
Nile Flood
by Daniel Bernsen & Ronald Hild

1-6 players | ca. 15 minutes | age: 8+

Game idea
You are a farmer in ancient Egypt and cultivate a piece of land on the banks of the Nile. Your goal 
is to develop your land in such a way that you can produce as much harvest as possible despite the 
fluctuating Nile floods, and with increasing prosperity you can also build granaries, villages and 
even a temple. 

Components: 1 player board per player, 1 temple building site and grain stores, 1 blue and 1 red 
die, start player marker (chose any item), 1 crayon, 1 pencil/w eraser per player (or you laminate the
boards and use water-soluble pens).

Setup: Each player gets a player board with one section of
the Nile (see image), a crayon, a pencil/eraser. The
starting player is chosen randomly. He gets both dice and
the starting player marker. 

How to play: Each game goes over 12 years (= rounds).
In the solo-mode (see below) and with 5 players you play
only 10 years. Each year is divided into 4 phases:

Phase 1: Rolling the dice
All players cross the next year. The active player rolls
both dice. All players can use them.

Phase 2: Using workers
The red die determines the number of (virtual) workers per round. The starting player begins, the 
other players follow clockwise to use all their workers. According to the value of the red dice, each 
player can now use workers for the following actions. 

The results are permanent and remain until the end of the game. Several elements can be built on 
each field. The harvest number increases accordingly. All structures and buildings can be built in 
any place. It is not necessary to start on the left side on the banks of the Nile.

1 worker = sows 1 field (draw a circle around the die symbol in the field). Crop yield = 
1 per field. In a field that has been sown once, each year brings harvest, 
provided the Nile water gets there.

2 workers = build 1 shadoof on 1 field build (paint a bucket on the field)→ Crop yield +1 

3 workers = build 1 channel between 2 fields (draw two parallel lines in the middle of the 
boundary between two fields)→ Nile water also runs from left to right into 
the field connected by a channel if the die value is lower, but you can also 
connect fields above and below

Example: If you build a channel between on field in the first and the second row, you can be sure, that even 
if you roll a 1 the field be also filled with water. If you build a channel between a field in the forth and the 
fifth row, either the Nile flood must be at least a 4 as well or you can go back by a connection of channels 
until the first row, so then all the fields connected will get water from the Nile. 

Game sheet for every player: section of the Nile



2 workers = Build a stone of the temple (mark the stone with your colour crayon) → 
The size of the temple depends on the number of players (see temple plan). 
The temple is always built from right to left and from bottom to top → 
Depending on the row you get victory points for each stone at the end (see 
temple plan). 

4 workers = impolder 1 field, only if already sown (draw a square around the die symbol 
and the circle)→ Crop yield +2 

4 workers = build 1 grain store (complete the outline of the next grain store with your 
colour crayon)→ only a grain store can store grain. The stores can be used by
all players. For each store built you will get 10 points at the end of the game.
If a grain store is full, no grain can be stored and no victory points can be 
collected. Grain that cannot be stored will be lost (but can be used to recruit 
workers after the harvesting – see below). 

5 workers = build a village (draw a house symbol) → in the centre/crossing of 4 fields that
must be sown and have a permanent water connection via a channel with the 
Nile→ for each village built there are 5/10/15/20/25 victory points, 
depending on the position of the village (see Nile plan)

Phase 3: Harvesting
On all flooded fields (from left to right – corresponding to the value of the blue dice) in which seeds
were sown, harvesting can now take place. The amount of grain is added up and entered in the 
fields below (“Harvest per year” → use the eraser to put the new sum in the fields for each year).

The harvested grain can now - if possible - be stored in a grain store. In clockwise order you mark 
the grain symbols with your colour crayon. Each stored grain gives one victory point at the end of 
the game.

Phase 4: Recruiting more workers
For every 3 crops that are not stored in a grain store, an additional worker can be recruited. So for 9 
grains, you can recruit for example 3 workers. In your turn all additional workers have to be used 
directly. You start with the last player (to the right of the starting player) and then go 
counterclockwise => the starting player is last. 

The result of the work of these workers counts only for the next harvest.

Grain that cannot be stored and workers that are not used, cannot be taken to the next year. The 
grains decay and the workers part.

After all players have finished, the new year begins: The next player in clockwise order (to the left 
of the starting player) gets the start player marker and both dice and rolls them.

End of the game and scoring
The game ends after 10 or 12 years depending on the number of players. The grains stored in the 
grain stores storages are counted (each = 1 point) plus built villages plus built grains stores plus 
points from temple construction. 

At the end of the game there is another special score for the temple. The player who has contributed
the most stones gets 10 points, the second 7 points, the third 5 points. Only players who have at 



least contributed one stone can get points. In case of a tie, you add the two places next two each 
other, add the points, divide by 2 and round down. Example: 1st and 2nd place = 17 points, divided 
by 2 rounding down: 8 points per player.  

All points are added. The player with the most points wins.

SOLO-MODE
If you play solo, you roll only the blue die for the Nile flood. Corresponding to the result you turn 
the red die to the opposite site.

Example: You roll a 6 with the blue die, then you turn the red die to 1. If you roll a 3 with the blue die, 
corresponding number on the red die will be 4.

You play only 10 years. Your adversary is called Nebamun. Nebamun only acts in phase 2. He is 
always starting. He stores his grains, builds a grain store or a part of the temple.

Nebamun uses also the result of the blue die: 
1 = He builds stones in the temple (from right to the left, from the bottom up). 2-6 = He receives 
grains. The grains are always stored. If his harvest surpasses the store capacity, he immedeately 
builds a new grain store and scores also the points for it.

The number of stones he builds in the temple depends on the difficulty level. The amount of grain 
he receives depends on the difficulty level and the respective year (=round).

Number of stones
light 1

medium 2
heavy 3

Year 1 2 3 4 5 6 7 8 9 10

amount of grain
light 1 3 5 7 9 11 13 15 17 19

medium 2 4 6 8 10 12 14 16 18 20
heavy 3 5 7 9 11 13 15 17 19 21

Nebamun wins, if he has the most points at the end of the game.


