New Found Land

New Found Land is a game about colonizing Canada, making this far away place new home. We are in the shoes of leaders of a village trying to meet the demands of their people. Peasant elder, Master artisan, General and Governor are trying to make Peasants, artisans, militia and nobles feel like home in this strange and cold place.

This is a worker placement cooperative game in which players are trying to make everyone happy, while trying to meet their secret goals. 

Each class needs two things in the beginning to be happy - to be fed, and to have a place to live. But each class needs a separate house for themselves, and each house holds 4 people of the same class, or two nobles. When they reach 4 happyness, they get additional demands, on 8 more demands. As the game progress, it is harder to make everyone feel like home.

Turn

At the begining of the turn players get authority points(ap) - action points they use to operate actions around the board. They get 2 AP per player plus or minus additonal ap depending on the season (in spring and summer they get more, and in autmn and winter they get less ap) and happyness change of the people in the last round (at the begining of the game players get 4 additional AP).
Then draw from the bag number of colonist equal to player number plus one

Then players play out their actions starting from first player going clockwise:
Player can move their pawn for free to any space on the map and do the action represented there. Each action has AP cost, color and what is gained from it. Each colonist of the same color, and player pawn give bonus for that action, and if the player is of the same colour action costs one ap less. 

When they finish using their AP, the end of the turn starts:
1. First feed all the nobles. (one food feeds two colonists of the same class)
2. Feed other people, In the way chosen by the first player of that round.
3. For each person of a class not fed, that class gets one famine point. If there are 4 famine points, one of them dies, and their happieness is reduced.
4. Check if the happyness raises of each class. For happiness to rise double or more of the class people must be happy. For the colonist to be happy all of his demands must be met. If there are less happy than unhappy, happiness drops. In all other cases it raimains the same.
5. Get resources from passive spaces.
6. Event is drawn
7. Start of the new turn

Colonists

There are 4 types of colonists: Peasants, Artisants, Militiamen and Nobles.

Peasants have bonus for farming, fishing, in quarry and woods. 
Artisans have bonus for building, but they need tools to build.
Militiamen have bonus for exploring, warring and defending, but they need weapons to do so.
Nobles don’t work, but reduce AP cost of spaces where they are, and have bonus in town hall.

Spaces on the map

Town Hall - In town hall for 2AP you move up to 3 colonists, plus one figure for each additional noble there.
Barrack - Each armed colonist in barracks gives 1 Army strength AS, Armed miltiamen give 2
Explore - for 2 AP, draw one exploration card. For resolution of the card calculate AS of people on the spot
Builders hall for 3AP build one building to the map. Houses cost 3 wood and 3 ore, Special buildings cost 5 wood and 5 ore. Get discount in resources for each colonist with tools on the space, plus 1 for each Artisan
Blacksmith - build tools and weapons for 2 wood and 2 ore
Docks - get one food for each colonist here, plus one for each peasant
Farm - passively get 1 one food for each colonist here, plus one for each peasant
quarry- passively get 1 one Ore for each colonist here, plus one for each peasant; For 2AP get 1 one Ore for each colonist here, plus one for each peasant
Lumber yard- passively get 1 one Wood for each colonist here, plus one for each peasant; get 1 one Wood for each colonist here, plus one for each peasant

Winning the game

If no happiness scale drops below 0 the players who finished their secret goals have won the game.
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