“arapid battle in the river
for 53-5 fearless cancers
aged & and up

In the wild rapids of the Niagara River,
fearless canoers battle the water and each other to collect gems along the
rWerbank Of course, the most valuable gems are found furthest down-river,
close to the waterfall. Yes, there is a waterfall, and careless canoers that don't
keep an eye on the currents can fall over. Also, players must retarn collected |
gems to land in order to be counted. At the end, the player who collects the b
most valae in gems is the winner.
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3 game board

. . ” -~
10 cances in 5 colors with sunken riverbed

oy, 1 life preserver :
-’/ (starting player marker)

. 1 rainmaker marker (cloud)
40 gomes - 8 of each:
ruby (red), sapphire (blue), diamond (clear),

\ / amber (yellow). and amethyst (violet) ¥
12 river discs e
\ / (fransparent) ; 35 poddle cards

in 5 colors
<3« \-/ \ / rule booklet
Goal:

The players paddle their canoes aolong the Niagara River to collect gems. By ploying paddle cards, they
deftermine the speed of their canoes and the speed of the rapids in which all canoes travel. Where the

ropids are very strong, the players must paddle defensively to keep their canoes afloat and away from

the waterfall. ol
However. the most valuable gems are located close to the waterfall, so players who want these gems .
g be willing fo toke risks and plan their moves carefully so to avoid the woterfall, and return with %

“nfeﬂtsf oollectﬁved&ruﬂorfouroﬂhcmm;mafmywbmdgemsand
--. g ther safely o ndwmeqama. 1 the gome.




roinmaker marker on B docks
5 discovery places wearher trock
with 7 gems each empty riverbed
. spoce

spoces on the boord upside down
for paddle cords and box bottom
e preserver
Figure 2: Game setup

o Place the box top and battom, with their open sides down, side by sice, so ey form a platform.
o Ploce the game board on this platform so thet it forms a weterfall at cne end cs shown in figure 2.

o Place 7 gems of he colors thot match esch of The discovery ploces set aside for the gems. The 8t gem
of each color is o spars 46 be used in case gems are lost.

o Place 9 of the transparent river discs in the riverbed so the upper-msost river gisc is ploced below the rope
spanning the river. The upper-most riverbed spoces remain empty (see figure 2). Piace the remaining 3
trersparent river discs next to e game board.

o Piace the roinmaker marker (cloud) on space O (zero) of the weather track on the game boord.

o Each player tokes both canses anc all 7 poddle cards in his color, He holds his cards secretly and places his
caross o1 one or both beaches near the dock (see figure 2).

o Every ployer selecis a peir of round ond rectanguler spaces on Tne board which he can reoch best,

o The players chosse ¢ storting player for whe first round ang he sgkes the life preserver and
places it on his round spoce on the gome board (see figure 3a).

Playing the game:

Every round is eubdivided info & phases, which ars always play=d

in the same cequence:
Playing ¢ podd'e card L v
Moving cance/ rfluencing weather )
Moving the river Figure 3a: The starting ployer
Giving up the life preserver places the "I presenver” on his

round spoce on the gome board.
Phase |: playing a paddle card
Each player has 7 paddle cords thet he folds secretly in his hand. Six of
these show o number from 1 to G. The severth shows a cloud. The ployer
uses the number cards, 1o move his canoes ond, +herety, callect gems. The
player uses the cloud card 10 influence he weather and, thus, chenge the
speed of the Nisgara Siver.
From his availoble poddle cards, each player chooses one card
and places it face down on his rectanguler space on the gome
board (see figure 3b).




uence weather”

Beainning with the starting ployer (with the life preserver), the players
toke their chosen actions in cleckwise order. Undil it is his turn, every
player teeps his poddle cord foce down on the gome boord. 2 B Fizue 3o On ot
on a player's turn, he " aef o m",g"dm;’z‘;w"’; ‘:;:'
- turns over his paddle cord N Sl cord- Previously:
- tckes the “move cance” action. i he sloved a number cord - E BN pined cards fie under

or “influence the weather™ if he played a cleud cerd (both R —— MesE Coras.

actions are described below).

During the game, the foce-up paddle cards of each player create a dscard stock on their spaces on the gome board. The
players place each new cord on fop of the stack so the numbers on the cords under it cannct be seen (see figure 3c).
Once slayed, carcs remain on the game toard until all 7 cords for ¢ player hove been ployed (and usad). After 7 rounds,
the players toke back all 7 of their cards from the game board.

a. Move one of his canoes

When ¢ pleyer plevs a number cerd, e tokes the “moving
conoes” cction. He may only move s conoes. When maoving his
canoes, o player may - when e zitustion allows - collect gems
from the dscovery spaces, or steal them from other cances.
Furthermore. ke mey put gems from his corces tack to the
discovery ploces, or bring them sofely 1o lond beysnd the rope.

Move only one or beth?

Whether a glaver, mayimust meve ene o both of s conoes,
depends on whether bis canoes, ot the beginning of I¥s furn.
ore en land or in the water (see figure £).

A s bath are o laned, Yanaick YELLOW and Rager RED musr
e |f BOTH of his canoes are on land (eg ar Tne beginnmg move e canoes that ore olrendy on 7he woTer ond oy &lse

of the game), he MUST move ONE of his coroes - but  move rhai second canoes et ore on o, Bigg’ BLUE must
may 7ot move borh, mov2 both her zavoes 25 ey are bty on the werer. Ging
Z - N : y GREEN nowld 0%e hovee 1o move both fer canops. but 50
© If ONE of his canges is on lond, the player is free to played o clowd, an moves ro cances, nstead, she moves the
cheoose whether ‘o move this conce or net, but must Slowd madker oo the weather trock (e pooe E),

move the other ceroe (that is in the water).
e |f BOTH canoes are o1 the water, he MUST move both,

The moving distance of the canoes

© The number on the ployed poddle card shows how far a player moves his cance(s). When o pleyer moves
both cances, he moves EACH CANOE the complete PADDLE DISTANCE (see figure 5 and page 6: “The
eternal paddle lows of NIAGARA™).

The moving distance of the canoes for loading OR unloading gems

° When a player, on his turn, loads ¢ gem from a discovery place on his cance, this costs two paddle points.
He moves this canoe TWO SPACES LESS, than the number on the poddle card (see figure 5a).

© When a player unleads a gem from his canoe fo the discovery place, his move is also two spaces less than
the number on the pacdle card.

° If o player unloads and cecides to reload his canoe immediately, this costs four paddle points! This cance may
move four spaces less, than the number of the paddle card (see figure 5h)

It is not cllowed to waste “paddle points”
Exception: In the case of bringing gems safely to land (see page 5).
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Figure So: Yonnwek YELLOW ployed his number 4 poddle Figure 59: Koger RED plsyed his number 3 pocdle cord. He
covrd. As both fis canoes ore on the niver, ke must move meves s canoe 1 space down-river. Now, fie uncads the yallow
both conces. He first chooses 1o move his empry cance 2 gem (o paddie paints) and locss o e gem in s furm (twe
spaces toward the waterl and there vses his thind and paddie pzints).

urth movement points to pick up the gam rhere. Them, he Wik fus second cance ke unloads o dleor gem in e yelow
moVes Ais ofer conce four apaces teward the dack solered discovery place firsr (two paddie polnts) and then moves
hie zanze 3 spaces wp-nver 1o staal the red gem from Yorwick
YELLOWS canoe (see page 5: "Stealing gems?).

Loading OR unloading gems
Figure &: Unleading &t the red

' Only empty canoes may be looded, as the * acelary ol canas Trat b
® | conces can tronsport only cne gemstone. ' ot | o7 the lost dver rile bofore the
v e B warena o either the lef or right
Along the bank of the Niagara River, there are | of A ' N | of the rangue of land. Uniasding ot
three different discovery places where gems 3 2R B ‘ the hlue dscovery ploce, the canse
can be found, There are clss gems on two , [ = o bf’ew""rr-';‘;";‘f-‘ﬁ ot av-’;‘"f /4
sloces on the land tongue. To load or urlogd o | e I oy discovery
gem, a ployer must have one of his conses on || ST/ 250 O sloce, the conoe must be on the
the river space next fo the spoce with the RS AN =) merqing mer Space GG S¢ on.
gem. Eoch space with gems corresponds 10 o
specific river space (see figure 6).
There are two pessible times o pleyer con lood OR unload his ceroes: before or after he has moved the
cance. That is:
gither:
o On ¢ ployer's turn, he loads or unloads his conoe which is on a river space next to a discovery place. Then,
he moves the cance (but by 2 spoces less than the number on his paddle cord).
or.
o On a player's turn, he begins with maving his canoe two spaces less thon the paddle card number and then
ne loads or unloads his canoe at that place, where the move |s finished.

° The color of on unlpaded gem must not be identical with the color of the discovery place,
o | there gre different colors of gems In a discovery ploce, the player may choose the gem to load.

© |n case the ployer played the number 1 paddle cord, he is not cllowed fo load or unload gems, ¢s he needs
2 “poddle points™ to do .

Unloading a cance and t

Having unloaded a cance ot o discovery place, a player can reload his canoe ot once - but enly ¢t that
discovery place where e has just unlcoded that gem (see figure 5b)l The color of the reloaded gem has to be
different from the unloaded gem.

On cry case, ¢ player must have sufficient “paccle points” (ot lecst &) 6 do this movel He can decide, whether
he likes to start first meving his cance or (unlooding it).

' (A loaded gem may not unload again in the same furn!!!
L J -
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Gem stealing

Players can also collect gems by stealing them from other pleyers. To do s, the ployer must have on empty canoe
- moving up-river - stopped ot the same river space or the conoe he wants 7o steal from (see figures 7a o 7);

o \When o pleyer moves on empty canoe up-river and ends the movement on @ river space with ¢ leeded canoe,
he pleyer moy steal the gem from the lsaded canoe, placing it on his empty cange. This cpplies, even f the

ployer has unloaded his cance ot the begirring of his move (see figure 5b)!

o |f there is more than cne loaded cance on +he river epace, the player may chogsse which to steal from.

° |t is not possible to meove o losded cance on o river space (with 2 points less than number of paddle cord),
unlsed the gem (2 paddle points) end then stzal c gem from enother canoe (O poddle points).

© A player may not steal o gem while moving. That is, e may only steal a gem in the river spoce where he
stops. and he moy not stop the canoe's movement early ta do so. The ployer must always use the full paddle

movement when meving ¢ cance.

© The act of stealing costs no paddle points (unlike the cost for collecting o gem from the river bank or tongue

of land).
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Figure 75! Boger RED plays the number
3 poddle card. He moves one of s
conces (with o gem) 1o the dock, ond
g2n wioad the gem, placing it & ks ploy

e

£1

Figure 7d: He olse could choese o pick
up the blue gem (o 2 moverment paints)
frem the rver Band where s empty
cance was, and they move one space
with the blus gem,

Bring a gem to land

S
Figure 73 He could meve his crher
cance (empty) up-river 3 spaces. ond
there can stea! o gem fom evther
Yonmick YELLOW or Bingi BLUE.

oz meve
1 space down-river, and use s
remaining 2 mevement poines 12 pick ug
the red gem from the nver bonk there.

gure 72 I ke choosss o move 3
spaces down-river, fe will go over the
warerial, which ke cerfainy does ror

Fzure 77 He chooses me fast
poasibity: moving 7 spoce up-river and
using Ris remaining 2 movement poinrs
0 pzk up the red gom on the nver
bont rhere,

Towin the gome, it is not encugh for players ™ lcad gems on their cenoes. They must glso bring them bock to land.
©To bring a cance o land, o player must move it over the lost river spoce (marked by the rope) to the beach

and ploced on ¥

© When ¢ player moves a loaded cance to land, he takes the gem from the cance and places it in his pley arec
- well visible for ol! other ployers. The player now owns the gem. Unloading o cance in the docks does not

cost poddle points.

egoin until his nexr turn.

mavement points are lost.

° A player may move an empty canoe 4o land, as well.

© The pleyer places the canoe on the beach to the left or right of the river and may meve not the canoe

e When a ployer moves ¢ canoe beck to land, he need not reach land by exoct paddle movement. The unused




“The NIAGARA paddle laws"

e Canoes can only get into and leave the river, where the rope
marks the sfarting and ending point (see figure 8) - unless conoes
fall over the waterfall.

e Players are free to choose the movement direction of their canses in .
the river (up-river or down-river), but are not allowed to change
direction within their move (e.g. a player has paddle cord 5 and
moves 1 space down-river and 4 spoces up-river).

° |f a player moves his canoe cown-river, it is his free decision to
meve info the lefr or right creek. But, it is not possible to move o Pk Aaidroglinss
ey R 3 : Aavers hove o move the enti

canoe up-river from one creek and down-river info the other creek e o o0 oving 1o he

within the same turn. docta, plavers moy weste paddle
o There is not a specific sequence for moving cances, if both are in 797"
the river. It is allowed fo move one cance down-river and the other
one up-river
o A ployer may, in the same turn, collect a gem with one cenoe and steal a gem with his other
canoe.
o Cances may net trade gems, even when they are in the same river space.
° A canoe, moving dewn-river (fowards the waterfall) mey not steal a gem.
° A leaded cance cannot steal a gem, as it is elready full. .
° A pleyer who may steal o gem need not ca so. -
o A cange that has been stolen, being now empty, may steal a gem from anether canoe if it
has the opportunity fo do so. :
o A player may not steal gems from his own canoe. 8 iy
o When a player moves both canoes, he moy move them in any order he chooses. \
e A river space may contain eny number of conoes.
= A canoe on a river space does not represent ¢ hingrance o movement for other cances.

Fgure 8: Getting infe the river,

b. Influence weather

When a ployer slays ¢ doud card, he akes the action “influence westher”™. Wrh

this cetion, be con change the speed o the river, moking it s'ower or foster (see

glso move the river).

© The playar moves +he CLOLD on the weother track one space up or down
(also, e.g. from O 1o -1 or +1). The pleyer must meve the cloud when he olays
the cloud pacdle cord, ond may not legve it where it is. So, if the cloud is on
+2 of the weather track, the pleyer must meve the cloud o +1 (see figure 2a/b).

A player who plays o cloud paddle cord and, thus, influences the weather, may not
move ¢ canoe in that round, nor moy her collect or steal o gem.




Phase lll: Move the river

Using the transparat river discs that cre next 4o the toard, the players move The
river «
For ecch spoce the river moves (river mevement points), place a -ransparent river
dsc on the empty river spoce chbove 1he mpe that spans the river: Now, push it down-
river urtil = passes the rope ond meves all 4rgnsparent river discs. As soon as one
sransparent river disc falls over he weterill. this spoce of movement is comglete. Al
canoes thar are on the river, float on <heir transgarent river discs with the movement
of the river (see figures 1Ca/b).
The number of spaces the river moves (the speed of the Niogora River) depends on
the number cards ployed during 41e round, and. also, on The weather:
© With neutral weather (when the cloud is on O ¢n the weasther track), the
river moves as mery spaces as the lowest number card pleyed in phase |l
of the reund. This does not change when seversl podd'e cards have the same
lowest number.

° In non-neutral weather (i.e. the cloud is not on O on the weather track), the position of the cloud on the
weather track adds (41 or +2) or subtracts (1) from the river movement determined cbove.

Figure 11 Bea and Yonrick both ploy 0 3 poddie card, Ging
plays a 5, Bigg' ploys @ 2, cnd Roger pleys ivs cloud cord,

= Reoger moves the clowd from =1tz +2. Thus, the civer will
| 38 :9‘-; move 4 spaces (2 spoces for the lowest number paddle card

plus 2 spaces for the weother).

° if no number cards {only cloud cards) are played in phase || of the round, the river only moves if the
weather trock is positive. Then it moves 1 (+1) or 2 (32). If the weather track is on O or -1, the river does
nat move.

° At the land tengue, where the river splits, the discs flow to the left or right (usually o'rernating
directions, but not always). Should it happen that a disc becomes ledged on the point of the lanc tongue
and cannot be moved by pushing the disc ot the top of the river o bit harder; the players should push the
disc by hond in the opposite direction of the direction the orevous disc moved.

° Ecch canoe on the river moves with the river, floating on the disc where it is. Werch carefully fo moke
certain that no conoe changes discs or runs cground on the river benk: eoch conse must remain on the disc
where it wos when the river movemant began. Players may not move canoes during the river movemert. If o
disc folls over the waterfall, all canses on the disc foll with it.

e In Prcse Ill, gems cannct be collected, fraded, or stolen.

Important! Waterfall danger!

During the river movement, canoes can fall ever the wererfall intz the deep.

o When a ceroe falls over the wateriall, the owner loses the cance (for o time). The canoe remains (for now) ot
the bottom of the waterfell.

o \When a looded cance falls over the waterfall, the player returns the gem 7o the place on the riverbank for
gems of ther color. .

o The emner of a cance lost over the falls, may pey fe have it returnec (can only be done during phase I). The
cost is any gem thot the player owns (in his play arza). He ploces the returned canoe on the becch at the
sterting point ot the fcp of the river and mey new use the conoe. He places the gem he paid with on the
riverbank place for gems cf that coler.

f a ployer (after losing a canoe over the waterfoll) hos no cances (beth cre lost in the

waterfal) o : 'no gems, he takes cre of his cances (for free) and places it on the beach ot the starting point
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Z Phase IV: Give up the life preserver
Now, the current storting player gives the Iife preserver 1o his left neighbor. This player puts it on his round
pace on the game board and is the starting ployer for the next round. The next round now begins with phase |.

~ Game end and winner:

As soon os a ployer hos collected (in his play erea) ﬂve dlﬁ'erenf gems or four of the same color or any seven
gems, he wins and ends the game. However, the current phase || continues uritil everyone has played. As such
multiple winners are possible.

g Summary of NJAGARA
10w 10 plgy

Phase |: Every player loys a poddle card faced down on the gome boord ---> page 2

Phase II: On his rurn, o ployer uncovers his poddle cards ond takes his chosen cetions. The current owner
of the life preserver s the sterting player. The players foke their chosen actions in clockwise
order ---> page 3
. The foce-up paddle cords of each player create a discard stack and remain on the game board until all 7
ol cards are ployed. Then, the players take their cards from the geme board

Action A: MOVE CANOE(S) (in case ¢ number card is played): ---> page 3

° Maving canoes
- Both canoes on land: only one of the cances is allowed to get info the woter
- One canoe on land: It is the player's free decision ts move this conce, but he must meve the canoe in
the woter
- Both canoes In the river: both hove o 52 meved
° Loading or unloading gems (cost per action: 2 peddle points): ---> page 4
- At the beginning or end of ¢ move
- One gem per conce
© Unloeding and relooding the same cance within a turn (cost: 4 paddle points); —> page 4
- Gems must be of dfferent color
- |t must be the some discovery plece
- A loaded conse may not unload in the same turn!
o Stealing gems (cost: O paddle points): ---> page 5
- Only while moving ug-river
- Ployer must move his empty conce with the exact poddle distance to the river space, where he wonts to
steal o gem
e Bring gems to lond: —> poge 5
- Move the canoe up-river to one of the landing spoces (extre paddle points may be wasted)
- Unload the gem and place it so it is visible for all players. This gem is sofe for the rest of <he game

Action B: INFLUENCE WEATHER (in case the cloud card is played): ---> poge 6

° Ployer moves the cloud on the weather track one space up or down. (The CLOUD must be moved)

Phase |ll: Move the river ——> page 7 h"-

Spead of Niagara River (river movement points) = lowest number of played pacdle carcs +~ number of 2

the weather trock (marked with the cloud)

® Push os many transparent river discs cs movement points down-river, until they hove passed the rope
- Canoes ore floating on the discs, where they are

© When a lccded conoe falls over the wsterfall, it is lost. To get it bock (unloaded), the player has o pay
ony ge-n he has clready collected ---> page 7
- A ployer. who has newher cances nor gems of this time, gets one of his cenoes back for free and puts it
on the beach beyond the rope

Phase [V: Give the life preserver 1o the left neighbor (the starting player for the next round) --> page 8
End of the game: see aboye!
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