
OVERVIEW 

In WOODLAND you and your fellow hikers have lost the 

trail back to base and nightfall is closing in. You are only 

equipped with a few survival tools that you must use to 

survive in the unforgiving forests of New England. Each turn 

you must roll the dice and perform a variety of dice outcomes 

that simulate resource consumption. You must manage your 

food and water supply while avoiding injury and periodically 

building shelter to make it out alive. 

COMPONENTS 

1 Rules sheet  16 Survival Item cards 

1 Reference guide card 1 Resource tracker card 

4 Black cubes  1 Red cube 

1 Blue Cube  3 Dice 

SETUP 

First, separate the reference guide and resource tracker from 

the survival item cards and place it at the center of the 

playing surface. 

Next, place a black cube on the “Y” under shelter, another 

black cube on the “N” under injury, another black cube on 

the “25” under miles, a red cube on the “5” under food and a 

blue cube on the “5” under water on the resource tracker. 

Finally, shuffle the survival item cards and deal three cards 

face-up to each hiker. The youngest hiker will start the game 

following a clockwise pattern. 

 VICTORY CONDITIONS 

All players will win the game if miles are reduced to zero 

before running out of water. 

GAMEPLAY DETAILS  

Reference Guide 

 
Turn sequence 

Dice outcomes 

Bonus effects 

 

1: When rolling a (1), all hikers become injured and cannot 

use certain Survival items. If hikers are already injured, all 

hikers lose (1) water. 

2: When rolling a (2), all hikers will lose (1) water. 

3: When rolling a (3), all hikers will lose Shelter and cannot 

use certain survival items. If hikers have already lost shelter, 

all hikers lose (1) food. If no food remains, all hikers will lose 

(1) water. 

4: When rolling a (4), all hikers will lose (1) food. If no food 

remains, all hikers will lose (1) water. 

5: When rolling a (5), all hikers regain shelter. 

6: When rolling a (6), all hikers will reduce remaining miles 

by 1 mile. 

Doubles: When rolling doubles, in addition to performing 

the dice outcomes, add all of the dice. For every increment of 

6, reduce your remaining miles by 1 mile. You may also trade 

in one of your current survival items for a new survival item 

by discarding your survival item first and then drawing a 

new survival item from the survival item deck. You may also 

trade a survival item with another hiker. 

Triples: When rolling triples, in addition to performing the 

dice outcomes, add all of the dice. For every increment of 6, 

reduce your remaining miles by 1 mile. You may also add 1 

survival item to your survival items by drawing a new 

survival item from the survival item deck. 

Bonus Effects: When hikers have a specific collection of 

survival items they may use one bonus effect per turn. Bonus 

effects indicate the types of survival items that are required 

for use.  

Resource Tracker 

 
Water      Shelter 
 
Food 
 
Miles      Injury 
 
 
*Resources are limited. You cannot carry more than 
allowed on the Resource Tracker* 
 
Water: Water is necessity for life. Without an adequate 

water source, Humans will die in about 2-3 days. Water is 

tracked with a blue cube.  If water is reduced to zero, all 

hikers lose the game. 

Food: Food is a vital energy resource. Without a food supply, 

humans become weak and will die within a few weeks. Food 

is tracked with a red cube. If Food is reduced to zero, water 

will have to be consumed in its place. 

Miles: You and your group are lost in the New England 

forests with no way to communicate to rescuers. You must 

find your way out on your own. Miles are tracked in base 5 

by black cubes. If you reduce miles to zero before running out 

of water, all hikers win. 

Shelter: Shelter protects the Human body from exposure. 

Shelter can greatly improve the chances of survival. Without 



shelter, many survival items will not be effective. Shelter is 

tracked with a black cube. 

Injury: Injury can be crippling in any survival situation. 

Hikers should avoid injury if possible since it is difficult to 

remedy. Injury will prevent the use of many survival items. 

Injury is tracked with a black cube. 

Survival Items 

  

Title 

 Usage 

 Graphic 

 Type 

 Effect 

 Flavor 

 

All survival items have unique effects. Effects can only be 

used given certain shelter and injury states. Type is used to 

satisfy bonus effects. Bonus effects do not have use 

restrictions. 

Usage Icons 

These survival items cannot be used if you lack 

shelter. 

These survival items cannot be used if injured. 

 

These survival items have no use restrictions. 

Type Icons 

Fire   Hydration 
 

Shelter   Tool 
 

Nutrition 
 

HOW TO PLAY 

You begin your turn by rolling the 3 dice. You may reroll the 

dice once, and if you reroll you may choose any or all of the 

three dice to reroll. 

After rolling, choose the two lowest dice values and resolve 

the dice outcomes. 

If doubles are rolled, choose the two lowest dice values to 

resolve, then add all of the dice values and reduce your 

remaining miles by 1 mile for every increment of 6 (if your 

combined dice value is 13, you would reduce your remaining 

miles by 2).  

You may also trade in one of your survival items for a new 

survival item by discarding one in your hand and drawing a 

new card from the survival item deck, or by trading with 

another player. 

If triples are rolled, choose the two lowest dice values to 

resolve, then add all of the dice values and reduce your 

remaining miles by 1 mile for every increment of 6. You may 

also add one survival item to your hand by drawing a new 

card from the survival item deck. 

Before the end of your turn you may use up to two of your 

Survival Items’ effects, but you may not use a survival item’s 

effect twice during the same turn.  

If a Survival Item’s effect affects your dice roll, 

retrospectively adjust the roll and any dice outcomes. (For 

example, one of your dice outcomes is a 4 and you reduce 

your food by 1. You then activate a survival item effect that 

allows you to increase your roll by 1. You increase the 4 to a 

5 and add back the food, and then regain shelter.)  

You also have the option of using a bonus effect in lieu of 

using your survival items’ effects. Note that bonus effects do 

not have use restrictions Reference the reference guide for 

bonus effect requirements. 

(For example, if you have FIRE, SHELTER, & 

HYDRATION type survival items you can use the bonus 

effect “Permanent Shelter”.) 

After resolving any used effects, your turn ends. 

************************************************* 

CREDITS 

-Editing- 

CHRIS ROSSETTI & NICK ROSSETTI 

-Graphic Design- 

CHRIS ROSSETTI 

-Icons- 

www.flaticon.com 

-Images- 

PUBLIC DOMAIN 

-Playtesting- 

CHRIS ROSSETTI, NICK ROSSETTI, STEPHEN 

ROSSETTI, JORDAN SMITH & TIM HARMS 

MORE INFORMATION 

www.rampagegamesllc.com 

www.facebook.com/rampagegamesllc 

www.twitter.com/rampagegamesllc 

CONTACT 

info@rampagegamesllc.com 

LEGAL 

Woodland is a product of Rampage Games LLC 

Hollis, NH USA 

© 2015 Rampage Games LLC All Rights Reserved. 

 

S 


