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Steal a Good
If a player has a camel which is not already carrying a good in a space with 
another player’s camel, which itself is carrying a good, that player may steal 
this good provided they have a theft marker. To do so, the player gives a 
theft marker to the player they steal from, takes the good, and places it 
under their camel. �is good is considered to be carried by the camel – but 
until it is moved, it may not be stolen again. �e player who received the 
theft marker places it on their player board on one of the available spots.

(Note: Had the good originally been under another player’s camel, it could 
not have been stolen.) A player who has no theft tokens may not steal a 
good. Also, demand markers are never stolen. Once collected they remain 
on the player’s board until the end of the game.

Move (and Deliver) a Good
�is is the primary action of the game. Players take a good when they move 
it to the city matching the color of the good.

If a player has a group of orthogonally connected camels, a player may move 
a good from any camel in the group to any empty camel in the group. If the 
empty camel is on the destination city for the good, the player delivers the 
good, placing it on the appropriate place on their player board.

For example:

     Dan has his camels set up as follows:

 

 
 
 
 

Camel A is on Marrakesh. Camel D and camel E are carrying ivory (grey), 
which has a destination of Marrakesh. Since Camel A is not carrying a good, 
Dan can use one action to move the good from Camel D to Marrakesh, 
and deliver it. As ivory is a rare good, it will be worth 6 points at the end 
of the game. Dan cannot use one action to move the good from Camel E, as 
diagonal movement is not allowed.

Note: If a player moves a good that was under a camel (due to having 
previously been stolen), place it on top of the camel to which it is moved.

Note: A good may move to any of your empty camels that are connected in 
a chain. It does not have to move all of the way to the appropriate city.

Note: A good may be freely moved through an occupied camel; it just 
cannot end its movement on an occupied camel.
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As soon as there are only 4 goods left on the board (not counting goods that 
are on or under camels), the game is interrupted. First, add one demand 
marker to each space containing the four remaining goods. �ere may 
be more than one demand marker in a space. �en, from the bag, draw 
four new goods and place them, one at a time in numeric order on the 
numbered spaces without goods.

End Of The Game
�e end of the game is triggered when the �nal four goods are removed 
from the bag. �e game ends immediately when the next good is delivered.

Players score their points as follows:

For every rare good – 6 points
      (ivory (gray), cloth (purple), gems (green), or paper (pink)) 

For every common good – 3 points
      (meat (red), swords (blue), salt (white), or hides (brown)) 

For every demand marker – 1 point

(To simplify scoring, it is recommended that players build piles with a value 
of 10 points, such as one rare good, one common good, and one demand 
marker.)

After calculating scores, players who have too many goods picked up but 
not delivered are given a penalty. �is includes goods there were stolen from 
another player and still under a camel.

If a player has 0 or 1 goods picked up at the end of the game – no penalty.
If a player has 2 goods picked up – 1 point penalty.
If a player has 3 goods picked up – 3 point penalty.
If a player has 4 goods picked up – 6 point penalty.

�e player with the highest score wins. In case of a tie, the player among 
those tied who delivered more goods wins. If still tied, the tied players share 
the victory.

Art and Graphic Design – Martin Ho�mann
 
For resources, updated rules, and information regarding  
expansions, visit our website: www.riograndegames.com
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