YOUR FIRST FEW GAMES

When you're first learning the game, we strongly advise you to play it with only 2 to
4 players, since the 5-player game is more suited for experienced players. We do not

recommend playing the 5-player game with players who have never played Lewis &
Clark before.

ARIANTS

After playing Lewis and Clark a few times, you might want to make things a little
different with the Route Change tokens.
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On April 30, 1803, the United States of America purchased the Louisiana Ierritory from
Napoleon for $15 million. Thomas Jefferson decided to send two adventurers - Meriwether
Lewis and William Clark - to explore this huge terra incognita. The Lewis & Clark
Expedition (lasting from 1804 to 1806) was the first American expedition to cross what

is now the western portion of the United States.

GaE OVERVIEW [ -

And, if you want to play alone, we have a solo variant for you (see page 15).

Let’s go back to 1803 and imagine that President Jefferson did not send one but many c A
expeditions to explore the Wild West. You and the other players will each lead one of OMPONENTS
these parties. Your aim will be to cross the North American continent and, of course, 1 Game board 5 Scout figures of different colours

to reach the Pacific as soon as possible. History will only remember the first to arrive.
Lewis & Clark is a race game driven by resource and hand management. What needs
to be managed are your resources, your Corps of Discovery, and especially the trappers
and Native Americans met during the journey. Good management will result in good
progress across the West!
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8 Resource Badge tokens (for solo play)




Ser up

4 Unfold the game board and place it in the
centre of the table.

It represents the territory that you will have to cross, and also an
Indian Village where you will be able to get help for your journey.

z Place the resource hexagons on the
appropriate Stocks of the game board:

Primary Resources
AJ 20 Wood Q
A2 20 Fur N
A8 15 Food g
A4 15 Equipment N/

During your journey, you will need different kinds of resources.
Some of them can be obtained directly by using an action (this
costs nothing) ; these are the Primary Resources.

Transformed Resources
J/ 15 Dugout Canoes g
2 15 Horses J

Other resources need a «transformation» ; you will have to give
some resources or Indians to get them.

Each group of resources is a Stock.

8 Resource Multiplication Markers
Place them next to the game board. If a Stock is

depleted, a player may take a marker, and
put an appropriate hexagon on it, making it
worth three of that resource.

Resources will not run out during the game. Multiplication
Markers allow you to compensate for a potential shortage of
resource hexagons.

g Based on the number of players, take the
appropriate number of Indian figures and

. place them next to the game board to form

the Stock. Remaining Indians are put back
into the box.

Number of
Players

Number of
Indians used

6
9
12
15
18

N N~

The Indians will allow you to perform actions in the Village
or with your Characters. They can also increase the power of
your actions. More Indians are available when you use the
“Interpreter” Starting Character. Use good management as they
could slow you down.

4 Place 1 Indian figure from the stock on the

Newcomer area ( of the game board.

Place the 12 Boat tiles on the
game board (on the Gulf of Mexico) in two

stacks of 6 tiles:
T

- (I A

Front Back Front Back

By adding these Boats to your Expedition, you will increase your
storage or passenger capacity.

6 Each player chooses a colour and takes the
6 Starting Character cards of this colour in

his hand.

If there are fewer than 5 players, the unused Starting
Character cards are placed back in the box.

These 6 cards represent historical members of the Expedition.
They form your starting hand. At the beginning of the game,
all the players have identical hands, apart from the names of
their explorers.




; Shuffle the 54 Encountered Character cards

to form the draw deck, and place it face down

on the game board, on top of the Journal of
Encounters . /Z

Draw 5 cards from this deck and
arrange them on the Journal of
Encounters by their Strength
(number at the card’s top left-hand
corner) J& . The lowest Strength
card is placed at the bottom of the
Journal, close to the Gulf of Mexico,
and the highest Strength at the top.
If two cards have the same Strength,
place them in the order drawn.

THE CHARACTER CARDS

The Characters may either: perform actions; acquire or transform
resources; or move your expedition forward on the route.

Character recruitment cost
(in Equipment)

- this is also the Character’s
Strength -

Character’s action

Character’s name

Card number or player’s

coloured symbol Front

84 Character cards composed of:

- 30 Starting Character cards (5 crews of 6 Characters),
with the players’ colours on the back.

8 Each player takes an Expedition mini-board
of the colour she chose and places it in front
of her. She takes an Indian figure from the
stock and places it on the fourth Boat (7
of her Expedition.

9 Each player takes 1 Fur, 1 Food, and 1
Equipment from the Stocks and places them
on the first boat/3/ of his Expedition.

VARIANT: Take 4 primary resources of each kind from
the Stocks. Randomly, give 3 of them to each player
who immediately places them on the first Boat of his
Expedition. Place the remaining resources back into

the Stocks.

This way, the players start with different resources each game.

4 Each player places the Scout figure f )

of her colour on the Route starting L\j
space (St Louis).

She places the Camp token \g of her colour next

to the river, pointing at the starting space (St Louis). //

The Scouts and Camps of the unused colours are placed

back in the box.

1M1

The starting player is chosen randomly. The
game starts with this player’s turn.

A large number of strategies are possible in Lewis & Clark,
thanks to the card combinations that can be made from your
hand.

Provided resource

Camp Time

reminder
Character’s Strength

Recruitment
Discount

Back

- 54 Encountered Character cards, numbered from 1
to 54, whom the players will be able to recruit.

I

THE EXPEDITION MINI—
BOARDS

Your Expedition is represented by your individual
board. It is composed of Boats on which :

- you will store the resources you get (hexagonal spots);
or

- you will place the Indians who join you (circular
spots).

Some of these Boats are «easy to handle»: they will
not slow you down during your Encampment phase.
Others (with a Time symbol above them ) will
slow your Encampment if their spaces are occupied
during this phase.

At any time during your Expedition, you may
reorganize your resources and Indians in any way you
like, enabling more of them to be on Boats that cost
less Time.










































