SOURCE OF THE NILE
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1.0 INTRODUCTION

By the nineteenth century, European culture
had emerged from centuries of self preoccupation
into its grand epoch. The abilities and ambitions of
Western civilization were directed outward toward
the rest of the world. Among the challenges
accepted was the exploration of Africa and the
search for the sources of her rivers.

Africa had long been protected behind an im-
penetrable wall of deserts, jungles, high plateaus
and exposed coasts. Only grudgingly did she give up
bit by bit her territory to the determined incursions
of the European explorers. These intrepid voyagers
whether inspired by the spirit of adventure, scien-
tific inquiry, personal acclaim or just the desire to
tap the untold resources hidden within, began their
final and eventually successful assault along the
continent’s natural highways and most accessible
routes, her rivers.

These rivers meant much more than just a path
into the interior. A navigable river represented the
least expensive means by which Africa’s new lands
could be settled, her resources developed and her
natives civilized. An important discovery would
have little value if there were no economical way by
which it could be brought out. The news of rivers of
great length and volume were accorded great im-
portance not only for their physical impressiveness
but for the great amount of territory it opened up to
exploitation. The recounting of the exploration of
Africa can be told in the exploration of her rivers,
the Niger, the Congo, the Zambezi and the greatest
of all, the Nile.

The source of the river Nile was a mystery as old
as civilization. To the ancient Egyptians, the Nile
was an object of worship, sustaining their way of
life. Surely, through the centuries, nameless
thousands must have set out to find the mystic land
from which her waters flowed.

That the journey was dangerous was clearly
attested to by the remains of the countless failures
littering the way. Midway through the Sudan, the
Nile forks at Khartoum. The east branch, the Blue
Nile, journeys to Belfodiyo where it plunges from
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the Ethiopian plateau in a series of cataracts
through gorges so rugged that they hadn’t been
completely explored by 1950. The west branch, the
White Nile, can be followed more easily until it
becomes lost in the sprawling swampland called the
Sudd. These were the natural limits of the search for
the source of the Nile. If any exceptionally hardy
and daring explorer did push his way beyond the
marshes or the mountains, and we know today that
some must have done so, the discoveries they made
were dismissed as fantasy.

The source of the Nile was not the only point of
geographical interest. The discoverer of the source
of any of the great rivers which emptied at the
African coast was greeted with acclaim. In fact, had
the Congo or Niger proved to be a longer river than
the Nile, the more enduring fame might have gone
to its explorers. Other outstanding features such as
great lakes, major waterfalls, and majestic moun-
tain peaks were milestones in the mapping of
Africa.

There were those of less noble motive who came
to search for gold, diamonds, ivory and furs.
Others sought land, water and timber for farms and
homes, or iron and coal for industry. To the
zoologist and botanist, Africa was a paradise of
exotic wildlife and vegetation. To the doctor and
missionary, the plight of the natives physically and
spiritually was a matter of great concern. To the
ethnologist/anthropologist, the key to man's
evolution and his cultural progress might be hidden
here. To the journalist, the natives were victims of
the brutal and barbarous slave trade.

The map of Africa which had been almost blank
in 1814 was filled in; its rivers traced: its mountains,
jungles, deserts and lakes measured and charted by
1914. The resources of land, water, minerals and
game which had been only dimly perceived in the
past were thrown open for use by the world, Great
light was shed on other mysteries of science by clues
previously hidden among African flora and fauna.
The people of Africa, who had largely lived in
stone-age isolation, were brought irrevocably into
the world community. All of these achievements,
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the consequences of which we still can’t foresee,
grew primarily out of the search for the source of
the Nile,

2.0 THE OBJECT OF PLAY

2.1 SOURCE OF THE NILE is designed to be an
educational adventure in which the players compete
primarily with the environment and only incidental-
ly with each other. Luck tends to be a major element
of the game but can be overcome by careful play.
Because the game situation is forever changing,
there is no single best strategy. However, players
who plan carefully and are prepared for emergen-
cies will do best.

2,2 A player takes the role of a newspaper
publisher or scientific society who sponsers an ex-
plorer to enter Africa and discover new lands and
to complete the objectives of his specialty. In the
course of play, each plaver moves a token
representing his explorer and expedition from a
port into the unexplored interior. For each unex-
plored hex that the explorer enters, its terrain,
native tribes and special discoveries are de-
termined semi-randomly with allowance made for
previous discoveries. When his explorer publishes
these discoveries, the player receives a certain
number of victory points in accordance with their
value. The player with the most victory points at
the end of play is the winner.

2.3 Thereare two games contained in the SOURCE
OF THE NILE, each with its own emphasis. Game
I is more structured with a definite goal. It is de-
signed to be played in a set period of time, approx-
imately 2 to 4 hours.

Game II is more open ended with the emphasis
on adventure. There is no specific end of game but
can continue until all of Africa is completely ex-
plored. As there are almost 500 blank hexes to be
explored, the game is not usually played to the bitter
end at one sitting. Instead, a reasonable time limit is
set at the end of which the player with the most vie-
tory points is the winner. The complete exploration
of Africa can be the result of several games, each
starting where the last left off.
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