (Directly adjacent in Overgrowth means horizontally or 
vertically adjacent, but not diagonally adjacent.) 



 

Once the water sources are placed, the first player then places his or her vine on any 
open space in the 7x7 grid by drawing a vine (see the legend). The second player then places a 
his or her vine on any open space in the 7x7 grid. These vines are not communal but rather 
generate bonus points at the end of the game for the player that drew the vine, based on the 
number of weeds directly adjacent to the vine that he or she planted. 

The game: 

Each turn is separated into 4 steps, with the first player taking his or her turn with all four 
steps and then the second player taking his or her turn with the same four steps. 

Step one: Plant 

Roll a die. Depending on what number you roll, you plant either a bush or a flower on 
any open space in the 7x7 grid. If you roll a 1 or a 2, you plant a bush by drawing a new bush on 
any open space (see legend). If you roll a 3 or a 4, you plant a flower by drawing a new flower 
on any open space (see legend). If you roll a 5 or a 6, you can choose whether to plant a bush 
or a flower. 

Step two: Weed 

If one or more of the spaces on the 7x7 grid directly adjacent to the flower or bush that 
you planted in the previous step is an open space, a weed automatically sprouts in the open 
space that is the closest to a water source, so draw a weed in that open space (see legend). If 
there are two or more open spaces directly adjacent to the flower or bush that you planted in the 
previous step that are equally close to a water source, the active player chooses on which of 
these open spaces to draw a weed. If there are no open spaces directly adjacent, then no weed 
sprouts. 

Step three: Grow 

All of your flowers and bushes grow one additional stage of development, so draw an 
additional layer of bush on each bush (see legend) or draw an additional petal/petals on each 
flower (see legend), or if the bush or flower has grown to its maximum stage, draw a berry on 
the flower or bush (see legend). There is no maximum number of berries that can be grown on a 
bush or flower. Vines and weeds do not grow. 

Step four: Spread 

Finally, each group of bushes and each group of flowers then spreads if there is an open 
space directly adjacent to any bush in the bush group or any flower in the flower group on the 
7x7 grid, so draw a new bush or new flower (see legend), respectively, in that open space. 
(Note that a group consists of one or more bushes – or one or more flowers – directly adjacent 
to each other. A group does not consist of both bushes and flowers; rather, each bush group 



spreads, and each flower group spreads.) If the group of bushes or group of flowers is not 
directly adjacent to a water source and there are two or more open spaces directly adjacent to 
any bush group or to any flower group, draw a new bush or a new flower in the open space that 
is closest to a water source. If there are two or more open spaces directly adjacent to any bush 
group or to any flower group that are equally close to a water source, the active player chooses 
on which of these open spaces to draw the new bush or the new flower (see legend), 
respectively. If the group of bushes or group of flowers is directly adjacent to a water source, the 
active player can choose to draw the new bush or the new flower on any open space directly 
adjacent to the bush group or the flower group. If there are no open spaces directly adjacent to 
the bush group or the flower group, then no new bush or new flower is drawn. 

Ending the game: 

When all open spaces on the 7x7 grid are filled, each player plays one more round. As 
there are no open spaces, the only step that will be taken is Step three: Grow. In other words, 
on a player’s last round, he or she cannot plant, weed, or spread, so each player simply grows 
each bush and each flower one last time. 

Dead plants: 

Before scores are tabulated, any bushes or flowers directly adjacent to two or more other 
types of plants die, so draw an X through the respective bush(es) or flower(s) that have died. 
For example, any flower directly adjacent to both a bush and a weed or vine (or all three) dies; 
any bush directly adjacent to both a flower and a weed or vine (or all three) dies. Dead bushes 
and dead flowers – and any berries on dead bushes and dead flowers – are not scored for any 
purpose. 

Scoring: 

Before tabulating each player’s score, each player must add up the total number of 
berries grown on all of his or her flowers and the total number of berries grown on all of his or 
her bushes. Any berries on a flower or bush directly adjacent to a water source get counted as 
two berries. For example, three berries on a flower directly adjacent to a water source (placed 
by either party) count as six berries. As noted above, any berries on a dead bush or a dead 
flower are not counted. Each player’s final score is the sum of (i) the lesser of the total number 
of berries on all of his or her bushes and the total number of berries on all of his or her flowers; 
plus (ii) one point for each plant of this type with the fewer number of berries; plus (iii) one point 
for each weed directly adjacent to the vine that he or she planted. The highest score wins. 

For example, if a player has 10 berries on bushes directly adjacent to a water source 
(which count as 20 berries) and 6 additional berries on bushes not directly adjacent to a water 
source, the player has the equivalent of 26 berries on bushes. If that player has 3 berries on 
flowers directly adjacent to a water source (which count as 6 berries) and 4 additional berries on 
flowers not directly adjacent to a water source, the player has the equivalent of 10 berries on 
flowers. Let us further assume that the player has a total of 10 bushes and 5 flowers at various 



stages of development, not counting any dead bushes and flowers. Finally, let us assume that 
the player had 2 weeds directly adjacent to the vine that he or she planted. That player’s score 
would be 17 points, which is the sum of: (i) 10 points (because the 10 berries on his or her 
flowers is less than the 26 berries on his or her bushes); plus (ii) 5 points (which is the number 
of his or her flowers, which was the plant with the fewer number of berries; plus (iii) 2 points 
(which is the number of weeds directly adjacent to the vine that he or she planted. 

Legend: 

 

 




