Rules for Roaring River Board Game
Goal: To make it from New Madrid, MO to New Orleans, LA in the quickest time and     with the most cargo.
Players: 2-4 players

Time Frame: 20-40 minutes
Equipment: One die and 2-4 game pieces for each game.
Setup: 
Players begin the game with $100 dollars to spend on food, ammunition, cargo, and supplies prior to the start of the game. Items are purchased in $10 increments. Items available for purchase include the following:

· Ammunition: Ammunition is used to protect your cargo. Players may draw cards that require the use of ammunition for the protection of their cargo.
· Food: All players must purchase at least $10 worth of food at the beginning of the game. Players may draw cards that result in the loss of food.
· Supplies: Supplies are used for maintenance.  Players may need supplies to repair their raft during the journey.
· Cargo: Players can lose cargo during the trip so they should purchase cargo with the goal of maximizing cargo while still having some of each of the other items.
Players can elect to retain some of their money if they choose. Keeping a small amount of money on hand could help a player in the game, but cards can be traded in cities at a 1:1 ratio.
Types of Spaces on the Game Board:
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  Normal Spaces: Player stops without any consequence. 
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  River Card Spaces: Player must draw from the pile of cards labeled “River   Cards.”  Cards are to be discarded after being drawn. 
  City Card Spaces: Player must draw from the pile of cards labeled “City Cards.”  Cards are to be discarded after being drawn.


  New Orleans Space: This is the final space on the board. Each player must draw a New Orleans card to finish the game.  Cards are to be discarded after being drawn.

Game Play:
1. Each player rolls the die. The player rolling the highest number goes first.
2. Players roll to proceed down the river.

a. Players may land in cities because of a die roll.  

b. Players may choose to stop at a city if their roll of the die is greater than the amount of spaces to the city.  For example, if a player rolls a 6 and the nearest city is 2 spaces away, he/she may choose to stop in that city.  After stopping, the player must wait to roll again before advancing.

3. Reasons for choosing to stop at a city:

a. In cities (and only in cities) players may trade unneeded goods for needed ones. Goods are traded with the bank at a 1:1 ratio. For example, if the player is out of ammunition but has plenty of supplies, he/she may choose to trade some supplies for some ammunition. A player may also spend any money on anything they choose in a town.
b. When players land on a city space, they MUST first draw a City Card before trading any goods. A player may NOT trade in New Orleans.
c. Players must retain $10 worth of food at all times.
4.   Players may trade goods with one another if they end up on the same space.
Point System:

· Speed Points-Based on the order in which the player reaches New Orleans.
	Position
	

Point Value

	First
	3

	Second
	2

	Third
	1

	Fourth
	0


· Cargo Points- Based on the amount of cargo the player reaches New Orleans with.
	Cargo Load
	

Point Value

	Most
	3

	Second Most
	2

	Third Most
	1

	Fourth Most
	0


· How to win: the winner is determined by adding BOTH the speed and cargo point totals.
