TRADING ROUTES – ENGLISH RULES – JUNE 2005

Ah! The South American jungles! Bustling with native tribes ready to 

be taken advantage of by a very enterprising adventurer!  these tribes aren’t exactly self-sufficient, so you’ve taken it upon yourself to be their official trading route 

developer!  

Do what you can to connect the most tribes in trading 8 of their essential commodities; corn, feathers, pelts, gold, turquoise, cotton, tobacco, and obsidian, but, don’t forget about the other greedy ‘adventurers’ out to take advantage by adding ruins or starting and stopping tribal wars along the trading routes! 

OVERVIEW

Players take turns to play one card from their hand, either creating a new route or adding to an existing one. If your card completes a trading route, you collect all cards from that route. When the last game card has been played, players add up all the TRIBE plus any RUINS cards they have collected. The player with most trading route points wins!  

GAME SETUP

Shuffle the game card deck and pass out, face down, 6 cards to each player. Place the rest of the card deck face down on the table, within easy reach of every player.

Now elect which player goes first. Play in a clock-wise direction.

HOW TO PLAY

When it’s your turn, play one of your cards on the table. You can either create an entirely new trading route by placing your card above or below existing routes OR add your card to either side of an existing trading route. Once you’ve placed your card, pick up a new card from the card deck.

TRIBE  CARD

This card can be placed next to RUINS, PEACE or another TRIBE card. 

If you place your card to the right of an existing trading route TRIBE, what your TRIBE needs must match what the TRIBE your placing next to produces.

If you place your card to the left of an existing trading route, what your TRIBE produces must match what the TRIBE your placing next to needs.

If you place your card next to a RUINS or PEACE card, your TRIBE card must still match the TRIBE card next to the RUINS or PEACE card. 

Note: You can never place a TRIBE card next to a TRIBAL WAR card!

RUINS CARD

This card can be placed next to a TRIBE, PEACE or another RUINS card.

Each RUINS card adds +1 to the value of the Trading Route it is on.

Note: You can never place a RUINS card next to a TRIBAL WAR card!

TRIBAL WAR CARD

This card can be placed next to any card, except another WAR card.

The route is closed (on this side only) and no TRIBE or RUINS cards can be placed next to the WAR card.  A Trading Route, can never be completed, even if the first and last tribes match if a WAR card is showing. Use a PEACE card to stop the WAR and open this side of the route.

PEACE CARD

This card can only be placed on a WAR card.

The Trading Route has opened and players can now continue to add cards to this side of the route.

Note: If the first and last tribes on this route match, the route will automatically be completed!! 

END OF GAME

Once the card deck is finished the game continues with the players’ remaining cards in hand until the last card is placed. After that, add up all your TRIBE and RUINS cards. Each card is worth 1 point. WAR and PEACE cards have no value! The player with the most points wins the game!

GOT A STRATEGY?

Although we consider Trading Routes one of our DBGC (Don’t Busta Grey Cell) card games, there are a few strategies you can use without busting too many grey cells!

Check out our website for updates on strategies, if there’s a problem with your purchase, or simply to see our other games!
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