
Seek OUT!
a nature adventure game

Distance-Based
 • Play the game while taking a hike. 
The Keeper can decide how fast or slow 
to hand out the cards.
 • Play at different locations. Use your 
journal to record the Finds and 
compare them to other entries.
 • Bullseye: The Keeper marks a central 
spot with a bag or bottle. The further 
the Seekers have to go from the central 
spot to locate a Find, the fewer points 
they receive.
 • Set a boundary for play, like a region 
marked by four trees, or a 10-foot circle 
around a central spot.  Locate as many 
Finds as possible within the space.
 • Each Seeker draws a map of where 
they found samples for their cards. 
Then the Keeper or other Seekers use 
the map to seek out the same Find.

Seek OUT! Nature Community
Each card has a number so you can post on 
social media with the hashtags 
#seekOUT_game and #seekOUT24.  You 
can follow and reference other Finds across 
the Seek OUT! community.

Quick Starter
1. Go outdoors.
2. Use the cards as prompts for a              
    scavenger hunt.
3. Have fun!

can be collected and discussed or made 
into nature art.
 • Set a goal of finding a certain 
number of Finds for a given card.

Time-Based
 • Play time-based games in rounds. To 
play one round the Keeper hands out 
one card to each player.  Seekers start 
searchingwhen  the Keeper says “Go”.  
The Seeker who completes their card 
first gets a bonus of 3 points. Once all 
the Seekers return the round ends. Then 
repeat more rounds until all cards are 
exhausted. 
 • Bring a stopwatch and keep time for 
each of the Seekers. Who can find 
what’s on their cards the fastest? Or 
time how quickly the group can find all 
29 Finds.  
 • Play at the same location at very 
different times of the year or during 
different weather. Use your journal to 
record the Finds and compare them to 
other entries.

Knowledge-Based
 • Dig In: this section of the cards can   
help older players explore to their level.
 • I Wonder: this section provides 
questions to open discussion of further 
research. 
 • Fun Fact: this section of the cards 
gives an extra layer of knowledge.
Pre- or early readers can play using the 
images to decide what to seek. There 
are no wrong answers.
  • Pair up older kids with younger ones 
to create cooperative play.
  • Bring along a notebook and pencil or 
colors. Seekers can draw their samples 
and make notes with words, numbers, 
and maps. Seekers can use this 
notebook to compare their Finds for a 
card from different geographical areas.  
  • Bring a camera to photograph each 
Find. Then use the photos at home to 
investigate further. You can also gather 
photos from different geographical 
areas for a single card and compare the 
Finds.
  • Some places like your yard allow 
you to gather many of the Finds. Those  

Introduction 
Seek OUT! is a card game designed for 
outdoor play by exploring nature. This 
game is your guide to discovering 
natural wonders. 



Basic Play
1. Pick a person to be in charge of the 
deck. This person is the Keeper. All the 
other players are Seekers.
2. The Keeper shuffles the deck and then 
hands 2 Seek OUT! cards to each Seeker.
3. Each card has a picture and text 
description of what to seek. Seekers look 
for at least 1 example of whatever is on 
their card.  This is called a Find.
4. Seekers then lead the Keeper to their 
Finds. 
5. If you are keeping score, Seekers earn 
5 points for every card they connect to a 
Find. They earn 1 point for every 
additional unique Find for a given card. 
6. Seekers trade in any completed cards 
with the Keeper for new ones until the 
deck is exhausted. Seekers should keep 
any incomplete cards separate till the 
end of the game.

Color-coded background helps you organize 
the cards by related types. 
 - Reds: animal
 - Greens: plant and fungus
 - Blues: features 
 - Browns: mineral and water 

Number of players: 1-6 (more if you 
break into teams) 
Ages: 5-99

Contents: 29 cards, 1 Keeper crib card, 1 
carry pouch, instructions

Time to Play: 15-30 min for the basic 
game. Add more investigation and 
discussion to extend playtime.

The Basic Play is fun in most urban 
parks, rural parks, playgrounds, 
backyards, school gardens, and neigh-
borhoods. You never know what you 
will discover in that weedy vacant lot in 
your neighborhood. Feel free to adapt 
and change the Basic Play depending 
on the age and amount of players. You 
can also adapt play to different natural 
areas you visit. Use the list of Variations 
to kickstart unique ways to play. 

the Finds.  If the group can't complete a 
card, you can look up some examples 
later at home or at a library.

Winning
Don't be afraid to play without points, 
winners, or losers. Everyone who 
spends time in nature is a winner! 
If you want to play competitively, the 
Keeper tallies the total number of points 
for each Seeker.  The Seeker with the 
most points wins.

Numbers in the bottom left corner identify 
each card. You can use these numbers to track 
your Finds in a journal or to tag your Finds on 
social media (i.e., #SEEKOUT24) and see what 
other players across the world discover.

“Fun Fact”,” I 
Wonder”, and “Dig In” 
sections lead players 
into more exploration 
and discussion. 

Pictures and text tell 
you what to seek. The 
images make the game 
more accessible for pre 
and early readers.

Card Features
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game are allowed. Berkeley, CA, USA 2021. Design and art 
by Taska Sanford, founder and owner of Finches. Finches 
is company dedicated to connecting kids with nature.

Variations — this is where you can get 
creative to extend playtime and explo-
ration

Solo and Group Play
Pick a path or a defined natural area and 
see how many cards you can Seek out. 
Record your Finds in a notebook. 
Many of the variations below can be 
adapted for solo play. If you have a 
larger group or party of over 6 you will 
want an additional pack of cards to keep 
the pace of play going.

Game End
The game ends when players have 
exhausted all the cards. Collect any 
cards that weren't completed, and the 
entire group can collaborate on locating


