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RULES SHEET 

TITLE   : Disaster Relief 

LOG LINE : A four player game in which each player own a country and solve disasters that 

occur at random on some countries in some world.  

TARGET AUDIENCE : Ages above 10 years. 

RESOURCES : the game has a board simulating the world map and four types of resources as 

follows 

 Game board 

 
 

 Four types of resources 

o Green  -  Money 

o Red  - Medicine 

o Black  - Food 

o Blue  - Water 

 Disaster cards 

 Each disaster card has the country name and amount of 

resources required to solve that disaster.  

 At the back of the card it has some info on the disaster 

from the past. The disaster are choose from the real 

disaster happened till now. 

 

 

 



 Continent cards and color cards 

o These cards just determine the win objective for each player. 

o There are four continent cards and eight color cards (Two of each type). 

    

Continent cards    Color cards 

OBJECTIVE: 

The objective of the game is to solve the disasters that occur around the world using the four different 

types of resources available. Each disaster is represented through a card of one of the four colors. There 

are twelve objectives from which players choose any three at random at the beginning. The player who 

first meets any one of their chosen objective wins. 

STORY: 

Many countries across the world have been affected by many disasters every year. Our objective is to 

make people find fun in solving the disasters by using four kinds of basic resources. It replicates the 

notion that any disaster can be solved very easily if people cooperate and help others. 

RULES: 

 Each player chooses their win objectives at the beginning. It can be either 6 disasters of a 

continent or 8 disasters of their two chosen colors (4 disasters of each color) 

 Each player gets 6 resource coins of any three type they choose at the beginning of the game. 

 Each coin is worth 2 units of that corresponding resource. 

 There should be four disaster cards on the board in total at the beginning of each round. 

If a disaster is solved remove that card from the board. If a disaster is not solved it goes to the 

back of the deck. Take new cards from the deck at the beginning of the next round to make the 

total of four cards on the board. 

 Timer is set to one minute and thirty seconds for each round. 

 Each player can only spend one type of resource on each card on the board. 

 If a disaster is solved, the players get the same amount plus one and the same type of resource 

back from the World Bank. If it is not solved they get half of the amount of resources they have 

spent. 



 Trading rule: Players can trade their resources with the bank. For every same two units of any 

resource type they trade they get one unit of any resource type. 

o Ex: 2 money can be traded for 1 unit of food, water or medicine. 

 

HOW TO PLAY: 

 Each player chooses one  

 One continent card out of four (Objective is to solve any 6 disasters in that continent) 

 Two different color cards out of eight cards (two of each color). 

(Objective is to solve four of each color they have chosen) 

 A player may choose to hide his goal cards. 

 Each player gets 6 resource coins of any three type they choose at the beginning of the game.. 

 Each coin is worth 2 units of that corresponding resource. 

 Initially four disaster cards are drawn from the deck and placed on the respective country 

 

 The timer is set to one minute and thirty seconds at the  

beginning of each round and the timer is hidden. 

                                                                                                

 

 Each disaster card says the amount of resources  

required to spend to solve that disaster.  

 

 

 

 

 

 

 

 Each player can only spend one type of resource on each card on the board. The type of 

resource he spends should be placed on his end of the corner on the card. 

 

         
 

 



 There is no turn, all players start at once and place the resources. 

 When the timer runs out, all the disaster cards are checked against the resources spent by the 

players do determine if it is solved. 

 If a disaster is solved, the players get the same amount plus one and the same type of resource 

back from the World Bank. 

 Ex: If a disaster on a japan is solved and I have spent 5 money on that, I would get 6 

money back from the World Bank. 

 If a disaster is not solved, then the players. If it is not solved they get half of the amount of 

resources they have spent and the rest goes to the bank 

 All the cards that are solved will be kept in a separate pile. 

 At each round there should be 4 cards on the board.  

 The timer should start again at the beginning of next round. 

 Players can trade their resources with the bank. For every same two coins of any resource type 

they trade they get one coin of any resource type. 

o Ex: 2 money coins can be traded for 1 coin of food, water or medicine. 

 Players continue until one of them wins.  

 


