










A Helper card can be used to move, or you may pay its cost 
and hire the Helper. You do not move your pawn or activate 
a Booth when you use your turn to hire. To hire:

The Helper’s ongoing ability is now available to you for the 
rest of the game. Helpers are also worth points at game end, 
as displayed.

Some built Booths and hired Helpers say that they score 
bonus points at game end for resources “stored here”. You 
may freely move resources between your mat and �����
��
  cards of this type during the game however you like; 
resources are not committed to a card until scoring.

To end your turn, refill your hand by drawing as many cards 
from the deck as needed (usually only 1) to refill your hand 
back to your hand limit of four cards. If the deck ever runs 
out, shuffle the discard pile to form a new deck.

The first time anyone runs out of houses (by building a Booth 
or attending an Event), the game end is triggered:

That player finishes their turn and takes the Firefly token 
(dim-side up) marking them as the end player. All players 
get a Zoom token from the supply. Everyone (including the 
end player) gets two more turns, then the game ends.

After the end player takes their second-last turn, they 
should flip the Firefly to the glowing-side up, to remind 
everyone that this is now their last turn.

After the end player has taken their last turn, the game ends; 
proceed to �����
� .

REFILLING YOUR HAND

GAME END

HELPER CARDS

Pay the cost (shown on the card) to the supply.

Place the card face up near your mat.

STORING RESOURCES ON CARDS

Hiring example: You 
pay two Fish and one 
Tool to hire this Beaver. 
Its ability is now active 
for you for the rest of 
the game.

Storing example: You can 
store up to four Cloth on the 
Beaver you hired (but you are 
free to take any stored Cloth 
back to your mat at any time 
before the card is scored).

DIM SIDE GLOWING SIDE

On either of your last two turns, you 
may spend your Zoom token to change 
the Step value of a card (that you are 
using to move) to a Zoom.

ZOOM TOKENS
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Flip your mat over, and use your Score 
marker on the score track there. Points 
are earned in these categories (score 
them in order, there is a reminder beside 
your score track):

Each Booth you built (including Events) has a  value 
printed on it; some Booths describe bonus scoring.

Each Event Booth describes scoring for anyone attending. 

You are attending the Event if you have a house in a star 
space there, or if your pawn is there.

•	 You may score each Event once at most, even if you 
have both a house in a star space and a pawn there.

•	 The owner’s house (marking ownership) on an 
Event does not count as attending the Event.

Each Helper you hired has a  value printed on it; some 
Helpers describe bonus scoring (often for stored resources, 
which works the same as for Booths).

Score 1  for every two Coins you have left over, ignoring 
remainders.

Score 1  for every batch of three different Goods you have 
left over, ignoring remainders. Each batch may include any 
combination of three different Goods.

If you have the highest score, you had the most successful 
day at this year’s River Market, and you win the game!

In the event of a tie, the tied players share the victory and it’s 
even better than winning alone!

Some Booths (and Helpers) allow you to store resources 
on the card for bonus scoring. You may reorganize your 
resources now to maximize your score; once a stored 
resource has been scored, it may not be moved. Stored 
resources are not eligible for leftover scoring, below.

BOOTHS YOU OWN

EVENTS YOU ARE ATTENDING

HELPERS YOU HIRED

LEFTOVER COINS

LEFTOVER GOODS

SCORING

Your pawn  is attending 
the Lilypad Hop Event, 
which is worth 2  for 
every two Lilies you have.  
You have five Lilies, so 
you score 4 .

You built four Booths, 
with a combined total 
score of 21 .

You hired two Helpers; 
including the four Lilies 
you now store on your 
Wood Duck, they score a 
combined total of 8 .

You have six leftover 
Coins, which score 3 .

You have 1 leftover batch 
of three different Goods, 
which scores 1 .

Your final score is 37 ...
will it be enough to win?

Scoring example:

If your score ever 
passes 50, flip over 
your Score marker 
and continue from 
the beginning of 
the track.
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RIVER MARKET AT A GLANCE
THE ENTIRE GAME EXPLAINED ON ONE SIMPLE PAGE

MOVING

REFILLING

ACTION CARD

BOOTH CARD

HELPER CARD

ON YOUR TURN (Go clockwise from start player until game end)

GAME END

SCORING (Score  for...)

SETUP

Roberta thanks: Heartfelt thanks to Mélanie Jean, Paul Saxberg, and my local playtesting group, who are 
willing to try anything, to the entire KTBG team, who bring my ideas to life and make them even better than I 
could have dreamed, and to Craig, who is the world’s best listener and encourager. Love you all!

CREDITS AND THANKS

Form the river with the four Starting Booths. Stockpile the resources and multiplier planks. Keep the Zoom 
tokens and Firefly handy for game end. Shuffle all cards into one deck. Each player gets: Their player mat, 
Score marker, pawn (put it on the Swap Meet Booth), five houses (four in a 5p or shorter 3-4p game), four 
Coins, and a hand of four cards from the deck (including at least one Booth). Pick a start player, and begin!

Move (up to) the Step value of your card, clockwise around the river. 
Activate the Booth you stop at (Booth owner gains the Owner’s bonus).

•	Coins are not Goods, so the  symbol 
does not include them.

•	When moving (even when Zooming) you 
may not end movement on the same 
Booth you began.

•	You do not have to activate the Booth you 
arrive at (whether by choice or because 
you are unable to).

•	The Owner only gets their Owner bonus 
if you activate their Booth, not just if you 
end movement there.

•	The house on an Event Booth marking 
ownership does not count as attending 
the event; the Event’s owner must attend 
it the same way as anyone else.

•	You may only score each Event once at 
most, even if you have multiple pawns/
houses there.

•	You may freely move your resources on 
and off of cards that allow you to “store” 
them, until they have been scored.

•	Resources that are scored as “stored” are 
not eligible to be scored as “leftover”.

Draw back up to your hand limit of four cards.

If you used an Action card to move, also do its effect.

Instead of moving, you may pay its cost to build it on the river in 
any end spot; put a house on it.

Instead of moving, you may pay its cost to hire it, keeping it in front 
of you. Its ability is now active for you for the rest of the game.

Pick a card from your hand. Discard it to move, or pay its cost to put it 
into play. Then refill your hand.

When someone runs out of houses, they become the end player, and 
claim the Firefly (as a reminder). Everyone gets a Zoom token. Everyone 
gets two more turns, then the game ends.

1.	Events you are attending (with a house or pawn), as marked.

2.	Booths you built (plus stored resources), as marked.

3.	Helpers you hired (plus stored resources), as marked.

4.	Leftover Coins, 1  per pair (ignore remainders).
5.	Leftover Goods, 1  per batch of three different (ignore remainders).

COMMON QUESTIONS


