O April 30, 1803, the Unired Swares af America purchased vhe Lowiriana Terriory from
Napoleon for 815 million. Thomas [ n decided to wnd twe advenmerers - Meviwerher
Lewis and William Clark - m explore this buge rerra cognite. The Lawis o+ Clark
Expedivion (lastivg from 1804 1o 1B06) war the firs American expadition to crars whar
is mow woe werrern parrion of e Unirad Seaver.

GAME OVERVIEW

Let’s po back to 1803 and imagine thar President Jefferson did not send one but many
expeditions to explore the Wild West. You and the other players will each lead one of
these parties. Your aim will be to cros the North American continent and, of course,
to reach the Pacific as soon as possible. History will only remember the first to armive.
Lewis & Clark is a race game driven by resource and hand management. Whar needs
to be managed are your resources, your Corps of Discovery, and especially the trappers
and Mative Americans met during the joumey. Good management will result in good
progress across the West!
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YOUR FIRST FEW GAMES
When you're first learning the game, we strongly advise you to play it with only 2 to
4 players, since the 5-player game is more suited for experienced players. We do not

recommend playing the S-player game with players who have never played Lewis &
Cladk before.

VARIANTS

After playing Lewis and Clark a few times, you might want to make things a lirde
different with the Route Change tokens. And, if you want to play alone, we have a
solo variant for you (see page 15).

COMPONENTS
1 Game board 5 Scour fipures of different colours
; ¥ 4 )' b ¥
l."—j Jli l'i..f! fljﬁ
5 Camp tokens of different colours
59 B8
Lary 4l
i% il
100 Resource hevagons
5 Expedition beards
Pt W S
—— E®. @
ﬂhﬁnﬂ&_ 8 Resource Multiplicarion markers
12 double-sided Boar tilss ET)
= EE T D
il
' o X 18 Indian figures
84 Character cards {30 Srarting Characters
with the player’s coloured symbaol ar the
bottom right + 54 numbered Encountered
Characters)
o = 10 Route Change tokens
e | &) &) 68
L=, e T
:E'_- & Resource Badpe tokens (for solo play)
"
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Ser up

_1 Unfaold the game board and place it in the
centre of the table.
ﬁ@mﬂﬁh#ﬂdﬂa}ﬁ#}muﬂhmfamm dnd abe dn

Tndliam 'F"'wd;r nabhere you wvlll e bl ngrr.ﬁr.ﬁhﬁrdmrjﬂmg

z Place the resource hexapons on the

appropriate Stocks of the game board:

Pri Resources

AF  20Wood ]

s% 20For -

#1515 Food .

[ 15 Bqupmene
Samse ifﬁﬂi ciin be iﬁﬂl:l'li.‘ddyh'l‘lé}lél ﬂ:'rlg.ﬁl dctien fﬂv:'.'
m‘l’rnﬂ&jﬂg} L] ﬁﬂr.ﬂ'ﬂrﬁr.ﬂn'md‘g.lﬂﬂm

Transformed Resources
77 15 Dugour Canoes ‘

F=1 15 Horses

L

|

.\'-
E] B

-
)

- -
N .

Ohohew rerources meed o wintrsformations ; you will have to gve
some resomres or Indidns fo ger ihew,
Each group of resources is a Swock.

8 Resource Multiplication Markers
Place them next to the pame board. If a Stock is

depleted, a player may take a marker, and !3_5

put an appropriate hexapon on it, making it
worth three of that resource.

Resources will nat ram ot Jmirlg ﬂu-gm J'I-:ﬁd!lilp.l!iﬂd'rhn
Migekoss d’ﬂm_pu o mwﬁrlfﬂrnﬁﬁf :w f
mmr.&n'd‘sllm.
g Based on the number of players, take the
appropriate number of Indian figures and

place them next o the game board to form
t the Stock. Remaining Indians are put back

into the b

Number of MNumber of
Players Indians used

1 ]

Z 2

3 12

4 15

5 18

ﬁe.ﬁdﬂuﬁffﬂ'ﬂm_ﬂu to pevforms detions in ﬁe“ﬂ.@-
o with ponr Chardcters. They can dile pacvedse ehe posver of
your dctives, Move Indidrs are dedilable shem ow e bhe
Tnterpreter” Stareing Chavdcten. Use pood mdndgement a5 they
e:ﬂda'dﬂa_}un AT

2

4_ Place 1 Indian figure on the MNewcomer area
of the game board. Y

Place the 12 Boat tiles on the
game board (on the Gulf of Mexico) in two

stacks of & tiles:
g A £ty
Front Back Front Baclk

.ﬁ_'} ﬁﬁ'ﬂg ﬁﬂ'ﬂnﬂh#ﬂ_}unrﬁfdﬂ'ﬁ-m_}uu m'ﬂ.inrml’sr_:u-
sheveige or pawenger capacity

'6- Each player chooses a colour and takes the
6 Starting Character cards of this colour in
his hand.
If there are fewer than 5 players, the unused Starting
Character cards are placed back in the box.

Thesr & cawas rqnmrﬁﬁmimi wrembers of the Sxpedision.

They form yowr starting band Ar the beginning of the gvre,

all the players bave identical bands, dpare Fom the names of
r.bﬂ'rr.@l'im



; Shutfle the 54 Encounterad Character cards
to form the draw ded:, and place itface dowm
on the game board, on top of the Joumal of
Encounters . 5

Diraw 5 cards from this deck and
arrange them on the Journal of
Encounters by their Strength
{number ar the card’s top left-hand
comer) J¥ . The lowest Strength
card is placed at the botrom of the
Journal, close to the Gulf of Mexico,
and the highest Strength ar the top.
If two cards have the same Strength,
place them in the order drawn.

THE CHARACTER CARDS

The Chharacters meay either: pevfonm dctions; doguive ov transform
FESRMFCES] BF MRSV YOuT eipaiition forded on the rowte,

Character mﬂ'ujrment;n::-—_mq
i e s Chass

Sﬂuh;;-g?liefs action
Character’s name =

Card number or plaa}rer‘s
coloured symbol

84 Characer cards compased of:

- 30 Searting Character cards {5 crews of 6 Characters),
with the players’ colours on the back.

g Each player takes an Expedition mini-board

of the colour she chose and places it in front
of her. She takes an Indian figure from the
stock and places it on the fourth Boat
of her Expedition.

9 Each player takes 1 Fur, 1 Food, and 1
Equipment from the Stocks and places them
on the first boat =/ of his Expedition.

VARIANT, Take 4 primary rescurces of each kind from
the Stocks. Randomly, give 3 of them to eav:hpl-a].rer
who immediately places them on the first Boar of his
Expedirion. Place the remaining resources back ino
the Stocks.

This weaty ﬁef‘d_‘jmrﬂﬁuﬂ‘#ﬁm FeseunIEes Al game,

‘1 Each player places the Scout figure ";'.i:

G aof her colour on the Route starting i
space (St Louis).

She places the Camp token -..;ﬂ!g ufh&rmluu:nm

to the river, pointing at the starting space (St Louis). /|

The Scouts and Camps of the unused colours are placed

back in the box.

44 Thesrarﬁ.ugplqrerjsdmsaumdnml}t.'ﬂ:e
game starts with this players turn.

.-{.I'drf:nmhr of strdtegies ﬁ_@m‘l‘iﬂcﬁn Levois o Clark,
eharks fo the cand comiingitions that can be mdde Fors your
bawd,

Provided resource

-
: Camp Time

Lharacter's Strength

e : Recmitment
ﬂ ..é-'"ﬂ[-xuunr

Back

- 54 Encountered Character cards, numbered from 1
to 54, whom the players will be able to recruit.

THE EXPEDITION MINI~
BOARDS

Your Expedition is :epreumta:l !:].r your individuoal
board. It is composed of Boas on which :
- you will store the resources you get (hexagonal spots);

or

- you will place the Indians who join you (circular
spots).

Some of these Boats are «easy to handles: they will
not slow you down during your Encampment phase.
Others {with a Time symbol above them }wﬂi
slow your Encampment if their spaces are -::-ccup.l,ad
during this phase.

|ﬂ!-p.l‘

At any time du.rLu.g your Expeﬂlﬂnn, you may
reorganize your resources and Indians in any way you

like, enabling more of them to be on Boats that cost
less Time.



Oerecr

Druring the game, you will mainly perform actions by using Character cards from your
hand, but also by sending Indians of your Expedition o the Village. These actions will
allowr your Scout to move forward on the route. Character cards can either perform
actions (for which they’ll need to be given Strangth). or provide Strength to another
Character card.

Frequently, you will have to stop and Camp in order to retrieve the Character cards
that you have previously played. During this phase, your Scout will have to move
back on the route if your Boats are heavily loaded with resources or if you transport a
lot of Indians. How long it takes for your Expedition to set up Camp will be crucial.
Afterwards, your Camp token will join your Scout.

When a player brings his Camp on or beyond the Fort Clatsop space, the pame
Lrumedlaté}r ends. This player wins the pAme, because he is the first one to reach the
Pacific.

CAME TUrRN

Oin your tum, you must perform an Action.
In addition to this compulsory Action, you can sst up Camp.
You can also Recruit a new Character.

Thioss two phases are optional: each of them can be done any time during the player’s
turn, before or after the compulsory Action, but never simultanesously.

GAME END
When a player brings his Camp token on or beyond the Fort Clatsop space, the pame
ends immediately. This player wins the game.

Diuring your first games, you might think thar the start player is at a small disadvantage
at the beginning of the pame. However, the “sudden death” ending at Fort Clatsop
balances things out

AMW {COMPULSORY PHASE)

On your turn, you must perform an Action. There are two types of Action: the
Characrer cards” Actions and the Indian Village Actions on the game board.

To perform an Action, Strength, represented by this symbol , must be given to

the Action by Indian figures, or from another card, or both! Character cards have a
Srength from 1 00 3 and the Indian fipures have a Strength of 1 each. The Action may
be performed this turn as many times as the number of Strength points given to it.

CHARACTER CARDS ACTIONS

In arder to activate the Action of 2 Character card from your hand, you must play

it in front of you. It must be given Strength (its own card Strength is NOT used!)

from either:

= {A) another Character card from your hand: choose a card and place it face-down
underneath the card to activate it; or

* (B) Indian figures taken from your Expedition: take 1, 2 or 3 Indian fgures from
your Expedition mini-board and place them on the card to activate; or

* () acombination of a Character card from your hand and 1 or 2 Indian figures:
choose a card and place it face-down underneath the card and place 1 or 2 Indian
figures on it to activate, with a maximum total Strength of 3.

In all three cases, the Action is performed as many times as the Strength that

activates it.
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rmed O - ]‘Irrﬁnﬂpﬂﬁwﬂrd

A- ar is performad B - The £5 perfo

onee wning @ Chanacter nand. tu¥oe wsing 2 Indians. 3 nimes wsing a Chavacrer

wxth @ Stremgeh of 1. cand with a Strenpeh 1 + 2
Indians

The Character cards played remain in front of you and constirute your Playing
Area.

Efmﬂfﬂmﬂdﬂﬂﬁhddim j‘ﬂﬂﬂmﬂﬁffﬂiﬁdm;‘gﬁmw
of #he fce-dewn card @5 Hﬂjﬂrﬂ'ﬂf_j MNP'E?E&HPH
wrndvstikable (umsil the mews Snedompaent )

fe is aften wefial i perform che effece ofan Action miore than once. Having Chandcrer cand with
 Strergh of 2 or 3 in band i & By adeantape, since Actions can now be done wichout Indidms.



IRECRATTMENT (DPTIONAL PHASE)

Diuring the adventure, you will meet Characters who will be able to join your Corps
of Diiscovery. They are present on the Joumnal of Encounters. You can only recrnit one
Character each round, either before or after your compulsary Action.

Pay the cost in Equipment and Fur corresponding to the Character you want to recruir:
*  as many Fur as indicated by his position on the Journal of Encounters

* and as many Equipment as the Strength of the Character.

You can partially or completely pay the required Equipment by discarding one {and
only one) card from your hand. Then you save as many Equipment as indicated by
the Recruitment Discount on the back of the discarded card. The discarded card
is placed face-up into a discard deck beside the pame board. Immediately add the
recruited Character to your hand.

IMpian VitLace ACTIONS Then add a new Character card o the Joumnal of Encounters.

The Village Actions (shewn by icons in bubbles) can only be activated by Indians
placed on the Action area.

»  On an empry circle, place just one Indian figure taken from your Expedition. |
= On asemicircle, place simultaneously 1, 2 or 3 Indian figures taken from your

Add a new card to the Journal

Expedition, regardless of whether or not the area is already ocoupied. | of Encountets

In both cases, perform the Action as many times as the number of Indians you have As soon as a spot becomes empty on

placed. These Indian fipures do not belong to you anymore. | the Journal of Encounters, move all the — 3

Unlike the Character card Actions, these Actions are available for all the players. Bhicsaitecnl C it o G T oy M mﬂ[

meauew{:hmcrerca:dmdph:eltun tl‘.- g
|ﬂ"7" T " the first spot, close to the draw deck. Do not Loy _;';- mt
: ; ; re-arrange the cards by Strength! e N T
% - G @l el

Fa l g :

Karine places 2 Indians and performs the
«Canpe manufaorurings Aovion nvice, sven
if 3 Indians ave already presens (semicivele).

!
B B

ArL THE ENCOUNTERED CHARACTEIR CARDS ARC DESCRIBED IN THE LAST PAGER OF THIE
RULEROOK,

Az the beginming of bis rurn, Cédrick wanss to recruir Black Car. His cost is 4 Fur and
3 Egquipmen. Cédrick s 4 Fur, and tien pus 2 Equipment inw the Swock and disards

T — e p— 3 Hugh McNeal, whe bas a Seengeh af 1 {which munes a5 1 Eguipmens). He adds Black
el Cat 1w b5 hand.

Philippe placer an Indian and performs the

alHunnings Aclon onoe (empry ofrde).

Thae T"".n‘-h’r..-'!.m'mr cilm 5‘-.'.&"‘!9 contestedl Articipdaing when the iﬁn?lﬂ_’yfﬂ u.-'.!.l'ny ke gtk
ehem o5 & key part of your strdtery

—

Important Note About the Actions
(Characters and Village)

It is always permisible to perform an Action with only a partial effect, or with no “M":‘”" begirmers .
effect at all {resource and Indian collection, movement, discards, etc.). You are not ﬂ"'limﬁ“m o '“ﬁ"".?‘““ e M.?""f“"?"""l"""; c‘"m '!r“"’
reqw.md o collect sl I:I:l-l' E.El.].l‘[:] Fihe Pﬂﬂ.ﬁhk B e L AR N yoL. Sﬁd’rl'l.llg %.ﬂﬁmr&:rnpm__l Withews thesr two card, ﬂJHW.&‘II&' recruited

Meither dl:b].ruu nead to take any or all of the Indians with the Interpreter. s ? e I

L5



MWW {OPTIONAL PHASE)

You can set up Camp any tme during your round, before or after your compulsory
Action. If you cannot perform any action (Character or Village), then you must set
up Camp before taking your compulsory action. Your Camp and your Scout mighe
end up at the same spot during this time.

This phase allews you to take back into your hand the cards you —=
have played into your Playing Area. Mevertheless, it can take time I-'J i ;
and delay your progress. This time is symbolized by the <Time- '-,\

icon present on the cards and on the Boats. -—

When you set up Camp,

1- Reorpanize your Expedition. Place all the Indians played on your Character cards
back on the Boats of your Expedition.

2- Caleulate how much Time you spend in Camp. It is aqual to the sum of :

] theﬂhuactercanfsaﬂuluymlrhmdarﬂﬂsmummt and

» the pessible Time coss of the Boats of your Expedition (based on transported
resources and Indians, see below).

TIME COSTS OF THE SIPEDITION B04TS

This Boat can contain up
to three resources, and

This Boat can hold only
one Indian, and oosts no

This Boat can contain up  This Boat can contain up  This Boat can held an
to three resources. [tcosts  to five resources. It costs  unlimited number of
one Time if it contains at  one Time per resource. Indians, but it costs one
least one resource. Time per Indian present.

Tomr Chavscters thas bavent been werd since the
Id'n‘.ﬁ'lﬂd‘n?mﬂ# r:n-a'_.plr.ﬁu'n.' .:h.:p LokieaF F
u’.-[- uu'l&__pn: dbowt their l'rmrﬂ_fﬂllﬂi__mﬂf.

Lﬁlbjdingﬂad‘m nl.blhn'.ﬁr:rm—mhr&.

feibes pdludble time du@fm__pnm
w,_}un FrMET :d'n.j'irﬁ_!y minngr_}uw
umjnmmnﬁf&nﬁ

3- Move your Scout backwards by the same mumber of spaces as the Time your
Expedition spends in Camp, observing the Scous’ movement rules (see page 8).

IF ¥OUR 5000T FAS T MOVE B4 CHWARDS MORE THAN 5 554 (55 DOTNRIVER FROM S4mvT Dors,
ITF MOVEMENT STORS ON THE FIRST RIVER SPACE, EVEN IF OTHER SCOUTS ARE ALREADY THERE,

4- Bring your Camp up to your Scout if the Scout is further ahead and point your
Camp token at the space where the Scout is. Do not move your Camgp if your Scout
is situated further behind than your Camp.

5- Take all the cards from your Playing Area back into your hand.

o)

Ihe Canp

A Camp never moves baclowards on the Foute. At the end of your Encimpment

phase, several Camps can be pointing at the same space. A Saout can be on a space
pointed at by one or more Camps.

Karine (Blue) must Camp. She takes ber vwo Indian fipures (presene on ber cards in ber
Playing Area) and puss chem on ber Baaw. She then calculaies her Time spent in Camp.
In the sivuation shown on below, Karines Time spews in Camp equals 5:

= | for the Chamacier card loft in ber hand, 1|

*  +1 forahe T resources prerens on ber Boar | -'.|

*  +2 forhe 2 resurces present on her Boar

*  +] forthe Indian preent an ber Boar /| ﬁ-"ﬁjrﬁ mker @ wial of 5 Time poins.
Karine therefore must move ber Scout 5 spaces backwards on the River. Then the mover
her Camp token next o ber Scous awd rakes back her cards inte ber band,




StARTING CHARACTERS ACTIONS DESCRIPTION

Primary Resources Collection

LmTJuk Hunter Blacksmith
W Food Equipmens
The Lumberjack, the Hunter, the Blacksmith and the Fur Trader allow you to collect
resoumnces (see on the right). When you play one of thess Characters, add up the
number of relevant resource badges visible in the top corner of each card in your
Playing Area (induding the cards used to perform the Action) and also these in your
lefi-hand and right-hand neighbours’ Playing Areas (or your only neighbour if playing
a 2-player game).

THE RESOURCE BADGER . .

ﬁ:m&zmnmw

Multiply the number of badges you've just counted by the value of the Strength given
to your Action. Take as many resources as you want from the corresponding Stock, up
to the total number of badpes you've worked out. Place them on your Boats” free spaces.
Dwring a collection, previously held resources cannot be discarded from your Boats
unless your Boars are already full. In this case, you can return to the Stocks the excess
resources of your choice.

The resources can be reorganized as often as you want, but you can never have more
resources than you can store (even temporarily).

Katrine (Blue) plays her Lumberjack, and gives bion a tosal Sevemgeh of 2 from o Chawicter cand
undermeach, Thene are now 5 visible Wood badpes in ber own and her tue mei
Plaping Aveas, Julien's (Orange) and Cidvicks (Green). Katrine can thensfore she 25 = 10 Wood
Foms the Seock, She decides 1o keep omly 7 sushich che places on her Boctss, The remaining resources

g0 back 10 2he Seock.

Take Indians on board

The Interpreter allows you to welcome new Indians into your
Expedition.

Gather on the Powwow area (in the centre of the Village) all the
Indians in the Village (induding the Indian present on the Newcomer
area). Then take as many Indians as youwant from the Powwow area.
Place the Indian(s) you have taken in the Boats of your Expedition.

Driscand the Character card situated on the last page (ar the bottom)
of the Journal of Encounters, and put it face-up in the discard dedc. Now add the
top card from the draw deck to the Journal (see «<Add a new card to the Journal of
Encounterss page 5).

Finally, place an Indian figure, taken from the Stock, on the Newcomer area. Ignore
this step if the Indian stock is empty.

If you activate the Interpreter action with a Strength of 2 or 3, repeat the proces
respectively 2 or 3 times, refilling the Jonmal each time. This will allow you to obtain
1 or 2 additional Indians.

The Interprecer Action is d key Acvion in this gawse, This is the anly way fo ddd Indians 1o
yonr .Erﬁ#nﬁ'lﬂ'ml.. T aakar

- md{'erdhﬁjdﬂrlﬂﬁh I"ﬂfd’;r..{:ﬁlmm qd'.l'n,

- revedtls e cdnad im ﬁu_ﬁlﬂl.ﬂ mﬁl'ﬂillinﬂm i_lﬁl'nlr_ﬁlr mrm'ltl'.rg:

Julien plays bis Incerpreter with 8 Chavacter  Julien decides v addd all of thews to his

aird #hdt bas @ Strenpth of I He patherson  Expadiiion.

the Prwnwow dred ol the Indidws presewe on

the bodrd (imcluding the one presemt in the

Nesocomner area). There is a rmli!ﬁj"-ﬂ"fndh'nl J :‘1

&

Them be disravds the botrowm cawl
af the Jourmal of Encouncers and
dntses & mew owe thar be plices
on the Jowrmal, mevt to the draw
ik,

.F.i.rld.l'-.l_!ja. Be rakes dm Indidnm
figure from the Stock and ddds
it fe the Newcomer dved.
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Move Forward on the Route

|___ e —

The Route
The Route is composed of several parts : s
- three River parts (in blue), N~ A 22
- two Mountain parts (in grey), T

- two eMountain-Rivers spaces, both of which are River and Mountain at the same
time.

VARIANT: Affer you'ler played a few games, we sugpest designing your men Rowre! You
can addd somee Rowre Chavege tokens 10 some af the Rowe spaces on the

different disteibution of River and Mowtain spaces will allow you to try some new straregies.

The Commander allows you to move your Scout forward on the Route.
* Pay one Food from your Boats and move your Scout forward 2
River spaces.

* O pay one Canoe from your Boats and move your Soout forward

4 River spaces.

* OF pay one Home from your Boats and move your Scour forward
2 Mountain spaces,

There are 2 «Mountain-Rivers spaces, before and after the first Mountain area. In
these spaces, you can move your Scout forward with any of the three resources. A
part of the move may be lost, howewer, if the land type changes to something that the
resource normally can't handle (e.g., after moving throngh a Mountain-River with a
Horse, movement would stop if a River space came next).

= e '.l""— ¥

-
| i

Scouts’ Movement

A Soout movement can never #nd on the same space a5 an opponent’s Soout beciuse
on the Route, only one Scout is permitted per space (except in Saint Louis, which is
the starting space, and cthe first space of river). If this happens, the Scout mowves foreard
to the nenct available space {possibly moving bacloarard during the Encampment phase).
Players may pas through an occupied space, however.

Remember: when your Scout moves forward several times during the same Action
(thanks to a card activated 2 or 3 times), do not take the positions of opposing Scouts
into account while you're moving, but only the position of a Scout on the final space
of your movement.

As twe Scouts cannor seay on the same spdce, |'l'i_lﬁm'l'51r o ead moremerst on & Monntain
space djfer playing a cavd char allows you to move anly on the River (v the ather way arownd)!

2

boand. This way a

Philippe (pellow) plays bis Commarder wirh o Chandeter cand (Swengeh of 2) This allees bim
to perfanm sbe Action rwica He pay 2 Horses ro moove bis Srmﬁm.?f.?-igﬁ.ﬂwnn ihe
Mowmeain, Siwee there dre n_f_-,.l.ﬂ .qurrﬁ.:ﬂ.rﬂ'# Heowe can bandle in frame of bis Seowr (2 Mowsdin
and I Monunsin-River space), be m-m.ﬁu’r.ﬁ'mu‘_ﬁruurdnn{j 3 spaces. Ohwe mavewsens space isdase

Kavine (Bluc) plays her Commmarer
wich a Character cand [ Serengeh of 1)
and e Tndians (Tike all Changerers
Actiens, the Commanders s cand
Strength is mot wad for bis own detiond],
E.H’F-El’j‘d‘ Cm&rl%‘ﬁ-f v
3, allowing ber 2o perform the Action
ais Fnd ey dr T cimes. She chosser Fer Py
e Food and ome Horse, sebich alloses
hev t0 move her Scous forwrd 4 (2+2)
spaces on the River and 2 spaces on
the Mowrsain, fuliens Seows (Owange)
url?.iﬂ.ﬂ'.rfdﬂ spudce g"ﬁu'r R P L
Karime lc&rn.:il‘bn.- mapes ber Scour one
dﬁn'ndﬂwﬂl'n e Mountain




Descriprion oF THE VILLAGE ACTIONS
In the Village, there are eight different areas, comesponding to eight Actions which
can be performed by all the players :
* five areas with only one spot (one circle) for the Hunting, Craftsmanship, Gift,
Farewell and Shamanism Actions
* one area with two spots (two drcles) for the Expedition Upprade Action
=  and two unlimited areas for the Canoe Manufacruring and Horse Trade Actions.

Hunting Craftsmanship Gift

Take 1 Food AND 1| Fur Take | Equipment AND Take 2 Fur OR 2 Wood
from the Stock and place 1 Wood from the Stockand from the Stock and place

themn on your Boats. place them on your Boats. them on your Boats.

Vﬂlﬂr.&ﬁnmn sverll, Iﬂ'rﬂ'ﬂﬁb:ﬁd‘n:ﬁlﬂg"ﬁe Encowsiered Chavdciers; bwr they
save vou frowm hawing ro commmit d Clhandeier from yowr bard, dnd pive you dhe appoviamity ta
et resmrces bl tow might mar el obheruise, ﬁn._-_,.'ull!ll dﬂm__ﬂim vaduce she mumaber
of Incdians in your Expedition.

Farewell

Discard 0 to 3 Character cards from your hand (place them
face-up in the discard deck).

Then discard all the Character cards from the Journal of
Encounters. The discarded cards am placed face up in the
discard deck beyond the game board. Refill the Journal by
drawing 5 new cirds and placing them in the order drawn.

.ﬁﬂ'lepfd'm.l Tnadictn im the Favewa] area. She diswards 2 catreds from ber band She empties the
Jowrnal of Encounsers snd dnduws 5 mew cands that she places an the fournal.

This dotion sdn hi.n'n.:il'il“.ll oRder fo
-%thnﬂﬂipﬁifm wsbich bdee becoome weley
- reveal mese Chawicier cavds om the fournal, and vhem vecvuit ane,

Horse Trade

Pay 3 different resources to take a Horse from the Stock. Each
of the three resources must be different from the other twal

_fnbnﬁd_}rd‘l Indidn on chis sper. He pays owe Wood, one Food and
evee Squipmens from bis Bodts and sike ane Hore which hﬁtﬂm

Bis Bodrs
Canoe Man uﬁlrmrm 14
Pay 2 Wood to take a Canoe from the Stock.
-
T Juslien pletys 2 Indiares om this spos. He pays 4 Wood foorn bis Boars and
=i receives 2 Canoes char be places back on bis Boa.

.
ke

Expedition Upgrade

Pay 3 Wood and you have the choice to take :

aither one Boat tile {which can carry

respurces) and 2 primary resources of your
choice from the Stocks,

or one Boat tile (which cn carry Indians)
and 1 Indian from the Stock. If there is no
Indian left in the Stock, take the tile alone.

Add this Boat to your Expedition, along with the Indian or the resources, by placing
the tile next to your Expedition.

Choose crefully which side of the Boar tile will be facing up! Once those tiles are
placed next to your Expedition, they cannot be turned over again.

o

This Boat can contain
up to two resources and
costs no Time during
Encampment.

This Boat can contain
up to five resources
and costs one Time
during Encampment
if it contains at least

One resource.

This Boar can transport
one Indian and costs
no Time durlug

Encampment.

This Boar can transport
up to three Indians,
and costs one Time
during Encampment
it it transports at least
one Indian.

.FH‘I_:H#EPHM dan fncdidn in ame g‘"ﬁrmdrc‘ﬂnfl&rﬁ?rﬁdni Lpgrade. He paws 3 Wood from
Bis Espadicion, Thew be Hﬁﬂd.ﬂnﬂ'ﬂ'ﬁu’rd‘nd’ﬂtﬁ it mes ko Bis Expadition, with the «3 Indidnie
e wp Hr_phfrr in i¢ eve Incdicn tken from the Stock. Sa, be bas rr_pfd‘rd.l:h Imdian wed e
poform chis Action with & rew one and bas reduced the cost i armpert Tndiars,

Thisdction H'Ehmrul:ﬁl‘- iy perform .in"-!j.ljl e g, Depending on your strategy
{resonrce or Indian), you wvll choose either one o the other type of Boar.
Furthermare, this Action provide you 2 resowrces or an Indidn.

Shamanism

R
i

b

Pay one Food to activate a face-up Character Action that
is already on the table {one in your Playing Area or one in
any other player’s Area). You may do this Action only once,
regardless of what Strength had been used to originally
activate it.

If you copy an Action of one of your opponents, take into
acoount your own Playing Area (not the Playing Area of the
copied player).

The Character cards with a permanent effect, indicated by
this symbol 08 , cannot be copied.

_ﬁiﬁ'ﬂlj#h'rﬂd'n Irndicin fomere on the Shanan, He pavs one Food and triggers the Action of Karings
fll‘l.'l?l'l.‘ﬁ.'l' fm!y ﬁlrl:q_l Hrgrtr:nﬂffn&d‘nﬁgmﬂ, |'r|rﬁ|.d'irg#.&e ane .&.rPJ!i.rmrm the Shdmrdn.
Ot bev turn, Ktvine atbes ddvantage of the Shaman civele being empiy by placing an Indian there.
S pays ane Food to capy the Action af ber Commadnaden winich :&e.ﬁddpm'iﬂl}yfﬂ!_wim.iﬂ
Playing Area. She pays one Canoe and moves ber Scout foroatrd 4 spaces on the Riven

This Acsion d'ﬂrus_:pﬂu: m_p.lfi_y:.& Acrion g"ﬂ-n&nﬁiﬂ_ﬂr‘i Charicier or fo repeds an Action

shas you already played g



THE Hisrory Besivd THE (AME

When Thomas fefferson beaamee the thivd president of the Univad States in
1800, the navien sccupied a ra shaped ara vhar sorerched
abour 1000 miles (1600 k), from 2:’ Arbamric Ocean in the east 1o
s Mirieaippd River in the west, and from the Grear Lakes i the
rorth to the Gulf af Mexico in the sourh. Roads and pachs across the
S mumry were poor. Rivers, therefore, were ﬁﬁfprrﬁrrdnwﬂs PO,
. In 1803, with the stoke af a pen, Jefferson dowbled the size of the
— Lﬁw’n#.ﬁm:%pmﬁmg the Lowisiana Tervivory from Fnanee, ava
price af $15 million. France bad bowgh the tervizory from Sparn anly
three years earlier. The Uited States now bad access to the ic povt
of New Ovleans, and o the Wild Wes, beyond vhe Misissippi. Hitherra,
ohir imemerise couninry bad been Enown only 1o s Nanve inbabitanis,
7] rnaders, Thew w and b ws, working for the North Wesr Company or
r'n:'r:?wd vhe Hudsant Eﬁﬁmﬁfwﬁﬁin g‘m‘lﬁ{tﬁfﬂ'ﬂd mary of the fir maden
married Indian womsen.

Jefferson assipred the exploracion of vhir Term a8 Meriwerher
Lews, aped 29, his pervomal recresary since 1801, His goal war vo find
@ MATTETLOTY commecting Whe et and west of the vermivory. Lo shooed
/T gEmiser in choan g as @ oo o fBr o faneasic adverinare N5
[friend William @ Man four his srwior, whe would share
m@mm'&jﬂ.:iﬂ. While Lewir was a sliphdy
an inrrovertad dreamer, Clark cou darecad him by being very S
much the appante: & SIrORE WA, rurorad ar bome, progmaric, |
wmiﬁeargiqfwgl::d' nmlﬁ’hu#gr&mmﬂmnmurﬁ.
In December 1803, Lewis and Clark joinad a small connmgens ar
Cammp Dubois near 5. Lowis, arvivdng in a beelboar pecially buils for
the expedition. The rue caprains mmpeﬁd#riag rhe winrer ar the moutlh
.5|i|Jl the Wood River and recruited young volunteen, in.':.l'mﬁncg soldiers from

 fores. T the spring, the expedivion bad 33 men: the Corps af Discovery was born.

Ol May 14, 1804, the srmall 'ﬁ';ﬁf!l, consisting of the keaboat and nee canees,
tegan wie long climb up rhe Missuri expedivion carried @ kg guanny af dheap
rinkeis ro be given as presenss o the Indians: 2800 books, abour J'gﬂmu meirrars,
22 rolls of canvas, 130 roll qu&arm, burdreds af rerings of beads, brass burtans, kives,
harchers, scissors, 400 pins and bracelews, 4600 needles, medals bearing the libenes of
Jefferson, gunporwder and wazpons.

Dywrineg the long, bor summer of 1804, the expadivion convinued upriver,

g Fromedes o itoes, treache rous carvents, and dan o Ea,é\mng

ﬁl'ﬂ'idr gm'enﬂ@. the exploren bad to m&:fr reline,

pulling the boats upriver by means ﬁ_‘f?ﬁ. Some of the crew were s

owt 1o buns for food. On a god day, the expedivion might advance 15

miles (20 k). The group encourrered many Indian naviens, ruch as

whe Mivowri, the Siows, the Omaba and the Lakora. Caprains Lewis

- and Clark affered cheir pifts, mer vheir leaders, and encouraped peace

J y Betroeen them and rheir new «Fachers, Fnﬂ'aﬁﬁrfqﬁﬂ:lﬂ.

O Awguese 20, Se Charles diad, probably of appendicitis,
A ﬁmmmmﬁ bonour. Amazingly, this was the only dearh
in the Corps af Discovery during the ree and a half year expedidion.

In Ocraber, shey reached the w’ﬂ:@gs{;fr&e Mandan and Hidarsa
in Nerch Dakova. They bad ma 1600 miles (2,500 k) in
164 days. In four weels, vhey had Buils Fore Mandan, and lved there
[Fve mamwshs winter, bunting and learning abowt their reEEe
Jfrom Indian and Canadian mappers Bving weariy
alo hired Tousaine Charbonnagu and bis pregnans Sharbone
wife, Sacagawea, or « The Bird Womarns. Thir reenager bad been
ki ?&ﬁ ¢ 12 by the Minitari, and Charbonunaau won ber
i @ dice-pame’ She was the anly woman i the ko, Im ipie
af ber prapeancy, Clark had the wisdom 1o see thar Sacagawea wo

the experdivion crars the Rockier by being able 1o secure borses from
the Shoshane.

10

On April 7, 1805, asmall of men recwrned ro Sv. Louds on the
keelboar, bearing a repors for feffemon. The rest of the expedinion
(32 peaple) mrnmead up vhe Misouri. 4
The Grear Falls Portage, lasting from fune 13 to 295, was
an eprc .-:Imerirm_jem-aﬂ @m&h Grrﬂrﬂ af the
Missourd in presene diay Mowsana, ugh mountaing, for
a dissance off 18 milkes (25 km), all equipment and boas
had w be carried &y hand, or in makeshift wagons, while
aveiding grizzlies, ranlenakes, and prickly pears

In they reached the tervitory ofthe Sharbone. On
17 wwha Bad been i .ﬁmimﬁr ﬁm

her childhood, found her tribe. Mi
brader was her own brovher. They readily provided e
Corps with borse and a muls, wirhowr wihich the expedition
aouladn’t cominue. A Shoshone, Old Toby, agreed to be their

[uide vhrough the Rochies

in ber, on the crest of the Binerroor Ranpe in Idabe, the

Lole Trail proved o be a bell of mow and mud lating 11 da

wAHl? nething to aar and e rd horses mumblea and imro

navines. Descending the tmm;f:s af vhe mouncains they reached a vida Eﬁbrﬁm
Perce. The Indians offerad them on and reaws, bur the unurgal dier nug e sick,

Arriving ar the Clamruater River, they grve the Nez Peroe their bores and butlt camoer
wxzh wwch £ﬂhm whe napid coure of the Snake River, and then the Columing. Nex
Jfar dowmriver, the Corps was agin 9 pertage 1o avoid rapidr. Seew they realized
tiaey were in an emuary [n mid-Novenber 1805, whey reached she Pacific. The Corps ad
maveled for 554 dayr and 4,132 miles (6, 700 k).

MNOTE ABOUT THE CHARACTERS

All the cards show historical characters who played a part in the success of the Lewis
8¢ Clark Expedition. Each card’s effect is related to the historical role of is character.
You can find below the full list of the 84 Characters as well as their description.
Rememben A Characrer’s Action can be activared (simultanecusly) as many times as
the Strength that has been given to it

To Pay A RESOURCE: take a resource from your Boats mdpuﬂtln the Stodc.
To TAKE A RESOURCE: rake a resource from the Stode and put it on your Boats.
To CoLLECT: count the number of visible badges of this resource on the top
corners of the cards in your Playing Area and in your 2 neighbours’ Playing
Areas (or 1 neighbour in a 2-player game). Multiply the total by the Strength
given to the Collection Action. Take as many resources from the Stock as the
result and then put the collected resources on your Boats.

A PLavinG AREa: all the cards a player has played and placed in front of her,
face up and face dowm.

GLOSSARY



The Commancdlers

Muove your Scout forward by paying Food, Canoe or
Horse (see page 8).

Medwether Lewis [Blue)

| Capeain af the U5 Army and persnal recretary
1o the Presiclent, be & chosen by gm'ld;m‘_ﬁfmn

i mmmand the Egpadition.

Ihe Interpreters
Take Indians from the Village and add them to your
Expedition (see page 7).

Pierre Crozatte (Blue)
Thamnks 1o bir French facher and his Oheaba
mewher be speaks 3 languages and is skilled in
Tign ImlgwE. He isam ?m riverman. He
' exploren wyeh bis fddie-playing.

The Lumberjacks
Collea Wood (see paga 7).

| Hugh McNeal (Blue)

Almarr killed by a Tillamook ndian during a
remansic avignavion. Ow the rerure frip, be
Jurpriies @ prizzly and bas o sourry up @ wilow

tree and wait for the baar 1o laave.

The Hunters
Caollear Food (see page 7).
Seaman (Blue)
Lewis black Newfoundland dop, be is the E}g
animmal v complese the evrire wip. He bunis for
food and provider warnings.
The Blacksmniths
Collea Equipment (see page 7).
Alexander H. Willard (Blae)

|
He bar a powerful physigue and serves the
expedition as &h{h?ﬂbfﬂrﬂ msraich. He is

able 1o nepair ipmene and make tools for
rmading wAth the M

The Fur traders
Collea Fur (see page 7).

Richard Windsor (Blue)
He 5 a grear bunver and woodsman, Crossing
@ bluff, he slips and saru mfﬂ' dorem fi5 edpe.
Lerwis runs and wellr hine to dig bis knife in and
climb up. He does ro, and ereapes .

SrarTING CHARACTERS

William Clark (Orange)
Lieusenans during the Novohwest Indian War,
Be i1 necraived by B friend Leuxs wiben be is 33
re share command of the newly formed Corps of

Discn

| John Ordway (Yellow)

Serpeane of che ULS. Army, be is the ripht-hand

man of the capuains. In charge of guard dues

ﬂndm;g istoms, e heeps the most detailad
a

fonermel Expedivion.
o Frangois Labiche (O )
i Rn'ruinﬁ'm’mm&'mﬁ’mmgrrﬂ e Corps, he

“BY is an experienced boarman and am mader.
—58 He ipeaks English, Frendh and several Indlian

‘E@ . ot beluseddly, of
| ﬂd;ﬁﬁedfraﬁgjﬁ:i Hfgfidhﬂﬂmfﬂ'
wnad valuable map.

e Joha B. Thompson (Orange)
He serves as a ook and craaves maps. He goes out
Pt nanh sevemyl elb-hunn roes e “oure” maAt
—=2 i the field--a nearly esenvial skill in @ damp
climare,
Thomas B Howard (Yellow)
Heir a meady member of the expedition, fire
. havin Eﬁﬁﬂm—m:ﬁ#ﬂ'ﬁﬂﬁﬁng :ﬁn
===\ stockade wall when rerurning from a
virir to whe Mardan Indian vlage.

Yok (O }]
ghr.{?"; MansErta L e a key role in
plomatic relanions. Because of his appeanance,
= l)£ fnddians surpect e bas ?ﬂﬂ{ﬂ'ﬁfﬂm. He
saves Lewis froen a grizzly bear.
Silas Goodrich (Yellow)
He isenansfarned froms his army unit o Lewisand
Clarks commeansd in 1804, He i r.ﬁepn'm' {
[fisherman for the corps, and provides acher
RADTR HMECETRATY.
- Joseph Whitehouse (Orange)
o Hr serves as a wailor and keepy .::j.:-?ﬁ He s
ﬁ almost Eillad on the fefferson River

: John Shields (Yellowr)
He is from Virpinia and whe olderc man af the
b parny ﬁ.rﬂ.l’n"?'ili im 1803 ar vhe age of 34. A
raleniied mam, be is .bemib.ﬂarﬁ.m:’ri RS,

boar builder and penewl repairman.

& Ruben Held (Orange)
]'Ee:.l are brothers, twe of the «Nine Younp Men
[rom Kenvuckys. Healthy and uoky, they are tuwe
af the rap buniers of the expedivion.

George Shannon (Yellow)
18 years old, o of the “Niwe Young Men from
Kenrucky”. He ir a good singer, hunver and
barseman. He gews lost occasionally, bur always
Mg nﬁugh}r iy hack.

e

Nathaniel Pryor (Green)
Dresoribed by vhe capraing as a3 man gf.bamm'r
and abilicys, be is one af the «Nive Young Men

from Keveouckys, He supervises the carpenmry ar

Camp Dubais.
Charles Floyd (Purple)
uarzermaster, be dies in Awgur 1804 because
of a faral appendicivis. He i buried om a bluff

=5 oueriooking the Misouri River in fowa. He is be

anly person 1o die on the expedinian.
George Gibson (Green)

H He enlists as one of ohe “Nine ﬁun_iMmﬁm

Kewrucky™ in 1803 and is a fine buner and
herernan and abe plays vhe fddl. He bhas some
sbills i sign language.
. Baptiste {PFarple)

Heisa ﬁrnrﬁ?ﬂ[}uj:s r rnﬁ'rpmﬁa i lving
amang Minitard and Mandan Indians when
the expedition arrives bere in 1804, He replacer
disehanged Privare fohn Newman.

Patrick Gass (Green)

8 He is eleceed Sergeans affer Floyd dearh. As a
aarpenrer, be beads the conrruciion of the Caﬁ

wyHEer guarrers, bews dugowt canoes, and b
WAIFONS 10 POTTAgE The Gamper.

Hall |
He bar a penchanr for whitkey, which roperher
with ﬂ.ﬁ‘}ﬁ' armey ﬂﬁwu’aﬁ? resids i g::#n:
marcial penalties thar ave wot afsufficient sverity
1o dirmeinr i from the pamy,

John Colter { Green)
He ir ave of vhe best bumsers in the proup, and ir
rossinely sevr out alone to scout the surrounding

ounmrside for . He is considered 1o be one
ﬁ_lfl.'ﬂ?":":':? fmﬂn mEn.

William Werner (Purple)
He serves as a cook and was probably born
i Kemruc, re e expedivion, AL
dirciplined for fighving wich Jobn Pore and i

mur-martiaied in 1804 for muniy.

William Bratton [(Green)
Skilled biacksmish frome Kencucky, be is over
shy fewr vall and square-buile. He is suffering an
excrreme pain in Bis bwer back for mensh and
is cuered r1 an Inddian swee ladye,
John Potts (Purple)
German i meneigrans and miller by made, be is a
wrurzed member af the parey. He nearly droums,
almost bleeds 1o wihen be cuts bis leg, and

s artacked by a grizz=ly bear,

Peter Weiser {Green)
He serves as s cook, and buwrer. He
isones best shors . While tie expedition
i5 ar Fory Clawsop, be is pare af the sile-making
devarl on che Onegon coar.

John Collins (Purple)
Appornred cook for Sgr. Pryors mes, s main

A mrribuion i ar one of the expediviont ber

bunrers. He ca, s sperimens no scienafically

document the Western wyldlife. '@



THE EMCOUNTERED
CHARACTERS

Hay
:.a Arikara chief, independeny, friemdly be refieses ro
TR rep mading wieh rhe Tevom Sioux

i
Take as many different primary resources as there are
face-up Characters in your Playing Area (including
Hay). so up to 4 msoumnes (each one different from
the others).
The effect of this action can only apply once.
Activating this card with a Strength greater than 1 is
useless (but not forbiddent).

- e 7 Little Raven
- O Mandan second chief of Maostonba village, met
. % during :.E':J?ﬂ_}'m}g‘na'rﬂamﬂm.

Choose one of the four primary resources. Take as many
resowrces of this type as there are face-up Characters in
your Playing Area (Little Raven included).

The effect of this action can only apply once.
Activating this card with a Strength greater than 1 is
useless (bur not forbiddentl).

- 3 Buffalo Medicine
'-l, Teron Stowx thind abief, involved in a power

* . sevuggle. He meews ohe Expedivion on the Bad
—m=t River in Seprember, 1804,
Pay 1 Food and take 1 Canoe.

4 Ebenexer Tattle
i 8 Privare, recruiced for the firne parr af the
¥ cxpedivion up w Forr Mandan. H;ﬁi‘ﬂl’ Bk
oo Saine Lowis winh Pierne Choureaus party af
[far e,

Pay 1 Wood and take 1 Cance.

- 3 René Jessaume

He bived with bir Indian HEJ? and children in
the Mawdan chiefs ﬂiﬂ?a. o helps the capraing
by providing them with imformanon abour the
warious chigs and mital politicr.

Pay 3 Furs and take 1 Horse.

e i ) Big Horse

§ W Missouri cvief imverened in made, eppecially for
! . whishey. Lewis and Clark meer bivn an the way
it back from buffalo buns in Augur, 1804,

Put 2 Indians from your Boats to the Powwow area
and take 1 Horse.

12,

- Maoses B. Reed
Privare, disc from she Corps for baving
W drsereed and reolen wespon,

Pay 2 Wood and move your Scout 2 spaces forward
on the River.

= W g John Robertson
] Inirially @ corporal, Clark demotes bim for baving
g «He GuEReriTys over Bis men mm'_ﬁnﬂg 1o siop

=== q fight ar Dubois. Hes probably the first

mam 1o laqve the expedinion.
Pay 2 Equipmentand move your Scout 3 spaces forward
on the River.
9 Joseph Barter

Al kg;;n .gﬂ[ﬂb’famd & privare in e U5
Army before being assigred auries as a boarman.
Hmuvever, be desercs seon afrerwands,

Pay 1 Canoe and move your Scout 5 spaces forward
on the River.

% 10 1. Baptiste Deschamps

‘| Ar a French boanman, be is appainied foraman
af the French boarmen in the red piropue. He is
among the men wibe, in April, 1803, navygare
the beelboar dowvariver ro 5. Lowis,

Pay 1 Food and 1 Canoe and mowve your Scout 6 spaces

forward on the River.

11 John Newman
Recruited ar Forr Massac, be i expelled from
the expedition follmwing bis cour-marrial for
R T @e&nﬁﬁpm'ﬂm af a highly
crimr el i MEMRTRG LS R o
Pay 1 Food and move your Scout 1 space forward on
the Riveror in the Mountains.

12 Charles Mackenzie
Fur mader, be works for the North W Co
- Dl Aleng with Iﬂwqu-’?&eir i frequens wxﬁnﬁ
r— rﬁi‘maﬁn during the winwer of 15804-1805.
Pay 1 Fur and 1 Horse and move your Scout 3 spaces
forward in the Mountains.
=B 13 John Dame

13, fair-haired and blue-cyed, be joins the
s for the Irs pars af the journey and comses
bace ro Sainr Lowis in we spring of 1803, He
Beas shar @ wihite pelican.
Pay 2 Wood and move your Scout 1 space forward in
the Mountains.

14 Cuoscalar
AC chief, he experss ro nade goods with
the during the winter #Fﬁ‘ Clatsap,
He pives precesss amd gifers wonsen o Lewxs andd
Clarik.
For each Strenpth that activates this card, pay | Horse
and take into your hand a Character card you choose

from the Journal of Encounters. Then refill the Joumal
in the order drawm.

15 Toussaint Charbonnean

French-Canadian fur mader, violenr and
e cowardly, be is kwowmn as che buchand af
= Sacagiwea. He wrver as an imrerprever. Lewir

aalls Pim w3 man gf we peculiar merive.
Pay 1 resource of your choice and perform the Action at
the Village place of your choice, provided that there is a
least one Indian in the chosen place. If you activare this
Character several times, you can perform the Actions
of various places or the Action of a place several times.
However, you are not allowed to use or to take into
account the resources and Indians you get as a result of
the first {or second) activation for the next activation.

e 16 E Antoine Larocque

i \ Frevech-Canadian fur mrader and explorer, be i
emiployed by the Noveh Werr Company. He wann
19 forn the expedicion bur Lewss nefuser because
.:gf'ﬁ's relations wath Brivain.

Thir Characrer bar ne effecr wihen you acrivare bim. Bur,

it E Antoine Larocque is face-up your Playing Area

when your Scout moves (due to another Character),

you “jump” the spaces where other Socouts are. Eg.: if

there are 2 opposing Scouts in your way when you are

moving 4 spaces, you actually end up moving six spaces,

since you don't count the spaces they're on!

The effect of this action can oaly apply once.

17 Joseph Gravelines

He isa French-Canadian living with the Arikara
| for 13 years. He is hived 1o condice the beelboar
as it piloy. Laver be will comeuce rome of the
Arikara chiefs ro Werhingeon.,

Thir Chanacrer bar ne effecr wien you acrivare fim. Bur,
if Joseph Gravelines is face-up in your Playing Area
when you recruit 2 new Character, you are piven a 2
Fure discount on his price.

18 Joha Boley

He iz ane af the expedivion’s reliable jo 7 EH.
Heis mﬁ:ﬂﬁffi}m}ﬂn n:_'li":.ir ng'r':fm
1o Fore Mandan, and is aignad 1o vhe rerurn
parry.

This Chamcrer bar me effecs when you acrivare bim. IF
John Boley is face-up in your Playing Area when you
set up Camp, decrease your Camp Time by 1. This card
has no affect if your Camp Time is zero. A Camp Time
can never be negativel

| ey




' 19 John Hay
As @ merchans, fur tader, and Cabokial par-
meareer; e provides § ?ﬁﬂm'aa. Since he speaks
—-=-==---'I French and Ewglith, be belps as an fuserpreser.

..'.I-.H“‘ﬂ

For each Strength that activates this card, choose one
activaring this card three times, you can, for instance,
oollect Fur peice and Wood once.)
He is the principal r.'?:.tf_,f'.s_lf'r.l's'r lower Mandan
willage, micknamed this mgrmn'ﬂuﬁ.' af his size
Wasivngron after the expeadivion
For each Strenpth thatactivates this card, choose one of
it. {By activating this card three times, you can, for
instance, collect Equipment twice and Wood once.)
s they meer the expedition in
I&EIE during it verurn fo Wanivngron.
For each Strength that activates this card, choose one
of the two resources: Food or Pur. Then collect it. (By
collect Food teice and Fur once.)
o i [ Black Moccasin
For each Strength that activates this card, choose one
ofthe two resources: Equipment or Food. Then collect
instance, collect Equipment twice and Food once.)
Yellept
qf'ﬂmwn'a:ﬂ a Yelleps
e an elega m"mr .bmr I FEJ-'I#'H_. &fr&
Pay 1 resource of any kind and rake 2 primary resources
of your choice. If you activate this Character several
as a result of the first {or second) activation to tipger
the next Action. You must use resources that had been

of the two resources: Fur or Wood, and collect it. (By
20 Big White
and complexion. He meews Prendent fefferon in
the two resources: Equipment or Wood. Then collect
Dickson & Hanoock
g .!nl.'jla:'_fﬂh Colter o join them as a mapper.
activating this card three times, you can, for instance,
] ey e
it. (By activating this card three times, you can, for
m Walla chigf, he :-:mm{].' I-I!-':":'FM whe Corps
Yeliepr bis suwomd,
times, you are not allowed to use the resources you et
previously held.

PN

: 24 Pierre-Antoine Tabeau

| Fremch-Canadian _rmader and explorer;
i!:'m':-lmfe'J ustful informarion abour Arikara
n i

Pa}rIWmdmlemdmdtakEECaunE

25 Three Eagles
Flavhead abief, be meerr the parry in Seprember,
1805, and welcomes, feads, and moaps borses with
=== phw Corps of Discovery.
Pay 2 Equipment and take 1 Horse.

oy 26 Hawl's Feather
5 Arikara chief, agrees o arrempr peace with the

Mardam,

Pay 1 Food and move your Scout 3 spaces forward on
the River.

ey 27 Man Crow
o | Awikam chigf, challenger vo Crow ar Rens ciwl
X = authoriey

Pay 3 Wood and move your Scout 4 spaces forward
on the Fiver.

Cutssahnem

Wﬁnqﬁ:ﬂm cltief, be gives Lewis a map of the
E rivers amd Tribes abeve an the great river and o5

== pusarers o pnbich be t numbers of villages
af bis navion ﬂudfr{mdf:a

Pay 3 resources of any kind and move your Scout 5
spaces forward on the River. All the resources must be
different from each other.

== 20 Black Buffalo

i & Teton Siowws chief be has good character, alt ]
* - ﬂ:ﬁ and flerce. He arker Lewsis amd Clark
s, goods and 1obacce.

Pay 1 Food and mowve your Scout as many spaces
forward on the River as there are visible Food badges
on the cands of your Playing Area and your 2 neighbors’
Playing Areas (or your only neighbor in a 2-player
game). In a sole game, take into account the Food
badges of your Playing Area and thoss of the occopied

Village places.
“_." 30 Half Man

I & Yankron Sioux chief, be warns the Expedition
i | about poweriiel and harile ribes
. powerfis

Pay 1 resource of any kind and move your Scout as
many spaces forward on the River as there are Scouts
locared on or farther ahead of your Camp (your own
Scout included). In a solo game, Alexander Mackenzie

is considered 25 a Scout.

s Richard Warfington

mrmwmﬁ e lecads che crew manning
:?_mmgw a it awends the Missouri River
===~ nnd braelr whe revurn orip from Mandan willager.

Pay 2 resources of any kind and maove your Scout as
many spaces forward on the River as there are Indians
in your Boats. Do not take into account the Indians
placed on the cards of your Playing Area.

32 James Macloay
Fur trader, explover, Scotman, sperbaps the most
4 Wdely m:?ed:glf'r&r ARy TS mets, he i
the creavor af the mart co fu'(le Missouri River
map used by Lewis e Clar
Pay 1 Horse and move your Scout foreard 3 spaces,
either on the River or in the Mountains; not both!? If
activated more than once, each multiple of 3 can be
either River or Mountains.
33 Weunche
Kambton Nuboa first chief, be sp s pea
weed far mading nm:r ulﬂlf
ﬂudqf'."ﬂspeup iy ) rmnugumam’
ammiinen 1o fully coopenave.
Pay 2 Equipment and move your Scour as many spaces
torward in the Mountains as there are visible Equipment
badges on the cards of your Playing Area and your 2
nedphbors’ Playing Areas (or your neighbor in a 2-player
game). In a solo game, count the Equipment badges
in your Playing Area and those in the occupied Village
places.
= 34 Plerre Dorion
Married w a Yinken woman, be joins the

axpnim.:-n as an inverprever. In April 1805, be
s s senr back ro St.Lowds uvith chiefi of the Yankton,
b, Ore & Mivowr mribex

Pay 3 Furs and move your Scout forward 2 spaces in
the Mountains.

35 The Partisan
Tevan Siowx chiefl be is mercurial, and s

far v wirth Black Buffale. He meen Lewir
and Gl

in @ rewse sinwaon on ghe Misoury

in Sepremiber 1804,

Pay 1 Food and activate one face-up Character, of
your Playing Area or any players’ Playing Area, once,
regandless of the Strength originally used to activate
that Characrer (same Action as Shamanism). Eg: If you
give the Partizan 2 Strength, you can copy peo face-up
Characters’ Actions, or copy the Action of one face-up
Character twice. You are not allowed to use or to take
into account the resources and Indians you get as a
result of the first (or second) activation for the next
activation.

- 36 Micholas Jarrot
| French oirizen, be terver as an ingerpreser for
atil Lowas when be meers the Spanirh Governor, He
il gifers bis land 1o build Camp Dubois and sellr
gear and supplies for the journey .

Thir Chanacrer fas ne effecr when you acrivase fim. But
if Micholas Jarrot is face-up in your Playing Area when
you move your Scout forward on the River (thanks to
another Character), add 2 spaces to one movement on
the River (the Strength piven to the other Character

doesn’t marter).



| 37 Régis Loisel
French-Canadian fur mader and exploner ar La
Charetee, on she Missours Riven

For each Strength thatactivates this card, choose one of
the three resources: Equipment, Food or Wood. Then
collect it. {By activating this card three times, you can,
for instance, collect Equipment once, Food once and
Wood once.)

® 38 Hugh Heney
= | Canadian fur mader, a apery sensible, intellipent
z BN wans, he knows the Teron Siowus like no other
s wbite man, Hewey sends some suabebite medicine
o Lewys & Clark.
For each Strength that activates this card, choose one
of the three resources: Fur, Food or Wood. Then collect
it. (By activating this card three times, you can, for
instanice, collect Pur once, Food once and Wood once.)

u- 39 Blacl: Cat
E E Grum' Clhie, of che Mandan willages, be poseues

rmeness and iecelligences. He mpf-ﬁﬁ
.d:r meriome wirh food during the winger ar
Farr Mandan,
Take 2 primary resources of your choice. They can be
different or identical.
40 Twisted Hair

o Nez Perce chief, @ wcheerfid man winh appanmi
Jinaerivys, belps burld dugout canoes

Pay 1 Canoe and take 2 Canoes. If you activate this
Character several times, you are not allowed to nse
the resources you get as a result of the first (or second)
activation to trigger the next Action. You must use
Canoes that had been previously held.

‘-'i Cameahwrait
Eb.:l.ﬁ‘.:.::lur chief, be it Sacagmuen’ brodher. He
| provides Lewns and Clark gﬁmﬂy and homes

== 10 repay chem for newniting Wm wxch s lonp-
fasr xirmer;
Pay 1 Canoe and take 1 Homse or pay 1 Horse and
talee 1 Canoe,

432 Broken Arm
E Nez Perce chief. Homess and generows, be gives

whe Carps borses and desirer 1o muke pagoe with
L the Shoshone.

Pay 1 Equipment and talke 1 Harse.

— 43 Comcomly
ﬁ Chinoak chief, mast povwer ol lazder ar the mouth
of the Colummbia, be ir describod as wa shrewd old
= Jp! vage with bur one eyes. He is friendly o the
e expriorem.
Pay1 Equjpmenr 1 Food, 1 Fur and 1 Wood and mowe

your Scout 7 spaces forward on the River.

14

44 Little Thief

Ar wie Otork laading chief, be i5 a shrewd tader
and a clever diplomar, In Mavch 1805, he meeers
with President feffersan, whe prowmises made goods
and wells im be hopes for peace.

Put 1 Indian from your Boats to the Powwow area and
move your Scout 1 space forward on the River per pair
of resources of any kind you have on your Boats. The
resources do nothave to be identical. Do not pay your

resources,

45 Watlouwels
Sbeis g Nex Perce woman whe lived a b
waeh wbize aden, wbe rreated ber well
ber tribe plorring to kill the Carpr, jh‘ﬂﬂ‘:'lbﬂﬂ
10 do «rep bueres 19 the explorers.

Pay 1 resource of your choice and move your Scout
as many spaces forward on the River as there are
face-up Characters in your Playing Area (Watkuweis
induded).

46 Daniel Boone

: nelary pioneer, be &5 the fire White colonist
of Kennucky He bar blazed hir Wildernes Road

vieugh the Appalachian Mewnsains. He might

Pave mer the i,

Pay 2 resources of any kind and mowve your Scout as

many spaces forward on the River as there are Indians

in the Village (on the game board).

i o Old Toby
5&&5&& Bgnnﬂ’(. be ir sene by Cameabwais 1o
leadche won across the Rockier. He guides
Clarks explanacion af the Salmon River.

Pn;r 1 Canoe and 1 Horse and mowve your Scout & spaces

forward, either on the River or in the Mountains; not

both! If activated more than once, each multiple of &
can be either Biver or Mountains.

L]

ws 48 Coboway

. He is the only Clawsap lrader 1 make recorded

T comace wieh she Expedivion. He exchanges sane
goodr, including a fea owrer pels, for fish hooks
and a small bag af Sbarbone robacco,

Pay 1 Equipment, 1 Food, 1 Far and 1 Wood and move

your Scout 4 spaces forward in the Mountains.

49 Crow at Rest

Grand Arikara chief] be is frterstad in nﬂnﬁng
buffilo shin. He asmaves the Corgs that the Aribana
pevos e et e omaved o2 im S t"l_]-' and it pace
wxrh e A madan ir desy)

Pay 2 Furs and 2 Equipment and move your Scour 3
spaces forward in the Mountains.

50 George Drouillard

The son af a Fremch-Canadian and a Shawsee
" mather, be is baewn asa skillfil sout, woodoman,
.pzm'lm‘n;:ww He aften conducys special meissions

Jfor Lewss and Cla
Put 1 Indian from your Eu:-aE to the Powwow area and
pay 1 resource of any kind. Then move your Scout 2

spaces forward in the Mounrains.

51 Tetoharsky

Nez Perae Chief, be helps the Corps cross the
Smake River. He arw as an advance man and
rranslarer and belps secure friendly relations wich
wie Imianr of ohe upper Colu

Put 1 Indian from your Boats o the Powwow area. Then
move your Scour 1 space forward in the Mountains per
group of 3 resources of any kind you have on your
Boats. The resources do not have to be identical. Dio
Not Pay your resources.

Vi One Eye
: | Cme Eye, @ b.a. Le Borgwe, was the most notorious
-'k | chizfon the upper Misouri, Having an infamonus
- ataion, be iy deoribed & cruel, i'r.!iwwm', and
il-temnpe red.

Pay 2 resources of any kind and move your Scout as
many spaces forward in the Mounrains as there am
of Scouts located on or farther ahead of your Camp
{your own Scout induded). In asolo pame, Alexander
Madcenzie is considered as a Scout.

53 Sacagawea

Shoshone Indian, she joinr the expedition wirh
ber busband Tousszing Charbonnaau and gives
tirnh during rhe journey. She is vhe puide and the
inrerprever af the pary.

Perform one of the Village Actions, whether the
Action location is oocupied by Indians or not.

You are not allowed to use or to take into account
the resources and Indians you ger as a result of the
first {or second) activation for the next activation (For
instance, by activating it twice, you cannot collect 2
Wood using the Crafts and then make a Canoe with
thesa 2 Wood).

Cut Nose
E Nez Perce chief, be provids three puides 1o the

ﬁ}?ﬂi”ﬂ'ﬂ I CPaLT Be 1 MR N,

Rm Chanacrer bas ne effacs when you acrivare m. Bot
if CutIMose is an Active Character of your Playing Area
when you move your Scout forward in the Mountains
ithanks to another Charmcter), add 1 space to one
movement in the Mountains (the Strength given w
the other Character doesn't marter).



SoLo Varranr

Set Up
Set-up proceeds in the usual way.

Then place one of the remaining Scouts - who will be called Alexander Mackenzie - on
a route space berween 0 (easy level) and 7 (expert level) spaces upriver from Saint Louis.

Place the 8 resource badge tokens on the Village locations according to their backs
imatching the illustrations on the board).

In the Solo pame, you apply the same rules as for the mult-player pame except for
the two following differences:

I- Primary Resources Collection

In this variant, each place where an lndian is present in the Indian Village provides
the resource comesponding to its resource badge.

Dhring a collection, add up the number of badges of the resource being collacred that
are visible in your Playing Area and on the occupled places of the Village.

Chalrick pliys the Hunter with 3 Chanictar card having 2 Swength of 3. The Hunting and Sham dwinn
plices ave occupiad; they provide one Food edch that is added to the Food provided by the Food badge
in ﬁle.ﬂd_:,l'rg..-lnd’. Cddrick cam :!.hn.:ﬁn gk A3 = O Foad shankr to thic Assion,

2- Your Opponent : Alexander Mackenzie

After you have finished your turn, move the Alexander Madeenzie fipure one space
forward on the route. This figure is treated as a Soout.

You win the pame if you manage © sectle your Camp in Forr Clatsop (or beyond)
before the arrival of Alexander Mackenzie at Fort Clasop.

Al mder Mackenzie weas a Scomish orer. In 1789, be sev out by canoe on the river
knoum as the Debobo (later nenamsed the Mackenzie River in bis honor) following ir ro
fas mouth in the hope af finding the Norchwes Pauage to the Facific Ocaan. He fmi‘d up
reaching vhe Arcrie Ocaan. He ser owr apain i 1792 and crosed ever the Coast Mowntains,
ﬂﬂ'ﬂﬁﬂ' the Bella Coola river, he reached the Facific coast on 22 July 1793. Thus be
mmplerad the fire recorded aase i wen mansentinenial crossing of North Amerioa nardh
af Mexion,

\

GAME Turn

Perporst 1 coMpPULsSORY ACTTON:

Eithera card from your hand, accivated with
Serength from another Charmacter-card Fla.}le.:'l
face deown and/or Indians,

H g A

O an Indian "!"ill:.g-: Action. Flace:

L] ].Indi.a.n.nn.mernP't}rcl.rrJ.e .::":,
* aor from | to 3 Indians on a
mu:l.r.lnﬂu, n].rud.rm_p]ed J
or ermprey ot
Two phases are oF:lamLEa:hqfd:.mmn
bedamampetﬂm.,b-dbmn::fmr the
cnmpulw:u}rﬂc:inm
#  Bacroit a new Character
*  Serup Camp

STARTING CHARACTERS

Take resources from the Stock,
up to the total number of

visible badpes of this resource in

your and your two neighbours’
. | Mlaying Areas.

wp

S 56§

s

%27 Take the Indians on the pame
i | board and add them to your
: | Expedition.

72 | Discard the last card in the

E journal.
d

L2 | Mewe your Seout forward on the
#=4 | River or in the Mountains and

1
i i} resoLrces,
P

A Scout movement can never end on
the same space as an opponent’s Scont.

RECRUIT A NEW CHARACTER %35

Add a Character from the Journal m your
hand by paying the cost in Furand Equipment
|::Fil.l:l: of the E.q_uJFm:m: cost can be swuib}r
di.mnrdlng ohe card from p:-urhﬂ.n.d,].

“I

SET Up CamMr

1. Place all your Indians back on your
Boats,
2. Calculare your Time spent in Camp
{equal to sum of Time jcons on
the camds still in your hand and on
ur loaded Boats).
ﬁwe your Scout backwards by the
same number of spaces as your Time
spent in Camp.

ol

4, ing your Camp up to your Scout.
5. Take all the cards JEacIL into your
hand.

VILLAGE ACTIONS
Take directly 1 food and 1 fur.

Take directly 1 equipement and
1 wood
Take directly 2 furs or 2 woods.

Pay 3 wood and add one Boat to
your Expedition.
Driscard cards from your hand and

renew the Journal of Encounters’
cards. i

Omce only, copy the Action of a L
Character card already played by
another player or by yourself.

Obtain up w 3 Canoes.

G8RIBO

o
]
N,

3

Obtain up w 3 Horses.

Do

Visit our web site www.ludonaute.fr. and find videos, FA.Q. ...
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play the peezman in Touks= @



Win the race to the West and make history!
Each turn, choose which side of your cards will be played.

Each step of your journey, manage your Expedition’s resources sparingly.

Each game, create a new party of Characters.

1 game board

5 indreidual boards
12 Boat tiles

20 various tokens

5 Scout Agures
18 Indian fignares

84 Character cands
Garme rules
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