
Roanoke
 
Premise
Players play as leaders of a group of colonists who must gather as many resources as they can 
while surviving the harsh conditions of their new home.  As players progress through the game, 
they eventually learn that the only way to stave off their collective extinction is to work together. 
Designed for 4 players only.
 
Required Supplies: 

● 40 worker pawns: 10 for each player. Each player must be a different color.
● 160 resource chits: 40 of each type (food, water, metal, wood).
● 172 Road Tiles, 43 each of straights, Ts, crosses, elbows.
● 20 House Chits.
● Board: 13x13 grid with Road exits at all 4 of the outside center tiles for player start 

points, and 4 resource nodes - 1 of each type per quadrant evenly spaced between each 
pair of neighboring players.

 
Win Condition:  Survive 2 years with the most resources.
 
Each year consists of seasons Spring, Summer, Fall, Winter. Each season lasts 3 turns.  For 
each turn, each player takes their turn in sequence, going clockwise.
 
Extinction:
When a player is is eliminated:

1. Their resources are passed to the player at the left.
2. The player must leave the room - they may not speak or interact with the remaining  

players in any way.
3. All of an eliminated player’s roads and structures remain on the board.

 
 
Example Season Cards
If a player does not meet the goals of a given season by the end of the three turns, they are 
eliminated.
Year 1:

1. Spring - build 1 home.
2. Summer - Save 2 Food, 2 Water, and 2 Wood.  These are consumed at the end of the 

season (return them to the chip pile)
3. Fall - Save 10 of any single resource type.
4. Winter - Save 20 of each resource. These are consumed at the end of the season 

(return them to the chip pile).
Year 2:

1. Spring - Build 3 homes.
2. Summer - Save 10 Food, 10 Water, and 10 Wood.  These are consumed at the end of 



the season (return them to the chip pile)
3. Fall - Have more of 2 resource types than any other player.
4. Winter: at least 1 player must have a road that is 60 tiles long.

 
More Season Cards can be written and randomly chosen for each game for the sake of variety 
(and to express the intended effect).
 
Setup

1. Lay season cards face down. Start by flipping over Spring, read the goal aloud to the 
other players, use a marker to track turns. Start on turn 1 of Spring.

2. Each player chooses a color and gets one worker to place in the market. Whichever 
resource they choose, they gain 1 resource token of that type.

3. Play begins with the oldest player taking their turn (as described below in “Player Turn”).
 
Player Turn

1. Rearrange workers in the market, if desired, to bid for additional/different resources.
2. Collect resources based on market distribution of your workers (see “Market” below)
3. Draw and place one road card.
4. Buy upgrades.
5. Trade resources - any trade of resources is valid, so long as both players agree to it.

 
Roads

1. Players begin the game with 2 roads - their Exit Point, and a single cross that connect to 
the Exit Point.

2. Road cards are drawn at random from a common pool and can have various 
configurations - crosses, Ts, elbows, and straights. You may only place a road if its ends 
match up with existing road cards on the board, and it connects (is adjacent) to a road 
you placed previously. The first road will naturally be connected to their exit point.

3. On the board are 4 resource nodes. Resource nodes count as a four-way road 
intersection.  If you own a road connecting your starting point to a Resource Node on the 
board, you get one unit of that resource for free every turn.

4. If you connect roads with another player, you gain all the benefits of the upgrades on 
their road too, as if there were a single super-road (See “Upgrades” below for more 
information).

5. Another player may build over one of your roads by placing their road tile over it, gaining 
control of that space and possibly breaking your road chain and the resources and 
upgrades that it connects together.

 
Market
The market consist of 8 squares on the board, two for  each resource; metal, wood, food, water.
On any given player’s turn, they gain resources based on where their workers are.

1. If a square is dominated by the player (more workers than any other player has there), 
the player gets two of that resource.

2. If the square ownership is tied, the player gets one of that resource.



3. If a square has more than three players’ workers on it, the current player gets no 
resources.

 
Upgrades
These can be purchased at any time during a player’s turn and placed on one of their roads 
during the build phase of their turn. 
You lose the benefit of your upgrades the moment that they become disconnected from your 
original exit point.

1. House:  Pay 2 of each resource (2 wood, 2 metal, 2 food, 2 water) to place a house 
down on one of the roads you own.  Roads with a house cannot be paved over by 
another player.  

2. Resource upgrade:  Pay 4 of resource X, and 2 wood or food and place a resource 
token of resource X under one of your houses to upgrade it to a resource generator.  
This generates an income of one unit of resource X each subsequent turn.

3. Road:  Pay 4 wood and 4 metal to build one additional road for each subsequent turn.
 
 
End of Season

1. After 3 turns in a season, the season ends. Check if any players have gone extinct. If so, 
follow extinction rules.

2. Flip over and read next Season card aloud.
 
End of Year

1. Place the next 4 season cards face down. Flip over spring and read it aloud.
 
 
Most recent version of the rules always posted at:
https://docs.google.com/document/pub?
id=1r_pKKPGhBeW57O3geJEsqQx9Q9Pjav4MQDOWtFp6JVY
 


