
Backyard Jungle 
Additional rules for head-to-head play 
 

Please note: these rules assume that you are already familiar with the solo game. 

 

1) The game is still played over three years, and at the end of that time, the player with the highest 
points score is the winner. However, if one player reaches all six edges of the plot first (following the 
usual rules about corners only counting for one edge), that player wins, and the game is over at that 
point.  
 

2) The starting hexes for each player are marked on the game sheet. To see who has been gardening 
most recently, compare fingernails: the player with the dirtiest fingernails starts first.  
 

3) Players may grow tendrils in any direction, but cannot grow into a hex already occupied unless they 
follow the instructions in point (5) below. 
 

4) Dice are rolled as usual, but the energy and water available each turn are identical for both players. 
They may differ in how they use that energy and water, however. There is no turn order as such – 
both players can decide what to do at the same time, and both will get the chance to grow, flower, 
root, seed in the same turn. However, one player really needs to state what they intend to do first 
and then the other. Hence, on the next turn, the other player should state their intentions first and 
so on. 
 

5) We would suggest that each player uses a different colour for their tendrils (perhaps a different 
shade of green, but if you want to grow Martian red weed, then that is okay too). Flowers should 
definitely be different colours. 
 

6) The nasty bit: If a hex that you want/need to occupy has already been claimed by your opponent, it 
is possible to attempt to climb over them to conquer their position one hex at a time.  
 
To do this, you must pay an energy and water cost of 6, 6 (in any season) for each hex that you want 
to conquer. If this is possible, there is nothing your opponent can do about it* (except perhaps get 
their own back next turn). In fact, your opponent must also immediately lose 2 energy and 2 water 
(if they have enough to do so). 
 
The fragments of their plant can still share water and energy but for the purposes of scoring, 
generating energy and storage, they have lost that hex, including any flowers, roots and leaves that 
were there. A player should make corrections (losing root section(s) and/or leaves) to their score 
sheet accordingly. 
 
The player who has successfully climbed over their opponent in this way should roll for a new tendril 
as usual, and then make the best job possible of drawing their new tendril on that hex. It is possible 
to climb over more than one hex in a single turn, or on subsequent turns. However, it is not possible 
to climb back over a hex that has already been conquered in this way. 

 

 



*In our original game, there are rules for ‘combat’ involving dice rolling and modifiers, but for this version we 
have kept things a bit quicker to resolve. Apologies if this happens to you – it isn’t very nice. 
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