- Disceveries

L,Tﬁ(]?f{fﬁdg of” 2vis a Clark,

Between 1803 amd 180¢, the Lewis oamd Clavk Expedition became the fivst Amevicam pavty to travel acvoss the Novth Amevicam contivent from the
Mississippi to the Pacific amd veturn. Duving those three years, the expedition's leaders, Meviwether Lewis amad Willioam Clavk, along with Sevgeamt Gass
amd Sevgeamt Ovdway, wrote page after page i their journals, Aescriving new plamts and amimal species which they had discovered, and Avawing

wmaps of aveas previously unkwown to Amevicawms.

President JePPevson's instvuctions - June 20th, 1803

The ovject of your missiow is to explove the Missouvi vivey, & such principal
stveam of it aas by ks course amd communication with the watevs of
the Pacific oceam..may obfer the wmost divect & practicable water
communication acvoss Hhis continent for the puvposes of commerce.

Beginning at the mouth of the Missouri, you will take obsevvations of
latitude amd longitude at all remavkable points ou the vivey, and
especially at the mouths of vivers, at vapids, at islamds, & other places
& ovjects Aistinguished by such natural marks amd chavacters of &
Auvaple kind ais that they may with cevtainty be vecognized heveatter.
The course of the viver between these points of obsevvation may be
supplied by the compass, the log-line & vy time, covvected vy the
obsevvations thewmselves. The vaviatious of the compass too, in Aiblevent
places should be noticeA.

The commerce which may be cavvied on with the pecple mhaviting
the line you will pursue, renders a knowledge of these people important.
You will thevefove endeavor o make yourseld acquainted, as far as a
Alligent pursuit of your journey shall adwit,

*  with the names of the nations & their numbers;

* the exteut & limits of their possessious;

®  their relations with other tribes or wations;

* their language, traditions, monuments;

* their ovdinavy occupations i agviculture, fishing, hunting, waw, awts,

& the implements for these;
® their Pood, clothing, & Aewmestic accommodations;

About the term "American Indians"

In this game, we have opted to use the term "American Indians" as
opposed to "Native Americans". The most recent survey conducted
by the US Census Bureau (1995) of Americans commonly known
as "Indians" indicated the following: almost 50% prefer the term
"American Indians"; well over 37% prefer "Native Americans';
over 7% preferred some other term (including those who self-
identified as "Alaska Natives"); and almost 6% expressed no
preference. We have chosen to use the term by which the largest
part of this group self-identifies: American Indians.

Please note: the spelling and punctuation errors in the
quotations from the journals of Lewis¢>Clark are present in the

 original manuscripts.

* the Aiseases prevalent among thew, & the remedies they use;

* woval & physical civcumstamce which Aistinguish thewm from the
Hribes we kwow;
* peculiavities in their laws, customs & Aispositious;

® and avticles of commerce they may need, ov fuvuish, & to what
extent.

Other ohjects worthy of uotice will be

* the soll & Pace of the countvy, its growth & vegetable productions,
especially those not of the US.

* the aunimals of the countvy gewerally, & especially those not kuown
in the US.

®  the vemains & accounts of amy which may be deemed vave ov extinct;

®  the mineval productions of every kind; but move pavticulavly metals,
limestone, pit-coal & saltpetve;

® salines & mineral waters, noting the temperature of the last & such
civcumstamces as may indicate their chavacter;

® volcamic appeavances;

® climate, as chavactevized by the thevwmometey, by the propovtion
of vainy, cloudy, amad clear Aays, by lightening, hail, swow, ice, by the
access & vecess of frost, by the winds prevailing at Aiflerent seasous,
the dates at which pavticular plamts put fovth ov lose theiv flowey,
ov lea times of appeavance of pavticulav bivds, veptiles ov insects.
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TR .1 game board (the Camp)

Place the Camp (the main game-board) in the middle
of the table.

The Camp is divided into 4 areas:

¢ the Reconnaissance Area
with 3 Discoveries cards
to explore.

ﬁu

* the Meeting Area with 3
available Tribe cards.

; o~
‘ '..gu-.'}

e the Left Bank, where
players' discarded "Walk"
and "Ride" dice go.

* the Right Bank, where
players' discarded "Journal"
and "Negotiate" dice go.

¢2 30 colored special dice

In addition to the officers, there were 30 enlisted men in the
Corps of Discovery.

Each die represents one of the members of the Corps of Discovery.
Some of them are your close friends (the dice of your color), others
are "neutral” (the gray dice), others are faithful to your opponents
(the dice of their color).

Near the Meeting Area, create a neutral supply of gray

dice as indicated in the chart below. The remaining
gray dice (4 in a 2-player game, 2 in a 3-player game) are
put back in the game box.

Number of players ‘

Number of gray l
dice in the supply

5 dice in each of four colors + 10 gray dice

%ﬂ:ﬁ .x5 %, i x5 .x5

Each explorer (die) will be assigned one of 4 different tasks
depending on which face is up:
00 49

o Walk (2 faces)
0
2
A A

» Ride (1 face)
* Negotiate with American Indians (1 face)

¢ Journal Writing (2 faces)

2

¢? 55 double-sided playing cards: Tribe/Discoveries

The chart below shows how many of the 55 cards are
needed for each game, depending on the number of
players. Shuffle the 55 cards and create a deck that's the
appropriate size by randomly removing the unneeded cards

(for example: a 4 player game would have 5 cards discarded).

Number of players ] 2 ] 3 ‘ 4
Number of cards i30 i 40 i 50

Players may examine the cards which are being discarded
before they are returned to the game box.

Cards will gradually be brought into the game from the deck
and placed on either the left side (Meeting Area) or the right side
(Reconnaissance Area) of the main game board (the Camp): Tribes
Jace up on the left, and Discoveries face up on the right. Once a
card has been brought into the game, its face can never change!

Tribe side

Each card shows an Action or a permanent effect. These
Actions can be activated with the dice currently held by the
card's owner.

k:‘?— Friendly
Tribe type
‘ Wary

American Indian tepees
Effect of the Action
Card Number

[ TR T
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8 Se/tf ¢ 4 individual boards, in the color of each player
Each player chooses a character. He takes the R ’I
corresponding individual player-board, journal cover =
4 Pl'ace th.e de‘ck you have created near the board, and the 5 dice of his color. He places them in front of him, =
Discoveries side up. making sure the proper side of the journal cover is facing
ide for 4 pl , the other for 2 or 3 pl .
5 Draw the top three cards and place them Tribe side i (et Side for & playets, the SRR R R
up in the Meeting Area as shown. Unused colored dice and boards (in 2 or 3-player games) are

returned to the game box.

6 Draw the next three cards from the deck and place

them Discoveries side up in the Reconnaissance Area.

Your individual board is divided into:

* the Exploration zone, where the
Discoveries card you are currently
exploring is placed

In your introductory game, if these 3 cards are special cards
(numbered over 37), re-shuffle them with the deck and draw

3 new cards.

e the Dice Stock

Discoveries side

Each card shows one of the areas the Expedition will be going
through with one or more potential paths from the bottom
to the top of the card.

Possible paths along the Rivers or in Mountains i ; !;fz 318115024

KT 1217040

e the Journal zone, where
| you record the Discoveries
you make during the game

Species living in the area Discovery points (worth
between 2 and 10 points)

There are 4 types of species: Fish (x4) Birds (x5) Mammals (x6)
and Plants (x7). =

* the Action zone, which can grow as you get Tribe cards
during the game

5 8 Players choose their first Discoveries card
The Start Player is chosen randomly.

The Start Player picks one of the three available Discoveries
cards and places it in her Exploration zone. Then she draws
the top card from the deck and places it in the now empty
spot of the Reconnaisance Area, Discoveries side up.

Then, going clockwise, the other players do the same
until each player has one Discoveries card in their
Exploration zone.

Lastly, every player rolls their 5 (_liée and places them
in the Dice Stock of their individual boards.

You are now ready to start the game.




In this game, you play one of the Expedition leaders: Lewis, Clark,
Gass or Ordway. Your goal is to compile as much knowledge
as possible in your journal, thereby advancing science with
your discoveries.

You can record three different kinds of data in your Journal:

s geographical: you map the territories you go through
* biological: you discover new plant or animal species
o ethnological: you meet and learn about American Indian tribes.

During the game, you get Discoveries cards to add to your
Journal. At game-end, the player with the most Discovery
points is the winner.

There are three different ways to score points. At the end of
the game, you add up:

* the points shown on the Discoveries cards of your Journal

» the points given for each set of animals or plants of different
types which you have described in your Journal

* points corresponding to how well you rank in tepees, on
the Discoveries cards of your Journal and the Tribe cards in
your Action zone. These tepees represent your knowledge
of the American Indian tribes inhabiting the West.

q“‘(( A
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“Pvesident
JebPevson chose
his vrilliant
secvetavy tolead
an  expedition
AcCvoss the
Awmevican coutinent. Lewis'
eAucation and avmy trvaining
as well as his skills as & hunter
amd am outdoorsmam made him
the man for the job. He was
a Laiv and wise leadey, with
am ntevest i watuval histovy.
Lewis' jourmals provide a huge
amount of Aetailed Aescriptions
of the jouvrney. These weve
published posthumously.

As a Sevgeant,
Johu ovAwary held
vespowsibility for
one of the thvee
| squads of the
expedition. He
was o skilled obsevvey, taking
wotes of the Amevicom IwAioms'
custowms, lamguages...and even
their games! He Laithfully
vecovded Aetails of the
weather amd the amimal species
which weve ewcounteveA.

Letter of ). Ovdwary to his
pavents, Apvil §th, 1804

We ave to ascend the Missouvi
River with ot boat as fav axs i+ is

Thomas Jedffervson
summing up his fovmer
secvetavy's life

[He was] of courage undaunted,
possessing a Pivwmuess &
pevsevevamce of puvpose which
wothing but impessivilities could
Aivert from it's Aivectiow...

nawvigable amd thew go by lamd,
to the westevu scean, i wothing
preveuts, &c... Wee expect to ve
gone |8 wmonths ov two yeas...1#
wee make Great Discoveries as
we expect, the United States,
has promised o make us Great
Rewards wmove thaw we ave
promised, &c.

%

Garme Querview
To win, you need to obtain Tribe and Discoveries cards.

Your dice rolls determine the Actions you can take.

You can use your dice as well as the dice of other players and
the neutral gray dice.

Game Tum

The Start Player goes first, followed by the other players in
clockwise order. This is repeated until the end of the game.

On your turn, you must choose one of the following
two options:

d[(,— play dice in your Action zone or on the game board.
This allows you to: prepare for or finish an Exploration;
change the face of your dice; or possibly get new actions
as a result of your dice placement;

OR

(B— get dice from the game board; or from your and
your opponents' individual boards; or both.

Note: In this game, the dice are NOT re-rolled every turn, but
only when they come back in your Stock. You need to manage
your dice like resources.

William  Clavk
was wvited by
his fviend Lewis
to shave the
leadevship of
the expedition.
The two wmen tvusted each
other implicitly. Clavk was
the Covps' cavtographer and
produced detrailled waps.
APter the expedition, he sevved
as Govevuov of the Missouvi
Tevvitovy amd Supevintendent
of InAiom APLarivs.

Patvick Gass
began the
expedition as a
private. Aftev
| Floya died, he was

chosew to veplace
him n the Pivst vecovrded
Aewmocvatic election west of
the Mississippl. His jourual was
the fivst o be published, n 1807.
At almost 99 years old, he was
the last mewmver of Hhe Covps of
Discovery to pass awary in 1870 .

Letter of M. Lewis to W.
Clavk on June 19, 1803

... theve is anything under
those civcumstances i this
ewtevprise, which would induce
you o pawticipate with me n it's
Latigue, it's Aamgers & it's homnors,
believe me theve is no man on
eavth with whom | should feel
equal pleasuve i shaving them
as with youvself.

[Lewis] Ovders, August
26th, 1804

the Commanding officevs
ave still Purther confivmed
in the high opinion they had
previously formed of the
capacity, deligeuce and
integrety of Sevgt. Gass, from
the wish expresssed by a lavge
wmajovity of his comrades for his
appointment as Sevgeant.

A
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i { A- Action

(P&xy dice from your Stock inte yowr Action 3one

1he members of the Expedition go on missions under command of their Captains or Sergeants.

Choose one of the Action faces currently in your stock. From your Stock, take as many dice showing this
Action as you want (at least one die) and play them into your Action zone (individual board + Tribe cards).

Important points: * You must play at least one die.
* You can only play one kind of Action face on your turn! For instance, it is forbidden to play
AN both Walk dice and Negotiate dice on the same turn.
e/} /; * Itis possible for a player with enough dice to accomplish a number of different Actions per

turn; but the same Action can only be accomplished once per turn!

. SR * You can accomplish Actions in whatever order you choose.

Please note that the two types of actions are handled different in several ways. Rules that cover one kind of action does not

necessarily also refers to the other.

* Taking a Friendly Tribe card .. ﬁ F=R | @
o ®

e
» Changing the dice l? %

Change of plans ‘? L L

* Taking a Wary Tribe card

As soon as the required die (dice) is set on it, it is triggered. Its
effect is applied immediately. The effect cannot be postponed
until another turn.

Once the triggeredAction's effect is applied, discard the die
or dice to the appropriate Bank of the Camp board.

This symbol means that the die must

‘..-——' be discarded onto the Camp board.

e Actions requiring (wsually) more than
one twrn

e Horse ride dhe _’dﬂ_ﬁ‘ﬂf /:| o

o Hike

* Mountain expedition

o Aswell as the Actions of the Tribe cards numbered 1 to 36.

These are all Exploration Actions. To complete these Actions,
several kinds of dice are often required. Thus, several turns
are necessary to trigger these Actions, since only one type of
die-side can be played in a player's turn.

The "Journal" dice must be placed last on Actions which
require them, after the other prerequisite dice have been placed
in earlier turns.

R




'.\ »

Taking a Friendly Tribe card ], Taking a Wary Tribe card'. | <Y
2 m® 2@ ®
An explorer takes advice from friendly American Indian tribes. Two explorers are sent to negotiate with wary tribes.

- Trigger this Action with one "Negotiate with American Trigger this Action with 2 "Negotiate with American Indians"
Indians" die. Discard this die to the Right Bank of the Camp. dice. Discard these dice to the Right Bank of the Camp.
Effect: Effect:

Take 1 Friendly Tribe card (showing a Sun icon) from %557 Take 1 Wary Tribe card (showing an Arrow icon)

among the available cards in the Meeting Area. Place ™~ from among the available cards in the Meeting Area.

it in your Action zone. Place it in your Action zone.

Then take 1 gray die from the neutral stock next to the board. Then take 1 gray die from the neutral stock next to the board.
Roll the gray die you have just taken and place it in your Roll the gray die you have just taken and place it in your
Dice Stock. Dice Stock.

If the stock of gray dice is empty...

If you have to take a gray die and the stock is empty, the player with the most gray dice in their Stock and Action zones must
give you one, irrespective of the dice that are on the Camp board (if there's a tie, you choose the tied player). This player chooses
which one of hers to give, from her Stock or sitting on an Action icon. Roll the gray die you've just been given and place it in
your Dice Stock. If you are the player with the most gray dice, you do not get a new one.

Notes

* It is possible to get 2 Tribe cards in one turn (one Friendly and one Wary). However, you cannot get two Friendly Tribes or
two Wary Tribes in the same turn: that would be performing the same Action twice, which is never allowed.

* You are not allowed to use a gray die the same turn you get it.

* The Meeting Area gets replenished at the end of your turn, not each time you get a Tribe card.

Changing the dice 2 % Change of plans ? [ "L

These explorers’ missions have been redefined. The explorers have decided to change their route.

Trigger this Action with any die and discard it to the appropriate Trigger this Action with any die and discard it to the appropriate
Bank on the Camp board. Bank of the Camp board.

Effect: Effect:

Exchange the Discoveries card in your Exploration zone with

Choose 1 or 2 Dice from your Stock and turn them to the face . d fiiee :
any Discoveries card in the Reconnaissance Area.

you want (must be the same face for both dice).

Note: You are not allowed to play the dice you have just changed
~this turn, even if you chose the face you are currently playing.

|




s The Explomtion Actions

These Actions allow you to add Discoveries cards to your
Journal. Once explored, these cards go under your Journal's

cover to hide them from the other players; but you can look

at your own cards any time during the game.

Exploration is done in at least two steps: first, you go and explore (by
walking or riding, for example); then you record your discoveries
in your Journal. You can't write about discoveries you haven't

discovered yet!

All these Actions require one or several dice to
be placed first. Then they are activated, later in
another turn, by placing a Journal die, which
triggers their effect.

You can play your prerequisite dice in whatever order
you choose.

You MUST play the prerequisite dice BEFORE you play the
Journal die to trigger the effect!

When you play dice on an Exploration Action that requires

placing one die and getting rid of one or two more, you
must play all the dice at the same time.

,»-;‘«f.::,.s-*‘ — / N
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e Triggering Exploration Actions

When you trigger the effect of Exploration Actions (after

placing Journal dice), the total of your Actions must allow

you to cross, from bottom to top, the entire length of the
Discoveries card in your Exploration zone.

Your Exploration Actions MUST match the kinds of terrain
(icons), and the order in which they appear, starting from
the bottom of the card. A move made with an Exploration
Action cannot be split or rearranged.

"
An Exploration Action can never be split into two parts, with
a different Exploration Action between the two parts.

If a Discoveries card has several paths, you may choose the
- path your explorers will travel, provided it leads from the
- bottom to the top of the card. The other possible routes on
the card are ignored.

7
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At azisiane

You must play two Walk
dice first (1): set one die
on the Action's Walk icon
and discard the other to the
Camp board. Later you play
a Journal die (2) and explore

three Mountains.

A

You can choose this path

The prerequisite dice are set
on the Action icons in the
order of your choice: (1) then
(2) OR (2) then (1). Later
you play a Journal die (3) to

trigger an exploration.

For instance, this Action
requires you to use three
identical dice: you must
simultaneously place one die
on the Action and discard
the other two dice to the
game board.

triggers the effect of the
Exploration Action.

or this path




“on The Exploration Actions on the Tndividual Boands

Horse ride dERAIE AN & zes
3@1 E 4
A horseback rider has explored two trails along the River.

Precondition
1 Ride die. Set it on the Action's Ride icon.

Effect

Explore two Rivers.

i |25 7

back, one of them has rested at the Camp.

Precondition
Precondition: 2 Walk dice. Set 1 Walk die on the Action's Walk
icon and discard the other to the Left Bank of the Camp board.

Effect

Explore three Rivers.

The explorers have gone through two passes. They left in a group
of three to support each other through the rough terrain. On their
way back, two of them have rested at the Camp.

Precondition
3 dice, all showing the same face. Set 1 die on the Action's
question-mark and discard the other 2 (identical to the first

die) to the appropriate Bank on the Camp board.
Effect

Explore two Mountains.
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Example 1

On his turn, William sets two Journal dice on two Exploration
Actions (Hike and Mountain expedition) - on earlier turns, he
had set the prerequisite dice. This allows him to explore three
Rivers and two Mountains or two Mountains and three Rivers.

PV
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Exploration is immediately triggered. The
Discoveries card in his Exploration zone (card
number 35) shows a path with two Rivers and
two Mountains. The card is thus explored and
placed in his Journal under its cover.

Then William chooses a new Discoveries card from among the
3 available cards in the Reconnaissance Area and places it in his
Exploration zone.

Note: with the Exploration Actions he has,
William couldn't explore card number 22
(right) in spite of it showing three Rivers and
two Mountains in total: the two Mountains are
not part of the same range. These Mountains
have to be explored with two different
Exploration Actions.

Note: You are not required to use ALL of the moves of an
Action. For instance, you might trigger an Action which
allows you to move over three Rivers, but you only need
to go over two Rivers. However, in such a situation, the
leftover move or moves are lost! They cannot be used later
in the same turn!

Note: If you have 4 Journal dice, you can trigger the Mountain
Expedition in only one turn.




| Kz Enxcploring twe cands in a row
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If you still have Exploration Actions left after crossing a
Discoveries card, they can (if you have enough of them) allow
you to fully explore one of the three cards in the Reconnaissance
Area of the main board that same turn. Take this card, too,
and place it in your Journal.

If you explore more than one Discoveries card at a time,
the two cards make up one journey. In other words, if you
do not need all of the moves which a particular Action
provides, the remainder of that Action can IMMEDIATELY
be applied to crossing over to the next card. As always, the
order of icons in an action cannot be split and used later
or rearranged.

You can explore a maximum of two Discoveries cards per turn.

Bonus: if you successfully explore two Discoveries
cards in one turn, you may take another turn
immediately after this one ends.

W

e End of Exploration

From the Reconnaissance Area, choose one Discoveries card
from the 3 available (or 2 available if you have explored two
cards in one turn) and place it in your Exploration zone.

Take back ALL remaining dice from ALL your triggered
Actions, whether that Action was actually used for Exploration
this turn or not! Players can't "reserve” a triggered Action for
a future turn: use it now, or never!

Re-roll them, and place them in your Dice Stock. These die
must not be played again this turn.

Example 2 - Combined exploration of two Discoveries cards

Charles sets 4 Journal dice on the following Actions (Tribe cards ©

1,3, 9 34)

He explores Discoveries card 22 in his Exploration zone followed
by card 55 in the Reconnaissance Area as follows: he starts with the
two Rivers, then three Mountains (though only two are required),
and then three Rivers followed by one additional River. He has
explored two cards at once. He will now play a bonus turn.

Note: The two Mountains, despite being on two different cards,
are considered as belonging to the same range: they come one after
the other on the path.

End of an Action turn

. If needed, add Tribe cards from the deck until there are
3 'in the Meeting Area. Do likewise with Discoveries cards
in the Reconnaissance Area.




B- Rest

(et dice and place them in your Stock

1t is time for members of the party to rest and await new orders.
Choose one of these three options:
1 Take ALL the dice, regardless of color, from the Right

Bank of the Camp board;

2  OR take ALL the dice, regardless of color, from the Left
Bank of the Camp board;

3 ORtake ALL oras many of YOUR 5 colored dice as you
like, wherever they are, including: those on your individual
board; those on Tribe cards in your Action zone; those on the
Camp board; and those on other players' individual boards
(in their Stock or their Action zone, including Tribe cards)!
You can leave some dice where they are if you want.

Roll all the dice you get and place them in your Dice Stock.

Your turn is over.

Note: there is no dice limit for your Stock.

Note: Sometimes, you'll be able to use other players' dice; but
beware! They might take them back at the worst possible time!
Example for Option 3

Lola decides to get the dice of her color back.

She takes one from the Camp, two from William's stock and two
Sfrom Charles' Action zone.

4 & am absence of two years, Pour months, ama ten Aays.

Timeline of the Expedition

May 14, 1804 - 4 PM.- The Covps of Discovery begins its jourmey. They
leave Cawmp Dubdis in three boats: two pivegues crewed by six amd seven
wen vespectively, amd a keelboat custom-made fov the Expedition.
Their Aestination is the Pacific coast.

August3, 1804 -The Corvps of Discovery, acting as vepresentatives of the
USA, holAs the fivst official council between Amevica omd Hhe Missourt
amd Oto Indiowms ot what is wow Councll Blubfs, lowa. The Americams give
9ifts to the tribal leaders, including medals amd Amevicom flags. The
Covps pevfovms o pavade befove their hosts, and Lewis Aemoustrates
the power of his "aiv gum".

August 20, 1804 -Sevgeant Chavles Floyd, the ouly mewber of the
Covps to die Auving the Expedition, Aies from "vilious chovlick" (a
vuptured appendix).

August 30, 1804 - An amicable council takes place with the Yankton
Sioux. Legend has it that Lewis wraps am infont i & US flag amd
Aeclaves Hhe baby to be "am Amevican”.

October 24, 1804 -The Covps avvives at the villages of the Mandans ama
the Hidatsas. Lewis amd Clavk make Hhe Aecision to bullA Fort Mamdan
on the other side of the viver fvom the main village. Sacagawea
becomes the intevpreter amd the guide of the Expedition theve.

Apvil 7-25, 1805 - The Expedition tvavels fvom Fort Mandam to the
Yellowstoue Rivev.

Apvil 25 - June 3, 1805 -From the Yellowstone to Mavias Rivev. Ow
May S, Clawk amd o huwter kill the fivst gvizzly bear they have
ever encounteved.

June 3-20, 1805 - From Mawvias River to tHhe Great Falls.

July IS - August 8, 1805 - The Covps journeys from Great Falls towards
the viciity of the Shoshone Imndians. on August |1, Captain Lewis
encounters a Shoshone man, the fivst Amevicam lwdiam seew since
leaving Ft. Momd .

August 17, 1805 -A council is held with the Shoshone. The Shosone
chief s Cameahwait, who turus out to be Sacagawea's bvother.
APter presenting vavious gifts to Cameahwait's people, Lewis ana Clavk
wmamage to dbtain hovses for Hhe puvposes of both travel amd food. It
is avound this time the Shoshone guide OlA Toby joins the Expedition.

Septewber | - October ¢, 1805 - while cvossing the Bittevvoot
Mountains, the Covps meets Flathead amd Nez Pevce Indiowms.

October 9 - Decewmber 7, 1805 -  Journey Aown the Cleavwatey, Swake
amd Columbia Rivers to the Pacific ocean.

Decewbver 7 - Mawvch 22, 180¢ - The winter is speut at Fovt Clatsop,
wheve 338 paivs of moccasing ave made £ov Hhe vetuvu tvip.

Mavch 23, 180¢ - The Covps leaves Fovt Clatsop for Hhe journey east.

July 3, 180¢ - The Covps Aivides into two groups: Lewis leading the owe up
the BlackPoot Rivey, while Clawvk leads the other up the Bittevvoot Rivev.

July 16, 180¢ - Lewis heads up the Mavias Rivey, leaving o small pavty
behind at the viver mouth under the commamnd of Gass. Lewis tells
Gass he hopes to see him again by Aug.S. I# he has not veturned by
Sept. |, Gass is imstructed to assume the wovst.

July 27, 180¢ - Blackfeet Indiams tvy to steal guus belonging to Lewis's
pavty. A fight breaks out amd two Blackfeet ave killed, the owly
incident of viclewce vetween the Covps amd Amevicam Indiams Auving
the entive Expedition.

July 28, 180¢ -  Lewis veunites with Gass, as well as ovdwary (Bvom Clawk's
pawty) who had met Gass about a week eavlie.

August 12, 180¢ - Lewis' amd Clavk's two groups veunite on the Missouvi
River in what is now Novth Dakota.

September 23, 180¢ -The Covps of Discovery veturus to St. Louis, after
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s End of the Game

If a player cannot refill his Exploration zone after successfully exploring a Discoveries card (due to the deck being depleted),
his game is now over.

Note: If you hold one or more Minnetaree Tribe cards, you may not transfer the Discoveries cards on those cards to your Exploration zone
to prevent the game from ending: it is still your last turn!

Every other player gets one more turn and the game ends.

Unexplored cards in their Exploration zone do not count for the scoring.

Seoring the Discovery Points

e Scoring Discovery points from cartography V

Add all the numbers written on the Discoveries cards in your Journal.

e Scoring Discovery points from discovering new species

There are 4 different types of species (Mammals, Birds, Fish 1 type 3 points
and Plants). Sort your Discoveries cards into sets of from 1 to

4 cards (a "set" can consist of a single card). Each set can have 2 different types 8 points
no more than one card of each type. For each set of species, - -
score the following points, depending on the number of types 3 different types 15 points
TR 4 different types | 24 points

Note: in the deck of 55 Discoveries cards, there are:

r, P B —

» 7Plants 7 « 6 Mammals + 5 Birds \ 4 Fish
/I ’ - -
s Scoring Discovery points from kinowledge of the American Indians
Each player counts the pumber f)f American Rank 4 players | 3 players | 2 players
Indian tepees on all the Tribe cards in her Action %
zone, as well as on the Discoveries cards hidden in = = st 12 points | 12 points | 12 points
her Journal. I " ;
2nd 8 points | 6 points | 6 points
The player with the most tepees scores the most points. The ] r
other players are then ranked in decreasing order based on 3rd 4 points | 0 point
their number of tepees. !
4th 0 points

Give each player the number of Discovery points that

corresponds to their rank. Points will vary depending on the
number of players (see accompanying chart).

In case of a tie in the number of tepees, the tied players divide
the sum of the points of their rank and the rank below it.

e Tinally, add up all your Discovery points.

Example: in a 4-player game, Player A and Player B have have
the same number of tepees. Player C is next, followed by Player
D with the least tepees. The points are scored as follows: A gets
10 points ((12+8)/2), B gets 10 points, C gets 4 points and D
gets 0 points.

The player with the most points wins the game. In case of a tie, the player with the most dice on their individual board
(among the players in a tie) is the winner. This includes dice in their Dice Stocks and Action zones (mcludmg dice on Tribe

cards). If there is still a tie, they share the victory.

@



The Effect of Special Tribe Cards

Exploration cards

1 =13  These thirteen Exploration cards usually work the
same way as the Exploration Actions on the individual boards
(see under Exploration Actions above), but are more efficient.

14-21 Explore X Rivers ORY Mountains (as shown on
the card). You must choose one or the other.

22 - 26 Explore X Rivers then Y Mountains (as shown on
the card) in that order.

27-31 Explore X Mountains then Y Rivers (as shown on
the card) in that order.

32-33 Clatsop

When exploring a Discoveries card, consider one (and only
one!) River as a Mountain or vice versa.

34 Tenino

Add one River to a move along Rivers. This effect does not apply
if it is not associated with another River Exploration Action.

35 Multnomah

Add two Rivers to a move along Rivers. This effect does not apply
if it is not associated with another River Exploration Action.

36 Nez Perce

Add one Mountain to a move through Mountains. This effect
does not apply if it is not associated with another Mountain
exploration Action.
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Cards causing an immediate effect

31 -38 Minnetaree

When you get this card, immediately take one of the
3 Discoveries cards from the Reconnaissance Area. Place it
on the Minnetaree card. From now on, you can explore this
card in place of the card in your Exploration zone. Once the
Discoveries card on the Minnetaree has been explored, place
it in your Journal, and the Minnetaree card remains empty in
your Action zone. It may NOT be used a second time!

If the Discoveries card placed on the Minnetaree card has not
_ been explored by the end of the game, discard it.

12

Cards with a permanent effect

Some Tribes cards give you a permanent bonus. You do
not need dice to activate them. Their effect applies ONCE
each turn.

39-42 Yankton Sioux

On your turn, you may play any one die as if it were showing
the face indicated on this card. Turn the die so that it shows
the face being used.

43 -460 Tetons Sioux

You may play any one die showing the face indicated on this
card as if it were the face you chose to play this turn. Turn the
die so that it shows the face you chose.

41-48 Flathead

If the player wants, she can choose to use ONLY two dice this
turn; BUT, the dice she chooses can show two different faces!

If you have both Flathead cards, you can use three dice showing
three different faces this turn.

49-50 Blackfeet

You are considered to have one gray die less than you actually
have in your Stock and Action zone when determining which
player has the most gray dice (Taking a Tribe card Action).

51 Arikara

You may ignore what type of Tribe you are dealing with when
taking Tribe cards. Thus, you could secure a Wary, costing
you only one Negotiate die. Alternatively, you could get
two Tribes of the same type in a turn by using both Actions:
three Negotiate dice could get two Friendly Tribes or two
Wary Tribes.

52-93 Wishram

While performing the Changing the dice Action, you do not
have to change them to matching sides.

54 - 35 Wanapum

When you apply the effect of the Changing the dice Action,
you may change one additional die. All the modified dice must
show the same side UNLESS you also have either card 52 or

53, or both, in your Action zone.




