
Island Empire - Roll & Write

A game for 2 - 4 players.


You just landed on an amazing island far away from the noise of the empire. Now it’s up to you to 
start your own empire.  But wait, there are other settlers that have also landed and want to try 
to claim the land for their own. Time to roll the dice, collect the essential supplies, gather 
resources and gain more settlers.


Resources  


Components 
6 Dice - 3 different colors to represent 
the resources


Sheets


Pen or pencil 
Game Play  
Start Playing 
Choose a player to start the game, typically, start with the youngest person in the room or a person 
with the shortest first name. To add some fun, the player to start can be one who visited an island 
recently. 

The start player rolls the six dice at the center of the table. The start player picks one die of any color. 

‣ Green represents Food 

‣ Red represents Wood 

‣ Grey represents Stone 

Food Wood Stone



The number on the die indicates the column on the board that the player will draw a picture of the 
resource.  

The player can draw the resource on any free plot 
available in that column. If a free plot is not available 
in that column, you will need to mark it outside the plot 
in the Waste section. This will lead to a negative point 
during the scoring. 

The player can also decide to place the resource for a trade with the Tribals. Refer to the Magic Power-
ups section of the rules. 

Play then moves clockwise. The player sitting to the left of the current player will pick a die of his 
choice. 

End Round 
The round will end when one die is left at the center of 
the table. 

At the end of the round, all players will mark out one 
heart for the resource matching the color of the die.  

The next player to start the round, by rolling 6 dice, will 
be the player sitting to the left of the current player. 

Magic Power-Ups 
During your turn, you can also choose to trade the resource for a magical power-up. You do this by 
trading 2 resources of a type with the tribals. On your turn, if you do not place a resource in the plots, 
you can place the resource in the Tribal section by marking an empty box.  

Once you complete 2 resources of a type, you earn a power-up that allows you to add or subtract 1 pip 
from the die that you select. This power-up can be used once during the game. Tick the box outside 
that particular resource in the Tribal section, once you use the magic power-up.  

As there are 3 resources, you can perform a trade for 3 power-ups. 

3 pips of red 
color means 
that the player 
can place wood 
in any free plot 
under the third 
column. 

Since the last 
die left is grey,  
all players will 
cancel out one 
heart under the 
stone resources.



Scoring Points 
There are three ways to score points: 

1. By making bundles. For any 3 resources of the same type drawn on the board in adjoining squares 
(orthogonally), you get 5 points. Once a bundle is completed, you can mark the matching 
resources (either circle around them or strike through them). Mark a notch in the corresponding 
Storage area for that resource bundle. Count the total number of resource bundles in the Storage 
areas and multiply them by 5. 

     Note: A resource can be part of only one bundle. 

2. Any resource that is not part of bundle at the end of the game, earns you one point. 

3. If you complete all six plots in any one row, you gain 5 Settlers. 

The game also has one way to deduct points: 

1. If you cannot place a resource in the column that you selected, you will get one negative point for 
each resource in the Waste section. 

The total points are calculated by the summing the points earned from the bundles in the Storage 
area, from the resources not part of a bundle, and settlers. Points are deducted from resources in the 
Waste section. 

Game End 
The game ends when: 

1. There is no place on a player’s board. 

2. Five hearts are marked for any one resource. 

Count the points as per the Scoring Points section. If more than one player has the same points, a tie 
can be decided by: 

�the most number of bundles; or 

�the most of number of resources on the board for the resource with most hearts lost. 

Declare the winner by counting the points.






