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Navies in the ;!

Age of Steam

The era covered in Memos War (drea
1E70) was lmown as the “Dack Ages®
for naval development. Many of the newr
Age of Steam indusirial technologies
simply did oot work. A perfect example
was the loss in September of 1870 of
the Fully-rigged, turret battleship HMS
Captain, privately built for the Eribsh
Rayal Mavy, which suffered Fom several
design and construction fows: it sanlk
with the Loss of nearly 500 Lives.

Poohlems such as these made
governments increasingly reticent to
make the huge investments in catting-
edge warship techoology that was ar
best, uncertain, and &t woorst, d.a.ng:mu:.
Conssquently, there wms a wide variety
of ships, both old (Rams and Whalers)
and new {Clippers and Battleships),
sailing during this pericd. This worked
very much to Captain Mema's advantage
o= the Mzutilus repentedly proved itself a
marve] of nautical engineering.

Cither nawies did not cpenly challengs
Britain's supericrity on the high seas
between 1805 {Lord Melson's wictary
over the French and Spanish at
Trafalgar) amd the WW1 Battle of Jutlmd
{versus the German navyl i 1916,
Britanodn tuled the waves during this
ouval Diark Age and thus most Ship
tokens in the game fly the Bridsh flag.
You will natice that thers are also many
American ships since the game takes
place sopm afier the Union’s build-up
during the American Ciwil War (1861

to 1865).
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For variety, we have included some
wonders and waorries of the seasin

this mge, including a French Airship,
Pirates, Slavers, a Sea Monster, a famed
Confederate Raider, and a airsed Ghest
Ship of rencwn.

Where passible, visual reference of
each vesseTs real kb= counterpart was
used as reference for the Ship tokens'
ilbastrations.

1. INTRODUCTION

This Between Voyages Guide features the game’s Serup instnactions, end-game scoring, and
Epilogues for each Motive, plus variant content for hardy groups of plapers seeking a non-solitaire
experience of Wemo’s War,

Background
Memo's Waris based on the novel 200000 Leagues Under the Seas by Jules Verne. This novel is
mmilable for fres from Projece Gutenberg (wosw. gutenberg.org).

Memo's Waris a single-player game af mderwater exploration and combai adventures cnca 1870
o 1871, Wou are Captain Memo, commender of the Nawtihes. You will search the oceans and
Littcral lands, Ed:t'u‘u&d:-ufz]ln:tm brave the hazards of the seas, fod Oy =LETLOUS Ereasires,

behald and chromicle amazing wonders, and travel around the world in your quest for knoededge,
adveniure, and vengeance.

2 GAME EQUIPMENT

Farts Inventory

Game board 3 Deadly Seas Fleet tokens
7 Deadly Seas Event tokers

4 Double-sided Motive dles
1 Captaincy tile {co-op)

Cperations Manuwal
EBetween Voyages Guide

163 cards: / . .
25 Wict Point scoring markers
3 Act cards i &
L Rizing Action (4 Hollow Explasion) card 1 Action Points marker
101 Event cards 1 Imperialist Action Points marker
12 Finalé cards 1 Motoriety marker
& Madeen Dakkar Frent cards 3 Bl Bescurver pomcdicrs
26 Nawtihes Upgrade cards
¥ Co-0p Officer cards 1 Arabinn Tunnel marker

1 Wersus game Mawtles special Tablean card

e = e 3 Cannon Ball markers
us game Player Aid ¢

1 Sunken Treasure Fleet marler
10 wooden Uprising cabes

2 silver Uprising cubes 1 Bold/Stalk Attack marker
1 Torpedo Attack marloer

1 Mapwfilses mrdature :
1 Dviplomacy Attack mark
2 Impetialist Squadron miniatures o A
7 Character tiles
3 white dice
2 black dice 31 Treasure tokens (Map)
; 120 Treasure taolen: (Betain)
16 gemstones m mssarted colors 13 Treasure tokens (Wonder)
1 white Adventure Poines (A} wooden Black 2 Treasure takens (Diher)
1 black Motoriety (skulll »oodan block 144 Riia
1 blue Imperialist Action Paoints {4) AN
waooden black 12 Adventare tokens
1 cloth bag for Ship tokens 30 Artribute (Ships Officer) toloens
1 cloth bag for Treasure takens 0 Characteristic (Nadeen Dakkar) tokens
20 Hidden Ship tokens
30 White/Gray Ship tolens
14 Light Yellow /Purple Ship toleens

4 EluePurple Ship tokens

4 GreenPurple Ship tokens

4 Dark Yellow/Purple Ship tolcens
4 Drange/Purple Ship tokens

T BedPurple Ship tokens

2 BlackPurple Ship tolens



Nautilus Upgrade Cards
A limited number of these cards are mmilable
bor purchase to upgrade the Mautlus during

Character Resource Tiles
These tiles represent importamt characters in
the shory: Each com be committed (Sacrificed)

plax once per gamie to help in an emergency.
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Nemo Motive Tiles
Thes= tiles represent the driving motivation behind Memo's quest
and determine the scoring multipliers at the end of the game.
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Victory Point Markers Treasure Tokens
These markers ar= used to track and record your N
VPs during the game andfor at the game end. s

Olcean a Search Action is possible.
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Treasure Available Gemstones
The gemstones are used to denote in which

Miscellaneous Tokens and Markers t

Torpeda Attack!
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Adventure toleen
Marars
Treprt

Treasure
Victary Paint(s)
Ship Resource Markers Other Tokens
These markers are used to track the condition 4
of Memo, the Crew, and the Hull throughout remuis T %
the = i ": |
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Ariribute Ally Characteristic |
taken token [Madeen) tolen |
Nautilus Miniature .
This playing mece is used I —
& track the Namtikes Action Poinit Imperialist Action £
movements around the baoard. marker Point marker |




Taking the Helm Afore

the Game Board

A= you study the setup illusiration
om the next page, you will notice that 1
EU:EL‘]t-hIﬂE]EIIIFla.E-E.ﬁJ}ﬂJ]:‘J:F.}rDu | Flace the game board on the table in front of you end leave some room between you and it
will discover everything's place makes for your Tablean Gee pages 6 and T for an ilustration). Thess setup instructions inchide some

E;‘l:r:m‘m‘nl:r!.d &T:mzim-lulg?:r information about males ta |:|=|:p Fou make informed setup decisions.

i =

i Nemo’s Motive
+ Things you don't want to bump and i )  select a Motive tile and place it face up in the Motives area of the board.
lnock into, such as the Draw Pile, If it iz your first gomee, see the Maiden Vinarge article on papes & and 7.
Motoriety track, mmd Adve
D-::':, nllz,.zﬁd}rpnﬁithmlair:l?ﬂ;:ﬂt Each Motive defines the nature of the game Fom setup, through play, to victory or defeat
from your reach. fore Pude 15- DEFEAT, VICTORY, AND SCORRS later in this Ganide for how the Motive
afects Victory Point scoring). In effect, with each Motive you will be playing a very different
* Your Tableau is directly in front FRme.
betwesn you and the game board.
The information and Resources in Honorable Motives:
your Tablean are what you mest Adventure: Captain Nemo and kis company seek to establish an enduring legacy that will allow
need to stay aware of them o be remembered (io Memak great saisfaction]) for the breadih and scope of their redoubpable
deeds.
* Your eyes will naturally reset to the
map (the ceneral focal point), Armund Mates: Adds Adventure toleens: alters Lodl Twrns; 42 bonus on Adventure 1

LY e B — fl
AR T i el ictory Points. See Appendic B — MOTIVE BULE CHANGES INDEX.

ables, and vour Resonrce tracks. AL el e o i Re
This keeps the most i Explore: Captzin Neme and ks crew venture forth mn o woyage of explorstion to discover
: Eu s it b :E:Etm:;:;u ey catalog the cozans wonders snder constant threat from the Fmperialiss,

will greatly Eacilitate plany Notes: Mo special rules. Wonder @ symbols pay big Victory Points.
It won't take you long to hgure out
where the importamt data is locared that
will belp you sail effdently.

Humanist: Capiain Memo twmns sonee of kis rage inte grigll compassion for the sppressed masses.

His crusade i to raise up the weak and to wear down the hawghey as be comtimues to comfront

powerful, small-minded Fmperiakin mediocrities seeking to destray bis ship and reputation.
Notes: Triple Motariety penalties, bur Hospital Machines upgrade males Diplomacy
Aitacks poasible. Huge (x8) VP reward for placing cubes, See Appendic B — MOTIVE
RLLE CHANGES RVDEX,

Science: Capiain Memo has maide the prrsutt of sciemce his Bfe’s work 1o serve kineself and ¢he
muzsses even as the ignorant fears of petty world leaders push the Now s further into kiding,

Motes: Mo special rules. Science #  symbols pay big Victooy Points.

Stern Motives:

Anti-Imperialism: Captzin Nemo is here wpom liberating the peoples of the world and uniting

them as global citizens even as the Inperialists exploit their cdvantages on bond ond sea.
Notes: Mo special rules. Flacing Uprising cubes § pays big Victory Poinis.

Pirncy: Captain Mems pursmes @ mors nolorioes misson ad sea and venes his anger ot the
Imperialists’ wrongs by secowmbing o his cwn greed and wrath,
MNotes: Mon-warships are worth +3 VPs sach, Mo Motoriety defeat but that eraclks #51
=pace is @ hard place; Imperialists seem to bave Warships everywhere (with a -1 DRM
for everything). See Appemdie F — MOTIVE BULE CHANGES INDEX.

War!l: Capimin MNemo seeks combinons and direct confrondation fo sever the tertacles of the
warld's sozan-going mavies a5 they reach owt do subjepate the plmet in te nome of conguest and
OppTEsSion.

Motes: No special rules. High Motoriety iolermnce; +2 VPs for each Warship sunk.

World Order: Captoin Nenas wentures to oreade @ new world ardes, tuming the methods of the
Great Powers against them. Employing negotiatons with the worlds maloontents, he enlists their
direct support in his cause.
Notes: Adds Ally toleens to Treasure cap; successful Incte gives a Treasure draw;
mwards your two highest Scowrging the Seas columms’ YPs Gehich cam net @ huge dotall.
See Appendic B — MOTIVE RULE CHANGES INDEX,




The Draw Pile and Adventure Deck
) TPrepare the Draw Pile and Adventare Deck using the following procedure:

Find the four Special Adventure (Act and Rising Action), all the Finale, and the six
Madeen Dakkar (thres each for A Faomily Bewrsion and Unwanted Beflections) cards and et
these aside.

Spread out the Prologne, First Intermission, Second Intermission (Acts), and Rising
Action (A Hollow Explosion) cards face up, where you can bod them quickly.

Shuflle the remaining Event cards and s=t them aside, e down,
Shufls ithe Finalé cards face down, then.. .
A.  Finalé: Randomly drmw one Finale card withewt revealing it and r=torn the others ta

the box without exemicing them. That is wour gome's secret ending event.
Then deal four Event cards oo top of that Finale card.

Shuflle these five cards together and place them {ace dowen in the Draw Pile box at the
top-left side of the game board. Somewhers among the Last fove cands burks the game-anding
Fimale

At I11: Oprionally, if you wish to add the Madeen Dakkar Character into play,
mandomly select one of the Umwanted Reflections cards (B1 — B3} withowt revealing it
and return the others to the box without examining them.

Then shuffle it (if playing with Madeen Dakkar), the Rising Action card (A Hollow
Explosion), and X number of face-down Event cards together as shown in the diagram
to the rght (based on Memo’s Motive),

Place thess cards face down on top of the cards already in the Drow Pile.
Flace the Second Intermission card (Aat ) face down on top of the Draw Pile.

At I: If you have decided 1o add the Madeen Dakkar Character into play, randomly
select ane of the A Familty Beurion cards (Al — A3) withowt revealing it and return the
athers to the box without examining them.

Then shuflle it (if playing with Madeen Dakkar) along with X number of face-down
Eveni cards togethes as shown in the diagram to the right (based cn Nemoe's Motive),
and place these cands fuce down divecily on top of the Draw Pile as shown in the
diagram.

Place the First Intermission card [Aci IT) face down oo I:npn:rl:"ﬂu. Drrawr Pile.

At I: Add six more Event cards face down to the top of the Draw Pile; Act I is always
six cords,

Flace the Prologue card (Act I} on top of the Draw Pile.

The Draw File is mow complete with 31 cands (or 33 if the Madeen Dakbar cords were
caded].

Additional Adveniures: Fnally, commt cut 2% of the remainmg Event cards and place
them face down oo the Adveniure Deck space on the right sid= of the Notoriety track
to form the Adventare Deck. Betum the others to the box without =xamining them
This Adventire Deck holds eddifions] Adventwre cards that wou meght pursue during vowr
vizyage om the Mautius,

Then place one Treasure Available g=mstone on top of the Adveniore Deck stack.
This is o bomms reward for accepting an Adventure card from this deck Ger Rule 11 —
ANVENTITRE in the (hperations Manual].

ADVENTURE DECK DIFFICULTY SETTING

SAILOR: Flace two Treasare Available gemstomes on top of the Adventure Deck.

OFF KCER: Mo change; just place one.

CAPTAIM: Do not place ary Treasure Available gemstones on top of the Adventare Deck.

DRAW FILE
FPREPARATION
TOP OF DEAW FILE
G
£ ..
E.

© . .

Finalé card xl




Your Maiden Voyage
Allow us to help you set up for your brs
game of Memeo’s Wiar,

The hrst thing ta do is relax. Nema's Waer is
a solitaire game; this mears we hawve carefully
explained and illustrated bow to st up the

garme for your vayage. After @ few gomes, you
wﬂlhh:gﬁummﬂ-_rﬁm MEMOTE

Zince this is your bret time, corefully note
the lxyout illustration above and perform the
game’s setup “by the numbers” shown there
and in the text.

* In Step 1, select Captain Nemo's Motive for
. - your game; each Motive provides you with

distinctly different gameplay pursuits and
requires different strategies to win —it is like
having =ight diferent games! For your first
game of Nemos War, select the Explore
Motive and read its entry on page 4.

In Step 2, you will build the Diraw Pile
which is, in effect, the game’s “clock” [with
each turn representing approximately two
weeles]. The game is played i three Acts
with rising action that lesds to a fnale
warthy of your voyage. fgnove the optional
Madecem Dablkar Character; ke is hest lefi for
experienced ployers,
= Ealact the “Sailor” Difficulty Level when
you encounier those choices.

In effect, vou're szeting the game’s Al (artifical
irzelligerce) 2o help vou mirvive snd, thas,
ke it easier b2 leamn the gome

= Ekip all of the Optional Bules. You con
add these for future gomes after goining your
'ﬂ I$‘I

* [goore all instructions for cther Motives
(e.g., Adventure, World Order, etc.).
Explore has no special instructions, which
makes it perfect for your first vayage.

Omece wou have the game set up, you will
sopn be sailing through the Draw Pile

and performing your Actions in Memo's
Wiers lironically named) “sandbaz™ game



ervvitonment Iwhich means that you can go
whete you like and do what you want from
Because yout Motive is Explore, to eam the
mast Victory Points oo your voyage you
want to keep drawing from the Treasuare cup
(hnding Wonders iz your most rewnrding
activity and the Tremsure cup is where you
will bnd them). Your cther mission pricTity

i drawing Adveniure cards; besides the one
per turmn you will reveal from the Draw Pile,
the A dventore Dieck gives you the chance to
earmn additional peints, especially for Science,
which is alsa rewarding for an Explore
Motive.

Mote that the OFFICER ::I:I:in'g_isr.'he
defmuht difficulty level for the games!

o . |
& £

Heed these two cautions as you play:

1. Yau are going to bave to sink some ships.
Sunken ships are the “currency” of Memo's
'ﬂ-'irl:hltrzwnn:h]uu with resources [as
Tannage for victory points or as Salvage
for Mawtles upgrades) and sinking them
kesps the Oceans from filling up which
is the smealy way that the Al (e, the
“Imperialists™) com beat you. Mo matter how
rece you wand o he, you must spage ships and
keep the Oceans from completely filling up!

2. In Acts 1 and I, be stingy with your
Emergency Besources and take the
blovwes from maost ssthacks. You want ta
save Emergency Resources o condront

the mescendo of mlamities you will face
in Act LI =1 Aces [ and I vou can recover
Jrom sethadks; in Aot TIL it is too lote to
recover from'a colamity ard it may prove

FHIFSEES.

Finally, try all of the diffetent Actions and
dom't expect to “win” on your first voyage.
While leaming bow to work the Naubls you
will berve mary “Ah hal” moments that will
help you on your next voyage.

s

="

e

Smooth sailing

{and roll high)!




Nadeen Dakkar

Entering owr story &5 Nemo's son, Madesn
Diakkar who croses paths with his fzther
after hearing mews of mmysterious events at
zen. He enters play as @ seventh Character
tile with varighle dheranteristics....

MNadeen cannet be voluntarly Sacrificed
as other Character tiles; that is a Defeat
comdition. With his son ahoard the Kautiles,
Captain Memo's lgacy is at stakel

Umng this Optiomal rule adds o more
turms to the length of the pame (the st

to intrduce this mew characier in Ace IT
amd the second o resalve hic confict with
Captain Nemo in Act T}, Those exira
turms might Relp or kinder your voyage, bt
the Madeen Dakbar Character tle with
various attributes is psually quite g hoom as

the gome presawres increase.

The Owigin of Nemo'’s San

Alter his mother had intercepted and
questicned the frst messenger arriving
o Bumdelkund [[odia] with news fom
the miinious bloodbach ot Gwalicr, she
returned o ber son, hastly packed

a few things, and together they fed
before word of the arriving British army
reached her neighbars’ waling ears. In
that sweltering summers dawn in 1B53,
ten-pear-old Madeen Dakkar, the
illegitimate son of the kingdom revered
Prince Daklar fwho loter becomes
Captain Memao) and his phacky Scottish
mather, Fiona MacGregor, lamented
leaving their hoame like thieves in the
night.

His mother patiently explained cheir
plight to the perceptive boy asif to
ancther adalt. “Your father is cemtainly
dend and that has made the kingdem
unsabe for us, bairn. Mowr the British are
marching to dispose the Bajab,” her fuce
Eh'll'ﬂu:], “that stubbarm g:rnnd.l'ﬂhzr af
yours who would never grace our likes!”
Composing hersell with a sigh, she
locked into Madeen'’s light browm eyes
and comtirmaed, "Hld-au:,i:l:nt]:t for emch
other, all that we hove loved here is lost,
and now must we disappear before the
British malee 115 suffer all the mare.”

Her clan’s motto "My race is roval”)
and stomies aof “the "45 " tn,g,:t]u:r with
hier memories of the stone bearing the
MacGregor family name among the
once-hloodisd heather of Culladen,
allowed her to understand her princes
depariure to free India from the Erntish
and why he would die Aghting them.
However, m it was for her Scottizh
ancestors, the British kmack far
muddling through to victory meant vz
wvictics fwoe h:ﬁrmqm'.-ﬂrﬂ.

— E———
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Starting Nautilus Upgrade(s)
n Flace the Nemo, Crew, and Hull Ship Resource markers on the frst (lefmast) space of
their respective tracks. You may be “spending™ a fow of these in the mexct step!

£} Lock through the Notilus Upgrade cards and fmd the one that corresponds o the Motive you
selected in Step 1 (above). The Motive's titles are written along the top-center of these cards:

Honorable Motives Sitern Motives
Adventure: Diving Apparacius Anti-lmperialism: Double Hull
Explore: Hydmo Drive Piracy: Map Room

Humanist: Hospital Machines
Science: Monstrows Deagn

Warl: Periscope Device
World Order: Wor Room

STARTING NAUTILUS UPGRADE CARD DIFFICULTY LEVEL SETTING

SAILOR: You receive this starting MNamtilus Upgrade card for free,

OFFICER: You may inmediately purchase that card and sutomatically equip the Mautilus
with it at the beginning of the game i 2., place it directly into your Tablean) by spending a
oumber of Ship Resources (Memo, Crew, andior Hall in any desited combination; see Fuls
8 in the Opemations Mommal — GAINING AND LOSING RESOLURCES) equal to its cost (the
rumber in that Nautihs Upgrade cond’ upperright corner). If you do not purchase it, place
that Mautiles Upgrade card face up in one of the available upgrads slots to the right of the
Salvage area.

CAPTAIN: You canncd puochase that card at this Gme. Place it in ope of the fna Meutilus
Upginde card slots along the lowerright corner of the board and add coly three more
MNuutilus Upgrade cards ko Bl it as described below:

Femmining Mautus Upgrade Cards (Quick Stard)

Shule and deal Nawile Upgrade cards face up until the four upgrade slots (o the right side of the
gumehaard) are cocupied. Thess Nawile Upgrade cards are aveilable far purchase during play (see
Bule 11 in the Operations Manuwal — REFIT). Set aside the rernaining Mawslus Upgrade cards for
now. Mo addtional upgrades can be purchased daring setzp.

Remazning Mautidus Upgrade Cands (Sirategic Preporation)

tnstead of dealing Maurhus Upgrade cands mee the four available upgrade shots, as descibed above,
Bil these slots using cne of the [oflowing setup methods based on the difheuly level you prefer:

REMAINING NALTILUS UPGRADE CARD DIFFICULTY LEVEL SETTING

Ifyou did mot acquire your Motive starting Mautidus Upgrade card, it will ocogry the first of the
four awailable wpgrade sloks; wee one of these methads o fill up the remaining three dots.

SATLOR: Choose 7 Nawtles Upgrade cards, then add 3 more o rordom ta their stack. Retam
the rest of the Mrunls Upgrode cards to the game box. Then shuflle thos 10-mrd stack of
upgrades, filling at mndom the avaikble upgrade slats. Reveal those remaining to inspect as
potentially available later. ¥ou may now puarchase, at most, 1 of those 4 starting Upgrade
{exduding the Binoculars) cards by spending n rumber of Ship Besonrces squad to its cost.
Randoanly replace that oewly-purchassd Naziles Upgrade card in the Avadlable area from che
remainder of your initial 10-card stack and then rebum the rerainder to the box with the
others. Thus, you set sxil with a full complemenit of 4 Mautdles Upgrade s o choase am
during plmy:

OFFICER: Choose 5 Maurdhus Upgrade cands, then add 5 more at randem to their smde.
Return the rest of the Mautdus Upgrade mrds to the game boc Then shufile this 10-card stack
of upgrades, hlling at random the available upgrade slots. Beveal those remaining ta inspect as
potentally avaikble later. ¥ou may now purchase, at most, 1 of those 4 starting Upgrade
{enduding the Binaculars) cards by spending a rumber of Ship Resomrces eqml to doubde ics
cost. Bandomly replace that newly-purchased Naushs Upgrade card in the Available area
Erom the remainder of your initial 10-card stack and then retum the remainder to the bax with
the athers. Thus, you set sail with a full complement of 4 Mautihus Upgrade cards to choase
Erom during phy.

CAPTAIN: Choose 3 Nawtiles Upgrode cards, then add 7 more ot rardom to their stack.
Return the rest of the Mautdus Upgrade cards to the game boe Then stuflle this 10-card stack
of upgrades, hiling at random the srilable upgrade sloes and then reburn the remmnder to the
bax with the others. You carmot purchase aoy additional starting Mawtilus Upgrade cands.




Regardless of how you have selected awailable Upgrade cards, you will have all remeinng
Nautils Upgrade cards in the box When other Mawtiles Upgrade cards are added as available

purchases, they come from among these cards. There con be more than four available; the oumber

af slats for them on the lower-right side of the board is not a hard it

All the World’s Navies
) sort the rectangulor Ship tokeens, face up, by background color. Mote that the Gray and

Purple backgroumd colared ships ave showing their back sides, 5o o those over 1o be sare

vou are locking at their front sides (e, Eace up)!

Place the 30 White and 14 Pale Yellow Ship tobens in an opague cantsiner. the “Ship
cup,” to form their initial draer pocl.

OPTIONAL RULE

Deadly Seas
This apfion gives on overall slight disadvaoniage.

Turn the brown,; rectzmgular Deadly Seas ("Deadly Seas™being written on their reverse sides) face
down and mix them ap. Ne peekingl

At this time, add Deadly Seas tokens to the Ship cup per your selected Difficulty Level:

e DEADLY SEAS DIFFICULTY LEVEL SETTING

SAILOER: Seart with two Deadly Seas tokens m the Ship cup.
OFFICER: Sart with three Deadly Seas tokens in the Ship cup.
CAPTAIN: Start with four Deadly Seas tckens m the Ship cup.

TDruring Sep 4§, below, add one Reedown Deadly Seas token o each of the different-colored
Ecinforcement Ship groups: Dack Yellow, Orange, and Red.

During Step 7, below add one bhoedown Deadly Seas token to each of the different-colared
Reinforcement Ship groups: Blue and Green. Return thoss remaiming, unrevealed, to the box;
they are not used.

When pulled from the Ship cup, you must immediately reveal and resobre that Deadly Seas
token's event {these are explrined in Fule 10, PLACEMENT PHASE).

I Flace the 2 Bladk, 4 Dark Yellow, 4 (rmge, and 7 Red Ship tokens, Bace up, on their
Tespective spaces above the Tonmage track.

ﬂ- Flace the 4 Blue and 4 Green Ship tokens on their boxes on the Motoriety track.

BLUE & GREEN SHIP GROLUPS SETUP DIFFICULTY LEVEL SETTING

SAILOR: Flace the Blwe and Green Ship groups thres boxes higher (fo the right).
OFFICER: Mo chanpge.
CAPTAIM: Flace the Blee and Green Ship groups three boxes lower (ko dthe 157,

i}  Set aside the Nawiles ministure; you will place it during the Prologue of Act I once the
game siarks.

i} Flace one Hidden Ship token in each designated cutlined statting space on the map (eg.,
three in the European Sews, two each in the North Atlontic and Western Pacific, etc. — for a
total of terelve) and place the remaining seventeen Hidden Ship tokens aside in 2 stock.

INITIAL HIDDEN SHIPS DIFFICULTY LEVEL SETTING

SATLOE: Set up one frwer square, dark Hidden Ship roken in each of the Western Padfic,
Morth Afdeniic, and Emropran Seas.

OFFHCER: Mo chanpge.

CAPTAIN: 5ot up sme more square, dark Hidden Ship token in sach of the Eoslemn Facific,
Somth Atlantic, and Indian Ooron.

|

%

In his sevenieenth year, Madeen's mother
succumbed to a fever, leaving him with
reught but the memories of his strong
and =airted mother, md her stories af
ks heroic Eather whom she loved so
deeply. Fighting his rage at the injustice
of his plight and shunned by Hindus

as 2 hall-Eurcpean wherever he went,
the adept crphan set forth with his best
frend, Falak (who, being gocd-natur=d
but deemed by the Eritish “of a criminal
tribe,” was eager o mavel).

Cuesting For his place in the world,
making allies where he could, and using
ks sldillsin reading and mathematics

to advantage, Madeens Angle-lndian
hetitage allowed him ta essay the
begicmings of a career in the [ndian Civil
Eervice [which had Ln:ﬂ}rm Indian

iny its rankes). Selfschocled and highly
educated @5 a result, all be learned
Fueled his passions toward wanderdust
mnd a longing {or adventure. He hoped
ta find his hearts peace one dag and
pethaps settle in Tasmarda to join his
fellow Anglo-Indians a5 a colonist there.

[t was this young man of only 21 years,
Madeen Dialckar, wha read in the papers
about the carious happenings at s=a.
Putting o= foct m Ffront of the other
and wandeting from the Civil Service
until bhe and Falak found themselves
mmong the bwao and a half million sauls
of Ceylon, he commenced wecking

for British tea growers near Kolombo.
Madeen remained pleasant and palitic
cn the surface, despite warking for the
beted British, while always longing to
T ottt

Vomcously acquiring knowledge,
ahways curious, and never satished,
Madeen heard sailors’ tales about o
wiondraus submersible ship. This
rumored vessels captain, alleged b

be Indian, sounding very much like
someone he koew, or at Least ghould
know — 2 thought he never ceased o
curicsity compelled him to boal passage
abaard the Ariel, a fast Tea Clipper
[coming in a very diose second in The
Great Tea Race of @ few years prioc),
now sailing for Europe with her clever
oew Purser (also Blling in as Surgeon’s
Mate), “Mister Daklear” and his loyal
Eriend, now the Ariel’s new Ship's
Cooper, Falak.

COm their vovage, the two young men
joined in the crewrs rumblings and
speculations about @ patticalar sea
momster sialking the ccemns, never
expecting to sncounter it themnselves,



= Flace the small, rectzmgular Treaswre tokens in o second conteinet, the “Treasare
11 cpagque
cup,” to farm the Treasare draw pool, et if playing the World Owder Motive, see below.

Adventure Motive: Adventure Tehen

- When Memo's Maotive is Adventure during setup: Miz the Adventure
tokens together, face dowmn, and s=t them to one side. Raoll 1d6 and

- place 1 Adveniure token, face down, i that Major Ocean. You wil
= e drawing more to place on the map dening Eull Twerms (per Bule 10, in
T ¥ ﬁ:’ﬂbﬂ"lk—uﬂ Mmmmnl — FLACEMENT FHASE: LULL TLEM).

i

i
"
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Tokens
When Memo's Motive is World Order during setuap:

Remave oll thirteen Wonder Tokens from the Treasure cup and place
one sach facedown on Motoriety space 10 and on each third space
after that iz, 13, 16, 19. .. through to 46). When reached, those

=n Totoriety levels also add that Wonaler Toleen to the Treasare cup
{thus increasingly “polluting” it). Rising notoriety makes it more diffioclt to obtoin dependable allies,

INBDEDEDD DD ==0 BE 0D

1} i e L F} an L L] as 18 i i [

L
e :

1gnore this placement when switching t2 this Motive during Ace T G5 doo lade for thatl, and leave
these Wonder Tokens on the Motoriety track (to be removed as described above) when saitching
Erom this Mative during Act 111 Gek oo lote for that, teo).

Add all of the Ally Tokens (these are a spedial type of “Retain™ Treasare Tolens) ta the
% Treasure cup. Do this tmmediately when seitching to this Mobive af the Slart of Act I

—
= I
= — in
at -, - -, - — —_1
O i T e, T i, T e, e, —

t (I} Flace the Notoriety marker on the starting (0 box of the Notoriety track.

() Tlace one Treasure Available gemstone in each Major Ocean only (thase numbered |
through BE 1. 5=t the rest aside in a stock of urmsed gemstones.

m Flace the six stamdard Character Besource tiles (ewheding Madeen Dakkar) with their
character side face up in your Tablean.

OPTIONAL ROLE

% | Ships' Officers Attribute Tokens
This option gives an overall slight advantage.

{|  Place the small Attribate tokens (2.5., Prganized, Moble, et} in an cpaque comtainer four
S| cupped honds will da) and mmix them up. Mo peeking!

At thiz time, draer Attribate taleenz far =ach of the Mo ks’ three Officer dles (i, the First and
Second (fficer, and the Chiefl Engineer] per your selecied Difboulty Level:

INITIAL OFFICER PERSOMNALITY TOKENS

DIFFICULTY LEVEL SETTING

3
'

SAILOR: Draw 1 taken each for the Chiel Engineer and the Second Officer, and 2 tokens
bor the First Officer. Afterward you may discard one of those 4 tolens and immediotely
drww & replacemnent for it; that free redre is finad!

OFFICER: Drmw 1 toleen each for the Chief Engineer and the Second Officer, and 2
toleens for the First Officer. No free redraws!

CAPTAIN: Draw 1 token for the First Officer, only. Mo free redrovws!

IMPORTAMNT: Macry Ally, Ateribote, and Characteristic tokens have important information on
both sides. Be sure to exammine theit complete miormation)

Return to the box all uoased Aviribuaie tokens. Their personalities ore derided.




Some Attribute toleens are merely Character VP adjustments for that Character tile before it is
scared, but most e Emergency Resources you can spend (X)) at smy time {aod maoy of these
come with edditioral instructions on their reverse sides when utilized; per the rules, aoything
that is impeessible ta Fulfll is simphy ignored). Tawo Attribute tokens provide permoment DRMs!

When Sacificing & Ship’s Ofcer Character (per Bule 13 in the Operations Mamsal],
immediately discard its Attribuie token(s), if amy are still svailable on i, without effec. Should
that Character retum, it does so with oo Attribwte tolcens {due to their near-death experience].

) Flace the Action Points marker on the 1 space of the Action Point track.

INITIAL ACTION POINTS DIFFICULTY LEVEL SETTING

SAILOR: Place the Action Points marker on the 2 space.
OFFICER: Mo change.
CAPTAIMN: Flace the Action Points marker on the 0 space.

.B' St amide the nnused Hidden Ship (ok.a ‘Contact™) toleens, Cannonballs, Arabian
Tunnel, Torpedo, Diplomacy, Treasare Available gemstones, and Treasure Fleet
marker, as well as one white die, ome black di=, and the twa silver Uprising cubes until
needed.

Keep the Attack! marker within sasy reach; alse, the Towpedo and Diplemage Attmck
markers when the Mautilus is equipped with Steam Torpedoes and Hospital Machines,
respectively

]E}"I:ﬂ.l. wizh o lz:p SCOTE d.}u‘l.:m:ﬁm]l}' {ere Bule 15 — DEFEAT, VICTORY, AND SCORING),
place the Victory Point marlkers next to the VP tracks.

Flace the 10 wocden Ulprising cubes in their avilable bax

Flace one black die on space 44 of the Motoriety track. Keep oo white dice within easy

Commence play by revealing the first card on top of the Drawr Pile and {ollowing the
Prologue’s msituctions to initially place the Mounhs,

@ e e @6

Welcome to Act 1!
Teke @ Foak

During plag you are allowed to inspect mamy things that can help you make a derision about
what to do or what your chances are. You can freely mspect at amy time:

The varicus token cups, sach of the PASS, FAIL, and Discurd Piles, and the reverse-sides of the
Ship tokens.

Na Peeking!

Unless atherwise instructed, what you cammat inspect during play are:

The Draw Pile ond Adventare Deck, nor any removed components returned to the bax (2.5,
the Finale and Namtibes Upgrade crds that are out of play, etc).

RULES 4-14. anp APPENDICES A-D
(see the Operations Manual)

i
'.i:
f.
!

Ship’s Almanac:
Commander’s Advice

1

3.

4.

Park it: The approximate score-cast
is 1 Action =quals 3 Treasare, so
wring the most out of the Mautilus'
current (icean belore moving on.
The opporiurity cast for meng is
significamt

Wit: Particalarly when playing
Honorable Motives, patiznce

is rewrarded. Let the an-map
Imperialises’ ships mature before
executimng your well-conceived attack.
Flan your onfi-shipping campaign
carefulky

Siay Focused: Avoid admactive
musanices. These distractions
comsume more Actions than makes
your score profitable. Discipline is
reeded when adding one more upgrade
becomes “adding me foo mamy”

Be Efficient: Thete are many ways
to do this, especially during Lall
Turms, but attmcking ships is rpe
with inefhciencies. Corsider: a
Hidden Ship tolen takes “one Al
Action” to place amd, later, another
“Al Action” to reveal. 1 you sink a
Hidden Ship tolen, you bave used
ome of your Actions to thwart one of
“their” Acticns. But if you patiently
sink a revealed Ship token, you
have used one of wour Actions to
thwart two of theirs ([doubling your
EEI.'i.EDI:jI']. Clever Bold Atiacks
are even mare efbcient (5t 3 cost in
Motoriety which you st deal with
later). Awaiting revealed ships has is
own perils; at thed point, you must take
them gut ar sk ||:u'ir|£. Bt i iz more
efficient.

Drictate the board: Placing ships
means sculpting the board 10 bt your
agenda, espedially to prefer one type
of sunken ships over the other or
avoiding ship combat as much s
poasible. How you peant the boand
greatly determines your success. The
geography of the board is different for
maving tham for its #rategically cnedal
role of ship placement; e.p., dearing
out the Morth Atlantic and Indian
Ocemns allows you to venl oway masky
ships revealed in the Furepean Seax

« Stop and plan; Every few tums,

don't rush into the neat activicy
Iostend, stop, assess your position,
sudy where your Victory Points
are, when they will be ripe to barvest,
and then go there (being mindful

of not triggering a Defeat condition
almxgr]uwa;r:l Thirk fi]z:ﬂstrﬂu;isﬂ'



OPTIONAL RULE

Adjusting Treasure YPs

for Buried Treasure

[f you, optionally, buried sny
Treasure tolkens and Nemo's
Motive is #ill *Stern” when
scoring, count the number of
spaces the Crew Resonrce marker
is below its maximum; up to tut
may Buried Treasare tokens
scome TMOUBLE their value in
Treasure VPs. Addidonal Buaried
Treasure tolens still score their
fundoubled) Vs nommally

Far example, Nemo hos o Sterm
Motive at the game’ ond ond your
Crew Resowrce track s down 4
positions below its maxizuem showing
the middle “Fit™ space; ds @ resud,
wou can soore wp to 4 Tremsure Map
tokens ot double their VP wlue.

— e
e A I
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15. DEFEAT, VICTORY, AND SCORING

Yaou El]DJ]:liE:."D‘I.II:I‘-'JI:E‘HS-iI‘I. Memos War in Victory Poinds [VPs). You szrn VPs in several
ways, such ms sinking Ships, inding Treasures, and passing TESTS. I you are defeated due
to the complete loss of a Ship Resowrce, becoming a notorious Pariah (md see Bule 14 in the
Operations Manmal — HOW THE GAME ENDE], the game immediately ends and scoring is
skipped; read the Defeat sectiom in Appendix E

Sconing Preparation
Befare scoring, place all of the Adventure cards in ypour Tableawn in the PASS or FAIL Piles ns
instructed om each, and add ypour equipped Nawtiles Upgrade cards to the PASS Pile.

Determining Your Score

When the game ends due to a Finale card, and you are oot Defeated in the process of resclhing
it, your score is determined by counting how many Victory Points (VPs), both positive and
negative, you have sarned on that voyage. Be sure to comb for svery icon that you have samed in
every sconing catepory; chieck the PASS Pile (et not the FAIL Pile), Besonrce racks (thess could
be positive or negative VPs depending on how well things held together during your vovage), the
Collected Treasures box, the Tonnage track, your Tablean — everywhere!

Greatly aflecting your VP eamnings is Nemos Motive, which adjusts the values of seven key
scoring groups. These, amd the other bwao scoring groups [(Characters and Sconrging), are sach
dencted by their specific scoring icon and a value.

Scourging the Seas VPs

== Before removing ary Ship toleens from the Tonnage track, begin scoring by detenmining
™ .o Scourging the Seas VP vahie. This VIP valoe is shown above the rightmast
cempletely fdled columm on the Tosmage track. This value can be supplementad by cettain
Adveninre and Ally tolens.

Bote that Scourging the Seas VPs are a bonus in addition to those earmed for sinking
individual Ship tokens on the Tonnage track.

Warld Order Motive: The Ultimate Scomnge

When the game ends with o World Ovder Motive, score the Scourge
VPs {or the beo right-mast columns you Bl on the Tomnage traclk. For
example, if your two rightmar columns filled 2re Danger and Memiace,
o wonld scove 53 Scowrge Vs at the end of the game!

Nemos Motive

Memio's Motive determines mumerous Victory Point (VPF) adjustments made o your final scor=
when tallying it o the games end. Dharing setup (see Rule 3 — GAME SETUF), you placed 2 Nemo
Muotive tile on the board which represents Memo's initial Motive.

At the beginning of Act T Gee Bude 6 in the Operations Maounl - EVENT PHASE AND TESTE), you
received a one-time opportunity io change Memo's Motive, altering how you play and, wltimately,
your scare. Scoring is based on Memps end-game Motive (ooly, if pou seitched during play).

Adjusting Vs for Nemo's Motive
Adjust the VPs based on Memo's Motive as follows:

» For each collected Liberation (placed Uprising cubes @ ), Science discovery ightning balt
value # ), and Wimder seen (2ye vabae 88 ). score that Motives VP multiple {or each instance.
S, if you had 5 Scieroe discoveries and o 13 mudtiphier (recause Nema's Motive i Wiard), wou would
score 5 x 3 = 15 Vs for your Sciewce category,

* For each Ship toleen on the Tonnage track (note that Warships i and Non-wurships § are
scored as separate groups), and for Adventure symbol @ and collected (unspent) Treasure
symbals 8§ — sach instance has its own mdwvidual VP scoming valee, Memo’s Motive adjusis per
instance of the indicated valoe to be scored up oo down.

Adjieting Character VFs for Nadeen Diakar

Each Character symbol has its oan mdividual VP scoming vahue. [EMadeen Dakkar is

aboard the Mamtibus you score +1 VP per imstance when scoting Character symbols (except

for Aptribute tokens; those are just modifications to that Character tile’s VP value before it is
soored). Thas, J}l.:ru heed ﬁeﬂmﬂfﬂgﬂﬂmﬂzrzurﬂ:ut!hrgﬂlrk:ﬂ: 1.2 E,J,Emi{,:,rm‘rrmﬂ.l!
score a total 17 Charecter VP (Le., +5 VPs more than their face value) thanks o Nadeen



Mo Megative ¥Ps jor Nemo's Motivel
When subtracting from these values, an individual item’s vahue cam never go bdlow 0 VP That is,
do oot score “negative VPs® due to an adjusiment based on Wemos Muotive.

Thergfore, ifyou had the following Adven twre scoves af the games end: 0,0, 0,1, 1, 1, 2,2 3, and 4,
some different examples of your score would be

= 7 Adventure V% if Nema's Motive mads each instance worth -1 VP each (remeembering that @ is
the lowest parsble valuel; or

= 14 Advenmre YPs if Nemo’s Motive mads each imstance warth +0 YPs each 0.2, cach scoring
cpportumity vields its face waluel; or

» 24 Adveniure VP= "Ef'h’mk Moirve made each msiance worth +1 YP each (hecause, in addition do
their foce valoes, there were a total of 10 sooning cpportomities).

Miscellaneous Negative VFs

The end-game status af your Nemo, Crew, and Hull Besonrces might indicaie 2 negative value,
as might some= Event cards in your Tableam or the PASS Pil= After summing the pasitive vahaes
of all your scoring categories, make these subimactions to determine your final scoTe

Using the Victory Point Markers
Memo'’s War includes Victory Point markers to help you tally the varous Victory Point scoring
acovities using the VP tracks located at the top-right portion of the map.

Most scoring, categories hawe 10 and 1 mathker, 5o if you have earned, say, 24 Treasure VPs, then
the Treasure 10 matker would ke inthe #20 bax and the Treasure 1 metker would be in the
24 b

Mote that you can use these tracks to keep tmack of your VP scores in these cat=gori=s dynamdcally
during play (which is @ kat of work and net recommended]) | or just use them to help you track your
final score tolly after the gome hos ended.

VP Markers for End Game Scoming
To efhciently score the end game using the VP marleers, follow these steps:

n. Begin by tallying each separate VI category ond placing their 10 and 1 markers indicating
their scores on the VIP track. All of pour positive VP earoings should be shown by their
many VP markers piled on this track. Check sverywhere t2 make sure thet no somed VP ars L=f
enscomedd!

b. Next, deduct 2ll megative YPs suffered from any VP categories marleers. I8 dossn't matter which
catepery or catepories they are deducted from, @5 long as they are ccomately aocounied fox

c. Have ready the five Final Score marers (these are white-on-deep purple] and sum your
remaining VIPs using them thus:

. First remove sach VP scoring category’s 10 markers, one of a time, and increasing the Final
Score x10 marker by an 2qual mmount ench time. Beplace the Final Score x10 marker with
the Final Score +100, +200, or +300 marker as appropriste when your scare reaches those
platearss but raintin that Final Score marker in the tens cobimn of the scoring irack. Thes,
if the Final Score +100 marker is in dhe 80 hox, it would indicate that yowr coment soove totad is
180 ¥Ps, & the + 100 masrher is in the O hax, that indicetes @ soore of + 100 ¥VPs, exacth,

e. Finally, remove each VI scoring category'’s 1 marker, one at a time, and increasing the Final
Score x1 marker by an squal amount each time. As it progresses up from the 9 1o the @
box, be sur= o increaze ]::run: box the Final Score VP x10 morker in the ten colamn.

After completing this step, your Final Score VP marker in the ten's and one’s hoxes will
accurately reflect pour hnal VP score tatal!

Your Level of Victory

Compare the total number of Victory Poinis you hewe eamed to the table shown in Appendix E
at the bads of this book. This will determine pour level of victory (oo defeat).

Your Epilogue

Abker discovering your level of victory in Appendix E, procesd to the appropriste Epilogus
paragraph based on Wemo's bral Motive, Ard 50, your woyagelfadventure comes 2 an end ond yoer
destimy is revealed,

EXAMPILE
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You have kept the Adventure cand A Pear]
Woorth Ten Million (Bvent 16) amd placed
it on the Tableaw in front of yow [ e
rever play it by the pame’s end, & will scone
s 1 Advessiore (@ ) VP and 1 Science
symibal { ¥ } for wou, with each of these
scares adjusted by Nemos Mative. fn this
case, Memos Motive s Explare, which
wwards +0 VP for the cords Adventure
VP vodue §or o dotsd of 1 Advesstune cond
VP and 4 VPs per Scienmce symbol. Thats
a total of 5 ViPs!

If yom apted éo fake its TEST while in the
Indien Choean, them you will either have
thres Treasure tobens (90 ] g show for
it {if you PASS) or nothing (3 you FAIL).
Either way after that TEST this card goes
imio the FALL Pile, 5o you would forfeit
those 5 ¥WPs in exchange for your chance
ta gain three Treasure dokens. OF course,
with Memo having an Explore Motive,
discovering even o sngle Wender would be
a big score (s they are worth 7 ¥Ps sach
im this coose).




But Who 1s Keeping Score?

Memo’s Waris that rare kind of game
that appears to be all about the dice, bat
in reakbity, it is all about the =kill. Thers i=
2 renson that beginniers have a hard time
reaching 200 ¥Ps while experienced
players com routinely achisve 300 YPs.

Her= iz a tip: Each Motive requires

a differeni siyle of play to optimize,
and each of thase siyles also presents
ouamierous helpful subosirategies. When
you mre rendy bo gt sevicus about
mising your score, there are many
{asually mathless, focused) sat=gies o
employ that will gzt you there and they
vary by Motive,

l--'.
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Regular Point Scoring Activities

Sinking Ships
- H A Ship rokenis “sunk” when you Attack it successhally and place it on
the Tonnage mack Do not scare Ship takens in the Ship Draw Poal,
discarded Ship tokens, and those taleen as Salvage. Mote that you scare
separate Y Ps for Warship () and Moo-warship () cokoens.

Adventure Cards
Eaa The cards in the PASS Pile might score Adventure VPs. Examine them carefully to
m determine which ones score Adventure VPs and how many they score. Mote that
cetinin Mawtiles Upgrade cards alsa score Adventare VPs.

Collecird Treamore Tokens

Tn Count the Treasare Y value of Treasare tokens (5% ) m the Collected Treasure
_ bazx phs those in your Tablean.

Eiberation of Oppressed Peoples
in. Count all Uprising cubes placed om Land spaces on the map and calculaie their
_ Liberation VP value sach compared to Memo's Motive tile.

m Sdence

n Fn. Some cards in the PASS Pile (including some Maunlus Upgrades), certain sunken
Ship toleens, the Mawiles' Hall (if in in excellent condition), and Professor Aronnaxs
survival, can all score Science VPs for pou. Examine them carelully to determine which
ones score Sdence VIPs and calculate their vahie sach compared to Memo’ Modive tile.

Wemders
ﬁ Certoin Treasare tokens, somie Matibus Urr:-ﬂ: ard somie Adventare cards,
_ Captmin Memo's mental health, and sunken Ship tokens com score Wonder VPs
for you. Exammine them carefully to determine which ones score Wonder YPs and
cakulate their value each compared to Nemo's Motive tle

Scoring Bonus & Penalty Points
You mmust also score other items unafected by Memo’s Motive each game:

Surviving Characiers Bomus
K m Surviving Characters (i.e., those not Saaificed during play), a Fresh Crew {(on the
w Ship Resownrces tack), and some Adventure cards give you Character ¥VPs.

Soowrgng the Seas Bonus
5‘ Determine your Sanken Ship tokens’ Bonms Yalue. This is shown above the right-
_ miost column of the Tonnage track thai is completely All=d fox all of the Oceans (as
illustrated on page 12, showing o Sunken Ship Bonus Value of 23 Vs for Alling
up the first four colurms and achieving Danger status). These Scourging VPs are in
addition to those earned for sinking each individual Ship token on this track.

Ship Respurees Penalty
The end game condition of your Memo, Crew, and Hall Resoarces might indicate a
negative Damaged Resources VP value

16. FULLY COOPERATIVE GAMEPLAY VARIANT

This variant allows 2 to 4 players to sail cooperatively and work together for a successiul voyage
om the Nautilus. [n the solo game wou are Capiain Nemo: in the co-op game, you are always o
vital ship’s afhcer and will al=o alternat= taldng the l=ad as the Captain.

Setup Changes

During setup, assign each player ane Co-op Officer card (e.g,, Executive Officer, Officer of the
Dieck, Tactical Officer, or Purser). Thess cards are in seis based upon having & given number of
plavers (as shown in their lower-right comers).

During setup, players recetve the starting resaurces they control md, pessibly, a Treasure
Ayuilable germstome. Gemstones owrned by players ar= nat mvailable for on-map placement.
Decide which player begins the game s the Capiin ti2., in prasession of the Captwin tle),
either randomly or by any mutally agreeable methad.



Farts Inventory

9 Co-op OFFices CARDS (Fos &, 1 CAPTAIN TILE
J, AND 4-PLAYER CO-OP GAMES)

Co-op Officers
The players can Feely discuss everpthing about the voyage and all Actioms taken at aoy time.

Each player must marage their Co-op Officer responsibilities as stnted on their respective 3. 3
or 4-player co-op game card. Mate that the fewer the number of players, the more responsibilifes
ench has. Flapers keep their persomal responsibilities throughout the entire game.

The Captain tile will move around and, when you pessess it, you alse have those responsibilities
in addition to your co-op player responsibilities.
Being the Captain
While you are the Captain (i.e., possess the Capiain tile), you must also;
¢ Decide about, and pay for, the Nautils Upgrade card available during setup
¢ Gpend Action Poinis
= Tiecide whether o accept vohmtary Stalls Attacks and Adventures
+ Resalve TESTS
» Comtrol Tableaw cards (they ave shared by al, bt comrolled by the Captain)
s Risk the Memo Slip Besourcel =)

Mot that the Captain canrct Sacrifice ancther player’s Characier Resonrces! Culy the Co-op
(Hficer controlling that Chamcter can do 50 and determines when it is appropriate. When yom

are the Craptain, somitises you mmst corvince players do mahbe mch seerifices for the good of the wovape.

Relinquishing the Captaincy
When you are the Captain and ... i

* FAIL any TEST — i.e., rom on Adventure card, when perfomming any Action that requires NOT Ed
a TEST, you fail 1o sink a targeted Ship (although it dossn't matter how hadly 2 Winship nught

: : g : ; You di ntr:'hﬂ.q'luhlh'ﬂm
Rt vyow first; that is not your Coaptein's failing but the appasing Captein’s sccess), etc. OF i T D';;N SR

= Eeach the next printed threshaold on the Motoriety trads (i.e., the “Add reinforcement ;l: attadked. That is not your Capiain
group” and DEFEAT!" spaces: 14, 26, 35, 44, amd 51). 1 jifh,gﬂ TEST; it is the enenay

. you must immediately yield the Captain tle to the player on your left Gie., clockwize) and g
nm'n.nﬂ:.l'td.}' add one (+1) Action Point G there is room bor it oo the Action Point track) as

an “indtiative boous® to help the new Captain argently address the pressing issues aboard the
Nautihe

L
|
|
'i

Alsa, a the beginmong of any tum (ie., before revealing the next Adveniure card in the Daaw !

l‘ItJ,}rnuma}r p.-:i.-uu::l}'}ri.d.d.ﬂu Clptllnqrtn'r]u ]:h].'ﬂ' m'l.}mr]dl:,'n'h: cannat hikewise /’ ".b]muﬂ}r ;gljn*,ﬁjﬁrt m;w

mllm‘lm'.ilrpaﬂth: Elptlill:iletmti] ﬂlebeg;.imﬁngdth: mexct turn. BMote thai rdn]m‘i]:.l dows not odd one G0 Action Peint.
relingishing the Captaincy thus does not sdd one (+1) Action Point. Cnly an invabantary lass Omby am irvolantary loss of the
af the Captaincy Fom a threst or oisis does so. Captaimcy does that,



OHANGING THE
CAPTAINCY BUMMARY

1. There is a salve (+1 Action
Bonus! when the Capraincy is
rreslundarily relimguished due fo
a failure or ising Roloristy

2 There isa penaliy {of 1 gemstone) to o
pPlaver who seiges the Captaincy.

3 A carmy player who abandons the
Captaingy belore their hack nues out is
rewarded by seping | gemstone from
ary aother playes

OHANGING THE
CAPTAINCY EXAMPLE

Alan is the Caprain and wants to risk
the last Memo Resource on a TEST for

its wonderful +3 Dice Boll Modifier, even
though FAILIMG the TEST means Losing
the game.

Chris, seeing that the Fimalé cord is

dute amy birm mow, wosld prefer fo foke

o smaller +1 DEM, risking the battered
Hull ingtesd.

Alam argwes, “With @ +3 DRML i2's nigh
impassible to fill," bt Chrs hos 2 bad
Jeeling abowt this and, rather than argue,
places ame of his gemstones i the stack fo
seige the Copewincy from the gohsmacked
Alam who ories “This s mucting " t2 ma
ol

Neow Captain Chris must take this TEST,
risking the Fiull for a +1 DRM, as he
indicated.

Mo mabter how wrong Chais might mm
out to be (or bow many I tald you sol"s are
hurled by Alam should Chiris fzill, ne one
can seipe the Capimimge from Ches for
the rest af that e,

,!
{

.l?. SEMI-COMPETITIVE GAMEPLAY VARIANT
= We do not recommend using this variont the first time you play Nemo'’s Warl

= At the very least, when using this variant, matters go much more smoathly when there is at
least ome experienced player in the game to help the other players, when needed.

In this variant, use Rule 16 (FULLY COOPERATIVE GAMEPLAY VARIANT) for the basic
cooperative gemeplay aspects, but to them pou are adding individual player Glory Poinis should
the Mamwtilus survive its mission as follows:

Your Reputation as the Captain

While you are the Captain, ceate your own individual PASS Pile (Bce up) and FAIL Pile ({ace
down, and placed on top of pour PASS Pille to avoid confusing these with active Adventure cards
om the games shared Capiains Tablean).

Thus, you maintain a smgle “stack” of these crds $hot af players can exansine] for every
Adventure card resobred while you are the Captain (inchading resolved KFEP cords from the
Tableau). This also includes Finnlé cards and Tableaw cards [nnl]r. oot Nautilhe 'IJHTI.& cards)
resalved at the end of the game if you are the voyages fnal Captain player.

Also, whenever you FASS a Search TEST (or perdomm an Adventare or other applicable
Actions), you retain its related Treasure Available gemstone instead of returning it 1o the stock.
You do mot leeep ary Treasare toleens resulting From that gemstone; these are reated normally
wnder the Purser’s watchfud eye.

Place newdy acquired gemstones in front of you and, when removed fFom the board, there =l
be cne fewer gemstone left 1o denote enriched Oceans, hardy Advenitures, etc. 1 the stodk of
gemstomes becomes depleted the Purser ignores their additional placement cnte the board
beyond those available.

The Madeen Drakkar tile remains with the player who was Capiwin at the time of his arrval.

Seizing the Captaincy

Whenever the Captain is ahout 1o do something you disagree with, you can say “stop” and
declare what you would do differently f the Captain does not acquissce bo your opinion or
satisfactorly compromise with you, you may retum me of your gemstones to the stock and seize
the Capinincy. Take the Captain dle and, as your Brst act in charge, you mest do what you just
stated should be done!

Mo ather player con seize the Captaincy From you for the remrminder of that purn {2 temporary
immmunity, although you st sl relinguish the Captaincy nommially should you FALL & TEST,
etc., that turn.

Relinguishing the Captaincy

You must still icnrchantarily relinguish the Captaincy to the player on your lek should pou FAIL
a TEST ar if the Motoriety marker advances to the next printed threshold on its track. This also
immediately adds one (+1) Action Point (if there is room {or it on the Action Point trads) ns
an “nitiative bornes” to help the new Captain argenily address the pressing issues aboard the
Mautius,

Also, at the begirming of any turn (i.2., before revealing the next Adveniure card in the Diraw
Pille), you may graciously yield the Captaincy 1o the player on your kefi, who canmct likewise
voluntarily pass the Captain dle until the beginning of the next turn. If you do so, you may
then take one gemstone from any ether player who has one. This is your reward for their begrudging
recogmition of your shiming honce Mote that valursarily relinquishing the Captaincy thus does not
add ome (+1) Action Point. Only an inveluntary loss af the Captaing from @ threat or crisis
doees that.

Individual Player Scoring

1E your team survived the game without being Deleated, each player scares their indpidual
Glory Points (GPs). Thess represent their share of the vorage’s glory and their place in the
history of Wemo's War,

w. Add one [+1) GP for each nIrTiving, Character Resource tile ihat Fou have:
b. Add oo (+2) GPs for each gemstone you have;

c. Ta that sum, add the tumber of PASS cards pou bold in frone of pou;

d. Finally, sebtract the oumber of FAIL cards you have moquired.

That total i= pour individual Glory Score.



The player with the highe=st Glory Score has =amed the most credit and glory for the mission’s
success, and 50 on for sach lower-sconing player. Ties are resclved in order: Mast PASS cards; if
tied, then mast gemstomes; if tied, then finally most Character tiles surviving,

To determine hiow well the mission Exired far the Moutilus, place sach player’s PASS and FAIL
cards at their respective lomtions on the game board (below the Draw Pile). To them, add pour
team’s Mautus Upgrade cards o the PASS Pile normally, and then tally everything up to obiain

FOUT TS 0n S00re.

Let the bragging kegin!

18. COMPETITIVE GAMEPLAY VARIANT:
THE IMPERTALIST

This variant is recommended for experienced Nemols War players! Do not play using

this variam to leam, or even teach, the game. In addition do some “leaming, ™ it requires = Lt
“unlearming;” successful ploy i significantly different for both sides tham it is in the one-sided pameplay
EXPEFECE.

This Memo’s War variant provides a 2-sided “versus” game experience. With it, one player or
team (e Bules 16 & 17 for Cooperative Gameplay variands) commemds the Nawhhe, and the
opponent, seated 2long the top edge of the map where the Imperialist Tableaw resides, leads

the Imperialist forces bent on its defeat. Alternately as many wargomers do, yow can simply play
Both sides in a solitaire pame v yourself,

Puiting a brain behind the Imperinlist creates fresh challenges oo the boand for hath sides that

become more intense as the action rises each Act.

Parts Inventory

4 InPERTIALIST PLAYER AID CARDE

{rEE BLUE SQUuADRON AND THE

GreEn Sguaprom)

1
%
< & s e
Gt e e
danas -q-.-.--i.-*:-ll-ld
i
L....rul i e

S
i —

Setting up the Versus Game

n. The Nautilus player {or co-op team; i.e., those in command of the Mautlus) ssts up the game
normally but can only play Stem Motives in this 2 player variant. Also, receive for Free the
r.]:-eri.nl_l"u]s Verme vs. F‘l':rrl:-_j'l.:!ﬂ Hetzel cord (Versus 1) to the Nawtilhs' Tablean [shown abowe].

b. The Imperialist plarer places the Blue and Green Squadron tokens (miniatares) oo top of

those stacks of Warship tokens on the Motoriety tmck, places the Imperialisi Action marker

in the 1 bax of the Action Point track, end places in the Imperialist Tableaw their four
Player Aid cards (Wersus A-D).

©. The Nautilus amd Imperialist plapers should negotiate which Cptional Bules and Difhaaley
Settngs ta use This is one of the reasons why we recommendd this 2-player variani for experienced

players anky.

OO-0F GAMEPLAY
VARIANT CREDITE

Playtesters: Nathan Hansen, Clawds
Hemberper, [ason Hunt, Noelle Le
Bierrversy, Nooh Massare, Farry Pik= IIT,
Joanme & Brign Fowers, Dorian Bichard,
Anthory Bublo, Petra Schbnk, Torin
Schlunk, and the gread Nemo's War forum
fans on FoardGomeGeek!




Impenalist Map Changes

Arctic lee: All Squadrons and Ship tokens (exchiding the Mawtihes) commot move between
the Western Pacific or Pacific Coast ond the Aretic Ocean. Consider those as doited line
comnections not blue line connections — there is no Northwest Passage route for surface forces,

The Snez Canal: During Act 111, the Imperialist may move Squadrons and Ship tokens
direcily between the Ennopean Seas ond Indian Coean. The Suep Canal i5 completed ab this fme.

The Airship: Optionally, the Airdhip token can move between @y two connected spaces (solid
blue or doceed). It flies!

The Sea Serpent: Optionally, the Sea Serpent toleen moves exactly as the Nautilus is allowed 1o
mave. 5o, the Swex Canal doss not help the Sz Serpeni, but the Arehion Tusmel does.

Anti-Nautilus Actiities
The bmperialist opetates the Motoriety rrack. Ralls that increase the threst to or actually harm
the Mamtilus are rolled by the Imperialist. For example:

= Rollmg the black Macement Fhase dice
= Attack rolls versus the Nouilus

= Random Motoriety increasss

= Randomly applied Nautilus Bescurce Hits

The Imperialist player makes these clearly amti-Nautihes rolls. Of course, the Moutkis player can
2ill use respurces ta modify them both before and after lenowing their result, or to demand the
Imperialist player re-roll them, as wsial.

Impenalist Mission Briefing: Highs and Lows
Ralling high values on the dice is geod for the Mautilus and bad for the Imperialist — and vice-
wersa [Le. the lmp:rillitl. when :n:ﬂing. covets megative [HEMs mmnd low nalls).

Thus, when the Imperialist perdorms a Crnsh Dissent Action, they try to moll under its adjusted
TEST walue to PASS it; rolling equal 1o or greater than that vahee wrould couse the Imperialist 1o
FAIL

The Placement Phase
At the beginning of each Placement Fhase,

w. The Mauilus player rolls the required number of whitz Placement Phase dice.

» Draring Act 1L, the Noutibus player also determines, as wsual, which pwo white dice to use
far Action Points or a Lull Turm.

= Druaring Acts 11 and LI, the bmperialist ralls both black dice (the Imperialist cdways rolls
both black dice) and, if it is mot @ Lull tum (in which case the black dice are ignared, as

usaall. ..

= The lmperialist may play sither one (if the Noutiks' Motoriety is less than 443 or hath
(if the Nautilas' Motoriety is 44 or higher) of the resulis of ther Black dice by placiog, ==
usual, ane Ship token cormesponding o its results Ocean, ORF

* Play one fewer than nommal, thus restricing commerce and “starving” the Docans a bit,

+ While Memo's Motive is Piracy and the Motoriety marker is in its #51 box of that erack,
players switch the color dice they roll per that motive's instractions (see Fule 10 in the
Operatiens Mammal — PLACEMENT FHASE!,

b. The Mauilus player places newly orriving revealed Mon-warships toleens (only). These
commerce vessels po where they will and =0 the Nautihas plaver places them.

The Imperialist places all ather Ship tokens per all applicable die roll results using the
standard ship placement protocels (and is thus the primary “artist painting the board”™ during
thiz Phase). Thatis, the Imperinlist contrals the Hidden and revealed Warship (milifary)
Flacemenis,

. Afterward, the Imperialist receives a mumber of Imperialist Action Points and conducts the
Imperialist Flayer Phase (see helow,



The Impenalist Phase
The Imperialist Fhose occurs betwesn the Placement and Action Phoses. Alter the Imperialist
Phase is completed, the game turn resumes with the Nawtihes plapers Action Phase.

Receiving lmperialist Action Points: Like the Nawiles player, the Imperialist receives and
spends Action Points = follows

= They receive a mumber of Imperialist Action Poinis equal to the omrent Act G.e., 1, 2, oz 3).

= +1 for each gemstone allocated by the Imperialist from their Tablean during the previons
turm Dwhiichi, if allocaied Lest turm, st be added dhis tum). These gemsiomes “spent” |:r_l," the
Imperialist ore then returned to the available sicck of those pieces.
Motz that, once aoquired, the Fneperialist plaver need never spend these pieces, they cam slowdy
“starve” the Mmtilas of their avalability in the siack; this ales reduces the Maatilus finad score
amd incresses the Ineperialist victory level showld they win the game.

» i is alza ot thds time that E-u:nst-:nui.nﬂu: Iup-r.-ri.-ill Tableam ar= commiited, if desir=d,
for mext hem’s Imperialist Action Points additions. There ove no radics tn 1870, 5o issuing
comnanads 15 & detiberately slow and forward-ghinking process.

Mote: In exactly the same way as the Nautils player, the Imperialist ...
= Carmot exceed % Imperialist Action Poinis on the Action Point track fits sasximuon).
e May also sawve one Imperialist Action Point betwesn tarns on the Action Point track.

Lull Turns (IMPORTANT)
The Impeerialist player recemves their idl all#ment of Imperialist Action Points during a Lull

Turn.

Dio mot remove Uprising cubes as part of the Lol Tuwrn sequence (the Imperialist ployer mued sail
forth and actively Crush Dissent as an Actien, sze helow).

Competitive Tempo of Flay

For both sides, the tempo of activity inoreases with each Act. The Namtiks player, as abways,

has much ta :|.|:n:||:r|.]:l.'iﬂ:| d.uri:l.gﬂueﬂ.r}yparl of the fRme Eo prepare fnrﬂlela‘ltzrpm‘t. The
Imperialist player will be harassing the Moutls and exacerbating its problems every step of the
war, brs with pinpricks and, by the end, with hammer Baws.

Imperialist Squadrons

Imperialist Squadrons are revedsd Warships having no name, Motoriety value, ¥ value,
naticmality, or Ship dass.

Flacemerst

Aker the blue and green Ship tokens in their color group are added to the Ship cup due o

increasing Motoriety, also place that colors Squadron miniature in the Imperialist plager's
Tablean fawaiting plecementl,

From there, it costs 1 Imperialist Action Point to place it in 2 random Major Ocean (roll 146
o deternane wiich) in ks LOp AT (L., mext to any gemsione there and where the Nantihas iz alse
placed; there is mo “stacking Emit” for tese pieces).

Designer’s Mote: Whers Squadrons form, because they are miternadional by nature (and design),
is random (aod you must deal with that).

Where you send Squadrons, however, is up o you; it is called mowement.

Movement

Once placed, it costs 1 Imperialist Action Point to move one Squadron to an adjacent,
connected Ohcean moting the Imperialist Mop Changes, ahave).

Combat
Think of Squadrons as “stack free” Warship tokens residing in the top area of an Ocean (along
with the Nawtiles, any gemstones, Adventure tokens, etc ).

They can be targeted by the Nawtiles and attacked nommally When engaged in combat, each
Squadron has an imnirsic Attack Sirength of 7 and Defense Strength of 2, When sunlk,

they are retrned 1o the Inmperialist Tablean. Sinking ome yiclds no Yictery Peint henefi fror
MNotoricty penadty) to the Matilus plaver; the advantage for doing 5o i to remove it from the bozrd (ar

Leas pempomarily) which will cost the Imperialist one Action to replace and sl more, if you're bucky, o
reacguire the Mautilus

1
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Efflect

The presence of sach Squadron in its Ocean. ..

* lzand counts ms 1 Bevealed Warship thers

= Allows the Imperinlist to Crush Dissent thers,

= Allows the Imperialist to Huant the Mauss there,

Imperialist Actions
The Imperizlist player spends their Actions per the [ollowing casts and mules:

Cost  Imperialist Action

Ship Tokems

1 Move: Move one Warship tohen to an Open space in an adjacent, connectad Ocean
[nating the Arctic kee amd Sues Coral map changes). You comot move Mow-warships.

1 Thimble-Rig: Swap two Warship md/or Hidden Ship tokens” pasitions in adjacent,
connected Deeans (noting the Arctic Ice end Suer Canad map changes). You cammot swap
Nom-warships.

1 hscurei Replace 1 revealed Ship token of your chaice with a Hidden Ship toksn
ireturming the revealsd Ship tohen to the Ship cup). This makes juicy Moutilus tarpets

S "

*disappea: "
1 Comvert: Flip 1 revealed Ship tolen of your choice.
Sguadron Tokens (Minimures]

p | Apply Pressure: Lower either the Blue or Green ship group® amival by 1 space onthe
Notoriety track. When these ship groups meet the Motoriety marker, in addition ta
immediately adding that ship group to the Ship cup (as usual), place its Squadron in the
Imperiali=t Tablean.

1 Flace one Sqnadron from your Tableaw: Place that Squadron in the top secdon of a
random Major Ocean determined by ralling 1d6.

1 Move a Squadron: Move o Squadron to the top area of an adjscent, cormected Deean
[nating the Arctic ke amd Suer Camal map changes).

i ! A p ! Himi the Maowtiles: You must have 2 Squadron token in the Kautihs" Ocean to bome it
q *: == | there. The Imperialist conducts a Hunt TEST (7)) as follows
II"—I_‘-.-—:; - :ih:_:_ : | TEMs: +1 each far Cl::rlll“.i.ll: Sensors, I:I:].".m Derive, and Periscope Device;
AR L:""'"""‘"" I -1 each per Wiaship token in that Ocean (this inchedes each Squadnon taken}.
A P | o Mg el L [
e e I :.,"_’FE.‘,'_._._ : PASS (1ol less thom): The Imperialist has secceeded in drawing the Maudlus indo a costhy
ek WM | e | miztake or anm advaniapeos fight!

e e b | a. The Moutilus plaper must give the Enperialist ane pemstone, as desited, Fom
D — anywhere not in the Imperialist Tableaw, if available.
b. The Moutilus evobres connter-tactics; the Nawtikes player monw either:

i. Flace ansther gemstone, as desired, from amywhere not in the Inperialist
Tableaw to an empty space on the Salvage track. [k is wonth 1 Salvage
s Paint while there, ORF

ii. Discard any Mamtiles Upgrade card from those avadlable for purchase and replace it
with 2 randam draw from amang thoss set aside ot the end of SETUP Step 4.
c. The Imperialist player selects their desired benebi:
i. The Mautdus suffers owe random Hie, OR
ii. There is abattle Select any one Warship (mchiding the lmperialist Squadion
toleen) in that Ccean to Attack the Mawhiles (per Fude 12 — COMEAT); conduct an

immediste free Nontiles Bold Attack which, if the Maoutibus is successfal, results in
no Motoriety increase noc are follow-up Bold Attacks permtted.

-

FAIL (roll equal to or grester than): The Mautilus slips auy.

The Mamtilus player selects either:

a. -1d3 8 OR

b. Betum one Squadron fom that Gcean to the Imperialist Tablean.

DISASTER (roll d!m]: ﬁpplr'b-u'rh FAIL results a snd b, abowe




P Crush Dissent: You must have o Squadron in the Ocean where there isa cube m a Lamd
space (L., 2 “cube Ocean”™). The hmperialist conducts an Inland Campign TEST (6)

as follows

MR Ms: +1 each far Armory, Nemo's Muonifesto, and War Boom:
-1 ench per revealed Ship token in that Deean (this indudes sach Squadron token).

PASS [roll less than): The situation moves towands resolstion.
The Mounlkus player selects either:

a. Gain Motoriety squal to the number af revealed Warships in that Owcean (which
trchedes Squadren fohems), OR
b. Return 1 Cube from that Ovean to its available box.

FAIL (roll squal to or greater than): Resolwion of this sitmaion remains chesve.
The Maunlus player selecis either:

a. -1d3 €3, OR

b. Remurnene Squadren from that Ocean to the Imperialist Taklean,

DISASTER (roll of B BB : Apply both FAIL results a and b, ahove.

Impenalist Gemstones

For each Success in humting the Nawtihes or use of the special ules Yeone ve Pisrre-fules Hetpel
card, the Mautdus player must give the Imperialist one gemstone from anpwhers not in the
Imperialist Tablean, as desired.

Spending Gemstones

These can be spent (i.e.. returned to the stock) by the Imperialist player bor future Imperialist

Action Points Gee THE IMPERFALIST PHASE, abave).

Srving Gemstores
Not spending aoquired gemstomes helps the Imperialist player thus:

= It reduces their quanticy in the stock and might stacve the Mawtilies from their lack of availabilin:

= Eachis warth -2 VP's when computing the Mautilus' score at the end of the game.
= If the Imperialist player wins, each comtributes to mising their victory level.

Nautilus Victory and Defeat
Automatic Difeat

1f the Mautiles is aniomatically defeated, che Imperialist wins the following level of victory:

= The death of Madeen Dakkar is an Inconsequential victory

= Exhaustiing a Ship Besource [i.e., Memo, Crew, or Hall} yvields an Inconsequential victory.

= A Motoriety gome end is o Motable vicory

= Filling the Chceans with Warships and no ather can be placed when required is a Success

victory.
The Imperialist r=ads theit comesponding epilogue parmgraph, belox
MEssion Complete, Finadé Survived

1f the Mawtiles player avoids defeat {i.e. | survives io the completion of the Finale card), apphy the

fellowing Nawfilies VP score modibers:
» +20 Characier VPs E'm'ﬂm_[liﬂ:ﬁmru Fa!m-_fulﬂHrLuia.n:] in the PASS Pie
= -1 ¥Ps for each gemsione in the lmperialist Tablean.

VICTORY & EPILOGUE BALANCING DUFFICULTY LEVEL SETTING

f pou wamt to “balence” your score aganst the stomdard OFFICER Difficuliy settings mmd
you played with mastly SAILOR Difficulty s=tdngs, then sach Imperialist gemstone is

wiorth -3 ¥VPs from your boal score; if you plaped with mostly CAPTAIM Difficulty ssttings,

then each Imperialist gemstone is worth -1 YPs from your boal score.

i

il

-
‘_\-'.'"lr\-h: - i

DESIGNER'S
HOUBE HULE

When gamsing at Chey Emrich, we use
this Howse Bude: Fote canmad ramdomdy
hiamd you three messrabls oufcomes in a
rosv. When this happens, the thind failure
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Whe Won on Poimes?

= If the Nautils" fnal score is Motable or higher, the Noxiks plaper has won the game and the
Imperialist plager is defeated.

1F the Nautihs' final score is Inconsequential, the game is officially o “drew” (e, the Nawtiles
and Imperialist players hewve *tied”).

= If the Hautihs' final score rates a Failure, the Imperialist player wins but reduces the
Impeialist’s victory level by one (see below).

= 1 the Nautihs' final score rates o Defeat, the Imperialist ployer wins (see below).

S

e
pup

——

\  Imperialist Victory
Achieving oy defeat condition for the Kawihe (induding o low-=nough bral score, s== above) is
a wictary for the Imperinlist.

Treperizlist Scoring

1f the Kawgihes' final score Fields ooly a Failure or Defeat, then the Imperialist counts the
oamber of cards remmining in the Draw Pile and adds to thot count the number of gemsiones in
the Imperialist Tableau. With that vowl, consult the following wble (reducing it by one level if the
Mautdhus" mession scoved o Faibere owtconas):

fmeperizlist Victory Levels and Epilopues

0-2  Defeat: You have humted the accursed submarine and its captain to the ends of the
Earth and all you hee achisved is witnessing its story's fmalé. Your daim to vickory is
remembered as ooly that, pour claim, while the legend of the Sea Fox, Captain Memao,
continues to resonate to this day Your career ends in biteer ignoming

3+  Pyrrhic: Your arducus pursait of the Nautihes sawr it remain in command of its desticy
until the very end. The high cost to Imperialist noticns baes Left them much worse for
wear. At first grateful, the Admiralties of the world conspire to impugn your name and
hinder your career until all that remains in yaur retirement is the bitter taste of their
pernicicus ingratimde

5-7  Inconsequential: When you dispatched your short message to the British Admiraley, Sic
¢ramsit gloria Mautdus, it was the fulbllment of your mission but not your destiny. Winning
an undeclared war credited your name with no additiomal cachet and left your heirs lictle
to add ta ther legacy but o small Bamily honorariom and the medest thanks of Imperialist

MALLons.

B8-2  Motable: For along while, the press has bailed you as a hera, Although this has Litle
imnpressed the careerists among the Admiralties of the world, it has allowsd you to publish
your memoirs with some success. The legacy of your name paved the way for genemations
af your heirs to aitend Maval Academies from Anrapolis, to Daromicuth, (o Hiroshima.

10-11 Swceess: Your promotion 0 Hoonorary Vice-Admiral in four different navies has made
¥our reputation unique among sailors. This, in turn, has cpened docrs making you a
global ambassadar able to reach ot to the wordds leaders and luminaries. Howeever, your
greatest satislaction was paraying your victory over the Mautius into excellent outeomes
{or your heirs with 2 family name =ill hanored.

12+ Trinmphant: After crushing the Kaugihes and her capisin, your presence became a force
during the ensuing naval amms race between the Great Powers. Your opponents at sen
remarked that your hat shoard aoy Direadnought was warth ancther four Cruisers, a
legacy engraved om your headstome. Emerging through your backs as the authority an
malitary terval technology, sirategy, and tactics (and later studied by the likes of Jacky
Fisher, vom Tarpitz, and Fletcher Prait), the new eta of warship design which followed (a
true naval arms race) still bears your name.
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EPILOGUES 1

2

To determine the epilogus your vopage has earned, Bod your score on the table below. Bote thar if
you were defeated in aoy way; read the Defeat (not the Failure) paragraph.

EPILOGUE BALANCING DIFFICULTY LEVEL SETTIMNG

How the world remembers your voypage depends oo how smgaciously you faced Mema's
final Motive. If you want to “halance” your scome against the standard OFFICER Difficuleoy
seitings and you played with maostly SAILOR Difficulty sstbings, then subtract 60 Vs
from your bral score; i you played with mostly CAPTAIN Difficulty s=tbngs, then add 30
VP to your fnal scome

LeveL oF VicToRY

Seore Victory Lewel
| <160 Defeat
| 160-199 Failure

200-239  Inconsequential

240-279 Notable

280-319 Success
| 320+ Triumph
|

e ——— ———— —

Diesigner’s Mote: A tioy bit of math is instructive to achieving victorg

There are approximaiely 26 (or 28 when Madeen Dialdsars stary is added) bi-weekly Game Tirns
performed over the course of a game of Wemo's Wier, Thus, cach mm represents ahon one fontnight
of ectivity or “about one chapder® of 2 novel

1E youa s=ele o Motable viciory, your scoming goal should be to gain an average of 10 VIPs every turn
For a Triumph, pour scoring geal should be to gain an average of just over 12 VPs every bhon.
Soy, get busy and pay mttention o where your Victory Poimes are coming from; that is hew you win

After determiring your final score, lock up that outcome based upon Memeo's inal Motive in the
sectioms that follow.

=/




DEFEAT
<160

al Memas sdventnres are not widely
ciroalated and lack credibitity; amomg,

seamen they are relegated 1o the sams of myths.
Years after the Nomihas vovage, dnsty busts
of her Captain grow cobwebs ' the atiics and
‘hasements of proaie colleciors with eoly a few
ahscure cliques of “Memo-ite” emtbiadasts whic
still embrace bis story:

NOTABLE
240-279

'-['J'I.I:]ﬁr.-:iﬁ:l.pil.'n MNemo md bis grand
adweniures have sndured o commercial

sensatioralism. His explotis ame feabimed In
works of speculative fction, his image on
posiage siamps, bis porirat malgned mie an
-G mram war propagmda pester durng the
mecend Great War, and now in the oew mediums
of film and rady dramaes. Becenily a cylindec for
Thomas Edison’s phonograph was discowered
with what i= believed to be the voice of Captam
MNemo bidding us, “The greaiest adventures ane
hereath the wawes"

ADVENTURE

EAILURE
160-199

']_"h.:]epn:'! of Capiain Bemo grows in the
1elhing 15 a camtlonary ialke of the madoess
that lmdtless bowndaries can brng, Nemo's
legend 1s reciied as a commman bediime sary

o chdldren seeking 1o run away i seanch of
adveoiute and is also Erequenily eeferenced o
stadd college leciures from the professorial elie
25 an example of the imponance of adheting to
their established ceder mnd thriving I cbeority
within ¥ {as ibey hawve].

SUCCESS
280-319

tamb rises up at the bead of an esbaary on
ba's shores reading “NEMO *All Shonld

Be Revealed,”™ the dying words of the great mun
about whom so mmch has been writien and
whose legacy grows in the retellng. Societies,
Joundations, scholamships, imd moomemble warks
af history, science, md fictien a1l bear Nemo's
name, recallng the wonders of bow the world
has mproved thanks 1o bis adweniumes shoard
his legendary submetsible ship, the Mautis,

INCOMNSEQUENTIAL
200-239

Pn:]:hm‘l.uh:r]ﬂ: Capiain Nemo was 2 man
for biis age bt give mmch of the credtt for bis
sucoesses to the machime be piloted ratber than
1o Its ‘myventar and capism. [n mock tribaie to
his global escapades, fatute genemations would
inscribe their variations of *T9emo was here”
inevery cheonre corner of matoree or machine.
Certuinly, Capiain Memo garneted 2 legacy; just
not coe of greamess.

TRIUMPH
320+

ke Alecander, Cassar, and Napalecn,

mmother Great Capeain has risen to have
age of bisiory named tn bis honoc, Duning the
Age of Meme, his restless spirit mspired mamy 1o
claim the: entiee world as their birbrighe. With
lafty eapressions and mermuted tread, Nemo and
his devetees foged paths to the worlds darkes
comers. The etigeis af tis age showrased the
worth of rgged ndividualism emphasizing
Nemos great purpose of mising up the weak
mnd oppressed =0 all could e beiter lbves as
trothers and sigers. Tmnsforming not memely
Iuman bistory but humanity xs=ld, the bopders
of nations bhuered for a long while 'm tbe Great
Age of Bema.



DEFEAT
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be Mautilus disappears mysterioushy at

the autset of a minar naval engagement
off Hatteras, Horth Carclina. With nothing
to cppose them, Imperialist forces continue
to spread cut and divide the kmds, only
pausing ta engage in internecine colacdal
wars. The world never leams about Captain
Memo and his rags against these oppressors.
Insead, his legacy is extinguished and lost
forever beneath the waves.

NOTABLE
240-279

mane “Neme” becomes ibe watchwond

far insutgent and revolubionary mowements
arcamnd the world. From the Boscers ' China,
to amarchists in Eucope and the United Swares,
ta Bussian Bolsheviks, Capialn Nemo's cusade
‘misplees anit-Imperaliom for genetations. Yet,
tnae o Nemao's propbesies, todays revolutlonaries
be come tomorrow's [mpetiatisis and the fBilings
of mankind comire to ride 2 bloody caromsel b
the laments of the suffecng masses.

ANTI-IMPERIALISM

EAILURE
160-199

aptain Nemo loses falth in mankind, bath
appressors and the oppressed. Afier

considemble brooding he makes a sad and weary
decision, aomouncing ta his officers and crew
that he will end their quest on bis own terms.
He orders the crew to abemdon the Mautihs of
the English coast and then, wiih his cfficers,
takes his ship 10 522 and dsappears ioio the
mmcky wives. His crew tell tales, at first foc
fre= drimiks but laker to writers whe scribe bis
crosade. Memo himeelf however, 1s never heand

of again.

SUCCESS
280-319

or i while, the [miperial navies weaken and

toms-oceanic shipping becomes 1 dangerous
mnd expensive ventuee. Choe to Memo’s effons,
the burgeoniog, global ecooomy shrinks mio
recesden, culminating o the Pamic of 1873, and
the world aiffers in poverty:. Memo’s underdable
wiciory however, 15 nlimately Pyrboc. Afver
these tummultnous events, the mysierioas “ea
momsier” s arely seen, and it fmally disappears
oompleiely from ships” sightngs to becomes a
mere kgend. Capian Meme and the Nautins
are laber discoversd oo Lincoln lsland. Bemo
brtmsed succumibs to lness. After days of
grieving and enlogidng, bis officers lay bis body
1o rest aboand the Mamtihas, which they solemnly
scnitle o a2 blaze worthy of & Vikng foceral

INCONSEQUENTIAL
200-238
aptain Nemo eojoys some sacoess iganst
suface wodd b is pever coosidered
o greater threat than any cther matyon’s fleet o

army. Evenially, due io inceeasng pressues from

Imperial warships and his waning enthusiasm
far cppreszed peoples, Nemo abandons his
camrpalgn of world Hbemation o disgust and
dhsappears 'mio pebite ment with the Nautthes

TRIUMFPH
320+

shipping becomes extremely

expensve. Eventually, afer mamny inmarance
compamies go broke, i becomes fnancially
‘mpossible 1o ship goods ind passengers via the
world’s oceans, and raileoads take advamiage
by stendiby ralsing thelr rabes (eomiching,
mailrcad speoulators). A beeakdown of the
kading sconomies caases sitile and chaes from
the Pamic of 1873 that lasis almost 20 years
amocgst all but the previcusly mpovenished
mafions. Capiain Mema’ canypalgn against the
oppressocs s muocessfol, and the Naatilos prowls
the sas for decades still. With bils asistacce,
many calonles are ahle to risz up and thmow
off the yoke of Imperiahst oppression but ata
lmentable cost of Bves and human sufferng.



DEFEAT
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ressng the hmits of undersea kmowledge, ihe

Mugitlus pushes too far and L= lost with ol
hands. To this day, we soill speculsie about the
fmal days and what peally cavsed this ragedy:
Nemo's ncredible advennanes will not stir the
tmagiratyon of mambkicd untll anotber sbey years
hawe passed and speculsiive fiction onoe again
salls wihh tales of the bigh seas. Sadly, the waorld
never kearns of Caplan Meme, and his legacy 15
truried fopewer beneath the waves.

EXPLORE

EAILURE
160-199

aptain Nemo's vopage ends in

sappolotmeni as nothing world-changmg,
or even very significan, s discoversd. Sill
warimg to shane what was Jeamed, Nemos
many ketters and atticles ape rejected by mmltple
sclentific joumals and socketes (pomarily
due io prefodice simply because Memo was
not considered “oce of us” smong these elibst
communities). Embltersd, his final responss
15 to disappear wiih the Nantins oo the iy
depihs, oewer bo retwm.

INCONSEQUENTIAL
200-239

Nuwutihs conttruses 1es umde mea voyages

of excplaration for @ tme, but eventnally
Nemo retires compleiely from even these small

adweniutes. His curd-yet A hminating journals
eventually sarface aind become a ooveted
collecters Hem waorth o fortuce after appeating
at o Souibebyt auction. Mamny skeptics doubt the
veracty of his claims 0 hshorical nd matoral
knowledge geaned from beceath the seas, but
the “deep drve” navies of the weorld scrupuloushy
offer *no comment” when ashed o they have
traced Nemo'’s adweniures.

NOTABLE
240-279

ainmg ceedibility through the publication

af ketiers, ariicles, and ioierriews [alas, not
among scieotific or historical commumites, but
in the gutier popular pressy, the discoveres of
Captain Memio and bis quests aboand the Mautihs
remaim embedded in the public conschonmess.
Eschewed by miellectual zlices for decades,
the truth of Wemo’ clams are eventoally and
nlimately pooven. The now documenced
veracky of Bemes discovecies bas left bim o
salid repuriation.. Thying with digoity abeard
his ship and among his discovedes, Nemo's
heir emerges to claim tem and cootinued this
missica.. . bol that 1s anather stoy:

SUCCESS
280-319

aptan Nemo relentlessly cooitnues his
shmewdly nsing the cozan'’s vast

Tesoumees in fomem popular sentiment agatmnst the
econamic plllagog of [mperalist colonkes. His
discoveries ape umed in supplement ibe knowledge
of ol peoples and become enshrined . the
schools and uniwersites he fostered theeaghout
the conkmenis. In bis will Memo leawes ta ibe
world o *time capsule” not to be opened for 200
years. There has long been speculation that ibe
carefully pmarded locations of bis most vkl
discoveries are mside i, walbing io be pass=d
along b 2 moTe reascred age.

TRIUMPH
320+

Numtilus goes on to make discovery afier

discovery, each changing again bow the
world and tis bistory are seen. The sclemtific
vahie of his explomtions 15 bemlly incalolable.
Much ta the displeasire of bis modesty
nevspapers and magarmes ball Memo as the
grexiest of exploeers. He explotis ks nodesioed
czlebrliy to advance bis agendas of peace and
Imowledge without bloodshed. After bis foneral-
ai-g=a, peaple aroond the werd mourn the
pasing of ibe mest popular and Emous of all
explorets, and bis likeness becomes o tallsman

for salloes symboloing boldoess and dacing,



DEFEAT
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earih contmues io be roled by tbe vialeot
nuse of fopee. Amngamt natonatists bent oo

Imperial aggrandizement thwart Captain Nemos
benevalence at every barn. Afer 3 yearaof tryiog
mdghiily b shape a betver world, a me lmchaly
Captain Nemo commlserates with a Chrisiam
missimary be encouniers and notably remares
that, “Ewen [esns dudn'’t tellus what 1o do afier
bath chee ks were slapped.” Disgusted with
bumanity’s prospecis, Nemno prepares for baitle
'm the coming year — o war he nevet bmoches.
Rumaors of his demise abound, bt nothing bas
frmly tled Capiain Memao and his consular ip,
the Mautihas, 1o any known event smee.

HUMANIST

EAILURE
160-194

IE:'huh:up-mr:hlh'l:l;pmphﬁ matkoms,
empimes dange sty embitier Captam
Nemao. His urwamied celebrity precedes bhim as
the world's press drives np ewspaper sales by
distorting bis story with beadhines scoeaming:
“Memo: Theat or Menace?”

“Wir Irved choard the Mastelus for soveral months
mito the mreond year of owr wipage, reteming o e
i i the mek-bound shores of Miine i dhe Uniged
Stotrs one moonless righe. [Thave stoce quested o
cormect dhe mecond and eehahilidste the rputaim of
Captain Nemo and te wonders of the Mot by
wrating books, articler, and betermng dhrowghon! the
workd, but o bt el OBscurity mdomnation 15,
tragacaily dhe oy mueand for fus greo! man.”

INCONSEQUENTIAL
200-238

frer making beadway among the world’s
dent mnd emeTging reglmes, Capiain

Nemo begins leaving bis mark as a noted
benevolent influsnce. Mary people come 1o
admime the tangihle resulis of his eflors; so
maryy, io fact, that the Grest Powers come 1o
fear bis populartty and *mad” agltsters among
the hot pollzd. [ma disgracefsl conspiracy; the
Imperialists arrange a secret meeting, basted. by
The Falkland [skmds Compamy at Port Stamley
to discnss the quiet sssassination of this feared
aquatic messdah. They lure the Mautlhs mic a
trap areamd Cape Hom where Captain Nemo
ends the haitle by lashing bmeeH 1o bis smidng
ship and dying o martyr's death, Sadly eoday,
{Capiain Nemos moment has passed; his wle i
recourvied with that of other Brmous maryes.

-

NOTABLE
240-279

aptain Nemos name 1s ofien menticoed

among the medical and lumanitarian grears
of the [ndustral Age: Louis Pasteur, Mare
Curle, Florence Nightingale, John Snow, and
Henry Dunant. Tak'ng the reins of scienoe and
epldemlolgy on the one bomd (particolary the:
chelers outbreak Jessons of the Beoad Sereet
pump) and secial enlighterment on the cther
{for the phighis of unskilled and child hboc
and women's suffmge), Captain Nemo boldly
wdes ioin the dank mmck of the Industral
Revolution. *1 must be the sxamrple for others
ta follow” is mscribed oo his me memal plaque
i Cornwall England. And wirile be bas earned
1 promicent mention in the armals of his dme,
man’ lbumemity ' the twentieth century has
overstadowed ke noble deeds of the Nauidns,
bver Capiain, and ber mew

SUCCESS
280-319

otk the great philaoibropists his ame 15

spaken aleogside of, Captain Nemo was oot
n Bobber Baron foom the Gilded Age attempting

ta mend bis reputation before mesting his
maker. His beavwen was iravelng mder the
stars In the Wamtihos and spresding the grapel
of lumanism, quiet coumge, md self-rellance.
Easing mmch of the wodd’s suffermg through
bxts dipect, forused cootact and spending the
oozan’s zhundant wealth, many jomed his cmse
and pretecied the mam ind bis reputation foom
the small minided jealousies residing under the
crowns and top bats of political and scieotific
mediccrities. Mediol and social sciences
Tlourish under Nemo's directiom, with many new
colleges md musenms beariog bis name. With
great optimism, the world leaps upwand o the
twenteih cemurg

TRIUMFPH
3204+

ot dnce the Sza Peoples closed ibe epoch ¥
of Brooze Age dvilization bas someibimg. |
from the poears bad such im imypact upon buman
Entstocy: [ncontrast to the barback destroyers
of 3,000 years agn, under Captatn Memn the
hands ratsed foom the ooeans reach out with
benevelence, cffering np the waier’s bounty
' food, energy, and treasnee to bring Hghi to
the darkest coasilines of the world . Capiain
Nemo becomes a teacher ot 522, constructiog
seve rl small ActiTls of nemtical classrooms
mnd hboratories (he dubs them his “schools of
fish™) where be acquires many acolyies. They
b v sinice become bis missionacies who He the
bomnds: of bomemity to personal acts, mising up
commmities and ma king each persen a "ctlzen
of the weorld,” one adberent at a tme. Althrugh
the omslaught of socialian and tis leaders all bt
destroy his legacy of s=H-rellance and deczocy
the solc bnmamism of Capizm MNeme remains T
parllzled o bistory with ather greai tesckers: |
Foddba, Confucos, Socmtes, Sun Toa, and Jesus.




DEFEAT
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surprsing swiftnes and surey, the

iareat Powers recogrime the thmeat of 2
sabmersible ship with global mach as it phmders
the sea lares and shores They scon pledge
themselwes vo the Southampion Accords whepeby
all coeanpemyg ships would, with iocreasng.
regalarity, irwvel o groups with warships offering
munal pooiection and soppodt. Alibouagh elusve,
the Mantdus' bold Captam Nemo szems possessed
of an antiquated spirit of plracy thai Exils 1o
pamer 2 kegendary oickname {n bis fime, he ws
derisively known o the Briish as “The Sea Sikh
Sallor;” an lromy as he was o descendant of a gpeat
Mustm Sultan and raised 1 Bmdu). The mn
of his wesse] n o great naval baitle off Santiago
‘becomes bis kegacy recounied tn a popular sza
chaniey about this hemowng new machime age.

NOTABLE
240-279

'eeday, most people remember the dread pimte

Memo from the colns he snade beating
his profile on the obwerse {with his matio,
Mobihs in Mobill - *moving wibin the moving
element™ and the Nautdhs oo the reverse.
These electrum “green gold” cores (made fom
2 mindure of mostly gold and sibver] weps
marmfachared In South America on 8 captared
die press. As nations shandoned silwer comage
{lead'mg 1o the Panic of 172 md America’s
Conage Act of that same year), focng ibelr paper
money to 1 de facto Gold Sandard, Captam
Nemo pedefines the meaning of gold kself
ameng the masses with bis decentralized spece.
Apparenily a vast omber of 1hese ooins wepe
made bt few extst beday {with muny asswmed
in be secreied awny and bured somewhere).
Seill, Erom makng md not past kking money;
maost remember bis name alongside Nemao's
predecessors axch as Blackbeard, Capain Kbdd,
Henry Momgan, imd Madame Cheng,

PIRACY

EAILURE
160-199

allownig an caibeeak of sailors” pamnen

{desereed when comsidering ibey faced 2
submersible piraie ship), oeutical regalatons:
change netably A 'morease in cagtion resnlks 'm
betier peoord keeping and morme weapons aboard,
leaving kess and less to chanee and chaos - the
very exsence of piricy Impedalts precaubions
md shated mfommation ultimately nim ihe
tide agamst the bold pirate they dubbed, Rajah
Nemo. The domage wflicted npon the seas”
trade powmies 15 very real, bt hke 8 wound, oooe
stitched together agatn after the Nautihos 15
caughi and sunk, it heals in dme mnd the werld
makes o foll peoovery.

SUCCESS
280-319

roving the supedarity of the Naatilus”

tectmology nd his cwn leadersp, the
“Tiread Prmate” Nemio oats 2 swath through bstory
a5 the world's last famous and mest sncoesshal
pirate. Popular cubiume sill cherishes ind=hble
tales of Impedalist ships sunk, looted, mmd talen
25 prizes by the Nautilus, The resuk has beena
culure of persoral ndependence and pesistance;
seemminghy ewery rehel smee Memo’s voyages
clams freedom imd adweoiure as 2 bithright.
Thits places the pimabe phitbesophy in direct conflice
with the risiog soclalist movements of the Labe
nineteenth ind cacly twentieth centures cmstng,
long, proiracied, and bleody wats beiween
powemments and peoples. Ulbmaiel; Memo's
legacy kads direcily to the pro-democracy
movements of the late twenteth cemury

INCONSEQUENTIAL
200-239

o It comes io pass ibat Captain Nemo,

he pimie foom the depihs, eiches a aidmg
legznd n blood and plumder that few today can
still peoounk. [ke most plmtes, Capiain Nemo
has a sirict “code” thit the crew follows {e.g.,
myme givog enders not banded down from.
Memo o ihe First Officer, or disobeying thase of
2 superior, s bebeaded oo the spod). They enrich
themselves (in scrupulously accounted - for shares
of booty based stricily on thelr coew assgoments
mnd seroniiy] and matnoin their discipline.
Unhike most plraes, bowever, when oat off from
assisiance fom lamd, the Mautihs can surviee
at = mdefmitely; it 1s ooly the sbandoomenit
of the crew ower dme 1o emjoy thetr wealth that
quieily ends Capiam Meme’s career.

TRIUMPH
3204

nown forever Capoain Pratishodht

Fdrenger”™ Nemo, like the Cazsars from
molent trmes, 5o bao his mme passes along from
sucoessor to sxccessr, all of whom would be
Imnown as Nemo the Avenger. o bis quiet, ivish
metirement, the original Capealn Nemo kawsa
private log (oot writien by his own band, but
clearty dictated 1o his own words and sueely
eded) aboard the Natilus. It 15 ead anly by
his successors [who have =ach added thelr cwn
wisdam io this tome’s addenda). To thicgs
Nemo stresses are ke Ebernal Pirate Code, an
lmiest Manageral Golde for the busmess of bigh
se25 piracy, and the need o pucsne science amd
ma'miain innovatioos sboard the Nautihs and
het mmy successor vessls. Today, entlme plmie
nations exis n remoie commers of the warld and
tetain their iIndependence thanks to Memo the

ANECEETS |Egacy.
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& Noutius b fost with off hands. Theer

musfortnnes in ghe purseld of soooce become
the st of lugh brapedy o desooveries neveabod itk
of wezrth and experiments Il failuwe (and worse] in
theer wake Unabie to dhumpe the [hees of ordinary
propie, and cpecialy themsedves, those ahoand the
Plamtiles wemr rodx reed fo various shores and we, af
lo=!, departed her off Hmb ameéd o howding pale. The
workd mever bears abowt Caplain Neme, and fus
Legacy 5 lowt forever heneath dhe wanars”

NOTABLE
240-279

Cﬂaﬁaﬂlﬂﬂmkm‘rﬁ:m behalf of his
curiosity and the hrger scientific
commumlty bears it He expands his contacs
amocg, sclendsis to thedr grest benefit theough
exchanged ideas. Alibhough few of them mest
the Capiain tn person, hs correspondence and
publtsteed works have found their place on the
dusiy shelves of bis time and remain as sources
for research. [o his dotage, after gifting che
Nawtihas io bis Fust Officer and crew, Captain
Nemo contimaes bis correspondence, expanding
¥ 1o great iIndusitialisis and sociologiss io shape
bxts viskom. for symechmondzing all of these studies
far the betierment of the plmet and 1ts proples.

SCIENCE

EAILURE
160-199

overall Bihiee of Capiain Nemo's plans

cases bimm 1o ke tbe Mautibes and wecoeat
compleiely frem tbe sumdace world, Several
decades later, the quest for an Ametican female
aviainx discovers nstead an unsinkable casket
ashore on an unchared atoll iothe Pacific. k
contatms a jourcal detaitmg Memo's Lfe siocy
mnd, after tis seral pabliciion in cewspapers, it
15 soon dispegarded as mene “speoalative fAction.”
Eventually it 15 tumed 'mic a modemiely
syceesshl] motion plcture.

SUTCCESS
280-319

aptain Nemo atiempts io gain ibe irus
poodwill of mamkind by releasing

bvis pegzarch and promoting it in tbe popolar
press that be bas come o despise. Evenbaally,
brts discoveries, and Memo atmcts mamny
fallowes ameong the inieligecesa amd
patrons of discovery With the assisiance of
the sclentific commuridty; Memo is able 1o
preduce techoological marwels that greatly
rechuce ihe suffering of the common mam. The
vast resoutces of the seas peduce the vinlence
of war for decades while belog shrewdly and
capfully explotted. The great Capian comes o
rest peace fuTly upon bis death of old age n the
Tahitun kmgdom of Bom Bora. {Miecl:™ Meme
wars 2 fiovored geest of vormg Queen Trrmaraamua
I, ond attendied her weddimg do a Incal Prace in
1884 when she was 13 wors ofd )

{
INCONSEQUENTIAL \
200-239
[: ::.ptn.l.n]‘-l'unn mukes bis work avallable to !

after his death, an event siogulachy |
geered by the popular press. Some of his
monographs are published among the scientfic
Comumumlky, causng a mnar stic bot are oond ly
depoumee d by smaller minds Eventually
Memo and bis works recede 1o mautical legends

rememhersd among modern saikors as the
rvies of the world take oo mozasing sdenmtihic
endeavors.

TRIUMPH
320+

aszd on his scieneific work, Capeain Nemo’s |
dzcoveries and inwections comiome to hold

the world's atiention. His scienist allles and

olable scholars employ thelr waxing politcal

power (hacke d by Nema's vast fociune] 1o raise

up the oppressed and bring an almest Immed wie

end to [mperal colocdallsm. Memo 15 genemlly

bailed ax a visionary whoss bereficial warks

greaily mftnenoe the world 'mio and through the

oeext century. He petires 1o an undemsea glass-

enchased dome near Cabalina, Calfornia, and

the Nanrtihis becomes an miemational scienific !

platform unitil it 15 cooverted o a feamped

exhibit at the Nemo Oceanic nstiute and "

Museum ' nearhy Long Beach, California where

% has been fully resored md moored oear the

HME Queen Moy, J

o 1 B
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aval foroes at last destroy the Mautins a the

Baitle of Mozambigue Channel (ibe detadls
of which have remamed suppressed to this day
as part of the British CBcial Secrets Act). The
world's Admiraltes sitTl keep thds fniematiomal
incidert an open secret with fis details known
anly i the mast brass-laden among the Hoyal
Ny Ultmate by the world never learns about
Captan Neme and bis mcredible ship, the
Mautitos which, hawing Imped away from the
fight, 15 presumyed to have found 2 wabtery grove
somewhere, Capiain Memo's kegacy cbllterated,
stk with the Nautllns beneaih the waves.

NOTABLE
240-279

pibing cm disguise Nemos sucoess

a s=a a5 the cat-amd-mouse game of
attrition contimies well nko the [B¥0s. The
Generals of most natkons soogger & thelr
Admirals whe carmoi brog the Noutdhs 1o
heel. Those Admimls, bowever, evenbaally
adopt corrvoy tactics and O-ships 1o keep ther
lozses mumapeable while puening the ehste
submarine. Eveniually, the Namithas (s dhased
aground oo one of the thonsands of still-
mmoamed Islands of the Fhilippines. Theee, the
Captam and mew disembark and engage tna
battle to the death versus landing shdps fall of
[myperiahisi marines. Only one prisooer is aken,
the grevous wounded Second Offcer, whom the
inteTrogatars belleve has gone mad based on his
fales (ot we know betier].

EAILURE
160-199

aptaln Nemo scon boses bis will to keep

pressing for mare battles at sea . After boo
mary coofbcts and an ‘mereasngly shell-shocked
crew, he orders them to dis=mbark Trom the
Nuutits for the Llast tme off the American coas
near Cape Hatieras as a fleet of ensmy capital
ships sppmoaches m puraxii. With seely resobre,
he and ks most Jopal officers take the Nuntins
Torfis Anal fde ioto he oczans and disappear
{orever. Eventually, the nations of the world demy
thess events ever happened and a consplracy is
hatched 1o Telegaie the bvoc wrought by Capiain
Memo bo vadons natural and man-made cruses.

SUCCESS
280-319

amy ships are lost ot s=a to mysteTious

droumestances. Imperial nawies, through
jomnt-con ferences and by patmiling the seas,
spend vears bnmeing for the couse of thelr
sunken ships. Bumoes, never confirmed, of a
mefal-skirned monster cause the economic
cost of shipping 1o scar which belps sime the
Pamic of 1871, Eventuaally, ships organize inta
large coovoys bo mutnally prote ot tbe mselves
Irom damgers at sea, caasing trans-cozanic
shipping io slow dramatically The land wars
in Burepe fought ower the'r dechning aocess 1o
the worlds resounces drag oo for decades, As
survivors retoen. from the European wars, they
Jead ibeir coloores to e up and throw off deir

OppressoTs at a great cost of e

INCONSEQUENTIAL
200-239

Nuutihis iemporarily fights the Imperial
narvies 1o a standsiill. The Mautthes 1 beaily

damaged and Neme is wounded and disBgurned
in battle off Morecos oear the Pillars of Hercules.
Whitle petired bo his secpet base pear Namumamga
10 make repars and comtrme his war plans
againsg the maticos of the world, mamy of his
crew make 1p thetr mnds to shp quietly sy
af the neat opportunity: Memo fights oo but 15
mmahle to sericushy damage ibe vast armadas of

TRIUMPH
3204

[miperial navies are rowted ai sea tn baitle

afrer baitle. After the publotion of Capian
Nemo's ad venhures, llusraied with engmvings
imagiratvely captursd by a skilled crew member
abeard the Nautihs, bis cause gains suppotters
aoomd the world. Cppresssd colonles, alded
by Captaln Nemo and bis growing kglons of
Tollowers, rise up and overibrow thelr [mperial
overlards. Nemo bimseH lives o be 103, docwies
an moakulable amouni of wealth and scence
oo the sea 1o the sacfice world, and passes
away pently while restmg on an slind beach in
the Seychelles. He 15 buried amongst the comal
aff Auskralia.
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apiain Mema’s ame s relegaied io the

dusthin of history as ancther poteriial
world cnists 1s averied by tbe Great Powers
luck and phack. Fobare historiams, Biographers,
enietalcers, and game designers do, from time
1o time, reconsider the poteniial of Memas
daring explotts aboard the Mauths smd create
akermie-bistory “whai 17 scenados ind siories
based on ibe premise that the Capizm had Faie
saifmg with bim, affording him an epporiucdty
I those 12les i seire the bmss ring that now Hes
tbured with him at the botiom of ihe sea.

WORLD ORDER

EAILURE
160-199

reating rattoralist nprisings against the

Imperialist Powes pooves far easter than
making allies among the world’s malcontents.
Memo and his emissanies never ssem able io
make the right offers to the right people i the
right wax Sadhy bis Giled bid for world opder
overshadows his oiher notable accomplishmenks
1o sclenice and fechnology: The Magtilus eams
an sxCEmg pepaailon smeng ship desigrecs,
leading ko an arms race ' submersible miliacy
technology that, nltmately; dhe Prussums {ind,
de facio, all Germans wnder thelr leadershaip)
win by managing to mfikmie 1 spy among
Mema’s offices ta sieal the Maatilus” seorets.

INCONSEQUENTIAL
200-239

']_"I:l:rl.lmd.ﬂlnfml]lm.guﬂcmphﬂ- '
fill the history baosades inevery em and
reglon. of the werld, but Captaln Nemo's 1s the
first sea-based government io project fiseH on
land {mstead of vice-wemal As a potentate,
Captain Memao is emembered as another notable
mrar-condqueror of bis er o ibe same breath
15 Stmom Bolivar of Yemeznela, Shaka of the
Zuahus, and Kamebiamssha of Howan, Witha
Larger vision far a warld order than the others,
Memos palpglot kegion of global mriguers lacks
the coheston needed 1o malnkin thelr impetus
and consolidaie lasting change. Cisappatmied,
ihe crew breaks up ind eventually all go therr
SEparibe Wiays.

-

MNOTABLE
240-279

uch like Arthurian Legend, Capam

emo also meaies 2 world around him
that cherishes bis values. However, his world
15 ot defmed by prograpby bat by questing,
by =3 and by land. These quesis establihia
phrlosophical world order so firm that 1o this
day “Nemoties” =il spread the bellef that the
sitongest, wisesi kader s foremost and forever
1 servamt of their subiects and that the watoe of
tbeir rewards 1s what they accomplish ogetbec
Eschewing the trppings aof rellgious dogma,
MNematies are remarkably openito those who
beliere that 2 Great Commmty must hawe
1 Great Camse — the'rs s to wear down the

humghiy and ratee up the oppresed

SUTCCESS
280-319

nwhat historlans bave dubbed “a reverss

British Empire,” Capizm Memo fogges the
Wanma Confederation of tribes, peoples, and
prote-nations contrectually undied by their
destre for free trade and umpestricied migraton.
For an enitire generation, the coean'’s wealth (as
deliversd by the Nautihs) sappeats this visioo.
Capiain Mema stitches ingeiber an empiee of
merchant md passenger ships and boilds small,
tightly managed coastal cosanic colleges that
det ihe globe emphasizng sclence and the
betterment of bumanitg Upon bos dexth, Nemo's
warld order unmavels and, wiithin a genemation,
higoruns wasie oo time besmeching bim. as
merely “mother wealthy utoplam socialist ™

TRIUMPH
320+

Cmﬂ:mhﬁ:mnrmmedxmﬂ.u
the man wha made the sun szt on the 1
British Empire. N army or nasy can oppose
the power of his ideas for freedom, order, and
comity, and mamy natlons fse up to enhist o
MNemas world order. A convention gathers in the 1
Azores and signs the Treaty of Pomua Delgada 1i
reshaping infematicnal and martfme lows (s L
and urive sal baman cights (s oabanale]; laws
ihat reverberabe to this day: The rise of human 1
dgnity as a right and the bluarming of mdomal i :I
boundanies are the legacies we Inherit foom ] II
Bema’s world order.

s
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