




























































Source of the Nile - Player Aid

People for Hire:
 + Bearers:
    - Carry up to 10 items or its equivalent in weight
    - Paddle canoes
    - Lead up to three pack animals
 + Guides:
    - Help prevent getting lost
 + Askari:
    - Hunt for fresh food
    - Fight in battles

Animals:
 + Two Species:
    - Horses
    - Camels
 + Two Types:
    - Pack mount
      Carry up to 20 items or its equivalent in weight 
    - Ride mount
      Carry up to 5 items or its equivalent in weight
      (Rider weighs 15 items)
 + Notes:
    - Mounted expeditions move faster than ones that are one foot, but
      all members must be mounted to get this bonus
    - Animals cannot travel in canoes
    - Mounted Bearers cannot carry anything, but can lead animals
    - Horses can be purchased only at: Durban, Port Elizabeth, or Capetown
      Horses cannot enter swamps or lakes
    - Camels can be purchased only at: Khartoum or friendly desert tribes
      Camels cannot enter jungle, swamp, or lake
      Camels may be able to enter a desert hex without requiring water
    - Animals not being ridden or led are lost forever

Canoes:
 + Carry 300 items or its equivalent in weight
 + Weigh 40 items
 + Only travel along rivers, lakes, swamps, and the coast
 + Only Bearers may paddle or carry canoes
 + Move faster than foot expedition if every member is in a canoe

Items:
 + Rations:
    - Two Types:
       1. Fresh: Aquired by hunting and foraging
                 Must be eaten on the turn they are collected or else
                 they spoil
       2. Non-Perishable: Purchased at ports or received from friendly
                          natives
                          Never spoil
    - Each member consumes one ration of food each turn or is starving
    - Animals feed themselves with one exception: Horses who end a move
      in a desert hex need 4 rations or they die
    - Animals may be shot to provide 10 rations
      Horses cannot eat this meat
    - Can be used to aquire gifts from friendly tribes to further trade



 + Gifts:
    - Used to convince a chief and his tribe to become friendly
    - Used as currency to barter with friendly tribes
 + Water:
    - Never purchased
    - Available everywhere except desert hexes without a river or oasis
    - Only needed when entering a desert hex and not following a river
      (even if hex is known to be an oasis)
      In this case expedition needs enough water to satisfy all members
      and animals being taken into the desert
    - Collected for free at any non-desert, oasis, or river hex
    - Humans consume 3 units of water per turn in the desert
    - Horses consume 8 units of water per turn in the desert
    - Camels consume 8 units of water per turn in the desert or
      they can consume 16 units every second turn in the desert
 + Muskets
    - One musket per Askari is required
    - One musket for the Explorer if they are to hunt and fight
    - All Askaris hired at port are assumed to have a musket by default
      (Do not need to be provided with one)
    - Can be used to barter for gifts

Explorer Abilities:
 + Can perform the duties of a Bearer
 + Can hunt and fight as an Askari if in possession of a musket
 + If an Explorer does Bearer work, 1 Askari per turn will desert the
   expedition until the Explorer gains their respect again
   Killing a dangerous animal or gaining victory over an unfriendly
   tribe will gain respect
 + Two Explorers cannot combine efforts

Sequence of Play:
 + Select an activity level for the turn
 + Draw one Event Card for possible disaster if not in port or Cape Colony
 + Move your expedition
    a. If entering an unknown hex check to see if lost
    b. For unknown hex:
        1. Draw Event Card for terrain
        2. Draw Event Card for course of a River
        3. Draw Event Card for native tribe
           check Strength Table for size
    c. When ending in a hex containing a native tribe
        1. Trade or continue if tribe is friendly
        2. Select policy if tribe is not friendly
            a. Consult Attitude Table to determine result of policy
            b. Implement policy result
 + Consult Hunting Table
    - Adjust rations/water if needed
    - All sick are cared for after hunting using the Recovery Table
    - All desertions are made and noted
 + Draw Event Card for possible bonus



Turn Summary.txt
  /Source of the Nile/

Sequence of Play to the Avalon Hill board game

One player performs all phases:

*AFRICA:*

   1. ***Select an Activity Level* (Cautious, Normal or Reckless)
      **
   2. *Draw Disaster Card* (unless in port or Cape Colony)
      **
   3. *Move a Hex:*
         1. If a new hex and not traveling downstream:
                * Roll greater than number of hex exited to avoid being
                  Lost:
                      o Expedition traveling upstream has a number of
                        "2" instead.
                      o Add 1 to the die roll if a Guide is present.
                      o If Cautious, add 1 to the die roll.
                      o If Reckless, subtract 1 from the die roll. 
                * If Lost:
                      o Cannot move any further this turn.
                      o One guide deserts. 
         2. Determine Hex Characteristics:
               1. If no terrain, draw a *Terrain* card and a *River* card.
               2. If no natives, draw *Natives* card; determine size of
                  village.
               3. If terrain is new:
                      * If Desert with no River, check River: B for an
                        Oasis; mark.
                      * If River and River: B says Cataract:
                            o Mark where river leaves hex.
                            o Draw Spectacular Discovery.
                            o If Waterfall indicated, note height on map
                              and on sheet. 
                      * If Mountains, draw Spectacular Discovery. Note
                        any High Mountain.
                      * If Lake, draw Spectacular Discovery. Note square
                        mileage on sheet. Only last hex of lake counts. 
         3. Encounter the Natives:
               1. If already Friendly, trade with or ignore, otherwise
               2. Select Native Policy and resolve on Native Attitude
                  Table. 
      **
   4. *Consult Hunting Table.*
         1. Adjust rations and water.
         2. Consult Recovery Table for Sick members.
         3. Adjust for desertions. 
      **
   5. *If terrain or natives are new, draw BONUS Card:*
          * Check against explorer's specialty.
          * If listed conditions are met, note victory points.
          * If number of points not listed, roll die to determine amount.
          * Animal bonuses are not available if the expedition has no
            muskets.
          * Special cases:
                o Animals and plants must be transported -- each weighs
                  2 units.
                o Tusks must be transported to Europe -- weigh 7 units.
                o These items are not lost to disasters.
                o The same animal or plant can only be published once. 

------------------------------------------------------------------------
*Easily Missed Rules:*

   1. Rations from natives are actually not perishable.
   2. Animals may be shot to provide 10 rations.
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Turn Summary.txt
   3. Once an explorer has lost the respect of the askaris by acting as
      a bearer, can only regain it by killing an animal or defeating
      natives.
   4. Desert and jungle can never be adjacent; change to veldt instead.
   5. Each time people die in disaster, roll dice. On a "12", explorer
      dies instead. If named person is not present, happens on "11" or
      "12".
   6. Each time trading with natives, roll die. On a "1", explorer dies,
      poisoned by a witch doctor.
   7. Missionaries, doctors and ethnologists must release captives and
      may not loot.
   8. Recovered caches have disappeared on a roll of "1".
   9. Unowned caches can only be found if hex is published.
  10. The journalist receives VP if in Africa when any explorer fights a
      tribe. 2 VP if tribe wins 1 VP if explorer wins. For battles in
      which the journalist himself is fighting, only once per tribe and
      1 vp for loss if it is his own battle. Like plants and animals,
      only the first to publish a battle gets the points. Journalist
      interviews of other explorers must be from explorers who have been
      4 or more hexes into the interior. Only one interview per opponent. 

------------------------------------------------------------------------
*EUROPE:*

   1. ***If launching new expedition:*
         1. Spend turn outfitting it. (Without a free ticket, transport
            cost is $500.)
         2. The next turn starts with the destination port in Africa. 
      **
   2. *If not launching a new expedition:*
         1. Discard all free tickets
         2. Discard donations above 5. (All donations are public.)
         3. Draw one donation.
         4. Publish any victory points you wish.
         5. Draw a donation for every 4 victory points published. 

------------------------------------------------------------------------
*Analysis:*

   1. The highest available donation is $500.
   2. Comparative totals of potential VP awards:
      Journalist: 87
      Explorer: 75
      Botanist: 75
      Geologist: 75
      Zoologist: 73
      Doctor: 71
      Missionary: 71
      Ethnologist: 69

------------------------------------------------------------------------
Thu Jul 5 17:31:33 PDT 2001
Contact <mailto:not-upandaway@not-spotlightongames.com>
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VARIANT Source of the Nile Flow Charts

Vol. IV, No. 3

Winner: SC AWARD—Best Game of 1978
Winner: SC AWARD—Best Game Design of 1978

Editor�s Note
As regular readers of this magazine already know, we think pretty

mastered. We feel that this variant (not authorized by the authors of

highly of SOURCE OF THE NILE. If the game has a drawback, it is in
SOTN) will help to considerably alleviate this barrier to freely enjoying

the very complex turn sequence. This is one of the most difficult
an excellent game. It should prove invaluable to the beginner, and still

obstacles for the beginner to overcome in grasping the flow of play. It is
be of use to the veteran explorer as a ready reference.

also one of the factors that delays the flow of the game until it is
Our congratulations to Dave Weseley and Ross Maker, authors, and

Discovery Games, publisher, for the awards they so richly deserved.

6



September, 1979

STARVATION
Roll 1 dice for each
starving man - 4,5,6
= he’s sick!

SICKNESS
Roll one die for each sick man:

Alterations:
–1 for a doctor
+3 if sick man is starving

Result:
Recovery on roll of 1 or 0
Death on roll of 5 or above

DESERTION

Askaris desert when starving
Bearers desert when starving (if not guarded by askaris)
Guides desert when starving (also when expedition gets lost)
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SEE AFRICA AND DIE!

OR,
MR. STANLEY, MEET DR. LIVINGSTONE

A Review, Complete With Some Suggested Rules Alterations and
Additions, of SOURCE OF THE NILE

By Gary Gygax

Ross W. Maker and David A. Wesely have created an excellent game.
SOURCE OF THE NILE is a semi-role playing game dealing with the
exploration of the Dark Continent in the first part of the Nineteenth
Century. It is very important to say from the outset that the game is a
campaign type. A L-O-N-G time is required to explore all of Africa below
the region of the Sahara (the part depicted on the mapboard), and it is
highly doubtful — even with the most outrageous of luck  that many of
the earliest explorers will still be alive when the task has been
accomplished. If you are not willing to devote extended periods of time to
the play of a single game, then you have read far enough: forget this game.

The rewards of playing SOURCE OF THE NILE are many, for it is both
challenging and fun. It can be played solo, or as many as six players can
have a go at exploring the interior. At the beginning of the campaign, each
participant must decide if his or her explorer is to be just that or a
combination explorer -evangelist, -geologist, -medical doctor, and or
zoologist. There are advantages and disadvantages to each role, and the
player must weigh them carefully against his or her game strategy when
selecting the explorer’s calling. Once that is taken care of, each player
collects donations in money and free tickets to African port cities. As soon
as a player is satisfied that he or she has sufficient funds, the departure for,
Africa may be made, there to buy food, weapons, trinkets and trade goods,
and canoes or camels or horses. Likewise, bearers, Askaris, and guides can
be hired on for the proposed expedition. Then, after a brief trek through
the territory shown on the map (board), the explorer plunges into the Heart
of Darkest Africa possibly never to be seen or heard of again.

Each turn after leaving the port city, each explorer must determine if
some natural disaster has overtaken his or her expedition, and some of the
disasters are absolutely horrendous! Surviving that, he or she must then
determine if the party is lost, what sort of terrain they discover, if any tribe
lives there (the natives are often very hostile and in sufficient force to totally
wipe out a large expedition), and then hunt for game in order to extend the
precious rations of food. Each explorer is anxious not only to cover as
much terrain as possible (this brings extra donations when he or she
manage to return to Europe and publish their discoveries (undoubtedly in
newspapers, learned journals, and by lecture tours) but to have the honor
of discovering the longest river system, the longest waterfall, the highest
mountain, and the largest lake, for these bring extra points scored by
explorers towards victory.

Because it is quite probable that the first group of dauntless adventurers
will not survive to see the final terra incognita spaces on the map go from
blank white to color, the score of discoveries made by each explorer, the
notable features (mountains over 15,000 feet, waterfalls over 400 feet, etc.)
should be recorded. Pioneering explorers will probably not do as well as
later ones, for they must venture into hexes with hostile tribes, while
successive explorers will have the advantage of‘ being able to contact
friendly tribes to hire bearers and Askaris and trade for other items. while
avoiding the hostile tribes, which information they can determine from the
published material of their earlier colleagues. Strategies will shift as
players bring in explorers with different callings, and new directions are
tried.

Discovery Games, the publisher of SOURCE OF THE NILE, is a new
company, and like most other new firms they cannot afford fancy
packaging. The box is adequate, and don’t be thrown off by the plain cover.
Inside there is plenty of excitement and many hours of entertainment, too!
The mapboard is done on a plasticised substance, with only a narrow
border of known terrain shown. The game comes with colored crayons so
that terrain can be marked on as it is discoveredand subsequently erased
when explorers die without publishing their discoveries or a new game is
begun. In addition, the game contains several hundred counters in six
different colors, donation/ disaster cards, and six charts for organization

of each player’s party, so that the number of rations, gifts, bearers, etc. can
be easily determined and adjusted.

Be certain to read and KNOW the rules before you attempt to play. The
rules are not well organized, nor are they very complete. In fact, in many
ways they remind me of those originally written for D&D®. SOURCE OF
THE NILE is a very fine game in its infancy. It needs further development,
more illustrations and graphics, and better packaging. It is my sincere hope
that the publisher will do well enough with it to eventually give it the
treatment it deserves. Meanwhile, it is certainly worth buying in its current
form, for it is a good game, and any future editions can make it a great
game. I am offering a few suggestions here in order to pass on those
developments we felt added to the game without significantly changing its
internal systems. Only the authors can do anything official, so take the
following for what it is worth.

* * * * *

STARTING THE GAME: Each participant should decide upon the role
which his or her explorer-figure is to fill, and then each should do his or her
best to act in the appropriate manner throughout the life of the explorer.
DISASTERS: When a disaster calls for the death of a given figure
(Askari, guide, or bearer), rather than inflicting it upon the explorer (who
already has sufficient hazards imperiling his or her existence) dice amongst
all persons in the party to see who is killed instead.
EXPLORER: Explorers are able to fashion crude weapons for
themselves and kill a Hacking beast on a roll of 6, just as if they had a
musket.
BOTANIST: Explorers avert sickness and fatalities which are related to
plants.
EXPLORING: MOVEMENT: While canoes cannot enter jungle swamp
hexes, they can be carried by the usual number of bearers at the usual
movement rate through such hexes. (Without this interpretation of the
rules, it is possible to have a number of hexes which cannot be reached by
any means whatsoever, for canoes are required to move through swamp
hexes [rulebook, p. 7] but a literal interpretation of the rules makes it
impossible to move canoes through jungle swamp hexes. We are then faced
with the possibility of a jungle swamp ringing a swamp which encircles
some other sort of terrain, and no expedition can every get beyond the
barriers!)
NATIVES: EXPLORER POLICY TOWARDS NATIVES: If the
explorer opts for policy 2., an immediate withdrawal from the hex, the
natives will not have opportunity to attack, and the party is back in the hex
from whence they were coming.
NATIVES: NATIVE REACTION TO EXPLORER POLICY: Freeing
prisoners or negotiating successfully with natives raises the chance of
successful negotiation by the appropriate explorer’s party, but it lowers the
attitude of the natives, not raises it. The higher the number of the attitude of
the natives, the more beligerent they are, for there is less of a chance that the
explorer’s policy number and the distance to the nearest city (slaving effect
for those who haven’t yet played the game) will total a figure equaling or
greater than the attitude level of the natives. Likewise, defeating attacked
explorer parties will raise the attitude level of a tribe, thus making them
harder to negotiate with.
Maximum Number of Native Warriors in a Tribe: There is no stated
maximum (or minimum) given in the rules, and nothing is said regarding
fluctuation in the number of warriors from a tribe when it is encountered
on successive entries into their home hex. I suggest a minimum and
maximum number of warriors in a tribe based on proximity to port cities
and game mechanics.
Hexes to the
Nearest Port Number of Tribal Warriors

City Minimum Maximum

2 15 30
3 24 60
4 36* 90*
5 60 150

6 or more 84 none**
*For any desert tribe, these are upper limits 
** Total warriors from five rolls of the dice.

Warriors lost in battle are gone. When all of a tribe’s warriors are dead,
the tribe is extinct. Any number of warriors, up to the maximum, may be
encountered, and the dice must be rolled to determine the number of
warriors so encountered. However, battle casualties must be subtracted if

18



the number of warriors total determined by encounter has reached a
number somewhere between the minimum and maximum figures shown.

A record sheet for each tribe (shown hereafter) should be kept so this
information is readily available to the players.

If the explorer is an explorer only, without any other calling, he or she
will kill two natives on the first round (unsurprised) of combat, and in
successive rounds he or she will likewise kill two nations.
NATIVES: CONSEQUENCES OF DEFEAT: If an explorer only (as
opposed to the explorer-evangelizer, explorer-geologist, etc.) is taken
prisoner by natives, he or she will not deduct 3 from the required dice roll
each turn to determine escape of death, but a roll of 6 is treated as equal to a
2 (explorer held prisoner).
PRISONERS: It is not necessary to take prisoners to find a native village.
If the explorer rolls equal to or less than his or her policy with two dice, then
the village is located. All of the natives will hide, or else all of the warriors
will come out to do battle. (At this time, and at this time only, should the
player-explorer determine the total warriors in the tribe — assuming this
has not been heretofore determined.) Deserted villages can be looted
normally. If rations are found assume that there are either 2 per warrior
(die 1-3) or 3 per warrior (die 4-6). This will save much time and trouble.
The same village may be looted repeatedly as long as the warriors are not all
killed. Two lootings within any three successive turns will cause the village
to be moved to an adjacent hex, and each hex will have to be explored to
locate the tribe once again. Camels are found ONLY if the desert is
contiguous with that shown on the northern part of the mapboard; they are
never found in other desert hexes.
NATIVES: TRADING: As just noted, camels (and horses as well) are
available from tribes dwelling in desert hexes contiguous with the great
northern desert region of Africa.
The number of Askaris or bearers which can be hired from a single tribe is
dependent upon the size of the tribe. The following formula is suggested:

ASKARIS — 1 for every 2 warriors
BEARERS — 1 for every warrior

NATIVES: POISONING EXPLORER: A doctor is able to save himself
or herself on a roll of 6 when poisoned (cf. p. 6). After being poisoned and
recovering, a doctor also gets a + 1 on the die to save himself or herself if so
unfortunate as to be poisoned (and die otherwise) a second or successive
time.
NATIVES: ATTITUDE LEVELS: As previously stated, the
adjustments are reversed. Lower levels if the native tribe becomes more
friendly, raise them if they become more hostile and warlike.
EXPLORER SPECIALTIES: Optionally, an explorer-botanist may be
added to the list. He or she operates exactly as does a zoologist, Disasters
pertaining to plants are averted by explorer-botanists. They can survive
without water on a desert hex on a roll of 4-6. (They find plants which yield
water.)

With the sole exception of evangelizers, any explorer NEED NOT stay
in a hex to practice his or her specialty or specialites at the risk of the safety
of the expedition, i.e. an explorer doctor need not try to treat the ills of a
hostile tribe, an explorer-zoologist need not stay on a hex where hunting
cannot possibly feed his expedition provided rations are running low and
will not be sufficient to insure safe travel to the nearest ration source, etc.
EXPLORER SPECIALITES: MEDICINE: There seems to be a
contradiction in the rules here. On a die roll of 3, the explorer-doctor is to
lose 1 attitude point; that is, the attitude of the tribe goes up 1, and the
natives become more hostile towards all explorers. In the last paragraph of
the section (p. 16) is the following sentence: “They do not lose points when
attitude levels drop on rolls of 3 (on the treatment table, above), but score 1
or 2 points on rolls of 5 or 6, respectively.” I have interpreted this to mean
that the expedition led by the explorer-doctor is not considered in a more
hostile manner by the tribe, but all other expeditions contacting the tribe
will be.
HUNTING AND ADJUSTMENT OF RATIONS: An explorer-
explorer is able to fashion crude weapons and is thus never unarmed even if
without a musket. He or she hunts with such weapons at -1 on the die roll.
There is a chance that extra rations gained by an explorer-explorer can be
preserved; on a roll of 1 or 2 the individual is able to preserve 1 or 2 rations,
respectively.
STARVATION, SICKNESS, AND DESERTION (ALSO THIRST!):
Neither a botanist nor a zoologist will starve automatically, even if they
have no musket, for they can “hunt” for edible plants, roots, tubers, grubs,
termites, etc. They use the normal hunting table and so are capable of

providing double or treble rations in this manner.
As previously stated, an explorer-botanist will not die of thirst on a

desert hex without a water source if they roll a 4-6, as this indicates that a
plant has been found which will yeild water.

The following Native Tribe Facts Sheet has proved to be a highly useful
playing aid for SOURCE OF THE NILE. I hope the foregoing, along with
it, will improve your enjoyment of the game. Similarly, I hope that neither
Ross Maker nor Dave Wesely will take exception to what I have suggested,
and they are quite welcome to make use of any of the material on a gratis
basis. If anything said here is drastically wrong, either or both authors are
hereby invited to set matters aright. Thanks to both of you for a most
enjoyable game.

NATIVE TRIBE FACTS SHEET
ROLL FOR THE TRIBE NAME: 1-3 = 2 part; 4-5 = 3 part 6 = 4 part
Tribal Name Table of Syllables:

die 1-2 die 3-4 die 5-6 die 1-2 die 3-4 die 5-6

1. ang(i) ki(k) (t)usi 4. eb fa ro ru wa
2. ha(n) lo lu ub ug 5. gi go (s) ai ya yo
3. bo bu ma mu uku 6. ka ki tang(i) zi/ zu

( ) drop the letter if the name becomes cumbersome
use either at your discretion or dice for which is present

TRIBE NO.

 NUMBER OF WARRIORS

(subsequent casualties)

ATTITUDE

Victorious

Defeated

Village discovered

Evangelized

ORIGINAL DISCOVERER

Subsequent Contact By

TRIBE NAME

NEGOTIATED

Explorers Killed

Prisoners Freed

Looted

Medically Treated

OTHER INFORMATION CONCERNING TRIBE

Witches from page 12
hears, and she takes 3-24 points of damage if it is killed. It takes a month
to retrain a new one if it is killed.

Disguise: As an Assassin.

Manufacture Acid: For each experience level, the Witch can manufacture
1 die of acid per month. Types of acids — what they can and cannot
dissolve are left to the DM. One suggestion is to have the acids be essence
of Gray Ooze, Green Slime, etc.

Voice: The Witch may shout out a command, no longer than 7 words
(and no counting beforehand). Those failing to save vs. Magic will obey
for the next meleee round. A command to kill themselves will cause,
victims to strike themselves with their weapons, at the usual hit
probabilityir armour class, doing half damage. The Voice cannot be used
more often than once in 3 turns on the same listeners.

Transfer Hit Points: A Witch may permanently transfer her own hit
points to anyone else. If done within 1 turn of death, it will revive the
victim giving them that many hit points. A curse can be lifted for the
permanent transfer of 5 hit points with no rise in the hit points of the one
saved. Prime attributes of another may be raised at a cost of 5 hig points
up to 12, 7 hit points to raise it from 12 to 13, 8 to raise from 13 to 14, 10 to
raise from 14 to 15 and 15 to 16, 20 to raise from 16 to 17, 25 from 17 to 18.
As can be imagined, players will be wary about giving this favor to others,
and NPCs wil almost never do so. Transfer of hit points by a Witch does
not lower her level, she just stays at that level with less hit points.

Enchant Item: A Witch may permanently transfer hit points into an
object for the purpose of enchanting it, at a cost of 1 hit point per 1000
gold pieces it would have cost. This is the only way they can manufacture
magic items other than Potions.
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Search for the Nile Revisited:
Designer�s Notes, Addenda, Clarifications & Response

by David Wesely

ED. NOTE: As soon as he had finished his article on Search for the Nile,
(Published in TD last month) Gary Gygax mailed a photocopy to Dave.
Because of press-time, the inherent delays in using the U.S. Mails, etc., Mr.
Wesely's reply was not in time for the last issue, and it came in the form of a
letter. However, it makes an excellent  follow-up article and provides some
fascinating ideas and insights. Having been infected with “SftN Fever" by
my publisher, I am now among the ranks of admirers of this fascinating
game.

& direction of rivers when it became obvious that the only playtesters who

Length
As we say on page 2 of the rule book exploring the whole of Africa at one

sitting is a marathon task. Our playtesters found it to take about 8½ hours.
Of course fans of Drag Nach Osten will find this to be nothing - but for
people with more moderate gaming tastes, we recommend a 20-turn limit.
That is, each player is given 20 turns to get organized, get into Africa, make
some significant discoveries and (if he survives) to publish them. (Knowing
when to quit is the most important skill in the game. The greatest killer of
expeditions is STUPIDITY. In a 20-turn game one is forced to pick an
objective that can be accomplished in a reasonable time - e.g. finding the
source of the Benue, not the Nile.) A 20-turn game, with a full six players
( 120 turns in all) can be played in about 2 hours, once the players are used to
the rules. While some turns can be much longer-with mapping, discovery
of natives, negotiations, battles, more negotiations, trading, and hunting
all happening in a single turn -the average player turn will run about 1
minute in length.

I wish we had been more specific in our recommendation as to time-limit
games. In the rules we left limits to players’ discretion; this has evidently left
a number of players with the impression that you have to try to explore the
whole map in each game.

After playing a 20-turn game, we recommend that the players leave its
results on the map, and treat the unerased, published hexes from the first
game as preprinted, known territory in the next. If effect, while the map as
printed shows Africa as known in 1821, and the players first game will start
in 1821, the next game will start at some later date, say 1831. As a result,
starting with the first 20-turn game, every player’s mapboard will develop
its own unique history which will be passed on from game to game, and the
exploration of Africa becomes a “campaign” rather than a “monster
game”.

Survival
It is important to note that players, not explorers, score points, while

explorers, not players, die.
Of course the explorer must survive each expedition to score points for

his player but the death of an explorer will only prevent the player from
scoring points for the expedition in progress; he will not lose points already
scored for previous expeditions.

Thus the players are immortal; you can think of them as being
newspaper editors or heads of scientific societies sending out expeditions
while they stay safe at home, or you can assume that each player is
“reincarnated” as the heir of the deceased explorer, ready to pursue the
family tradition of African exploration. Rationalization aside, we found
that “bang, you’re dead and out of the game” rules discouraged vigorous
play and made sheer cowardice the best strategy. Thus, players are
encouraged both to stick their necks out and to “retire” dud explorers in
favor of new ones as the game goes on.

Organization of Rules
We debated the layout of the rules, being familiar with the Strategy &

Tactics/ Moves discussions of narrative versus outline versus order of play
versus grouped by subject, etc., formats. After six drafts of the rules we
settled on the present set as being the most acceptable to playtesters who
had previously not seen the game.

In so far as possible the rules are written in a “main sequence” format.
That is, everything a player could conceivably do in one hex in one turn is
covered in the order it would occur. Alternate activities that would branch
off of this pattern are listed after the main sequence and the reader is
directed to them by title. Within each major activity, i.e., Natives: a similar
pattern is employed. We deleted a graphic “decision tree” representation of
these relationships along with a “flow chart” for determining the presence

wanted us to include these diagrams were the computer-trained ones who
could read them!

The “main sequence” format breaks down when there are topics that
must be referred to from several other rules, e.g., NATIVES:
POISONING EXPLORER could follow NATIVES: NEGOTIATION,
EXPLORER SPECIALTIES: EVANGELISM or EXPLORER
SPECIALTIES: MEDICINE. To handle this the rules do have a TABLE
OF CONTENTS which gives the location of any rule to which one is
referred.

Completeness of Rules
As you remark, the rules are reminiscent of the original D&D@. In part

this is because both attempt to leave room for imagination and creativity
on the part of the player. This similarity also arises from the fact that both
sets of rules had to be cut down to be published, with the hope of releasing
further material as suppliments. Our first suppliment, called “Tributary” is
being prepared for release around December 1, '78 and will answer a good
many questions that other people have asked us.

Clarifications
DISASTERS: O.K. I’m game. Although I prefer to make retribution

for being too stingy to hire a guide more certain, your suggestion is more
realistic.

EXPLORING: MOVEMENT. As you point  out ,  through a
combination of rules, Jungle Swamp hexes are impossible. They were
intended to be impassible. However, there are two exceptions. First,
canoes can follow the coast thru a jungle-swamp hex (or any other kind of
hex, for that matter). Secondly, where guides can be hired in a jungle
swamp hex, they know ways through the hex that may be used by either
canoes, men or horses.

A related question is what happens if an expedition moves into an
unknown hex and finds terrain it cannot enter (i.e., an expedition on
camels finds jungle or one with no canoes finds a lake). Basically the
expedit ion ei ther reorganizes to el iminate the conf l ict  (e.g.,
abandons/sells/shoots its camels) or goes back to the hex it came from.
Even if the latter choice is made, however, the expedition will poke around
on the border of the new hex for the rest of the turn - long enough to
“explore” it. i.e. map it, find natives, etc. For hunting purposes, the
expedition gets to hunt in the better of the two hexes. If natives are found,
the expedition may succeed in negotiating with them, hiring guides and/or
canoes, camels, etc., needed to enter the hex and thus overcome the
obstacle. If the expedition is attacked and takes prisoners, it cannot find
the native village if it cannot enter the hex. If the explorer is taken prisoner
by the natives, however, and eventually escapes, he will know the paths
through the hex.

EXPLORER SPECIALITIES: We developed each of the explorer
specialities as branches off of the basic explorer stock. Each would have its
advantages in terms of enhanced opportunities to score points (e.g., the
Zoologist or Geologist who can score points by doing research in any
unpublished hex. He does not have to take chances with Unexplored
hexes; he can just slide into nice safe (well, less dangerous, as least) hexes
with lots of rocks or bugs and flowers that someone else has mapped and
rack up point). Each would have its disadvantages in the terms of
demanding a certain devotion to one’s calling (the Geologist has to risk
death by thirst to stop and look at rocks in the desert. Knowing this, his
player had better have him take plenty of water to avoid possible desert
hexes. “Neither rain, nor sleet, nor Waziri’s on the warpath will keep us
from knockin’ rocks”). Thus the basic explorer has quite a few advantages
over his specialized competitors in the simple matter of STAYING
ALIVE. You propose several “bennies” for non-specialist explorers,
explorer-explorers, etc., but I would be a little afraid that these (especially
in combination) would make the other specialities unattractive Most
playtesters settled in non-specialists as it was (of course, most D&D@
players would rather be Conan than Gandalf, too, so this may have more to
do with the Macho image than with one’s chances of winning with a given
character type).
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NATIVES: AMBUSH Hey you caught us here! We edited out the
line that stated “Natives deciding to attack an expedition which is
following policy number 2 will only be able to catch it if they take it by
surprise”. The effect of this rule is to make it nearly impossible for the
natives to catch the explorer if he runs for it at first sight.

NATIVES: REACTION to EXPLORER POLICY You add
together the following factors:

EXPLORER POLICY NUMBER
BONUSES FOR GUIDES BEING UNARMED, etc.
DISTANCE FROM COAST
TRIBAL ATTITUDE (initially zero)

And compare the sum to the roll of three dice. The natives are hostile if
the sum is less than the die roll. Therefore, an increase in the ATTITUDE
LEVEL will make it more likely that the tribe is friendly, as we said.

MAXIMUM NUMBER OF NATIVE WARRIORS PER HEX The
system given in the rules to generate size of tribe can give anywhere from 1
to 216 warriors-however, with the adjustment for distance from the nearest
port of entry (slave trade) the maximum and average number of warriors is
significantly reduced. Since minimum and maximum sized tribes (rolling
triple ones or sixes respectively) are quite uncommon, the average number
of warriors per tribe is the most significant factor:
2 hexes from PoE average 16 max 72
3 23 108

4 31 144
5 38 180
6 or more 43 216

This produces fewer warriors than the system you propose. Actually
neither our system nor yours comes close to reality (the Zulus were largely
confined to one hex of our map but they could easily field 6000 warriors).
However, the typical native nation was not so centrally organized and the
explorer would have only had to deal with it one village at a time. If we did
this “realistically” with one-day turns and ten-kilometer hexes. . . So what
we are doing is giving the explorer bout one encounter per week with a
typical village of the tribe in the hex and letting this take the place of a lot of
dull, repetitious, encounters with every village in the hex.

Although we have generally played that one can wipeout a tribe (remove
it’s marker) by capturing or killing all of it’s warriors, this is really not a
reasonable result. No explorer is going to have enough Askaris to wipe out
the kind of populations we are talking about. Victory over the inhabitants
of one village isn’t going to dent the total population in the hex. Therefore,
what we should be doing is interpreting the “number of warriors” as the
number in an average village in the hex (as a result of kinds of crops raised,
local geography and militaristic tendancies or lack thereof). This number
can change temporarily during combat, but only because only one village is
being fought. Explorers moving into/remaining in the hex on subsequent
turns will find that the defeated village has been brought back up to
strength by immigration from other villages, or, to put it another way, they
will have to take on a different village every turn.

Looting and trading will be limited by the size of the village (since one
must waste a lot of time traveling from one to another we limit this to one
village per hex per turn). However, no amount of repeated looting will
eliminate all the natives from the hex-one just keeps looting different
villages. By the way, for those who have not played the game, I want to state
that the games does not endorse this kind of policy towards the natives.
Although it is an available activity one can engage in, we have tried to
discourage morally reprehensible conduct.

NATIVES: TRADING I like your proposed modifications to the
limits on looting and trading. We do need to add something like this to
control the “buy your way across Africa” strategy that can be over-
whelming late in the game.

NATIVES: POISONING EXPLORER Good point. Probably
should be a break for Zoologists here too, since they are liable to notice that
their mushrooms are different from everyone else’s at the dinner. . .

NATIVES: ATTITUDE LEVELS As previously stated the
adjustments are NOT reversed.

EXPLORER SPECIALTIES: I would incline to lump the Botanist
advantages you cite into the Zoologist specialty. Zoologists and Geologists
were generally not popular with our playtesters who hated to waste time
“rock-knocking” or “pickin’-posies”.As remarked earlier, the specialist is
supposed to be a dedicated professional who is going to do heroic (i.e.
stupid) things for his calling be it science, medicine or religion.

MEDICINE: On a roll of three, after telling the natives how great he is,
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the good doctor fails to hald an epidemic. The natives are (understandably)
disappointed by this phony, and the tribal attitude (which influences his
chances of escape, if he is a prisoner and of friendly relations, in any case)
goes down one point.

The second part of the question arises from a confusion between
SCORING POINTS for medical success and ADJUSTING ATTITUDE
LEVELS. In short it says that the doctor gets 1 or 2 points for every disease
he can report a cure for (when he gets back to Europe) but that he doesn’t
lose SCORE just because he failed to cure somebody* and made the
natives unhappy**. He also can sit at one tribe and keep treating them
rather than having to find new tribes after every success, the way a
missionary does.

*(a comment on 19th-Century Medicine’s success rate).
**(and/or racial attitudes).

PRESERVATION OF RATIONS: Playtesting revealed that the
game is surprisingly sensitive to changes in the food supply. Allowing
players to save some or all of the food they shot made it too easy to live off
the land. However, if this was coupled with a requirement to sit still for 1
turn while the meat was being smoked and cured, maybe it wouldn’t get out
o f  h a n d .  

Naming Tribes
I am really taken with your native tribe facts sheet and your TRIBAL

NAME GENERATOR. We thought about using real tribal names on our
countersheet, but abandoned it as too expensive and/or confusing to the
players and just used numbers. Ideally, one could give a chart showing
what tribe was in each hex in 1821. However, your table serves admirably
to dress up the game. Being attacked by the 19’s or trading with the chief of
the 37’s just doesn’t hold a candle to encountering twelve heavily armed
Ru’ug at an oasis or preaching to the YoGowauku deep in the heart of
darkest Africa!



Underdog had obtained a free ticket to Quilimane and managed tocates the ruler of the city is a warrior-king who is always a tyrant. Deter-
raise $700 for his expedition. He manned two canoes with bearers and mine the number of warriors in his army by multiplying the roll of three
askaris, hired a guide and set off with high hopes. Little did he know
what he was getting into!

dice and adding ten. If the initial die roll is 4, 5, or 6, the city is ruled by an

 first turn found him in a known hex. He and his askaris were
evil high priest and a beautiful white goddess. The number of warriors is

The equal to the product of three dice plus five.

Ross Maker and David Wesley's exciting Source of the Nilegame
has been the subject of several articles in The Dragon. Players send

are usually hostile and native tribes avoid their territory. Roll two dice, a

explorers, who may be missionaries, doctors, zoologists, geologists, or
2 or 3 indicates that a city has been discovered. If the hex is desert, the
city is uninhabited and the explorer may elect to explore it or not, see

adventurers, into the great unknown of blank hexes on the map of Af-  below. If the hex is any other than desert, the city is inhabited by sur-
rica to earn points for discovery. The flavor of the game can be con-vivors of lost Atlantis. The people have bronze weapons and are all
veyed by recounting the adventures. of my zoologist-explorer, Lord 
Underdog, up the Zambezi river.

wearing ornaments of gold decorated with rubies and diamonds.
2. Organization of the lost civilization: Roll one die. A 1, 2, or 3 indi-

successful in shooting game to feed the expedition, but one askari acci-
dentally shot another. The next hex was blank . . . unexplored. The
river branched and the expedition), encountered a cataract. Unfortu-
nately, it was not as high as some already known falls, so Underdog
earned no points for finding it. (He named it after himself anyway.)
While trying to portage the canoes around the cataract the explorer
encountered a native tribe, the Balobo (Gygax variant), with seventy-
five warriors! Underdog decided the safest thing to do was offer the chief
most of his gifts. This worked, the tribe was friendly, and Underdog
hired a guide. He spent the next turn trying to find new species of ani-
mals in the hex, without success. This was the beginning of a streak of
bad luck for Lord Underdog, who never did discover a new species of
anything. He began to suspect he had gone to the wrong graduate
school and should have been a missionay. Entering the next hex he
discovered a lake, but no native tribe. Finding no new species on the
next turn, Lord Underdog went back down the river and into another
unexplored hex. He had no luck finding animals but one of his canoes
overturned and he lost four bearers and half his gear. He ventured on
one more hex without making any interesting discoveries and finally
turned hack. Fortunately, he could drift downstream, for he lost another
askari to a crocodile and ran out of rations. His men began to get sick
and two died.

3. With this information at hand, the explorer must declare his attitude
toward the lost civilization. He may:

On the next turn his last askaris became sick as did four more bear-
ers, but nobody died. He was able to reach the coast with enough bear-
ers to row back to civilization. He had earned a grand total of five points!

The game gives a vivid feel for the danger and excitement of explo-
ration in the nineteenth century. What it was missing, I thought, were
the kind of encounters that Allan Quartermain or Lord Greystoke would
have had under similar circumstances. So, for the fantasy fans, like my-
self, who enjoy the game but would like to have the kind of adventures
one would find in the works of H. Rider Haggard or Edgar Rice Bur-
roughs, and with all respect for maker and Wesely’s fine game, I offer
the Fantasy Supplement: Lost civilization in Source of the Nile. It all
begins when an explorer enters an unexplored hex and finds no na-
tives . . .
1. The Unexplored — Hex contains no native tribe: Lost civilizations
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1. Immediately retreat into the hex from which he came. He will
lose all credit for exploring the hex. He may move to another hex if he
has movement left.

2. Approach the city with a show of force and attempt to
negotiate.

3. Approach the city in a friendly manner, communicate with
signs, hoping to negotiate. He will discover, to his amazement, that
some of the ruling class can speak ancient Greek. Having had a classical
education himself, the explorer can speak some classical Greek.

4. Lost civilization’s reaction to the expedition: If the explorer has cho-
sen attitude 2 or 3, add nine to this number. White goddesses are always
interested in strangers. If there is a white goddess present, add one. If
the expedition includes a guide from a neighboring hex, subtract one,
for lost civilizations are usually at war with neighboring tribes.

Now compare this number with the sum of three dice. If the
number is equal or greater than the die roll, the expedition is accepted
as Guests of the City. Go to that section on the next turn.

If the number is less than the die roll, the warriors of the lost civiliza-
tion will attack. Roll one die, if the result is equal to or less than, the
explorers attitude number, the expedition is surprised and will not have
a chance to shoot their muskets.

If the expedition is not surprised, the askaris will shoot, killing one
warrior and the explorer will kill two warriors (unless he is a missionary,
in which case he only kills one; Modified Gygax rule).

Roll one die, multiply by the number of warriors killed. If this
number exceeds the number of warriors left alive, the explorer has won
the battle and enters the city in triumph. Go to Guest of the City. If the
warriors are not defeated by the musket fire they will close with the
askaris and the battle will be too fierce for the muskets to be reloaded.
The battle proceeds as if the expedition had been surprised.

If surprised, the askaris and explorer do not have time to shoot; the
warriors close with the expedition in hand to hand combat. Half the
bearers will drop their loads and run. Divide the number of attacking
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is ever allowed to leave the city alive. He determines to flee from the
city, taking as much treasure as he can. Roll one die. If the explorer has
defeated the lost civilization in a battle or deal of magic, add one. If there
is a white goddess, add one.

1-3 The attempt fails, the explorer is thrown into
prison. All other members of his expedition are killed.

4 An unsuspected volcano erupts. The city is de-
stroyed. The explorer escapes with five hundred dollars in
gold and gems. The entire population of the city, including
the white goddess, die in the cataclysm.

5 The explorer flees the city, carrying five hun-
dred dollars in diamonds, accompanied by the white god-
dess, if there is one, and any remaining members of the
expedition. The hex into which he flees must be deter-
mined randomly and in the dangerous trek out an askari is
killed. If there are no askaris, the white goddess falls into a
chasm, lake, river, or swamp, and perishes tragically.

6 The explorer, all remaining members of his ex-
pedition and the white goddess, if there is one, successfully
flee into an adjacent hex chosen by the player, carrying off
one thousand dollars in diamonds.

7. Lost Cities in the Desert: If the explorer encounters a lost city in the
desert it will be uninhabited and the bearers will recognize it as a legen-
day city of demons and some of them will attempt to desert. Roll one
die to see how many bearers desert, subtracting one for each askari
present. The explorer may elect to leave the hex without exploring the
city, in which case nothing else happens.

The explorer enters the city in search of treasure. Again the terrified
bearers try to desert. Roll one die to see how many desert, with no
subtraction for askaris. If there are not enough bearers, the askaris begin
to desert.

Now roll one die to see what happens in the city. Missionaries add
one to their die roll.

1-2 The ancient gods still live! In the depths of the
lost city the explorer is confronted by the unspeakable
forces of darkness. His expedition is destroyed and he is
driven temporarily insane. He escapes, alone, still carrying
his musket, into a randomly determined adjacent hex.

3-4 Traps of great sliding blocks of stone crush
and kill half the bearers and askaris. The explorer escapes
with a bag of diamonds and rubies worth five hundred dol-
lars. The passages of the city remain sealed shut and can-
not be re-opened.

5-6 The city is successfully looted. The explorer
takes a bag of gems worth one thousand dollars and each
bearer may carry off golden treasure worth two hundred
dollars (equal to twenty gifts) but to do so must discard all
other loads.

On the next turn the expedition begins to experience
the eerie effects of a curse. Men are found dead, drained
bloodless, with a look of unspeakable terror frozen on their
faces. Each turn roll one die and subtract two to see how
many men die of the curse. The curse continues every turn
until the expedition reaches a civilized hex on the coast.
The curse kills guides first, then bearers, then askaris and
finally the explorer, if he does not reach the coast before it
overtakes him.

8. Publication: On his return to civilization, the explorer may publish
the lost city hex, but only as an uninhabited hex, since no one will be-
lieve his incredible story. He may, if he wishes, tell his adventures to a
well known novelist who will publish them as a work of fiction since this
is the only form in which the story can be presented to the public. This
will net the explorer an additional five hundred dollars.

If an explorer has entered a lost city he may return to it on another
expedition, but any other explorer will find merely an uninhabited hex;
If an explorer re-enters a lost city he has previosly explored he gets to
add one to all his die rolls during the encounter. If his wife, the white
goddess, accompanies him, he gets to add two. The explorer’s wife, of
course, takes all the risks of the expedition. She can be taught to shoot a
musket and count as an askari in encounters with native tribes or wild
animals

warriors by the roll of one die, rounding all fractions up to obtain the
number of askari casualties. If all the askaris are killed, the explorer is
imprisoned. Multiply the number of askari casualties by the roll of one
die. If this number exceeds the original number of askaris, the remaining
askaris will surrender and half the remaining bearers will desert. Go to
Explorer Imprisoned. If the askaris stand their ground, divide the
number of remaining askaris by the roll of one die to obtain the number
of warrior casualties. Check to see if the warriors are defeated and con-
tinue the battle.

The explorer is now either imprisoned or a guest of the city. This
ends the turn. At the beginning of the next turn he must decide what his
next action will be. He does not draw a disaster card for the turns he is
within the city and the lost civilization will provide food for all members
of the expedition. If any of the men are sick, the priests will cure them.
5. The Explorer is Imprisoned: The explorer and any remaining
members of his expedition are thrown into a dungeon and all weapons,
supplies and gifts impounded. If the city is ruled by a tryant, a young
noble aspirant to the throne will contact the explorer and offer to help
him in return for his support in a forthcoming rebellion. If there is a white
goddess in the city she will fall in love with the explorer. She will get him
released from the dungeon during the day under guard, and pledge to
help him escape.

On the next turn the tyrant or the high priest will order the explorer
thrown into the sacred pool where he will be devoured by a
mosasaurus, a gigantic aquatic dinosaur which has miraculously sur-
vived the eons in this lost city. The explorer must decide if he wants to
attempt to escape from the dungeon or to challenge the priest of the
monster god to a duel of magic and faith.

A.       The Explorer tries a breakout from prison. Roll one
die. If there is a rebel faction in the city add one. If the explorer still
has askaris with him add one.

1-3 The escape attempt fails. The explorer is re-
turned to his cell. All surviving members of the expedition
are sacrificed to the monster. Next turn the explorer is
taken to the temple for sacrifice.

4-6 The explorer escapes. If there is a white god-
dess, she accompanies him, and he carries off one
hundred dollars in gold, or, if he is a geologist, five hundred
dollars in diamonds. If he has askaris with him they ac-
company him in the escape, but one askari is killed by the
pursuing city warriors. The explorer, with his companions,
treasure, and one musket apiece, escape into a randomly
determined adjacent hex.

B. Duel of Magic and Faith. The explorer challenges the
high priest to a public duel of magic, using gunpowder, a magnet
and a magnifying lens. Roll one die. If there is a white goddess,
add one to the explorer’s die roll. If he is a missionary, add one.

1-3 The high priest is no fake! Using powers of
lost Atlanean science he creates a rain storm, puts out the
burning gun powder and shoots a lightening bolt from his
wand, demagnetizing the magnet, cracking the lens. Next
turn the explorer goes to the Monster’s Pool — result C.

4-5 The duel is a draw, the old high priest has
hypnotic powers, the explorer is thrown back into prison
— result A. He must attempt to escape on the next turn.

6 The high priest is a fake, the explorer humiliates
him and is accepted as Guest of the City.

C. Taken to the Temple to be thrown into the Monster’s
Pool. Roll one die. If there is a white goddess in love with the
explorer add one.

1-3 The explorer is thrown into the pool and de-
voured by the mosasaurus.

4-5 A rebel warrior smuggles the explorer a mus-
ket. He shoots and kills the monster god. In the resulting
confusion, he escapes. Go to section A, result 4-6.

6 The explorer breaks his golden chains and
throws the tyrant or high priest to the monster, seizes a
weapon and kills the mosasaurus. He is accepted as a
Guest of the City.

6. Guest of the City: The explorer and any members of his expedition
are well fed and cared for. The explorer discovers, however, that no one
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