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Ahoy, First Time Flayers!
Dot warry, it is worth it! Pethaps this
overview will help you understand all

the hits and how they work when you bt
them together

Firsi, there is a Big Decision you mst
make during setup: what will Captain
Memo's Motive be for your voyage? The
detmils are in the sstup instractions, but
this determines the very nature of the
game!

Second, sach tum’s *housekeeping” in
the Sequence of Flay is very minimal
{especially for a solitaire game!) so pou
will spend most of your time enjoying
the g;umpla}rw]:.mynnun do =0 marry
things (many of which are suboptimal
bor m kigh score, but all of which are fun
and, at different points, if not abealbately
niecessary, become wery tempeing ta oyl
S, Tor mowe, just leam “the controls” of
the Moxilus and experience will improve

your score later.

Third, ther= i=s anl] one core mechamdc
in Memo’s War, That is, resclving a
TEST. Each test has a success valie and
vour job is bo roll o siv-sided dice to
ackieve at least that value. In Nemo’s
War, high molls are almcst -always good
and low rolls are almest-always bad
resalving a kot of TESTS aver the course
of a game. But any fool can throw dice
and brd themsehres hacky (or unlucky);
where is the skill in that?

There are twa key skill 2lements to
pikcting your submarine: 1) Exetting
resources to provide fmvomable Dice Roll
Modifiers to improve your chemces of
passing a TEST, and 2) Understanding
the probabdlities, risles, and rewards for
each TEST and to what degree Passing
or Failing it helps or hinders your quest
Here, pou must develop discernment
and discretion because your good

or Exihare.

Fourth, perhbaps the greates: skill
element in Nems’s Wr is what we call
“painting the board.” That is, where
you place newly added Ship toleens to
the map is crucial (o establishing your
chances for 2 high score (a reward for
your boresight barn of experience).
Which Dceans to populate (znd,
through combat, deniude) is the vital
strategic chess game you are playing
with the Imperialist powers who
oppose you. As you grin experience in
this mspect of the game your situations
and score will improve steadily, so apply
your mind ta itl

.
k
judgment at each TEST will ultimately
be the reason for your mission'’s swocess

T

1. INTRODUCTION

This Operations Manmal is the core rules bock: For Meme's W, It festures the imstructions you
will meed 1o actually play the game turn-by-tarn.

Highlight Kevys
Wautitus Upgrade Card ffects

Mawilns Upgrade cards, when referenced, ate highlighted in this aqua color {see Appendix A for
a compleie Esting).

i Maotive Effects

‘4‘!_—___1 . These have titles matching the color of the Motive and show an image
Ho | aof the VP tile, and apply coly while thot is Memos carrent Motive (5es
u-:..i:: e Appendie B for @ sunmnary of Motives that reguire special rules)

Optional Rules

Optional Bules are included whers apphicable but
are separate from the main corpus of these nales md
are shown in this box.

OPTIONAL RULE

Especially when first learning the game, feel fee to skip past these references when you do oot
wish to use a particular Cpdonal Bule (ee Appewdix € for 0 complete listing?.
Dhifficulty to chocse from. From easiest o hardest

DIFFICULTY
|; j these are: SATLOR, OFFICER. and CAPTAIN,

Mot of these are in Buele 3 — GAME SETUF as thess are decisions mode w]lme:l:hlishingth:
parameters of your voyage Gee Appendix D for 2 conaplete Hsting) .

You need not be consistent when choosing! When determining which diffculiy level ta apply
to each aspect, you may freely mix-and-match. We have even seen players “adjust” their Difficadty
Lovel decisions mid-gome 25 a dymamic ploy-balancing device!

1 you don't know or com't dedde. apply the defoult Difficuliy: OFFICER (e, “medum™).
When you have a Difhculty Level Setting chaice, you will s=e the following:

Difficulty Settings
Many faceis of the game affer pou three levels of

[ASPECT NAME] DIFFICULTY LEVEL SETTING
SAILOR: Do X

OFFICER: Do Y.

CAPFTAIN: Do £,

Before proceeding, you must choase. §f you con't
decide, the defunt level iz abways OFFICER.




2. GAME EQUIPMENT

Game Map and Scale

The map represents the world from about 1670, Each Action Point you spend represents a fror
days’ activity and sach complete Game Torn represents roughly teo weels of real tme. When
the Fimalé card ends the game, approxcimately one year's voyage aboard the Mamtiks hes occumed.

General Course of Flay

Each burn, you st address the seas' challenges in a grand adveniure, confront the growing
pressure of the [mpenialist powers' mavies, undertale Actions with the Noutibus and her crew — all
while mamiaining Captain Wemos spict to continue.

o1 are questing for the grestest number of Victory Paoimts (VPs) that you can acquire, as
madibied by Capiain Memo's Motive, while avoiding the memy ways to suffer defeat. VIPs are
earned in several ways (2.g., sinking enemy ships, passing TEST Ervents, collecting Treasures,
inciting oppressed peoples, maldng scientific discoveries, e

Ship Tokens
The rectangular Ship tokens represent high seas ships and nautical events of this era that are
encountered during play

WARSHIFS MNoN-WARSHIPS
Attack Strangth Defanse Strangth Group (D Defanse Srangth
(Warchips onlyl ™.
H]fﬂl'id:j Eﬂil'iﬂ -.'..n.; l':l,'__lnh:-h.,l, Tri i ik :
for sinking (if amy ; v ..i"r'—"l _Mar-warship ¥Ps
Greup 10 2 -
o Spacial
instnuckians 1
: ) b= camied out
Haiianslty Shpdlass  WahipVPs  Netinality  Ship class Sk
Component Linuts

ko not create additicnal components. The oumber of Ship tokens, gemstones, etc., is Anite by
design!

= W'\_—-'——"h‘-f::'l-—.-“—. -

How the Rules Evolved

Memo’s War was criginally published in
2004 for a wargame qudience. Thus, the
rules adhered to the standard wangame
Case Systemn (=g, Bule 15.2.1) for their
style and coganization. However, there
was a groundswell of meerest in an
edition of Memos War more saited toa
larger audience

The second edition of Nemos War's
rules was redrafted with this broader
variety of gamers in mind. The question
became how to takee, essentially, a
solitaire wargame's rules and modify
them for this broader audience. The

and mary gamets still lament their
length becouse this game requires some
study to get playing. Please konow that
the males being as pou s== them was a
deliberate design decision. Why?

Successhul game decamentation is
comiposed for two distinct moments:

1} When frst read, cover-to-cover Lile a
boak, to exsimilate them and commence
plag and 2} When later referenced ta
find an answer to @ Tules question, seek
play wariations, strategy tips, stc,

Because Nemos War iz @ salitaire gaTnE,
you are absohately on your omm. Mast
af the fime you spend with Nemos
War will be, once learned, aciually
playing it. Becaaze of that, these rules
are orgamzed with a distinict emphasis
for that second fime of use. That is, when
you bnd yourself playing solitaire and
have a rules question or want o oy a

variant, etc. we hove done cur utmost 1o
facilitate that need a= 2 priomity.



Establishing the Calendar

Druring Setap, you are instructed ta
bugild the Diraw Pile in 2 certain way.
1t will inchade a Bxed oumber of the
game's many Adventure cards. Thess
are, essentially, resohred at the rate

of coe per tburn antil, at last, pou are
instructed that the gome ends.

Thus, the Draw Pile you creste
Functions ns the game's calendar

{or “tum track,” o use the gaming
vernacular), messuring the amaunt

of time (rumber of rns) remaining
bor your voyage. The exact mmber is
designed io vary a bit, bt it should be
between 25 and 30 tums or sa.

At roughly cne forinight per tarn, this
represents the approximately cne-year
vayage of the Wautilus in the Jules Verne
niovel 20,000 Leagmes Under the Seas.

What’s in a Name?

We refer to the Jules Verne novel by it=s
proper title: 30,000 Leagmes Under the
Zeas, implying a voyage that is, roughly;
pwice around the Earths drocumference
at bour }.il:u'l.-:t:r::p-er]ng,ue. '.I.']:.u.'l. the
original dile is “Seas,” phural, with an s
at the end.

When hrst translated into English,
however, that last 5 wes dropped | and.
the title wus erronecusly 20,000 Leagues
Under the Sea, which, when mesnred
as m depch, represenis a good distance
From the Earth to the Mooo — but that
iz the title of amother Jules Vene work of
speaulative fiction, @ genre that we know
taday o= semce-fiction.

Take & Look

Truring plag you are allowed to mspect
a good many things that can help you
make a decision about what to do or
what your chances are. You can Freely
inspesct ak any time:

The Ship and Treasure Draw Pools,
each of the Pass, Fail and Discard
Piles, and the reverse-sides of the

Ship taleens.
No Pecking

This is what you cannot inspect during
play:

1. The Draw Pile and Adventure Deck;

2. The s=t-azid= Event, Fimalé. amd
Mauhe Upgrade cards.

ﬂ:iwnmrﬁ Cards

Adventure cards are typically Event cards that initiate both TEST and Event activities.

There are also Special Adventure cards (iLe., Prologue, Firet and Second Indermsion, Rising Action,
and Finalés) that ore seeded into the deck while setting up the game (zee Rule 3 in the Between
Voyages Guide — GAME SETLF).

PrOLOGITE AND EvENT CARD EXAMPLES

INTERMISSION CARDS
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3. GAME SETUP & RELATED INSTRUCTIONS
(see the Between Voyages Guide)

4. DEFINITIONS AND CONVENTIONS

Mote; Many of the terms described below will not make perfect sense to you until you actually
read the cormesponding section later in this Operations Manwal. We are inttoducng thess terms
here sa that you will be familiar with them when the time comes and later reference them when
parsing cut the mearing of the terminalogy used on the game's cards and tables.

Add
Examine all the possibdlities and then selectichooss which to enter play

Adventure Deck

A sack of 25 Adventure cards (separate from the Drawr Pile which measares time) that you can
draw from should you “take the time" (i.e, spending your Action Points) to do so, Particularly

when questing for Science and Wonder Victory Points, engaging the Adventure Deck can be

very rewarding,



Available Upgrade

A Nautilus Upgrade card can be purchosed with Salvage Points. These are placed, face-up,
along the lower-right edge of the game board. Although there are only four places shown for them,
there can he more than four available (this seldom happens).

Character Resource

Thete are seven Character Resource tiles (called Characters for short), six of which can ke
“Sacrificed” in an emergency (see Bule 13 — EMERGENCY HELF). These include the thres captives
aboard the Nouatus: Prafessor Amonnax; his sstvant, Consal; and the Camadian whaler, MNed
L. In addition, there are three ships officers: the First Officer, the Second (fficer, and the
Chicf Engincer. Character cards are different than these Charncter tiles. Character cards are oot
Sacrificed per this rule, but as eaplained on those cards.

Sacribicing o Character provides emergency benefits that con stave off disasters or provide cruaal
imdtiative during play. Mot some Adventure conds also rgference the mirvival and even return of these
Choraciers after being Sacrificed, 5o be meindful chont Sacrificng them!

+2 DRM
el

Cheracters can be Sacrificad Hmogiou the game fo 260 piapers i their Hime of nead

Choose
See "Add"

Colors
Several colors are used throughout Weme’s Wier. Here is a key to their meacings:

Headers are in brown.

S‘U_.B I_].EADE are in blae.

Text in red is there for attention mphasis,

Memo, Crew, mnd Hull are color-coded as specific Ship Resoarces.

P455 amd FAIL Piles and cutcomes are also distinguished by color,

Nautilus Upgrade card references have an 2qua badeground color as a reference reminder.
Special Motive Instructions

Special Motive Instructions appear with the relevant VP tile ilhesirated nest to the text and
a maiching title colour.

OFTIONAL RILES have a special title and bex, and appear in brown text with 2 light yellow
DIFFICULTY LEVELS appear in hlae text with o bhue barder.

Cup
An opaque container such as a coffee mug or drew bag suitahle for holding the Ship and

Treasure tobens in @ *draw pocl.” When clled for, selection from a *cup” is 2 randem drrw
from the pocl of tokens injit.

;
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OPTIONAL RULE

The Mid-voyage
Character Addition

The seventh Characier dle
represenits Madeen Dakbar whoss
participation is @ Setnp dedsion
(5ee Rule 3 in the Between Voyages
Gmide — GAME SETUF). His variable
eniry and abilities emerge as the
game uniolds. His box is an molomatic

Dizfeat condition, 5o awsd thadl



EXAMPLE

To generate the momber of Actions you
receive each morn, you nudke o Differential
Roll wesing the two white dice wou rolled
during Act [ for Ship placensents, This
turm, you rll a [=] end a £, piving you a
Differerstial Ball of 4 menus 1, whidh is 3
Actions, Mote that if vou rolled doubles, the

differerace is i,

EXAMPILE

A Warship in wour Ooeon contses &

-1 BRM: however, wou exent a Ship
Rexounce io pain o +2 DRM; therefore,
yom would apply the net readt of a +1
DEM o that dice roll.

Yis, the PASS ond FALL Piles matter:

You comby scove points o the end of the
games from the upperlef comer of cands

in the PASS Pile. Also, the 30,000
Leagues Under the Seas Finale compares
the member af cands in each Pile o

determine your end-pome scoring bomus.,

Sample motive tiles

Die and Dice Rolls

1dé: Folling “1d6" or simply a *die roll” means mwiling a sngle six-sided di= [ & ) and wing its resuk.
143 When asked to roll “1d43," rall & :in,g]: ds {-:} mnd nse half its value, rounded |.1|_:|._:|'|:-:|"L'|1.-=
ru'th[i.-L.a..cr--l;n.! m!-?;uﬂa! n-cr!-_"l].

26 When the game calls for a “2d6” moll or a *dice roll” moll two dice (4 & ) and 2dd them
together; the result is their sum.

Differential Boll: This means comparing two of the dice rolled {42 (22} and subtracting the
Lewer cnmmber rolled from the ﬁ.igﬁ.ernm'ber:ﬂ rolled: their diference is the resale. Thus, the
differerstial is 0 if you mall dowdles,

Dice Roll Modifier

Abbrevicted "DRM " 2 Dice Boll Modifier is the wahie added to or subtracted from the result of 2
specific die or dice roll. When mulkiple DEMs are in =ffect, apply their combined {net) vahae.

Draw Pile

During setup (e Bude 3 — GAME SETUP & RELATED INSTRUCTIONS in the Between Vivages
Gli-rlq].ynu create o 3-Ack pr:-h'l.l:i]l: siack of card= and reveal them, ooe new Event Per barm, until
reaching the Aoales conclusion (or you are otherwise Defeated). Essentially, the Drawr Pile is “the
clack” by which time is measured in Game Tuans.

Exert
T "b:t"{a.trisknd'ln:-ﬁ}uﬁlip Resource [Memo, Crew, or Hull) in crder io gain its IVEM.

e Ship Resanres markers fraci e condttion of 2ack of e tree Ship Reasowress throughout the game.

Fal @

This symbol mesms that you place that card i the FAIL Pile.

Gram
Add or incresse by the cumber stated.

Gemstone

Alza kocwn o= Treasure Available Eemstones and Treasure Available tolcens. the smmll
gemstone pieces, when placed oo the map in (ceans o7 stop the Adventure Deck, denicie 2
reward (drawing Treasare iokens) for pedomming & corresponding Search or Adventare Actiom.
In other instamces, they represent influence and, at the game’s end, Victory Points.

Their different colors do met matter A pemestone is @ gemstone is @ gemshons,

Hidden Ship Tokens (also known as *Contact Tokens”™)
These represent existing comiacts at sea i the Ocean where they reside. They do not challenge the
Mautihs at sea @s they have not yet been revealed as o speciic Ship tolen.

Lose
Subeoract or decrease by the amount stated.

Motive

The Motive tile in play indicates Memo's Motive representing his (i.e., vour) chjective or
“missicn” for the woyage; it debnes what emphasis is placed on different aspects of play to achisve
success and how long Captain Memo perseveres before resigning as a global pariah. Mofives are
described n Bule 3 — SETUP in the Batween Viopages Guide!.



Notorety

This is what you dom't want. It represents the growing wrath of the werld's oations and their
desire to hunt down the Nawthes. Ultimotely, Mema's sirength and abality to carry oo will ceass in
the Eace of a warld that perceives him a= 2 pariah

OO NED - BE
-r||'.il- = ".f.-"f.l'E_'“_J"l"

e Ko I'I!I'.I'H'II track shows five isvey of Revmos Infamy amoegst fie workd powers,

The areas on the map that the Neutilus accupies and moves between. These inchude the sin
(numbered) Major Oceans (the Wedern Padific, Eastern Pacific, North Atdntic, South Ak,
the Eurcpean Seas — an amalgamation of the Nerth, Bzlbic, Med2erranemmn, and Hlade seas — and
the fndion Oozam) and the (unoumbered) Transitional Cceans (the Arctic Ocean, Pacfic Coast,
Cemtral Pacific, South Paciffc, Cape Horn, and Cape of Good Hope).

ted by e ol

ned Sonoer

The six Major deasns pan be identified by fheir gie symbol and fhelr keavier Slak outhne

Open Spaces
Oicean spaces, the rectangular bax(es) in snch Deean, are “open” when there are no Ship or
Hidden E-‘.ip “Conimci”™) tokens in them.

FPass ﬂ

This symbel means that you place that card in the PASS Pile,

RN TR A L P FR
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Re-roll

T retake a TEST by rolling both dice again and applying the same DEMs {unless otherwis=
specified) and using that re-roll's cutcome. When expressly permitted, a single die or mane than
twa dice can be re-nolled.

Reveal
Eeveal the top card in a Pile or randamby draw a card or tolen.,

Sacrifice
T flip a Chamcter Resource tile and accept its peraliy, if aoy. Usually, this is done voluntarily in
exchange for its immediate benebt, but circumstances might dictate otherwise,



Ship Tokens Color Key
White

Early-design Warships (these are
located on the reverse side of the White
Ship takens)

Flmwe omd Green
Warships brought into play via

! by

AR [

ELCEE

Dixrk YVellow, Orange, ond Red
Increasingly more modern Warships
brought into play aver time

Purple

These ar= the up-gunned e, greater
Aitack Sirengih) sides of the above
Warships (excluding Gray)

"

Select
See “Gain.”

Ship Resources

Yau hawe three Ship Resonrces that can be “exerted:” Capiain Memo (#55), the ships Crew (50,
and the Nmwtihes' Huoll (8. Doing so provides Dice Boll Modifiers (DRMs) helpful in fvorably
resobving the game’s obstacles and adventures. Avoid having amy of these tracks decline o their “Defeat™
spaoes.

Ship Tokens
These are revealed, specific Warship and Mon-warship Ship wkens challenging the Mot at
522 in their Ocean snd rewarding you when sunk.

Spend

To remave something of value fom play (e.g., discard an Adventure, Ally, or Treasure token,
flip @ Character Resource tile, PASS or FAIL an acquired Adventure card, ete.) bo goin its
bensht.

Tableau

The aren af the table betwesn you and the bottom edge of the map whers you place certain
Adventure cards, Characters, and Adventure, .-ﬂl}", and, if desired, Betain Treaswre iokens,
etc. That is, your Tablean is where you keep umresclved items such as Keep cards, Crew riles,
Nautils Upgrade cards, eic

Track Adjustment and/or Scoring Icons (for Victory Points or "VFs")

. Warships (military noval vessels) sunk. The impact on the Imperialist nations' ability wo
praject naval poweer around the world. Each scores its Motive-modihed value in Warship
Sunk VPs ot the end of the game.

Mon-warships (commerce vessels, etc.) sunk. The effects on ordinary people of trans-
ocemnic comumetos, trave], and commumication. Bach scores its Motive-maodified valae in
Mon-warship Sunlc VPs ot the end of the game.

Adventure. The value of an Advenimre iz 10 hawe bved it (aod then seore jis Motive-
modified value in Adveniare ¥Ps o the end of the game).

Treasure. The gem symbol denotes drowing a number of Treasure toleens or scoring its
Motive-modified value in Treasure VPs at the end of the game.

Motoriety, Gainmg Motoriety is bad; it increases pressure on your success and could
baeale Blemo's sparit ending your Mission in defeat. Conversely, reducng Motoriety and
staying beyond the notice of the Imperialisis is goad.

Uprising. The physical memiestationAocation of pecples and events on land acting in line
with Memo's Motive. These are shown by the placement of Uprising cubes oo the small
scuare Land spaces on the map.

Liberation. At the end of the game, each ploced Uprising cabe is seored for its Motive-
defined Liberation VPs.

Science. Discovering how the world warks through natural and mecharical science. Each
scores its Motive-defined Science VPs at the end of the game.

Wonder. Life-changing sites bebeld in 2 world full of natural and mechanical marvels.
Each scores its Motive-defmed Wonder YPs at the end of the game.

Scourging the Seas. The threat o the Imperialist powers' dominance of the seas from the
Mautibus. The last column completely Blled shows your bonus VP score.

Character. The people who shape and change oar lives for having encountered them.
Each scores its vahee in Character ¥Ps ot the end of the game.

o @& © Q<85 @

Warship

A Ship token that has an Attack Strength as well os a Defense Strengih. Thoss ships with only
a Defense Strength are Mon-warships.

b

This is a shorthand term {or “Discard ¢/ Remove [rom Play.”



5. TURN SEQUENCE

Rr.p-a:d.ﬂufﬂ]lawi:l.g Phases {Fvent, Placement, and Acibon) until ﬂleg,lm: :nﬂ:wﬂymu:
sarhy defeat (see Fude 14 — HOW THE GAME ENDS) or you reveal the Finalé card that altimately
imstructs you: “The game onds™

1. Begin each tum with an Event Fhase by revealing the top card of the Diraw Pile {on the top
ledt of the board) and ruul'r.ing'r]u.t card’s Event, TEST, or other irstroctions feee Rules 6 and
7 - TESTS). Most tums (exduding the Prologae and Act cards) continae with 2 Placement
Fhase, [cllowed by your Action Phase.

2. During the Placement Fhase, you roll the dice mdicated for the game's cumrent Act (plus one
additicnal Mack die when your Notoriety marker reaches #44 onits track). The dice results
ndicate ihe Boeans E:rﬂq:l tokeen p]anﬂnﬂu thiat turn. H the owo (zelacied) white dice
ralled ar= doubles, @ Lull Twrn tolees place (Ges Bulde 10 — PLACEMENT PHASE)L You receive
the Differential Boll result of the two white dice in Action Points for that tum.

3. During the Action Fhase, vou spend your Action Poines to Move, Attack, eic. and by doing
50 advance Memo’s goals.

When the game is ower, check your score (e Bule 15 in the Between Vopages Guide — DEFEAT,
VICTORY, AND SCORRNG).

6. EVENT PHASE AND TESTS
Important: Rules on the canls take precedence over the rules in the manuals,

Begin each tum with the Event Phase by revealing the top card of the Draw Pile {(on the
top lek of the board) and carrving out that card’s Evemt, TEST, or cther instructiones.

There are two different varieties of Event, Rising Action, and Finalé cards:
» Fvent cards (mareed PLAY or BEEP) amd

+ TEST cards (featuring n white number in a red circle end inchiding a PASS or a FAIL
autcome).

Place KEEP cards in your Tablean for later resalution.

You mmst resolve PLAY and TEST cards mumediately (although seine instnact you to move them
to your Tableau where they become, in elfect, KEEP cards).

Act Cards
When you draw an Act cand {Acts 1, 11, or T}, perform their instrictons and mote whiet dice
yom will be relling fom now oo to begin the Placement Phase during that Act.

Alerward, place that Act card, Fface up, on top of its own stack {off the board 10 the lek of the
Diraow Pile). By looking here, vou are remindsd what dice yom nesd o roll zach Plocement Phase and
wiere the story arc i aormerth

Afer setting mside an Act card, immediately draw the next card from the Draw Pile and continue
play nommally
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Turn Sequence

- Event Fhase
- Flacement Phass
- Action Phase
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Important: Diring A Hollow
Explosion, the first three Motoriety

. levels refarred to ane located at 26,

36, and 44 on the Notoriety tmck
{shown below).




OPTIONAL RULE

“That’s mot like the
Captain.”

You may change Memo's Motive
betwesn the Homorable and Stern
categaries, but this disscmance
cases problems betwesn the
Mote the current Crewr DRM
tns shomm to the right of the
Crew Eesonrce markers present
location). You must lose that memy
Memo when changing from an
Honorable to a Siern Motive or
that memy Crew when changimg
from @ Stern to o Honorable
Motve.

=

Act ITL: Changing Motives
At the beginning of Act I, you may change Nemo's starting Motive.

Befare continuing Act I, you must immedintely decide whether to keep Hemo's current Motive
or change it to any of the cthers iw its categery (Honorable or Stern, as listed below) that would
not cause an instant Motoriety Diefeat free Fule § — GANING NOTORIETY).

This is a one-time cpportunity and, if you do not switch Motives, you may instead select any
o set aside (i, retumed 1o the box) Noxnks Upgrade card and add it to those available for
parchase; there can be more than four purchasables Nauths Upgrade cards.

Whatever you decide, you have had your one chance to change your mind and thers is oo parning
back! Procesd through the finel Act of the pame!

Mottve Calegories
Memo's Motives are divided into two broad ke pories:
» Honorable: Adveniuare, F_trlun:, Hurmandsi, and Scemce.

= Stern: Anti-lmperialist, Piracy, Warl, and World Order Grhich tmnmediztely
aads the Al Tokens to the Troaswre cup i wou switch b2 66 o the stant of Aat IT1).

PLAY Event Cards
Immediately follow the instructions on a PLAY Event card. Aferward, place it face up as

instructed and proceed with the next activine Mote that some PLAY Event cards are retained in
vour Tableaw as a reminder of their ongoing «Hect G.g., Nadar, The Hinomarw, The Wior Office Ac,

@-Ships Deploved, etc).

Mandatory Attacks

Events &4 (4 Fripate’s Demised, #38 (4 Capital Encounter), and the Rising Action card

(A Hollow Fxplosion), and Finalé | (The Trap) require you to perform free, mamdatory ateacles.
Eamilatly, during the Placement Phase (zze Rule 10 — FLACEMENT FHASE), when o newly
placed Wirship token Goes Hunting and is placed in the same Ohcean as the Mamtibes, you
st immediately attack it (e Rule 12 - COMBATY.

= U you succeed in sinldng that mandatery attack tanget. you can continue ko Attack
cther Ship toleens (allowed only after a Bald Attack or, if you beve the Mawtles upgrads
Periscope Dovice, adter 2 Stalk Attack).

= I that mandstory sttack target survives your encounter, add it to the Deean where the
Mimtikas is located, even if there are no Open boxes there; it remains “overstacked” there
until later called. 1 and when @ space in that Ocean opens up, simply move an overstacked
Ship token in it into that newly cpened space.
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KEEP Event Cards

Flace KEEP Event cards {or other Event cards directing you to @ KEEP instruction) in the
Tablean, face up, until you decide to play them {or simply hald on to them unel the end of the
game]; in the meantime, play proceeds to the next activity.

You may play f resalve a KEEP card any time that you mest the requirements, inchuding
immediately after drawing it, if ever (2.g., a card might require that the Kautihs be located ina
specific Ocean 1o be played).

Aber performing @ KEEP card, place it {ace up in the appropriate PASS or FAIL Pile as
irstructed and proceed to the next activin:

[Hving Apparatus upgrads: After playing/resobing a KEEP card m its spacihed Orcean (and
only if it has one), place 1 Treasure Available gemstone on the Adveniure Dreck et onby i it

You may alza simply hold oo to 8 KEEP card for its end-game scoring valae (if it has any).
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Important: Some KEEP BEvent cards increase your score only if they are ployed, while others increase
your score ony if they e nat ployed. Bead them camefulby!

TEST Event Cands

ou must perform TEST Event cards immmiediately (see Fude 7 — RESOLVING TESTS, below). After
perfomming a TEST card, place it face up, in the appropriate PASS or FAIL Pile as instrocted and
procesd to the naxt activity.
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Keep, Test, and Flay Cards

KEEP cards are usually interesting
things you can do at some future time,
typically at a specific Ocean. They are
:ﬂﬂndmrn:r Tableaw and, ther=, s=elr
to remind you of their passibilities and
tewards. Mote that some reward you for
mat playing them to gain their ahilities!
All of their oppartimities challenge your
takes advamtage or is it better long£erm
to do nothing about that particular
KEEP comd?

TEST cards challengs you to maks more
than a high dice roll. The real test iz
weighing up the rewards for PASSING
versus the penaly for FAILIMNG.

Alter assessing that, you must decide
whether to add more risk by exerting
Resource(s) to improve your chances.
Canoy plapers consider questions such
a5 these:

» 15 it more important to PASS or not
FAIL?

= Can you afford addidonal Rescuarce
Josses f you take on additional risk
through exertion?

» Do you have ot least one Emergency
Besource that can save you [just n
cama)?

= Wil it be warth it to spend that
Emergency Resource for this TEST
ar it is wiser to accept ignoble
FAILURE now so you still have that
Emergency Resource when the
stalces are higher?

FLAY cards are a roughly even mixture
af “losses" and “kicles” that help narmate
the story. There i nothing you can da
about them eacept to make the most of
whatever opportunities they present.

Experience will teach you what degree
af harm lurks in some PLAY evenes (=0
that you can prepare for their potential
comsequences). Trpically, PLAY events
are a blend of manageable abstacles
and small opportunities, but some can
d:m,g,: ﬂle\':rytznn:r nfpul:n' TOYARE

as the Imperialist cpponent reacts via
PLAY cards to the threat of the Neutihe



Yes, wom roll 2 bt of dice while travelling
20,000 Leagues Under the Seas. However,
Memeos Winr is not @ mere “dice chudber”
game. The judiciows application {and
withhokling!) of DRMs s a vitl decision
at every momsent of play and hes @ sgnificant
bearing upon yowr ulimate success (or
failare}.

R

OPTIONAL RUOLE

wperialist Naval
Coordination
This rule pubs you at & discdvanbage.
Whenever you suller @ penaley of
-1 DEM if there are any revealed

Ship toleens in the Montiles' Oeean,

change it to -1 DRM for each such
revealed Ship ioken there!

: OPTIONAL RULE p®

At ANl Cosis!

Thes aphion puis you ot @ srong

advantage dering the sndgame.
For +1 £4, Fou may Secrifice
{i.e., return to the bax) any
one Mawtilus Upgrade card
{maxmam onee per occatany,
either equipped or awrilable for
purchase, before any TEST or
Combat 2d6 roll for 2 +2 DRM.

/- RESOLVING TESTS

In addition to TEST cards, meamy other game activities (e.g,, attacking with the Nauths, searching
for treasure, indting an uprising, =tc.) are also TESTS with pass or fail # hit or miss outoomes. This
i= Nemo's War’s core mechanic and this procedure applies generally to all TEST activities.

TEST Procedure

Deetermine all applicable modibers, il 246, apply the modifier to their sum ncluding aoy post-
roll Emergency Resources; See Rule 13 - EMERGENCY HETF), and compare the result to the
TEST Valae [e,g,.._ﬂu white tumkber in the red crcle, the target ll:-i.p's Defer=e S'Lrtng;th. wir.).

Result
Uleirnately, every TEST 15 PASS/ FAIL.

*  For Evend cards and Atiack Actbons, you etther succeed in performing the test or you do not.

* ForAction TESTS (L2, S3earch, Incite, Rest, Repadr, and Refit), however, you PASS to warying
degrees f you rall a 7+ and FAIL 1o varying degrees if you roll 6 er less per the Action Success
Table printed oo the lowerl2f corner of the game board.

1f the modified result s egwal e or gremter than () the TEST Value, you have Passed and
tmmediately follow s PASS iostructions. Huwrrah!

1E the modified result 45 bess thsam (<) the TEST Valne, vou have failed and muost immediately follow its
FAIL imnstructions.

Imporniani: Some results instruct you to plce a card you BASSED in the FAIL Pile ar vice-versa.
These metructions ove correat|

Litimante Failure: A narural TEST dice roll resule of 2 (e, Bl B “snalee eyes™ always FAILS,
regandless of modificatlons. For Actions with “degrees” of e (2.5, , Search, Incite, eic.], you
automatically smifer the went ane (L2, 2 rall of "2 17}, regardless of any oll modifiers.

Dice Roll Modifiers (DRMs)

Dice Boll Maodifiers (INEMs) are generally determined before rolling the dice.
Imponant: The Rlowing TM: apply to ol TESTS (unless atherowise spectfied

-1 ilhere are any revealed Warship tokens 1o the same Ocenn as the Noutilus, Tmpontost: This modifier
alve applies when performing TEST canls! Hidden ship and revealed Mon-warship tokens peerally
cse 0o VRMs nnless otheranse noted oo the Ust of thet TESTS spedfic RMs. This does not. apply (f
you1 are attacking the ooly revealed Warship in that Cioeam (see Rude 12 - COMBAT).

FPiracy: The Fyes of the World ane Upon You

While Piracy is Captain Wemo's Motive (ie., the world is
paying some attection to the Nawilus), collectively treat the
presence of one or more Hidden Ship talens in the Nourkis'
Ocean ms one Warship tolen (botal, not each) for oll DREM
purposes (i.e., there will be a -1 DREM for almest everything).

+X for Event and/or Mantiles Upgrade cards used to modify the result, as specified on thase

cards. Eg, Adventurer’s League, Armory, and Diving Apparshe modify Adventure cord TEST
D Ms.

+X for exerting specihc Ship Besources. You can cnly exert any Ship Resources (Le., Hemo,
Crew, andior Hull) permitted for that TEST as indicated on that TEST card. Most TEST
Actions limit you to only one Ship Resoarce as indicated; if you do exert any add their
[ M= 25 indicated on the Ship Besowrces oacks (Gee Exerting Ship Eesowrce DREMs below!,

+X for Spending Treasuare. You com coly spend (Le., discard) a muscimemn of ome Treasure
tehem { % } when performing o Rest, Befit, Repair, or Incite TEST Action (spending
Treaswre {or other TESTS is nat permvitted) smd that Treasure token muest hive 2 Treasure
Victory Point (WP} value on it You receive thai spent talen’s Treasare VP valoe oz o
+DHM for that TEST. Mema’s Motive only modifies your Victory Point score at the end of
the game, nat the value of Treasure toleens spent for TREMs during play.

You can spend Betain Treasure tokens for their Treasure value, when appropriate.

Mup Eoom upgrade: You may return any discarded (e, lost, removed, spent, ete.] Treasare
token that has @ Tremswre VP valie 1o the Treasare cup instead.

Al=a note that there is Emergency Help (ee Rule 13 - EMERGENCY HELF] for things you can do
to alter matters after detenmining the result!



Exerting Ship Resource DRMs
Each TEST curd indicates which Ship Resowrce(s) you can exert, if amy, 1o assist with their
DEMs. Ship Resources are listed below

B for Memo; B for Crewr, and @i for Hull

= Yo need niot exett amy Ship Resonrces duting @ TEST: it is entirel ¥ your opticn, but you
must decide before rolling the dice.

* You can exert nome, any, or all of the Ship Resources listed as available to help with that
specific TEST card.

= Note that TEST Actions (e.g., Search, Refit, eic.) allow you to risk only sne Ship
Besource, maximmmim, bt you may duesse which cype.

Procedure

You mndicate the exertion of a Ship Resowrce by moving its markcer on=-half a position to the
might along its track to highlight its +X DRM wahae as shown in the example to the mght fin this
case a +1 DM will be gained {or exerting the Huoll Ship Resoarce). That +X DEM value i=
gaired for exerting that Ship Besource.

Double Hull upgrade: Gain an additional +1 DEM when exerting your Hull Bescurce.

Risk
Ewery time you exett a Ship Resource to guin its IVEM (ond there are mamy different acoodions when
thiz can soner: it is mcmmtqunnhr:.l_]._ y'nuhrl. in fmct, “bet 31" on the auicomie of that TEST.

Result

U you PASS that TEST, immnedimtely reclaim the Ship Resourceis) you exerted on'it (zee Rule §
— GAINING AND LOSING SHIP RESOURCES). That is, return the wagered Ship Besource marleer
ane-hall 3 pasition to the left.

I you FAIL the TEST, or pour Attack fails, or your TEST Action result has a red dtle (5ee

Fuile 1} — ACTION PHASE), you lose an amount of cach Ship Resowrce fype wagered (see Rule
A _ GAINING AND LOSING SHIF RESOURCES, ifyou wagered mo Ship Rezources, than vou loseno
additionalwagered Ship Resounces). This amount varies by Difficulty Level as shown below fand
sze Fule 12 — COMBAT, o “Apphring Hits™)

TEST FAILURE DIFFICULTY SETTING

This is a writically fmportant Diffioudyy Lovel seifing! Remember, when you com't decide,
ofl Difficulty Level settings defeud i OFFICER.

SAILOR: Failed TEST losses from rach Ship Resownrce exerted ame always 1.

CFFECER: Failed TEST lasses bom sach Ship Resource sxerted equals 1 if the result of the
Rowest die rolled For the TEST was a [+], otherwise the loss squals 2.

CAPTAIN: Failed TEST losses from each Ship Resource exerted are equal to the full amoumt
af the lowest diek resule

Important: Thess lost Ship RBesources are i addition o peralties sted for FATLING thet TEST!
(Se= example to the fght.) Which mears this cowdd be quite disestrous!

8. GAINING AND LOSING SHIP RESOURCES

1f you gain o Ship Resource, move its marker along its tradk one full position (i.e., to the next
drcle) o the lek, but never above its highest, lefkmost (starting) position; ignore any gains past that.
I you spend or lose 2 Ship Besource, mave its marleer along the track one full pesition (Le |

to the next circle] to the fght, The game immediat=ly ends in Defeat if amy Ship Besouarce
meaches the rightmaost space on its irack {ie., Memo is Broken, the Crew is Killed, o7 the Hull is
Shattered, see Fule 14 — HOW THE GAME ENDS),

rsfance, the pur Ship Resoarce 15
Selng evanted for 2+ 1 DRN.

Yeu reveal The Whales (Evemt 290, ltis a
TEST card with a TEST Valee of 9, and

indicates that you cor exert the Crew and/
cr Hull to compribute ther DEMs.

Before you roll the dice, you decide o
ewert anly the Hull, anid deing 5o corenidly
provides @ meashy (bt mesch meeded) +1
M. Yo move the Hill Besewroe marker
aver bo the right half a pesition, indicatng
that wou are wagering wour already-hattered
Haull on this TEST s outcome.

With po revesled Warship ohens in tha
Doean o Pmnﬁ'.r_'e Wour dice roll), mar
applicable Mautihas upprades, the net
DRM i +1. You throw the dice, rolling a
Bl and B itk o +1 I¥RM from risking
the exerted Hulll for o madified totd of 8
which is mat enough —you FATL!

Fecamss you are playing ad the OFFICER
Dhifficudty Level, to FAIL costs you fawr
Hull Rezounces G.e. tvo Flull kit ox
indicated on the cord as the penaley for
FAILING this TEST, plus two mare from
your just-exeried Hull loss due o mot rolling
& B i vour failed exertion). Hmm... that
is looking pretiy ugly for the Mautilus as
this cwtoome would cowse your Defeat:
shattering the Mautihes' Hulll.

You are b with no dhaice but o Sacrifice
a Character b2 save your sibation (see
Fule 13 — EMERGENCY HELF), Ned
Lol with kis +1 VM wowdd he mufficient,
But yom have previowdy Sacrificed hiny, so
ke ix mot available! Consail is available and
would get wout a re-roll, butyon could end
up ro better off after Sacrificing him, 50
yom decide that Professor Arommay nmst
make the needed Sacmifice ond lend his +2
DRM b ircreass your TEST resadt to a 10
amd save the day. You flip ks Charector Gle
and gain one Notericty B4 for doing so.

Naw, having successfully resolved the TEST
of The Whales, vou receive its PASS
reward, opting b2 gain | Crew lrstesd of 2
Treaswres) and then place this cond in the
PASS Pie. A Pyrrhic victory, indeed



EXAMPILE

Enmn'm 3+.¢ ﬂﬁ'.ﬂf a5 W

Ship Resomree (Yor 2 +1 DM,

BRM in fotal. This is fndkea 7
bt Ship Resopree markars 25 5homn

You FALL the TEST, having exerted both
the Crew omd Hull of the Nautilus, The
TEST rumber is a 1, and wou roll @
-mia!,fﬂﬂﬁm h:h:lnfﬂ, +35
for your exerted Ship Resowrves = 9.
Not enough ta PASS!
Consequently (o you are ploying at the
your FAIN costs wou two eadh of your
exerted Crew and Hell Resounces since
the lowest die result in your failed

dice roll was not o B Gtwesa @),

Then, after losing thase combined four

Ship Resswrces indicated on thot cord for
failing this TEST. A colamity fekich would

have been svem warse were you playing &t

the CAPTARN Difficulty Level for TEST

resulis)!

OFFICER Difficuley Level for TEST resules),
Rexournces, you alsa lose oy addifional
i.'-l'mr}nu, at the OFFICER

Difficuty
Level if the koss roll had beem a éotal o
E.bmﬁﬂ-nnbr:rdqu. and KN, W
weould anby lose ome each of the exended
Crew and Hull Resounces, which would
hawve been much less poinful.

T belp v avoid much calamines,
Emergency Help is available (see Fude 130, |

These are things you con do o zlter matters
dh:'r J:I!:'rmm.q the remlt.
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ETITENY

game iy 3 Defest

zarhing the nghtmest space an any of the Ship Resawrce fracks will end fhe

0. GAINING NOTORIETY

1 you gain Metoriety {abbreviated by the symbol £3 ), advance the Motoriety marker along
the track to the next numbered box{es). Notoriety con never ga below zero. Reaching certsin
TMotoriety thresholds miggers their events as desribed in this Bule.

Himaniss Mative: Bid Press

The Price of Nice: While Mema's Motive is Humanist, during the
Agction Phase (only!), siple all Motoriety gaims. L cawtion when
imitizting Attack and Adventwre Actiens. Captain Nemo commot endure
a b of bad press!

Ship Group Remforcements

When the Motoriety marker reaches the #14* box, immediately add the Blue Ship group to the
Ship cup snd mix them m.

Similarly, when the Motoriety marker reaches the #26% bax, add the Greem Ship group to the
Ship cup snd mix them .

*These rumbers might vory with the Difficulty Level yow select for them during setup (see Bude 3 87 —

Ome Wiy Ticket: Reinfoocement ships, once added o the Ship cup, remain there even if your
Motoriety is reduced below the level required to add them.

??-"’m

Ven he l'n!‘!ﬂ!”' marker reackes fhe spaces indicated heve, e comespanding

Ship Braw Paol

Flfpl Seded i he

Allied Navies Upgrade
When the Motoriety marker reaches the #36 box, if that is not your Defenst! Level, immediately

Hip all the Warships oo the map that are not colored Gray. Use only such ships' stronger Purple
sides for the remainder of the game, mchiding when placing Ship tolcens.

Imperialist Determination
At the beginning of a barn, when the Notoriety matker is in the #44 box or highes, if that is oot
your Defeat! Level, roll ome additional Black die (#% ) during each future torms Placement Phose.

Game Over: Defeat
The game immediately ends in Defeat if the Motoriety marker reaches the indicated boo of that

track based upon Memo’s current Motive. At that momers, Nemee bazes his spirét to camy on, sensing
Iin.thﬁmb:umenm-imuﬂgbbd Paviak (see Bide 14 — HOW THE GAME ENDS).



When Act Il begins, you cannot change Memc's Motive to one cousing an automatic Motoriety
Dieleat (ze Rule 15 in the Between Yepnges Guide — DEFEAT, VICTORY, AND SCORING?.

"jﬁl} n e
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Pirecy: Never Smy Dl

There is no Motoriety Defeat when Memo's Motive is Piracy.
Inztead, when the Motoriety marker reache=s the #51 box (i=. the
end af the Motoriety track), it remains Fozen there and the game
mules are modified as follows:

L. Infamy to Infinity: Treat all Future Motoriety Buctuations as +0 Motoriety.

1. Limited Options: When offered @ choice betwesn alfecting Motoriety ar some ather
aspect, pou must choose the other

3. Imperialist Retaliation: For the rest of the game, determine your Action Points using the
differential of the black dice (inst=ad of the white dice) each Placement Phase (and ignore
the white dice during Lull tuams).

Limiting Gains and Reducing Notoriety
= Use Incite Actions to successfully place Uprising cubes (5ee Bulde 11 - ACTION FHASE,
INCITEY. You have dintracted the Imperialists” aftenton away from vour endeavors.

* There are many Mauwtiles Upgrade cards that you might acquire which can help keep your
Notoriety mmnageshle (ee Appendin A — MAUTILUS BLUEFRINTS and Bude 11 — ACTION
PHASE, BEFIT). Er.'nmp|n: moude Eleciric Homs, Fog Machine, Mmsirous Degign, Nemos
Manglestn, and Periscope Dioace.

= Adveniure cards might also ocoasionally help (or hinder) you.

10. PLACEMENT PHASE

Flacement Dice Roll

Begin the Placement Phase by rolling the dice mdicated om the carrent Act cord on the top of
its stack (off the board o the lefi of the Diraw Pile). This will always inclade tero white dice and,
as the game progresses, a black and the third white die (phs one additional black die if your
Notoriety is carrently #44 or higher),

Crystalline Sensors upgrade: You may reroll one Placement die sne time and apply that resule.

Abker molling all the dice indicated for that Acts tum, note the results for the two white dice
first.® U you rolled three white dice thai tum, ypou must choose amy tws of them and perfomm the
first bwo of these three Functions {and use all the dice rolled for the third fumction):

L. Their differential determines how memy Action Peints (4Ps) you receive that turn &ee Rule
17 - ACTION FHASE, ACTION PORNTS).

2. Hihe two (selected ) white dice both shaw the same resuli (e, you nalled or selected
douhbles). it is a Lull Torn Gee *A Liell Tiom™ later in this Bule).

3. Conduct Ship placement for each dis thrown (ie., all the white dice, regardless of
which bwo were s=lecied: include all the black dice if 5t is ned 8 Lodl Tum) in the Oceans
corresponding with their respective resules. You will condmet mudtiple placements every turm!

*Pirmg: Imperialist Constrmines

As there is no Motoriety Defeat when Memo's Maotive is Piracy,
when the Motoriety matker reaches the #51 bow at the end of the
Motorbety track, it remmins frozen there and, for the rest of the game,
you determine your Action Points using the differendal of the black
dice {instend of the white dice differential} ench Placement Phase
{and mstead ignoring the white dice during Lull Turns).

B
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The carrent A et card shows which
dice you roll. An additional black die
i=rolled if the Motoriety marker has
reached space 44 om the Motoriety
track (shoemn below).




Basedon a o of BH . ang the
somesponding Oeasn naveg 2 fiee space
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Summary List When a Full

Ocean Gains Another Ship:

A, Place a Hidden Ship tolen inan
adjacent Choean.

B. Dmaw a Ship token from the Ship
cup, examine it, and replace 2 Hidden
Ship tolen with it in that or an
adjacent Choeam.

. Flip a revealed Mom-warship 1o its
Warship side (L=, Hip a white Ship
tolen to ity Gray side) in that or an
adjacent Oicean.

I¥. Drww @ Warship from the Ship cap,
exmmine it, and place it in any Open
space anywhers in the world: if there
are no Ofpen spaces remaming, you
lose e Fade 14 — HOW THE GAME
EMDENIE you place it in the same
Croean s the Mautlus, you st Aght
it itcomed iaely.

Perform the first possble action from the

Ed, not all four This is @ crucial strategy

element in the game! How you decds o

“paint the board” with the growing rumber

of imcreasingly lethal Ship tohens is gften

lh'nﬂfu'm:hhwm the surccess nr_Fm:!l.lrE
of your Mstive., When you have a dhoice,
coresider these placements comgfullyd

|

¥

Placing Ship Tokens

When conducting multiple placements, do them in order rom lowest-to-highest-numbered Oceans
fie., p]l:-u'nﬂ'u: gaes :fm:rnlﬂ:: Western Fhu:ﬁ:, 35 !, the Indiaa hoean). W]:.-Ln]:-u.'fmtdng
mare then ooe plﬂ.l::l:u.:nl ioa pa.rti.l:ulu.r Choeam, p:rE:n:n. them one of @ dime (it maiters).

For each placement, take cne Hidden Ship token and place it in an Open space in the indicated
Major Ocean (based oo the die rolls resalc).

1Ethere are no open spaces in thot Major Ocean, then you must do the first possible item on the
list (& B, C, or 1) below:

A. Spread Out

FPlace a Hidden Ship token in an empty Qcean space in an adjocent Ocean, i any ore available,
Bote that the dotted line comnectng some Ocenns (e g, , the Pacific Coest to the Merdh Atlmic)
exists anly for the purpose of placement (not movement).
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gasag on 2 i of B, and e comesponding Desan aiready seing ful Ihe o
finken are thase Aighiphfed in the adfacent Deagas. Nole the back datted Mn

B. Reveal

1f there is na Chpen space to place that Hidden 5hip token in m adjacent Ooean (4}, then draw
ome Ship token from the Ship cup. After examining it, replace cne Hidden Ship token in that or
an adjacent Oiccan (remember that datted Enes are usable) af your choice with that newly-drawn
Slﬂp taleen.

1 it has a white (i.2., Non-sarship) side, place it with that side showing. it does not have a
white side, place it 5o that it is showing its non-Purple side if the Notoriety marker has not yet
passed #36 on the Motoriety oack, or showing its Purple side alter reaching that threshold.

C. Get Hostile

1f there are no Open spaces to place a Hidden Ship token in thet or 2 neighboring Ccean (4],
and all of the spaces in those Oceans contain revealed Ship tokens (B}, then fip over one white
Mon-warship toleen there to show its Gray Warship side.

¢ G Hunting

1f there are no Oipen spaces to place a Hidden Ship token in that ar 2 neighboring Ceean (4, all
of the spaces in thoss Dceans contain revealed Ship toleens (B, and there are no white Mon-
warships among them (Z), then draw one Ship token Fom the Ship cup and examine it

= If it has @ white Mon-warship sids, place it on the map with its Gray Warship side showing
instead. They're poing hunting!
e Ifit doss not have 2 whit= Mon-warship side, you must place it showing its non-Purple

side if the Motoriety marker has not yet passed #36 on the Notoriety track, or place it
showing its Purple side afier r=aching that threshold.



Y¥ou st place @ Hunting Ship in an Open space ampshiere in the world (ie., regardless of
» If you place it in the same Ocean as the Nautils, you must immedistely Seall Avimck that
Ship taken =s a free Action (see Fude § — EVENT PHASE AND TESTS, FLAY Event Cards).
= If thare are no Oppen spaces lek on the map, you immedistely lose the game (his 5 =
Impenalist Powers” Yictory; see Fude 14 — HOW THE GAME ENDE).
When There Are Mo Ship Tokons Left te Draw: When the Ship cup is exhmusted, use all the

Shipes in the Ship Discard Pile to restack the cup. 1f there are oo discarded Ships remaining,
then all of the uncommitted Green, Blue, Dark Yellow, and Orange ships not yet in play are

immediately added ta the cup.
OPTIONAL RULE

Deadly Seas Expansion
Fequires additional setwp as desoribed in Baole 3
Arry time a Deadly Seas token is pulled from the Ship cup you must
immediately reveal and resclve it (Bris can ocour o cther Gmes than the

Placemant Phase, but we are exploming it here @5 this is the most commen
time). Thes aption is o net disedvantape bt there are benefits as well as risks.
= Most Deadly Seas tolens are events to immediately resclve mnd then discard.

a The Hidden Ship token which would beve been revealed. is not. Instead, it remams in play,
undisturbed, om the map.

a 1Eyou were sttaclang it Gee Rule 11- ACTION PHASE, ATTACE), your Action Point is spent
instead dealing with the Dieadly Seas event (and this also ends your siring of multipl= Bald
Attacles per Bule 110

» Ooly o Ship Growp tolen &ee below) replaces o Hidden Ship token on the map when drawm
at tirmes other them the Placement Phase. [t iséian be attacked normally when revealed.,

Most of the Deadly Seas tokens are self-explanatory; here is o closer look: at each:

Coastal Village
I there is & space ta place an Uprising cube § § ) in that Ocean, and you heve an Uprising aibe
avzilable, you may place one there for bes=.

Ty clore]
This weather event, while not 2 Warship, attacks the Mawtiles in the same way: Afteranrd, discard
it and all of the ather hidden and revealsd Ship toleens in the Mautus' Ocean!

Fure Abogrd)
Y¥ou mmst lose one Ship Resource or Sacrifice one avilable Character tile of your choice.

Nautihe Freabdowmn!
Immediztely place the Action Point marker in its #0 box and slap (the remminder of) your

Action Phase this tum. You cannot use Besources tha give you additicnal or free Actions this
turn. Is there o saboteur om board?

Bed Sy at Night

Retain this as in Fmergency Resource. [t worles in the same marmer 2= Professor Aronnax
{i.e., discard it for 2 +2 DEM afier the dice mll).

The title comes from the ancient weather soying! “Red shy o night, sodars” delight; Red dey at mormng,
sxilors dabke worning.

Eogue Wanvel
Sacrifice one available Character til= of pour choice GE you have sny remaining) without
meceiving its beneht. Mode that losing ™ adeew Dakbar is o defeat condition!

Ship Groap Tokens

The Ship Grouwp tokens function as other Ship tokens do; they do not bawve 8 Purple side

to convert to, 50 dom't bather with them when the time comes. When placed | they expand
commerce and eutomesticalby trigger the placement of two more Ship tokens in that Ocean using
the usaal Flacement protoools {see Bule 10 — PLACEMENT PHASE).

Lincharted I:lond
Revealing this Deadly Seas tolen interrupts the game; you must immediately resclve ome [ree
Adventure Action Gee Fuls 11 — ACTION FHASE ADVENTLURE] Afterward, continue play normally.
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Tae Dousres Ocean

The “daubles Dicean” is the Ocean
corresponding to the tumber you ralled
doubles of, triggering the Lull Turn.

E.g,.,:il:'}rml. rolled douhble "E::,' then the
Morth Atlantic is the “doubles Ocean.”

The feg Desmes highighied hers bath
fiave 2 fressere dvailable pomstons
apates that & Search detion is
5DV in these incations,

A Lull Turn

1 the two white dice used for thee turn are doubles fe.g., B and [5F which, in this case, makes
Oicean 5%, The Furopean Seas, the *doubles” Ocean), place one Ship taken for each white
die rolled (which means multiple ships in the doubles Gcean). All of the following Lull Turn

1. Hidden Ship Placement
Place Ships anly using the {fwo or three] white dice roll numbers and igrore the black die
{or dice) resulis tha parm.

Whils Menao's Mative is Piracy and the Motoriety morker is in the £51
Bose ot the end of the Motoriety track, reverse these colors; use only the
Black dice resules for ship plocemers in the Lull Turn and ignore the
white dice results,

2. Treasure Placemnent
Flace one Treasure Avnilable gemstone in each of the following, in this order while the stock lasts:

A Dpe in the doubles Dicean (see ‘M-:ﬁ'ng Trewsare Gemztones io the Map” Belowl.
B. Ooe on top of the Adventare Deck as an exim reward when perdorming its next card.

C. Guilds Deck upgrade: Ome on the next empty space on the Salvage trmck G i is nat fulll
where each such gemstone counts as one Salvage Poini.

3. The Imperiatists' World Order: Uiprising Cubre Removal
The Imperialist Fowers ke advantage of the lull to crush uprisings Gee “Removing Uprising
Cubes™ below,

¥. Actions

Lull Tarns alsa affect your Action Phase (zze Rule 11 — ACTION FHASE)L Ymowill have fower
Action Points to spend that fum (Pecanss you gained nane®), but expensive Actions are cheaper tha!
turm if wout cam find some Action Peints to spend. Also see Advemtwre Motive, below,

*Memo Cell Batteries upgrade: You instead gain one Action Point each Lall Tarn. This i
cunalafive with those gained whils Memos Motive @5 Adveniure (e below),

m ! Advesiwre Motive: Mever o Lull Mamen

i "l e While Nempo's Motive iz Advendare, Lull Turns are bemdled = liede
b | differecitly:
T i " *
TR »You receive 2 Action Points (oot 0.

* You do not receive the Lull Tuwrn “discownt™ for normal Actions during a Lol Turn.
Thet s, normeal Actions reduced i cost do un.b I Action Poind Jm'ngu:-'_-nﬂ Twrm I",e.g., Riext)
alwames cost 2 Action Points diring a Lull Torn while Memo’s Motive 5 Adventoe. Howeves,
evenis which reduce costs fo only I Action Point during & Lall Tam sol apply normally (&5,
The Grecian Archipelage or The South Pole would sill cost 1 Action Point during an Adventure
Motive Lull Tiorm).

= You alsa place 1 Adventure token (if possible), face down, in the doubles Ooean. If tha
Ocemn already bas o face down Adventiore token in &, place it in sn adjecent Ovoean tat does not
have one; if there is no such Ocemn, donot place that Adventure tohem; it is forfeit.

= Oiherwise, it is sill @ Lall Tors; conduct 2ll other aspeces of it nommally Ship Placeent,
Treasure Gemstoncs Flacemendt, and Uprizing Celye Remmoval),

Adding Treasure Gemstones to the Map

Chceans either do o7 do not bave Treasure in them. Think of this @5 & “hit™ in computer programming:
it ix gither yes or no.

When am Oicean bas o Treasuare Available gemstome, it does have Treasare and you may search

for it (sze Fule 17 — ACTION FHASE, SEARCH). Bemove an Ohean's Treasure fvailable gemstome
f{retuming it tothe stock) alter a successful Search Action thers or when instructed ta by an event.

When an Oicean gains Treasure (2 g., during & Lull Tarn), place @ Treasure Avuilakle
gemstone there to indicate this happy status, If thet Oocan abready has o Treaswre Available
pemstone in fl,_p!nm‘il!h nmﬂd}mﬂ Ocemn that dors moi havwe one; Eh‘lerr'is no smch Oeemn, do not

place that gemstons. it i forfzi,
Mote: Becanse gemstones ate o limited resource in the game, if you are ever required to place one
when the sock is empty. simply ignore that placement.



Removing Uprising Cubes (the Imperialists’ World Order)
The Imperialisis apposing you are nat asleep during a Lull Torm!

At the end of the Flacement Phase of a Ludl Twrn, for sach Ocean that bas o Land space with
an Uprising cube connected to it, check to s=e if the Imperialist Powers are busy crushing an
uprising there.

Add the number of Uprising cubes AND every revealed Ship token in that Ocean, and roll 1d6:

* If the result is grester thom or equal te (Z) the sum the Imperialist Powers' efforts fail amd
there is no effect.

e If the result is less than (<) the sum, the Imperialist Powers have succesded in pushing
back against your ventures on land. Now you must either:

A Abandon your support and remose ene Uprising cubre from o Land space connected to
that Cicean {r:1.1.|.1'.|1.'i|:|5i.t1.|:| the stock), OR

B.  Press your suppoat and immediately gain Motoriety (2] aqual to the justrolled
resul.

For mare infommation on Uprising cibes, see page 8 and refer to the Incite Action in Fule 11 -
ACTION FHASE. In genernl, Uprising aibes are used to reduce your Motoriety during the game
and to increase your Liberation score at the end of the game.

11. ACTION PHASE

During the Action Phase, you perform Actions to advance Memo's couse ond lead the Mamtibes
and her crew through dramatic adv entures.

Nemo Prism Binoculars upgrade: Once per Action Phase, when vou reveal 2 Hidden Ship
token, you may redraw it, retuming the frst Ship ioken drawn to the Ship cup afermand.

Action Points

At the beginning of your Placement Phase, you make o Differential Roll Gee Bule 4 -
DEFIMITONS AND CONVENTIONS, INE AND DICE ROLLS). When rolling three white dice
d.m'.ing Act I, pou must chiooss which twe o vse for the Differential Boll resuli: nse the third
white die only for Ship placement that norn.

At that time, you sdd the Differential Boll result to your Action Point track on the upper-left
comer of the map. This is the number of Action Points you are allotted this norn o spend @s you
se= bt

- LR T U S TR R
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APs Action
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WD I5 recovded on five Ae fow Padot track.

Maximum Action Points

The maxinmm Action Points allowed on the Action Peint track is five. If you ever have more
than fire Action Points (e, you saved one from the previous mm and udksly rolled five more this
turn), the excess is forfeit unless otherwise specibed (some evenis allow you 1o demporarily exceed
thiz Linait},

Rolling Doubles & Lull Turns

1 you roll doubles for your Differential Roll (when molling thres white dice, you may select twa
with the same result to achieve douhbles), you gain @ Action Points and that tum i= 2 Lull Tarn.
(s Fude 10 — PLACEMENT FHASE and nate the differemce when Nemos current Motive is Adventwre),

Tits ot of BN 5

sor o Wpris

fokens (in

AcTioNs PROBABILITY
The percentages shown on the Action
Point oack are the spproximate chance
af receiving that many Action Points
an a given tum when the Differential
Rall uses iwa white dice. In At 11T,
when 1 third white die is added, the

math is spproocimatety:

QAR
1AR
2AR
JAR
7 AP
5APR

I (#4% i you wamt @ Lull
14%
22%
25%
22%
14%

AcTtions LisT

Perform the following Actions o the
indicated Action Point (AP costs:

AP Cost

Action

1"-

Adventure
{draw an Adventure card
from the Adveniure Decls)

Attack
(Bold or Stalk)

Imcite

Mowve
{one Oicean)

1"-

Best
(to regain Crew)

1#*

Eepair
(ko regain Hull)

1“-

Refit
{to upgrade the Naunlus)

Search
{for Trea=sure)

*Costs onby 1 AP diering a Eulll Tierm.



Lull Turns

Lull Turns are like cough drops; very
handy when you need cne, but mast of
the time you dom't

The way probahilities work, prior to Act
I, cne-sikth [abaunt 17%) of the time
vou will poll doubles om the white dice
and must conduct a Lall Turn. That
IOEANS, 0Tl AVETARE, mmd.tu.'.i:tg.ultl I
and once more during Act 11, there will
be a Lull Turn.

Should you save 1 Action Point
between turns during this period (4ces
I and 11?7 Unless there is a compelling
teasan bo spend this turo's last Action
Point now instead of banking it for next
turn, you may want to. You are three
times more likely ta roll maother Lall
Turm than a “5-banger" fie.,a 1 + &
combimstion which gives you % Action
Poinis).

During Act 11, developer Wes Emi
states there iz a 44% chance that you
will be able ta choaze to take a Lull
Turm. Maost times you probably won't
due to the high likelihood of achieving
2 4- or S-Action turn that = just too
tempting ook to take.

Adventure Deck “Campmng”™

Mtives that score bonus Victory
Prdnts far the Adventure, Sdence,
and Wonders categories alten do well
to *camp” on the Adventure Deds and
plow through it questg For thiose
VP's. This warles well with Honorable
Motives in particular pursuing a Luall
Turn strategy, as this places gemstomes
an the Adventure Deck and reduces the
cost of drawing fom 2 Action Points ko
anly 1. Another phis o Adventure Deck
camping is that you cam ignore any bad
ar excessively risky cards drown and
There are times when even Stern
Motives might use this mctic o quest
for the three Mol Upgrade cards
potentially hiding among the A dventure
cards ar to actally bnd trouble with
the Imperialists that will generatz an
opportumity for higher rewards sinking
their ships!

S -
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.E\'.m'.ngu Lall Tarn, Actiens that normally cost 2 Actiom Poinis each Gnchading Adventwre, Rest,
Repair, and’or Refit) anly cost 1 Action Point cach. You will either have had fo save 1 Action Paint
Jrom the previows tom or scrounge up Action Poines by other means to keep the Nautilus busy during a
Lull Tiern.

Spending Action Points

You can perform your Actions that tum in any order desired, inchuding conducting the same type
af Action multiple times per barn. You must pay each Action's cost in Action Points to perform
it. f you do oot have sufbcient Action Points to pay its cost, you cannict perform that Action.

Saving Action Pownts
Between tums, you can save o maximam of 1 Action Point. Any additional unspent Action
Points at the end of 2 turn are lost.

Nathing overnides this rule. When an Fvent reguires you o skip (the rest o) wour Action Phase, vou
mwct sl forfeit oy Action Poimis vou msight Rave remaining down éo 1.

OPTIONAL ROLE

Relemtless Parsuit
This option puts you at a discdvantage.

At the beginring of your Action Phase each tum (ie., before conducting any Action), designate
ench revealed Warship token in the Moutilws” Ocean, one o o time, moll 1d6é for it, and compare
the resalt to its Warship Victory Poimt (VP) value. I the resale is. .

* Egual to or greater tham (=) its VP value, there is na eHect.
v Less tham (<) its VP valae, you mus hght it immediately:

Thizis o memdatory “free” Bold Attack Action (i.e., it costs 0 Action Points) follawing the
Combat Sequence per Bule 12 - COMEAT, Success does allow you to conboue maldng (free) Bold
Attacls ot that Goean os waml, if desred e Bold Attadks, hdaw).

Ewample: The Kbtetou and the Mautdus begin the Action Please in the sanee Ooean. Yox make o
Belentless Purmiit check do see if the Bieisy agpresively parsues the Moublus. Since the Bateta is warth

2 VPs, omby on 2 die woll of [l will it imonediately sttack the Nawiles!

ADVENTURE

Spend I Action Points (or 1 during a Lall Turn). Draw the top card {rom the Adventure Dieck
(ot the Divaw Pilel) along the right side of the map and resd it Then, you may either:

A Perform that card’s activity and, afterward, collect one Treasare toleen [ 9 ) for esch
Treasuare Available gemstone oo top of the Adventure Deck (retuming thess to the sock)
OR

B. Dedine to perform that card’s activity and simply return it, Eace down, ta the bottom of the
Adventure Deck, l=aving any Treasure &vailable g=mstones there uncollected.

You carmat choose this Action if there are no cards left in the Adventure Deck.

All Adventure TEST rolls have the following DEMs:

-1 i there are any revealed Warship toleensin that Ocean (mnd see Bule 7 — RESOIVING TESTS
reparding the Pirecy Motivel,

Adventurer’s League upgrade: +1 DBEM to all Adventure card TEST die rolls.

Adventure Motive: Secing the Werld

| While Memo's Motive is Adventure, aker performing on Adventure
o | hﬁm{ﬂmlﬂtb&pﬂfmmﬂlnimmﬂihde:[ﬁaimdmpdhﬁ
TP ol PASSING or FAILING any TEST Event card drawmn), you may

also claim a revealed Adventure tolen in the Namtiks' Ocean as
a bonms reward. Consider it a “Betain” Treasare token; i.e., you
have the option ta discard it (X" for an excellent beneht or soore it
at the end {or both of its Victory Point cotegories.




ATTACK (INITIATE COMBAT)

Spend 1 Action Point to conduct o Bold or Stalk Arack.

1 you have the Mounbes upgrades Steam Torpedoes sndior Hospital Machines, each allows yau .
to conduct one free fi.e., O Action Poinis) Torpedo or Diplomacy Avtack (respectively) per tum.

Yo st first designate the target ship and iype of mtack you are attempting and then perform

the Combat Sequence (e Bule 12 — COMEAT,

: BURY TREASURE
OPTIONAL RULE
Buried Treasure
This opfion prots you 2f @ weriakle advanboge.

While Memo's Motive is “Stern™ (Anti-Imperialism, Piracy, Warl, oo World Order), you may
perform this special Bury Treasure Action

A, Burying Time: h costs 2 Action Points® (or 1 during a Ludl Turn).
*ficers Mess upgrade: Afkersard you may immediately conduct o free Move Action

B. Treasure Maps: You can ooly bury Treasure Map tokens (1., ploin treaswres having & io 5
Tremsure VP omby; these ane ensily idertified by the map on their backgrennd). “fou can buary aoy
ar all sach tokens in your Collected Treasares box when you pedorm this Action.

C.5N" Marks the Spot: Remove Buried Treasure taleens from the Collecied Treasures bax
and place them on the Motive tile where they are out of play until scoring,.
U, optionally (see 15 — DEFEAT, VICTORY, AND SCORING, Menaok Motive), at the beginning
of Act L Memo |:|:|.'|:1,5,u1.-u an Honorable Motive (A dveniure, E'lplm._ Humandisi,
ar Science), immediately “dig up” any buried treasures and return chem to the Collected

Treasures box.

A sample Treasere Map
token sutable for burying,

[ Dead Men Tell Mo Tales: When scoring, count the number of spaces the Crew Resource
marker is below its maximum; pou may choose up to that many Buried Treasure tokens ta
soore DMOUBLE their value in Treasure VPs. Additional Buried Treasare tokens still score
their (doakled) VPa I:I:!:ITDII.I.}':

For example, of the pame’s end yowr Crew Resemrce track is down 4 positions below ils macimem
showing the nadidle “Fie® space; thies, you con scare up to 4 Trensure Map tokers at domble their
VP value.

EXAMPILE

For example, Nemo hos @ Sterm Mative o
the gome’s end and wour Crew Resowme
track is doven 4 positions below its
macimaum showing the middle “Fit” space;
s a reslk, wou can score up to 4 Treasmre
Mizp tobens at double their VP value.

S BB

This is a free Action whils equipped with the Clockwork Cipher upgrade. Onee during each
Apction Phase, you may Hip any one revealed Ship token n the Mawtilers' Ocean (i, chmging
the color of its cumently-revealed) sides. This can fum groy Warships back irto white Now-
warships and wice-versa, or charge @ Warship into (s s#rmper or weaker version

INCITE

The Incite Action lets you place Uprising cubes on the board in an ofort to distract the Enperialists
and therely reducing wour Natoriety. They are also worth Liberation Victory Points 2t the end of the
gome.

Spend 1 Action Point. I an Uprising cube is available in their holding box. pedfonn an Incite
TEST [zee Rule 7 — BESOLVING TESTS and alro s the Action Smocess Table 2i the luwernle_ﬁ CoamEer
of the board). f successiul, place one Uprising cube (@] in an empty Land space connected to
the Ocean where the Nautlhs is located and reduce your Motoriety (€3 ) per the resul:.

Mote that emch revenlad Ship token (not just Warship okens) m the Mawiles' Ocean contributes
2 -1 DRM, as does cach already placed Uprising cube in that Ocean (f epplicable; 5o there cm
be muhiple -1 DEMs spplied).

Whenever you place an Uprising cabe for any other reason (by am event, ete.), your Motoriety ; : bt g A
L) is unaffected. B S
Arcame Library upgrade: +1 DEM to all Incite TEST die rolls, Tire Acfion Swecees Tabls oo fhe board

: provides the modiiers amd esuils for tha
Armory upgrade; +1 DBEM o all Incite TEST d Ils. . - :
ki i i Jearch Rest Rapair, Raft, and [neite

A liows.
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Gameplay efect Cost in Salvage
Ship tolcens

Beminder: When there iz 2 condlict,
the Bules on cards and tokens supersed=

other Bules. That is, they can “break™
the Bules,
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Upgrading the Nautilus: After spending
2 Actiom Points to Refit the Mawtiles, wou
comsult the Actions Swocess Table and
check the Dice Roll Modifiers. There are
ra Warships in your Ocean; vou rish the
Memo Ship Resowrce for o +2 DEM and
discard a I walue Tremsure tchen for a total
DRM o +3 Your dice moll of 5 is modified
io an B, which is an Expensive Success,
Jorcing you to immediately discord another
Tieazmre token fiow discerd a collented
Wonder as it sn't worth much with your
current motive of Wand!.

Discaniing 2 Salvaged Ship tokens

rom adong the right side of the boand, vou
purchase the gvsilable Fog Machine
upgraide and soom esaploy it e combat your
growing Motorety problem.

‘Memo's Manifesto upgred=: Alter PASSING mm Incite Action, you may then spend any 1 Ship

EBesource using its IVEM as a further reduction in i) (2., if it would beve provided o +3 IVRM,
vou instend receive an additional -3 4.

War Boom upgrade: After an Incite roll, you may change sither die's result to o [l before
determining the outcomie. A Wier Room plon com be svvaleeble in dose stustions!

Werld Order: Every Crowd Has a Siler Lining

While your Motive is World Order, when you place an Uprising
aibe [:ﬁ] via a successiul Incite Action, you also drow 1 Treasure
tolen (romrtesy of your new allies dhere).

MOVE

Spend 1 Action Point. Move the Noutilus marker to an adjacent connected Ocean (Major or
Trunsitional).

Mote that the dotted lines between Oceans are not used for movement (they are nsed for
Emperialist Ship plecement during the Placement Phasel,

Gas Turbine upgrade: You may make one fee Move Action per tarmn.
Hydro Drive upgrade: You o move the Mawhibes up to fwo Oceans per Move Action.
(Hlicer's Mess upgrade: After compledng enother Action that you paid 2 Action Paints to

perform, you may immediately conduct a free Move Action.
REST

Spend 1#* A ction Points (or 1 during o Tull Tum). Perform a Best TEST e Rule T — RESOIVING
TESTS and the Actien Swcoess Table af the lowerlefit cormer of the board) in an effart to gain Crew.

All Rest TEST rolls have the following DR Ms:
-1 i there are aoy revealed Warship tolens in that Ocean (omd see Bude 7 - RESQOIVENG TESTS
reparding the Pivacy Motivel,

*0fficers Mess upgrade: Afterward you may immediately conduct a fee Move Action.
Prize Crew (narters upgrade: Whether you are Successful or not, you may also discord
ane Salvaged Ship token oo this card to “mmin” (e, gain) 1 Crew Resource.

REPAIR

Spend 1* Action Points (or 1 during a Lull Tum}. Pedorm o Bepair TEST (sez Bule 7 —
RESQIVING TESTS and the Actions Suocess Table of the bowerleft cormer of the boord) in an eflom
to gin Hull.

All Repair TEST ralls have the Fallowing DRMSs:

-1 i there are ary revealed Warship toleens in that Ocean (ond see Bude 7 — RESOIVENG TESTS
reparding the Pirecy Motivel,

*Dfficers Mess upgrads: Afterward you may immediately conduct a fee Move Action.

Expengre

1Eyou PASS with an “Expensive” result, you must discard one of your available Treasure tokens
{5 ) of my type. Thisisin addifion to the Treasure token you may have just spent to medify the
dice rall. I you heve none available o lase, you sill PASS thae TEST.

REFIT

Spend 1* Action Points (or 1 during a Lull Tum}. Perdorm e Relit TEST (see Fule 7 -
EESOIVING TESTS and the Actien Swccess Table ot the lowerlef comer af the hasrd) in an effort ta
gain mn availahle Maowtiles Upgrade card. You com ooly purchase one Moutiles Upgrade card per
successlul Refit Action. For a listing of Wautilus Upgrade cards and their gameplay «fects, ses
the Blueprint Appendix & a the end of this back.

All Refit TEST rolls hawe the following DEMs:

-1 i there are aoy revealed Warship woleensin that Ocean (mnd see Bude 7 - RESOIVING TESTS
reparding the Pivecy Motivel,

 *Officer’s Mess upgrade; Afterward you may immediately conduct a e Move Action.



Experive

1 you PASS with an “Expensive” result, you must discard one of your available Treasure toleens

i 5 ) of amy type. This is i addinon o the Treasure token you may have jus spent to modily
the dice roll. If you have none available to lose, you stll PASS that TEST.

Success
U you are suceessful, discard the desired Upgrade’s cost in Salvaged Ships (mee Bule 12

COMBAT, Samben Ships as Sobvape) off to the right side of the board to pay for it. Then add that
Upgrade card to your Tableau to show it is now equipped and usble.

Memo Prism Binoculars upgrads: Available for fee when any other Mawtiles Upgrade card is
Eefit coto the MNautlus,

Scarity
Dio mot restock the Available Upgrades area afier Refitting the Mawilus, Ondy certain
circumstances adjust the Available Upgrades area. It can hold more than four cards, ff needed,

REFLECT

Requires the Memo's Sanctorum upgrade. Once dharing each Action Fhase, you may either:
A Gain I Action Points by reducing the Memo Besource by 1, OR
B Gam 1 Memo Bescume by expending 2 Action Points* {or 1 during a Lull Tiers),

= (Hficers Mess upgrade: Afterwand you may immediatzly conduct o e Move Action.

SEARCH

Spend 1 Action Point. Perform a Search TEST Gee Fule 7 — EESOIVING TESTS and see the
Action Success Table af the bower-left corner of the bonnd) in an effort to collect 2 Treasure token
{48 ) from the Nouibus' Ocean. There must be a Treasure Available gemstone there indicating
that treasure is present to be searched forl

All Search TEST rolls have the {ollowing DHEMs:

-1  for exch revealed Ship token in that Ccean fand see Rule 7 — BESOLVING TESTS reganding &
Piracy Motive). This can result in mudiples nepative DRM 5!

Arcone Library upgrade: +1 IFEM to all Search TEST die rmolls.
Map Boom upgrade: +1 DEM toall Search TEST die rolls.
*DMlicer’s Mess upgrade: Afterward you may immediately conduct a free Move Action.

Abter successfully collecting that Oicean's Treasure, retumn its Treasure Available gemstone 1a
the stock. Treasure availability could be replenished later (zee Bule 10 — FLACEMENT FHASE)
during a Ludl Turn or via an Event, thus allowing you to search there agnin,

When you gain a Treasure token (% ), place it in the Collected Treasures box unless it is an
event.

* Thasze beginning with an X are performed immedistely and discarded.

* Yo may place “Retain” Treasure tokens in the Collected Treasares box o7 in your
Tablean to keep a claser eye on their spacial abilities.

A Betwin Treasuare token allows you to either keep it until the end of the game for its
Treasare value or discard it at any time for iks X eflect to receive that albemate beneht
{sacribcing that Treasare's Victory Point vahue).

Map Room upgrade: mmediately afier drawing and examining each Treasare token you may
draw a second one for +1 Motoriety {3 ); keep one and return the other to the Treasure cup.

mir|

Adventure Motive Seanch for Adveniure

Hom | Firders
R i When Memo's Motive is Adventare, if there is an Adventure token
el = in the Mawtiles Oicean, reveal it after performing a successful Search
. Action there. Dioing this sill entitles you to collect that Ocean's
Treasare (if ary).
FKeepers

Once revealed, immediately place that Adveniure token in its specihed Ocean regardless of the
presence or ahsence of other tokens there. You have “seavched for” and discovered that adveniore,
mow youl nmst claim it with o Adventere or successful Attadk Action in that Dcean.

R

]
/

o ek
dsrmir rmamm Bl Dbl 1 e bmpad e
= i e | ol p - ae he pn

ST TER S BRSPS

R e Ll LR ]
S me by | et ma

g
o ettt ! e R s gl W vt
e e e

Steam Torpedoes are not of the WWATL
vamiety! Having no torpedo tubes, ta
fire o torpadio the Nowiikes must sutface,
prepare, place it in the water, mm, and
then launch it. They are effectdve, but
not quick-bring.

EXAMPLE

A Trewsure toben that reads “Betain: X
for 1 Action OF keep for 2 Treasure V5"
meams that you nury remove that Treasare
tnker from play fnow or in the future] o
receive 1 free Action Paimt OF simply
retain it umil the end of the pame to receive
its. 2 Tweaswre Viciory Poimts.

BAg I r ¥ valve or

Ty the s
oscarded dwing e game i heir i
benst




WARSHIPS

Atteck Srangth
MWarships oyl

Defanse Strangth

;

Warship WP

Matoriety
gained for
snking
it any)
Group 1D

Natiandlity

1 Ii!-j-i'"'"lj:
b

ahip class

MNon-warsHIPS

Defange Strangth
Matoriety
gained for 2
!I'Ihl'l[ al l""""".'.. .

(it amy)

Growp (0
Matianality

This Ship grants Wonder WP as
wall 3z its Hon-warship WP

Special instructions to b= camiad
ot upen sinking this Ship, i this
case, dreming a Traasure faken

12. COMBAT

When engaging in batile (including when conducting Toapedo oo Diplomacy Atiachs), follow
the Combat Sequence below. One Hit sinks samy Ship token, while the Mautdus takes several
Hiits to ke destroyed.

Targeting a Ship
Diesignate (i.e, “target™ cne revealed or Hidden Ship icken in the Ocean where the Mol is
located, placing the appropriate Attack! marker (2., Bold, Stalk, Torpedo, or Diplomacy) on it

1f tamgeting a Hidden Ship token, immedintely replace it with o revealed Ship token from the

Ship cup:

e Ifthat newly drewn Ship tolen has a white {i.e., Mon-warship] side, place it with that side
showing.

= Ifit does oot have @ white side, place it 5o that it is showing its non-purple side, if the
Motoriety marker has not passed space #36 on the Notoriety track, or showing its purple sids
gffter reaching that threshald.

Nemo Prism Binooolars upgrads: Once per Action Phase. when you reveal o Hidden Ship
token, pou may redraw it, retuming the first Ship tolen drawn 1o the Ship cup akersard.

Combat Sequence
There are anly two steps in the Combat Sequence:

1. I the designated Ship is a Warship (Le., it has both an Attack and Deflense Strength), it
attacks the Mouthus Arst. After applying any damage, proceed to Step 2.

1f the designated ship is a Mon-warship, sldp this step and po directly 1o Step 2.
2. The Kautilis simmcks the desigrated Ship.

Magnetic Mines upgrads: The Combat Sequence for Bold and Stallk Attacks is reversed (2.,
the Mauilus attacks hrst) versus Armored ships (Le., those with “Iron.” “Armored.” or “Batile”
in their class name). These ships, having a cuirass of armor on their sides, were not armared below the
waterlinel They anly “return fire™if the Moutbus FATLS ifs Attack

1 é :;6_
B

uTh

..:-':.. m

a red Attack Streagth (n the fnp faff comear S0 His exampis, the Fale Tetiow Ship
i 2 Warslig, wirile fie Wiite Ship 1= 2 Koo -warship.

Wierehips are denste

Step 1: How Warships Attack the Nautilus
Mom-warships de not atmack the Maunhs., f the targeted ship is a Mon-warship, proceed ditectly
to Step L.

During Step 1. if the targeted ship is 2 Warship, it takes the Arst shot. It attades the Mautdus
using this procedure:

A Ememy Attack TEST: Roll 2dé and compare the modified result to that Warship's Attack
Sirength. The DREMs are:

Reinforced Armor upgrade: +1 DNRM.

-1 i there is ary other revealed Warship token in that Ocean {and see Bule 7 — RESOLVING
TESTE regarding o Piracy Mofive).

Imporiani: There are no cther DEM = relating o Warship attacks on the Nawtibes! You commot

exert 2 Resource to reduce iis chance of success against you.



When the Masiles is conducting a Diplomacy Attack (onby when it is equipped with the
Hospital Machines Upgrade cand), roll 34d6 and yon choose which two to nse to resalve
their attack against yon). The Imperielists sill shoot ferst and respect vour Flag of Truce lates, but
at leamt they are mare likely 4o be curious!
B. Results: 1f the natural result is:

. .., this is a disaster. The Combat Test FAILS ﬂ.nd'ﬂlt”um'lli'imt.ﬁﬂtel}l suffers

1d6 Hiis.
Otherwisze, if the modibed result is:

* Lews than the Attack Strength (<), the Nowilus always suflers a cumber of Hits equeal o
ihe lowest die’s result of that Warships Atiack dice noll.

» Eiquil to or grewter than the Aeck Strength (2), there is no effect; the Warship missed.
C. Applying Hits: Per Hit suffered, the Nawtiles loses one random Ship Resoarce.

To determine which Ship Resoarce is lost, moll 1dé for each Hit, one at a time, and compare its
result to the left side of the Ship Resource macks (ie., on a result of B lose cne Nemo; on 2 [l
Cl.". lom= ooe Crew, and on uﬂ! nrm". Laze ane Hall).

Far =ach Hit suffered by the Nawiles, mave the marker on that track 1 full pesition to the tight.
Apply all Hits suffered by the Maoutiles before proceeding to Combat Step 2.

*Double Hull upgrade: Ignore all domage application die rolls of BH.

Sacrificing Upgrades: After determining where o Hit oocurs, you may immediately Destrony
(i.e., discard) an acquired Mautilus Upgrade card insiead of applying that Hie

Wik Ship Resowrcs takes 3 Bt = indieated by the oVe symbols shown hera

Step 2: How the Nautilus Attacks Other Ships
Curing Step 2 the Naushs Attacks using thess procedures depending on the type of atiack made.

A, Mantilas Mon-Torpedo™on-Tiplomacy Attack TEST: Roll 2d6 and compare the modibed
result to the trgec’s Defense Sirength. The DEMs are:

Strengthened Prow upgrads: +1 DREM.
Armary upgrade: +1 DEM to mm Attack TEST diz roll w=. the Sea Monster “Ship™ token (onlyl.

+1  if maling a Stalle Attack.
+X  for an exerted Ship Besonrce (menimum of one Resource).

-1 if there is any ather revealed Warship in that Gcean fand see Fude 7 - RESOIVING
TESTS reparding the Pivaoy Metive).

B. Besuli=: I the natural result is:

|
|
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» BB this is a disaster. The target iz unalfzcted regardless of DREMs. You gain twe Notoriety i f

[ 33 ; the survivars stories of this encomter are consistent, featured in newspapers, and
make your eflorts seem pathetic) AND lase two Ship Resources of the type you exerted, if

you uutdmr&u’ﬁ:mmﬂ: o page 24).

e S

How She Fighis

Understand tha dhere are e guns
on the Montilus! She sinks ships by
rammaming them with her prow below
their waterline or by crossing under o
s]1.il:| =0 I:|:n'|.]1.-=r1.n:|l:| sTapes nl:lngl:l::
target ships hull. b these days, most
ships with iron defenses sill hod womden
Fulls below the waterline. This is why
Warships, with their guns, get to fire
fbrst as the Nowilus approaches.

Roll High!

You generally benebit from rolling high
during Actions and Combat (and you
“wini” ties ¥s. target numbers), Thuas,
when a Warship fires at the Naoutihes,
vou wamt to Toll egual te or greater
than [E}:il&.'.ttll:k!'rt::l't'ﬁ =a that it

TTOsREs.

Again, you want io roll high versus its
Defense Sirength becuse if vour roll
iz equal to er greater tham () thet
n|.1|:|1]:|:r.:,"|:r|.|. sink the Sup.

War Room upgrade: From any 1d6
Combat moll (whether atiacked or
attacking], you may change sther diss
result to o [l before determining the
autcome. A Wior Room plan con be
emealmahle in dore situstions]



Failing your Attack! Roll ' Otherwise, if the modified result is:

At the OFFICER Difhoalty Level *  Less than the Defense Strengeh (<), the target is unaffected; you gain one Motoriety (€3 ;
setting, if you FALL your Artack i the survivers live to tell weriows tales) AN Lose sme or more Ship Resources of the type yau
TEST, you lose n amount of the Ship
Resource type Exeried frer Bules 7 and

exetted in this atteck depending on your TEST Failure Dilbculiy Leve] Setting (see Gule 7 —
’ RESOLVIMNG TESTSE)

8; if pou exerted no Resowres, this does I ;
Sk i el vk sk e ik % - ﬂmwmmﬁm:&ﬂg‘nuirnﬂi&lmrmﬂmudsmﬂﬂmuqﬂu
tall result of the Gled dice zall was a
Bl or 2 i the lowest die's roll result was i’ m - Adventure Motive: Victory at Sea
arry ather valae. L‘ s | r While Memo's Motive is Adventure, after any successful Artack
________________________________ 1: Mar Action you may also daim a revealed Adventure token in the
3 . MNautilur’ Ocean 22 5 honu= reward. Comsider it 3 "Betxin™
SRR : Treasare token; i2., ou have the option to discard it (“X7) {og an
excellent benefit or score it ot the end for both of its Victory Point
categories.

. Disposing of Sunk Ships: When you sink the target, you immediately gain its Notoriety
Value (i.e., add the oumber of that token's srmbols to the Motoriety madk).

Electro Coil Balts upgrade: During each occasion when you sink a Ship token, you may
instead change its Notoriety impact ta a -1 3 reduction by suffering one Hull Hit.

shown on that Ship token) via a Stalk Attack (ooly down to 8 minimum Motoriety of 03,

1F that ship grants you o “Gwin 1 " effect, pou receive it immedistely after smking that
ship.

Then you must panse and make a decision 2s to how you will dispose of that sunlken Ship
token: sither send it straight to Davy [ones” locker as Tonnage O forfeit ics Victory Poinis
fse= Bule 15 in the Between Voyages Guide — DEFEAT, VICTORY, AND SCORING) mnd Salvage
it so that you might Refit the Mautdus later. These are both explained below:

Sunken Ships as Tonnage
I you sink 2 Ship oken cutright for Tonmege, it will help you fill the Tonmage track and you

will gain its Victory Points at the end of the game (5ee Bule 15 in the Beiween Voyages Guide —

Place Ship takens Showing the side that wou acthually sark) oo the Tonnage track in the leftmos:
vacant bax for the Major Gcean where it sank; if it sank in 2 Transitional Ocean, you may
choose sither commected Major Gcean'’s row inwhich to place that Tonmage 5Ship token (2.5.,
Ship tobeens sunk in the Pagific Coast may be placed on the Western Pacific or Worth Atlantic

1 all of that Ocean'’s Tonmnage token boxes are hlled, stack additional Ship tolens up in its sixth
column’s bea.

!I'm'.m'u' can.




World Owder Motive (Soourging with Ally Tehens)

Special Ally Token Bules: Retmin all Ally Tokens drawn From the
Treasare cup. While ¥emos Motive is World Order and the
Nautilus is in any Ocean where o cube is in o Land space there j.e.,
2 *Cabe Oicean™):

1. You may spend any desired Ally Tokens as Emergency Resources (Rude 13 — EMERGENCY HELF).

2. You may place Ally tolens face down on the Tonnage track as if they were Ship tokens sunl in
that Cube Oicean where the Noutibes currently resides. To do this, cooupy that Tonnage rack
space with the Ally token showing its Ship YPs side and apply its Notoriety effect GF any).
This com improve your Scowrgimg YPs which can be podenialby huge with this Merivel

Otherwise, an Ally token scores its VPs shown oo its oot side at the end of the game.

Sunken Ships as Salvage

1 you pillage a sunken Ship token for Salvage, you borgo placing it on the Tonnage track bor its
Victory Poinis to use it as 1 Salvage Point. Place a Salvaged Ship toleen in an empty Salvage
Point box, Alling these boxes from botiom to top. Each ship counts as 1 Salvage Point towand
purchasing a Mamtilus Upgrade card during @ Refit Action.

I there are oo empty Salvage Point bowes (there are only four, and that is the limit), that Ship
tokeen szt be taken as Tonnage (see ahowe).

Wote that Salvagmg a just-sunk Ship tolen sutomatically ends your Bald Attack screak: (e
Below). It alsa means you will not score sy Victory Poinds for it at the end of the game (ee Rule
15 in the Between Yovages Guide — DEFEAT, VICTORY, AND SCORIMG),

Prize Crew Chaarters upgrade: Instead of placing 2 Sunken Ship icken as Salvage, you may
place it on this Noutilus Upgrade card. Afer ench Rest Action (whether Snccessful or not),
you may discard one of them to “train® (e, gain} 1 Crew Resource.

“Sunken” Ships from Parley
See Comdwcting Diplomacy Attacks, below, For resclving o successful Diplomacy Attacke

Conducting Bold Attacks
Aber designating the targeted Ship token m the Ocean where the Mamtihes is located by placing the
1ed Bold Attack! markes onit, you moust immediztely initiate combat with it fee Bude 12 - COMEAT).

I you succeed, you may immediately comduct ansdher Bold Attack in that Ocean {or 0 Action
Points and +1 Motoriety (808 see Pude 9 . GAINING NOTORIETY). You can sink a Lot of ships for
emby 1 Action Poind, but with 2 steady cont in Notorieny!

Perizcope Device upgrade: You no longer gein 1 Motoriety {53 between consecutive Bold
Attacks.

¥ou mey contnue engaging ships via Bold Attacks m that Ocean until sther:

1. The Hidden Ship token is revealed to be a Deadly Seas event (see Bule 10 — FLACEMENT
PHASE, Dreadly Seas); or

2. You have destroved all of the Ship toleens there; or

3. You decide to Salvage a Ship token you just deleated instead of scoring it s Tonnage
(ree Bule 12 — COMBAT, Sunken Ships as Tonnage!; oo

4. Your setack fails wo sinl: the targeted Ship token; or

5. You decide to stop.

Conducting Stalk (Cautious) Attacks

Abter designating the targeted Ship toleen in the Gcean where the Nawtibes is located, place

the bhae Stalk Attack marker om it. Unless otherwise instracted, you may immedistely Bght
that ship. I you fght, you gain a +1 DEM in combat for your careful approach (see Rule 12 -
COMEAT). If you dedine to conduct a Stall Attack, leave the target Ship token in that Ocean

undisturbed. You can decline o Sealk Attack which you paid an Action Point for, but met those thrust
mpon you by Event cards for freel

Unlike a Bold Aftack, however, you receive no free follow-up attacks if your Stalls Attack is

sucoessful.

Periscope Device upgrade: You con makce conseontive successiul Stalls Amacks (exactly as you
da Bold .i.ll:lth],_h'u.t]\:uﬂnpin lﬂmklf[ﬂ}bﬂnm each of these.

j-.

— il

-.-I

ATTAcK TYPES
Bold Attack!

“With 2 Bold Antadk, you can combat
every Ship tolen in that Ocean for only
1 Action Poimi (i wour luck halds ot

bt you will become nctorious doing sal

Stalk Attack

A Stalk Attack gives you the option to
Artack (in case you reveal someching
too hard ta handle). Aod, although you
mﬂ}':mdu:l one batile, it &= with @ +1
DEM which can be very helpful.

Torpedo Attack!

Firing torpedoes requites the Nomtibes to
surfnce, prepare, aim, and loanch them
in 2 somewhat iovolved process.

S OPTIONHAL RULE g

For a more realistic game, you
cannot ottack the Sea Serpent ar
Adrship with Torpedoes|



COMBAT EXAMPLE

The Mautihus 15 bacated in the Westorm Padific,
alang with @ revealed Warship Ship tchen (the
Victoria, Attadk Strength: 8, Defense Strength:
11} and peo wnrevesled Ship fokers.

Yom {rode-ploving Captoin Memo) choose o Bold
Antmck Actien and target one of the Hidden
Ship tokens, which you now reveal 1o be a
Paszemger Ship éoken (the Doman, Defense
Strempth: &),

You must adtack the Donau fyow have no dhoice when sevealing a Ship foken vic Bold Awadk), but
snce it 15 0 Wen-warship, af leas @ does not attack yom firs! The Mautilus does not have o
Strengrhened Prow and, feeling trationally confiderst (now you're really chamneling Captain Nemall,
yom decide mot to risk any Ship Resswrces for their [NRM. The -1 DEM for there being any rovealed
Warships in thet Ocemn (the Viciomia in this case) applies, somow you mus roll 2 9 or higher o 246
fweighted down by the -1 DRM) to equal or exceed the Donm's Defense Valwe. The dice roll i B arnd
B, 5o the Astack FAILS by 1; dhis would mormally end matters in wour defear, st vou decide instead
to Sacrifice Med Lowd for a +1 DRM ajfier the dice roll residt is known (ee Rule 13 - EMERGENCY
HELF). The MNed Land Character Resounce fle is {lipped to show its Spemt side and wou gain 1
Motoricty (53} due to Ned's commstmene.

This mears: (2t OFFICER Difficulty, see Rule 7 — RESOLVING TESTS) the Kdtetsu scored one Hit
fbut mo more, for although the modified sum s 2, the Kitetsu mest roll a nateral B, B 0 oilict the
disastrows 1 Hits). To apply the domage, you roll 1d6 and compare i to the fable do the left of the
Ship Resowrces track io determene which Ship Resenrce was lost the resulr is o B and costs the
Muutilas one Hull Resowrce. (F the Mautilas was wppraded with @ Double Hull, thet B would have

had ro effectl.

i Fighuing 1
"Nk

It 15 neow your morn o fire Back at the Edetm

5o you check your DRM= You exert the Crew
for a +2 DREM homus which, combined with that
damnahle -1 DRM for the sill-shidking Victoria,
meis out o a favorable + 1 DNRM.



Although the Dorem is warth anby 1 Victory
I"m'l.tﬁ"l‘_‘:',}lu'u mnk it as Tomnoge so that
et cam continues attacking. (Hed vou taken it
as Sahage your Beld Attack Action would
be ver and wou would need o spend another
Ation o beep mitecking.) You place the Do,
fnﬂ'lp..m the ldl:-ncd @m.'gmruh'lg the
Western Pacific row af the Tommage rack.

Fortunately for wow, the world does not suspect
amyihing mmboward with the Loss of this Passenger
Ship token, and you sugfler O gains in Motoriey
(€} for its sinking.

The dice baw i wour will, rolling a ff and
BH, sinking the Kdtetsu and, as a result of that
calomity for the Fmperialist Powers, you nmst
goin I Noteriety (63 ) as shownon s

Ship token.

Bt you then advance the Notericty marker (63 ) by one fo continue aitecking Boldly and decide éo
target the remaining Hidden Ship token, which is revealed to be an Frondlad Ship tober ¢he Bitesu,
Attack Semgth: 7, Defense Stremgth: 1480).

Fecamss it is @ Warship G.e., it has puns), the Kitetsua aftades the Mautilus firstf Checking the Diice
Roll Medifiors, the Mautihas is not outfited with Reinforced Armor and your Motericty 15 sl below
236 (but barely), so this ship s mot yet showing its purple [mhanced) sde. There is, agoin, o -1 DREM for
there being oy rovealed Winships n that Ocean (the Victorial, ond so you roll 246 with o -1 DREM
and the resdi iz a [l acnd BR .

Your exerted Crew Resournce is then safehy You opt to Salvage this sunken Ship and place

returred o the Fit spoce that it was exeriad itin am empty Sahage Point hoc, Toking a

Jrom. Gaod work! sumken: Ship token as Salvge oxtomatically
ends your Bold Atewch Action. The Victoria
remains defiardly patrolling the Western
Pacific Choemn.



OPTIONAL RULE

Britamnia Rules the Waves

The British Rayal Moy domrinated
the world’s stzge af this fme. This
rish/reward aption iz nawtrol

¢ 41 ta of] British Ship values
CAntmek — if it is = Warship,
Diefense, Motoriety, and
Victory Poinds). Bonus rewards
':E-E-- Treasare, Crew, Memo)
are oot increased.

* When pladng a British Ship
token on the Tonnage tradk,
yOUu may arrange it 5o that it
covers two spaces horigondally
for thai Cicean l:,mn.ll:ing it exsier
to obtain the next Scourging the
Seas VF level).

* When pladng a British Ship
token on the Sn'h'ng: track,
FOuU may arrange it so that it
covers two spaces vertica by
representing that, by icseld, it is
waorth 2 Salvage Points. You
can still never have more than
4 totnl Salvage Points (so da
oot totate it when placing it
in the “Max" Sabmge space). f
you only spend 1 of its 2 points
upgrading the Moutilus, then
it “males change” by rotating,
it back horizootally so that it
ocoapies a single Salvage space
normally

R

¥

Conducting Torpedo Attacks
Usable andy if the Nautilus is equipped with the Steam Torpedoes Upgrade card.

Steam Torpedoes are met of o moedem varishy) Hoving no torpeds tubes, o fire a steam torpedo the
Momtilus mast first surface, prepare the torpeda’s steam propulsion, place it in the wates, aim it (done
more by feel than coloudation), and then lounch it Ther have proven effective, but not guick-finng,

A Torpedo Atiack costs O Actions but can only be performed once per tum. After designating
the targeted Ship token in the Ocean where the Naukls is loonted, place the red and Black

Torpede Attack! marker on it. Torpedo Attacks follow the normal Attack sequence (e, if
you are fargeting a Warship, it fres first and applies the nsnal DREMs).

The Torpedo Attack diceidiz is alomys unmadifisd when rolled. However, when your Torpedo
Antack is a2 246 roll, once that diefdice roll is made, it can be “smed” by Emergency Help (e
Pude 13 - EMERGEMCY HELF).

You mast roll, sinking the targeted Non-warship on 2 5+ resule, or the targeted Warship on a
6+ result Boll 2d6, and apply their sum. I your Torpedo Attack succeeds, you sk the targeted
ship tcken.

Afier your borst miss, Hip the Torpedo marker over o show its 1d6 side. For the rest of the
game, toll cnly 146 for Torpede Attacks (sinking Mon-warships on 2 roll of B or @8, and
Warships only oo o roll of B ). The Imperialises hove started developing counter-tactiod

There is mo () Motoriety [ ) increase when o Torpedo Attack misses.

Conducting Diplomacy Attacks
Usable anly if the Nautilus is equipped with the Hospital Machines Upgrade cord.

A Dviplomacy Aitack costs 0 Actions but can coly be pedformed cnce per tum. After
designating the targeted Ship token in the Ocean where the Nawilus is located, place the red
mnd purple Diplomacy Attack mardeer on it. Diplomacy Attacks [ollow the normal Aracdk
sequence (i.e., il yom are targeting a Warship. it fires first and applies the nsaal DREMs,
bmt it also rolls 3d6 and you choose which two to use o resolve their attack against
youl. The Imperalises sill shoot first and respect your Flag of Truce later, but &t keast they are more
likely b2 be cotrioms!

The Diplomacy Attack dice'die is abways ummedified when rolled. However, when your
Diplomacy Attack is a 246 roll, once that diefdice roll is made, it can be “saved” by Emergency
Help (zee Rule 13 - EMERGENCY HELF).

You muast rell, achieving a Parey with the targeted Mon-warship on o 3+ result, or the tangeted
Wirship oo a 6+ resule. Boll 246, and apply their sum.

Pzrey
H your Diplomacy Attack succesds (i.e, you Parley), your options ar= to do one of the
fallowing:

Ao Farither Diplomatic Relations: Place that Ship token in the comect space cn the Tonnage
track, rtating it 180 degrees (Le., s0 it appears “upside down™,
* Ignare amy Notoriety increase from that Ship tolen (e, it has a O Notoriety) as it is not
=ank, per s=.
* Do wot collect any immediate additiomal benehis from that ship (e.g., Treasure, Crew;
Memo, etc.; end-of-game scoring benehts such as Sdence and Wonder do siill apply). e
Fule 15 in the Batween Veyages Guide — DEFEAT, VICTORY AMD SCORING.
B. Create a Diplomatic Incident: Place that Ship token on the Salvage Track normally G2, do
not rtate & yom do swlfer its Netomien gan),
C. Gather Support for Your Good Intentions: Discard that Ship token, ignoring its Wotoriety
gain {consider it a ) and place oe cabe in the Nawtibes' ODcean, if able

Diplomnatic Failune

After you miss, {lip the Diplomacy marler owver to show its 146 side amd roll only 1d6 for
Diplomacy Attacks until and unless you mend your reputation (Parlering with Nom-warships
on 2 roll of B or @, and Warships only on a roll of B ). MNote that vou com mend your damaged
reputation (zee below),

There is oo () Motoriety | EI}I increase when a Diplomacy Attack misses.



Fepmiction Mending

While Memo has an “Honorable” Motive (iLe., Sdence, Explore, Adventure, amd Humanist)
and Hospital Machines, you may, 2t any time, return 1 Uprising cube from any Land space
1o its available box and “repair” the Diplomacy Attack marker from its 1d6 side back woits
1d6 side.

13. EMERGENCY HELP

When needs must, espedally afteran cutcome is known (=g, after pou fml o TEST or hawe
depleted your Actien Peints for tuet turm and desperately require morel, you sezk “Emergency Help®
o alter the croumstance. That is, you may...

L. X (i.e., discard) your applicable Evenit cards, Adventure, Ally, or Character Attribute
tokens, etc.,

1 Sacrifice [i=., :|'|.1]:h:l i::'u‘nedi.a.l:ﬂ}' uz=ful available Character tiles, andfor
3. Desivoy (discard to the FAIL Pile) equipped Mantilus Upgrade cards
...amd gan their benefies for doing 50 in any combination you desize.

Yex, you could lavishly wse your Emergency Help to assure smooth sailing in Act 1, But it might be better
to accept those early reversals and sove your Emergency Help for when the staber are bigher later in the
Fame,

Electro-Powered Crew Armor upgrade:

* You may use this card once during each Bold Attack Action (i.e., cnce during that series of
batiles) for & +1 mﬂ-!lu_Fﬁu'll:rjrdi.c: Tall [u'h.l:ﬁtrd‘.hnd:u‘l.ﬁ-:tb-m.g sitacked), OB

= Destroy this Noutilus Upgrade card (i2., remove it from the game) for a +2 DREM afiter a dice

rall.

What is an “Emergency Resource?”
Thete ar= a few cards and several toleens that could alier the cutcome of 2 known Tesult. Keep in
mird thass you kave and stay alert to them when you FAIL o TEST?

Emergency Resources granting “Action(s)” mean that you immediately guin that memy Action
Foimes.

Sacrificing Character Tiles

When sacrificed for its benehit, flip that Characier tile to show its cofin side. In addition o the
Character Vs you will mot be scaring for them at the games end. ..

* You mey Sacrifice the Second OMficer at amy time during the Action Phase to gain 1 Action
Posint.

= You may Secrifice the Chiel Engineer o any time during the Action Fhase w gain 2 Action
Points.

* You may Sacrifice the First Officer of any bme during the Action Phase to gain
3 Action Points OR, after aoy 2d6 roll, for a +3 DEM. Her sacribics costs 1 Memo. A kzyal
andl drmsted surviver, the Captain thinks of Farst Officer Rojas a5 his wand and proteges.

* You may Sacrifice Conseil aftera 2d6 wll to re-roll bath dice one time.

* You may Secrifice Ned Land afteramy 246 moll for 2 +1 DREM. His sacrifice gains you 1 £F.
Ned is well known among sailors os an experienced seamom and fearless whaler.

* fou may Sacrifice Professor Aronmax afier any 2dé roll for a +2 DRM. His sacrifice
gains Fou 1 0¥ and also costs you his 1 % which you will et be scoming at the game'’s end.
The professor is @ marine scimiis of seme renown ond the narmator of our story

el a
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*Is passession of the Accident or Incident
card on Fanergency Resamrce and,
therefore, does if work idenficalb?”

Use your player’s iniuition to resche
edge cases: If it looks like an Emergency
Besource, {eels like on Emergency
Resource, amd you thinlk it could play
lilee an Emergency Resonrce, treat it as
in Emergency Besource.

Emergency Resowrces granfing “Action (5)”
mean that wou immediodely goin that mary
Ariion Points.

Firse
AEFiear
#~

+5 Alikan
Fednis LUE -+ 3



Defeat vs. High Score

The tension in Mems’s Wi comes {rom
kocwing when, and how far, to push
your huck. In your quest to triumph
tiomard n:'h.irv:ing Memo's Modive, thai
hardssom path to victony is kought
through a minebeld of defeat conditions.
In much the same way as @ doctor’s
Hippecratic Oath is, “First, do oo
harm.” for you, the player in command
af the Kautihes and shaping its desting,
your aath must be, “Firsi, avoid defeat.”
This means always beng mindful of
what will ragically end your mission.
Most players will try to loeep the Mamtibus
itself in good shape (althcugh it is very
temnping o Hirt with Captain Nemo's
sanity brealing as applying his instabilicy
]-:in'hir better die roll modifers) bat most
plapers tend to suffer defeat by these

more commen methods:

Motoriety i the Grst plate on the
pressure cooker. ALl Motives are
advized to watch this carefully Learn
the tools that mitigate Notoriedy gain
ar, better stll, actually redce your
Motoriety (such as a successhal Incite
Action). Unfortunately for those with

2 cunning plan to press dose o the
edge of Motoriety defest there are
several sudden Motoriety increases
that com ccour unexpectedly among the
Adventure cards and Treasare tokens.
1E you're too close ta breaking Mema's
spirit and becoming a global parish
when one of these events occur you will
be looking at an ignoble defeat.

Emperialist Victory is the second plate
an the pressure cocker. As the Oceans
fll and Ship tokens are revealsd,
eventually the Imperialists ait off your
“windpipe” and suflocate the Mawtiles,
This means that, =ven as you play an
Homorable Motive, purging Oceans of
their Ship tokens is a constant concern
{particulardy during Act Il when maoy
are being placed each turn). Like the
parent who says, “Heyl [ just cleaned
up in there! Can you not make a mess
i it bor @ while?” the Imperialists are
comstantly messing up the Oceans and
leaving you with smother and anoiher
to purge.

Remember that mitigation is oot just for
any old Combat and Adventure card
TESTS. It is a wise player who holds
these aces up ther sleeve untl Ao 11
when they can, licerally, stave off defeat
When, ﬂming.i-nt:. I and 11, Fau wank
to mitigate some clamity or cther, think
af “future you™ during Act LI needing
those resounces to nat bose the gams; in
that light, m setback can be recovered
{rom, defbear cammnat be.

.
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14. HOW THE GAME ENDS

The game ends immediatch when any of the following cooars:

1. ¥au exhaust the last Memo [Brolen), Crew (Killed), or Hull (Shattered) Stip Besource.
These vanous endmgs represent @ ragic [Tihee for your vanmied expedibon and end the game in
Diefear, withow! scoring.

2. I your Motoriety reaches the threshold shown on the Notoriety track (Parioh) for Memo's

Final Motive as follows: #26 for Science; £36 for Adventure, Explore, snd Humamist; #44
for Anti-Imperiali=m and World Order, and 51 for War!

At that momerd, Nemo lases spinit to carry on, sensing that ke has become notorious ax o global
Pariah, snding the game in Dgleot without sooring.

3. Madeen Diakkar is killed. This happens when you must Sacrifice a Character tile and his is
the last one Left.

The loss of his son, with whom Nemo has been newly reecguainted, leads io grievows conseguences for
all, ending the pame in Digfeat withowt scoring.

3. Every Ovean is completely full of Ship tokens (revealed or unreveslsd) when @ Warship
needs to be placed anywhere in the world Gee Bule 1020 - FLACEMENT PHASE, Going
Hunsing?.

This represemts an Impenialist Powers” Victory as they mucceed in their glabal bunt for the
Meutilus, ending the pare in Defeat without scoring,

4. Conducting the game’s Finalé card. If mone of the above acoer o5 @ resdi of fuet Finale (ending
the game in amtomatic Defeat), then the game is scored, your bevel of victory determined, and your
epilogue read (see Fade 15 in the Between Vipages Guide — DEFEAT, VICTORY AND SCORING).
1E the Mawtiles is in the Western Pacific Ocean when vou reveal the Finalé card Retiom to
Mystery Island, the game ends immediately.

1f the game is sutomatically ended in Defeat, read that Motive's Defeat paragraph (EFILOGLTES
in the Between Yovages Guidel.

APPENDIX A: NAUTILUS BLUEPRINTS

This listing of Mawtilus Upgrade cards inchudes some slaboration for sach. (Farentheses after the name
inalicate if itis found on an Fvent cond instend of the Nawtilus Upgrade cards, or (f# is one of the Mistive stanting
Mawtilies Upgmae cards - sze Fule 3, #4 i the Between Vopages Gmide - Starting Mautths Upgrades )

Adventurer’s League

COST: 3 VPs: 2 Adventure

+1 DEM to all Adventure card TEST dice rolls. Regardless of where they were played from or when
those TESTS oocurred.

Arcane Library

COST: 2 VP | Wonder
Add ome to the dice roll {41 DEM) when perE:ln'nin,ga. Search or Inciie Action

Armory (Event)

COGT 3 ViP I Saence

When conducting an Ariack, Indite, o7 TEST roll vs. dangerous animals or peoples (2.g.,
sharks, hostile natives, stc.) you may receive +1 DEMs for =ach +1 Motoriery (50 ) or
-1 Hull pau wish to suffer.

Clockwork Cipher

COET: 3 VP 1 Wonder

Cnice duning =ach Action Phase, you may flip aoy one revealed Ship token in the Nounhs'
Owean for fre=.

Crystalline Sensors

COST: 3 VPs: 3 Freasmore
Each Placement Phase. you may rercll one die one time and apply that result.



Dhving Apparatus (Adventure)

COST: 3: VFs: 1 Soence
A +1 DBEM to all TEST dice rolls resulting from Actions that you have spent 2 Action Poinits 3
to perform. This does not indude Actions “@stoursded” from 2 Action Peimts to onby 17

E. Alter playing 2 KEEP card in its specified Ocean (if it has one), place 1 Treasure Available
gemstone on the Adventure deck bt anly if i@t corren ity has mone. i

Double Hull (Anti-Imperialism) &
COST: 3; VPs: 1 Adventure

A Gain an additional +1 IVEM when exerting your Hall Resoarce (See Fule 7 — BESOLVING
TESTSEL

E. Ignare all B results (i, treat them @5 “no effect™) when rolling to apply Hits to the Mautds,
That is, yowr Double Hull provides sone “Hi tnnmmite”

Electric Horns

COST: 1 VFs: Nome
Crice per Action Phase, you may spend 1 Action Point for -1 3 (or -1 £) during 2 Lall
Tuarn).

Electro Coil Bolts

COST: Z; Vs 1 Soence

Curing =ach oomsion when you sink a Ship token, you may change its Motoriety impact toa
-1 £3 reduction instead by sulfering one Hull Hit

Electro-Powered Crew Armor

COET: 3; VPs: 1 Soience

“fou may use this card once duning sach Bold Attack Action (iLe., once duning thet series of
bactles) for:

A +1 DBEM after any dice rall (whether sttacking or being mitacked), OR

E. Diestroy this Woutibus Upgrade card {ie., Temove it from the game) for @ +2 THREM after a dice
oll.

Fog Machine

COST 2 VFs: Nome

For 1 Action Point, pou may remove this card rom the game during your Action Phase o
decrease your Motoriety (£) ) by 245,

Beinjorcement ships, once added to the Ship cup, remain there even f vour Netorieny is reduced below
the level required to add them,

Gas Turbines (Event)

COST: 3; VPs: 1 Soence
The Mawtiles may make one free Move Action each tarm

Guilds Deck

COET: 2 VFs: 2 Treosune

A lmmmedistely select cne set-aside Mantilus Upgrade card of pour chodce and place it as an
available Upgrade. There can he more than four Mawtiles Upgrade cards avalable

E. During =ach Lull Turn, place one Treasure Available gemstone GF available) oo the next
empty space an the Salvage track (if it is oot full). Each such gemstone counts as one Sabmge
Point.

Hospital Machines (Humanist)

COST: 4; VFs: 1 Soence

A lmomediztely placefreium all Uprising cubes on Land spaces to their holding boa. ]
E. These are now “Goodwill” cubes and play exactly the same way as abaays.

. You receive the Diplomacy Attack marker and can use it per its rules for Attacloing and Scoming;
This upgrade’s Atiacks do not combine with Magnetic Mines md never use amy DEMs.
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Hydro Drive (Explore)

COET: 3; ViPe: 1 Saence

Each time you perform a Move Action, you com move the Kauths up to tee consecutive
Ohreans.

Magnetic Mines (Event)

COET: 2 ViPs: 1 Soence

The Combat Sequence for Bold and Sialk Attacks is reversed (ie., the Mol attacks hrst)
versus Armoved ships (i.e., those with "Tron.” " Armored,” or “Battle” in their class name), These
hips, having a cuiress of armor on their Sdes, were mof ormored helow the waterlined They ondy “retum
fire™ if the Namtiles FALLS its Attadk.

Map Room (Piracy)
COET: 4; VPs: 3 Mon-warships
A +1 DEM for Search Actions.

B. Immediately after drawing and examining =2ch Treasuare tolen, you may draw a secomd one
for +1 Motoriety (53] or -1 Memo; keep one and retum the cther to the Treasare cup.

. You may return any discarded (1.2, lost, remowed, spent. etc ) Treasure taleen having a
Treaswre Y value ta the Treasure cup if you desire.

Monstrous Design (Science)

COST: 3 ViPs: 1 Advemture
Gain one fewer Motoriety {3 ) per Ship toleen that you sink (s shown on that Ship token) via
2 Stalk Anack (onlx down to o minimam Notoriety of 03,

Nemo Cell Batteries

COST: I; ViPs: 1 Saence

During each Lol Twrn, you gain one Action Point. This is comudative with those pained while
Nemaok Motive is Adventure.

Nemo Prism Binoculars

In srder to receive the free Weme Prism Binooulars, they must be one of the current available upgrades.

COST: 0%, ¥P:: None

A ®*Axailable fres &5 2 free “bonus upgrads" when aoy other Mantiles Upgrade card is Refit oo
the Maounlus, This means recetang two upgrades for one muccessiul Refit Action.

B. Once per Action Phase, when you reveal o Hidden Ship tolen, you may redraw it, retaroing
the initia] Ship token drmen ko the Ship cup afterward. You mues place the redrowm Ship
token.

Nemo’s Manifesto
COAT: B; ViPs: 1 Liberation
After PASSING an Incite Action, you may then spend 1 Ship Besonrce using its DRM as

a further reduction in €3 (e.g., il it would have provided a +3 THEM, you instead receive an
additional -3 3.

Nemo’s Sanctorum

COST: 2 ViFs: 1 Wemder
Once during each Action Phase, pou may perdform o Reflect Action and either:

A Gain 2 Action Points by reducing the Memo Besource by 1, OR
B Gain 1 Memo Resource by expending 2 Action Poini=s (or 1 during 2 Lall Tuam).

Officer’s Mess

SO 2 VPs: 1 Adventure

Alter completing an Action that you paid 2 Action Paoints to perfomm, you may immediately
comduct a fres Move Action.



Feriscope Device (Warl)

COET: 3; VPs: 1 Advenbure
A You no longer gain 1 Motoriety (23] between consecutive Bold Attacks (ree Fule 12 -
COMEAT). .

E. You can also make comsecutive successful Stalk Attacks (Jollowing the mules for consecutive
Bold Attacks), but vou do gein 1 Motoriety {63 ) between each of thess, %

. This iz usable during all attacks, even those farced wpan pou.

Prize Crew Quarters
COST: 2: VP 4 Character
A Instead of pladng a Sanlen Ship token as Salmge, you may place it on this card.

E. Alier zach Rest Action [whether Swccessful or not), you may discard one of them to “train”
fie., gain) I Crew Resonrce.

¥
. . &
Reinforced Armor X
COST: 4 VPs: 2 Advenbure =
Add ome (+1 DEM) to all Warships® Attack dice rolls.
Steam Torpedoes
COST: 4: VFs: 1 Soence
This upgrade’s Attaclks do not combine with Magnetic Mines and never us= any DEMSs.
A Once per Action Phase, you may make one free Torpedo Attack at the Namtibus' location. i
Eoll 2d6 amd sink the targeted Mon-warship on @ roll of 5+ or, if you still possess this card after .
enduring their Attack frow could sacrifice i), sink the targeted Warship on a 6+
Beminder: A Steam Torpedo Attack follows the normal Combat Sequence. That is. if you
target 2 Warship, it will shoot before you do!
E. Aker your first miss, flip the marker ower to show its 1d6 side and mwll coly 146 for Torpedo
Attacks for dhe rest of dhe game (sinking Mon-warships oo o roll of BE o B, and Warships
caly oo a roll of BEY.
Strengthened Prow
COST 4: VP 2 Adventure
Add one (+1 DEM) to all Noxiks non-Torpeds and non-Diploma oy Atiack dice rolls
War Room (World Order)
COST: 4; VPs: 3 Warship
For any 2d6 Combat (whether attacked or atiadking) or Incite rall, ou may change sither die’s
resutlt to ol before determining the cutcome.
Yot need to think ahout that for a minwte; i cddition o being “make spes” inmirance o ovoid disasters, a
War Roem plan can be imvaliable in dose situations!
APPENDIX B: MOTIVE RULES CHANGES INDEX
The special Tules for thess four motives are summarized below., |
Adventurer i
Setup £
|

Flace 1 Adventure token face dowm in 2 ramdom Major Ocean.

Call b Adveniure

1
Lull Turns are handled a bit differently but only in these ways: j

® Yoo receive 2 Action Points, not 0.

= You never receive the Lull Tarn * discount™ for normal Actions, That is, normal fe.g, Rest)
Actions reduced in cont o ondy 1 Action Paint during 2 Lull Tam alwas cost 2 Action Paints
during a Lull Tur whils Nemo's Motive is Adventwre. Other events that reduoe their cost do anby 1
Action Point during a Lull twrw, such as for The Grecian Archipelage or The Sowth FPole Bveni
card, #ill apply normalky



.- You also place 1 Adventuare token (if possible), fBace down, i the doubles Ocean I that
Doean already bes a face down Adventure token in it, place it in an adjacent Gcean that does
' nat have ane; if thers is no such Ocean, do not place that Adventure twolen,

# These above changes notwithsanding, it is sill 2 Lull Tarn; conduct all other aspects af it

normally.

] The High Sexs
| There ar= 12 Adventure toleens for this mative.

BRETIE (EEMH
I.IF;{.I.E'.IE i = To mevead an Adventure toleen, the Nawtiles must be in that Ocean and perdorm o successful
itnsazr ¥ Search Action — this alse entitles you to collect Treasure whkenls) if thers is a Treasure
":TIT:D i Aomilable gemstone there. This is a “seardh for adventure. ™

= Once revealed, place that Adventure token in its specified Ocean regardless of the pressnce or
shsence of other tokens there.

» Tocloim an Adventare tolcen, maove the Namtilus to the Ocean with that revealed Adveniure
token and either: 17 Perform a sacoessful Attack Action, OF 2) Conduc an Adventure
Action there; ofterward, also collect that revealed Adventure token as 2 bonus reward.
Comsider it a “Retain” Treasure token: 1.2, Fou |::n'-=1.'|1-=n:|1_:|1:i|:-:r|.t|:| discard it ("X bor am
excellent beneht or score it at the end for both of its paint categaries.

Humanisi

Dierds Mot Weads

While Nemo's Motive is Hamanist, during the Action Phase
{only ), ripke all Notoriety gains. Lise camtion when imifiafing Attech
amd Advemtwre Actions!

Fresh Motive Change
When changing to or from Huomamnist at the begioming of Act 1, return all the cubes on Land
spaces to their available box, b other words, cube placement becones o complete, Act HT do-over.

ocdwill Missions
Your Imcite Actions are now “Goodwill™ Actions (with identical game effects and outcomes).

Driplomsacy “Anacks"

Courtesy of having Hospital Madsines:

Treai Hospital Machines ke Steam Torpedoes i all ways, except a Diplomacy Attack differs
from a Torpedo Attacks thas:

nyﬁ%hﬂiéﬂ? l-:l. A Far each Warship’s Attack against the Mawtiles, apphy the usual DEMS, but instead, rall 3d6

T ezt e Dby Sk b and choase which two to use to resolve their Attack. They still dhaot first and respect your Truce
e et Hag bater, et at least they are more Lkely 1o be curious!

B Apply Diplomacy Attack Exlures exactly as you would Torpedo Attack Eilures.

. U your Diplomacy (Torpedo) Attack succesds (e, you Parley), your options are b

* Further Diplomatic Belations: Place that Ship token in the comrect space on the Tonnage
track, rotsting i 180 degrees (Le, 5ot 5 “upside dowm™. lgnore any Motoriety incresse from
that Ship token (ie., it has a 0 Notoriety) s it is not sunk. Do ret collect any immediate
additional benefts from that ship (e.g , Treasure, Crew, Memao, etc.; end-of-grme scoring
benehits such as fxence and Wonder do still apply]. See Diplamatic Scoring, below.

« Create n Diplomatic Incident: Flace that Ship token on the Sabage track normally (e,
it 15 mak rodabed ond you suffer that motive's Motoriehe gainl, OF

» Gather Support for Your Good Intentions: Discard that Ship token, ignoming its
Motoriety gain (consider it a 0) and place one Goodwill cube i the Maouiikes' Ocean, if able.

Repmtation Mending

Homorable Motives (5.2, Science, Explore, Adventare, and Hamanist) with Hospital
Miachines may, at amy time, return, 1 cube from any Land space to its available box to “repair” the
Diplomecy Attack merker from its 1d6 side bads 1o ies 2d6 side.

Diiplomatic Scomng

At the end of the game, when scoring, the wimted § ¢, upside down) ships on the Tonnage oack
are neither sunken “Warships" nor “Mon-warships,” but ore instead sill-Hoating “Relations
Ship="




= All 5hip tokens om the Tonmage track contribute to your Scourging the Seas bonus points at
the top of each cobumn on the Tonnage oack, although this s mow “Securing” the Sens (nstead
af Scomrging?. This trealves o combination of nevigation trecties and anforcement, with new columm
headings representing the swocess of your neal treaties reading: Bending (E), Recognition (12,
Conzent (173, fﬂ'lrlpﬁmr: 3y D-qﬁ.'nrl:-: {300, and Homer ($3).

= Relations Ships score 1 Securing (Scourging) VP per differers Nationality fype among your
Relations Ships G, check their fags and score 1 VP for each different ome).

Belations Ships alwo score 41 Securing (Scourging) VP each IF you decline to score @my of
the individual Warship and Non-warship VPs from: the Tomnage track. You still eam Ship VPs
narmally from ather sources (e g, Adventure cards).

Piracy

Arrl

While Piracy is Captain Memos Motive you cannot suffer a
Motoriety Defeat. Instead, Fresze the Motoriety marker in place
upon reaching the War Defeat box (#51). These rules remain in
effect bar the rest of the game

= Infemy to Infininy: Treat all future fluctuations as +0 Motoriety but, when offersd a chaoice
between affecting Motoriety or some other penaley, you st choose the ocher.

= Imperialist Retaliation: For the rest of the game, determine your Action Points using the
twa black dice's differential (not the three white dice) each Flacement Phase (ignoring the
whiie dice |:]|.1:ring Lull inrns).

fmperialis Patrol:

While Piracy is Captain Memo's Motive, collectively treat the presence of one or more Hidden
Ship tokens in the Nawihe' Ocean 2 ene Warship token (kotal, not each) for 2Il DEM purpases
fi.e., 2 -1 DEM for almost everything).

World Order

Setup

Remowe all thirteen Wonder Tokens from the Treasure cup and
place ome each on Notoriety space 10 and on each thind space after
that (L=, 13, 16, 19._. through to 46).

When reached, thoze Motoriety lewels also add that Wonder Tolen to the Treasure cup [thus
increasingly “polhiting” it). Rising notorizty makss it more dificet to ohioin dependable allies,

Ignore this placement when switching to this Motive duning Act I (5 too kete for thag) and
leave thess Wonder Tokens on the Motoriety track (ko be removed a5 described abowe) when
switching from: this Motive during Act 111 (125 too bate for that, tocl.

Add all of the Ally Tokens (thess ar= a spedal type of “Retain” Treasure Toleens) o the
Treasure cup. Do this immediately when switching éo this Mative at the stert of Act TIL

Fear anid Respect
At the end of the game, you score Sconrge VPs for the pwo right-most columres you Bl on the

Temnage Track. For example, if vour twa rightmost colusns Slled are Darger and Menace, vou would
score 53 Scowrge VPs o the end of the game!

The Vilwe of Uity
While your Motive is Woorld Order, when you place a cube via an Incite Action, you also drae
1 Treasure token (oourtesy of wour new alies there?.

What Good @re Allies if You Don't Uise Them?
E=tmin Ally takens when doren. While Memas Motive is World Ovder and the Nautihis is m any
Chcean where 2 cube is in 2 Land space there (e, a “Cube Ocean™:

= You con spend Ally tokens o5 Emergency Eesonrces,

* You con place Ally tokens face down on the Tonnage track as if they were Ship tokens sunk
there (ko ccoupy that space on the Tonnage track and for its Ship ¥YPs at the end of the game,
bast at a cost in Motoriety).

Ctherwise, an Ally Token just scores the VPs listed oo its fromt side ai the end of the game.

Y Score 41 bonus VP per Belations
Ship matonality!
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The Kiterm and the Nawtilus begin the
Action Phase in the same Ocemr. Yu
make o Relewtess Puorsiwit check to see
if ¢he Kiteisu apgressively pursies the
KNawtihes Sinee the Kotetm is worth 2 VIPs,
om o diz roll of B, it il inemediarely

abtack the Mawtiles!
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APPENDIX C: OPTIONAL RULES INDEX
The Optional rales are listed snd indexed here:

Nadeen Dakkar
See Pude 3 82 B and 20 in the Between Viages Guide — GAME SETLF
The seventh Character rile represents Madeen Dakkar whose participation is @ Setap decision

(%ze Fule 3 in the Between Vovages Guide — GAME SETUF). His variable eminy and ahilities
emeTge a5 the game unfolds. His kass is an awlomatic Defeat condition, so avaid that!

Each Character symbal has its own individual VP scaring value. If Madeen Dakkar is

aboard the Mautilus you scare +1 VP per insémice when scoring Character symbals (eocept

{or Aniribute tokens; thase are just modifications to that Characier tile’s VP value before it is
seored). Thus, if you had the Gllowing Claracter scoves at the game’s end: 1, 2, 2, 3 armd 4 you wonld
score @ total 17 Character VPs [Le., +5 YPs mone thar their face vabee) thanks to Madeen.

Ships’ Officers Attribute Tokens
See Fade 3, £13 in the Berweon Vinanges Gride — GAME SETUF o adding these flles to play and how
they are used.

Act ITT Motive Switching
Yo maay chompe Memo’s Motive between the Homorable and Sterm cotegories, but this dissomancs causes
problems between the Captain and kis crew.

HMote the current Crew DEM (as show o the right of the Crew Resource marleer's present
location). You must lose that maoy Memo when changing from an Homorable to 8 Stern Motive
ar that many Crew when changing from 2 Stern to an Honorable Motive.

Imperialist Naval Coordination
This mule puots you ol g disﬂd:wn.!na:'.

Whenever you suffer a peralty of -1 DEM, if there are sy revealsd Ship tolens in the Nauils'
Oicean, change it to -1 DRM for each such revealed Ship token these!

At All Costs!
This option puis you at & strong advantage dwring the endgome,
Far +1 i3, you may Sscrifice (ie., retumn to the box) any one Nawtilus Upgrade card

{memimum once per occasion), either equipped or avadable for purchase, before any TEST
ar Combat 246 roll for a +2 DEM. This is the only exception for modifying Diplemacy and

Torpedo Atiachs.
Deadly Seas

See l!l.ﬂ:-l#Sin the Between Veyages Guide — GAME SETUF for adding these files 1o play.
See Pude 10 — PLACEMENT PHASE for revealing these iles and their effects.

Relentless Pursuat
This option puisvou at & disadvantage.
At the heginming of your Action Phase sach burn (Le., hefore conducting ary Actions), desigrote

=ach revealed Warship tolen in the Mawilns’ Ocean, one & 2 time, toll 1dé For ity and
compare the result o the Ships Victory Point (VP value. I the result is...

= Equal to or gremter tham (2) its VP value, thers is no eflect.
= Less than (<} its VP value, you st Bght it immedintely

This is 2 mandatory “free” Bold Attack Acton (ie., it costs O Action Points). Victory does
allow you to continue making (fee) Bold Attacks in that Ocean as usual, if desired (see Bold
Artacks).



Buried Treasure
See Bule 71 — ACTION PHASE, Buried Treasure Ackion.

1f you, opticnally, buried Treasure inkens and Nemo's Mative is gill “Stern” when scoring, count
the number of spaces the Crew Besource matker is below its maximum; up to that mery Buried
Treasare tohkens score IMVUELE their value in Treasure Vs, Additional Buried Treasare
tokens stll score their (undoubled! VPs nommally.

Britannia Rules the Waves
The British eyl MNavy dominated the world's stage at thes time. This riskéreward opion is newtral.

el o all British Ship waboes Crvack — i i s o Wiership, Defense, Motoriety, and Victory Points),

= When placing a British Ship token on the Tonnage track, you may arrange it so that it
covers two spaces Rorigontally for that Dicean (making it =asier to obtain the next Scourging
the Seas VP lewe]).

= When placing a British Ship token on the Salwmge tradk, you may arrange it so that it covers
two spaces vertically representing that, by itseld, it is worth 2 Salvage Points. You can sill
never have more than 4 total Salvage Points (so do not rotate it when placing it inthe “Maz" *' [
Salvage space) If you ooly spend 1 of its 2 poiots upgrading the Mawtils, then it “malees = i
change" by rotating it back horizontally so that it coccupies a single Salvoge space normally. e o

APPENDIX D: DIFFICULTY LEVELS INDEX i an
The decision points to customize the game ta be easier or more difficult are listed below

Advenhore Deck

Eee Bule 3, #2.H in the Between Vepages Guide —
GAME SETUP.

Sterting Wautilus Upgrade Card
See Rule 3, 24 in the Between Voyages Guide —
GAME SETUP.

Remaining Mautihes Upgrade Cards

Eee Hule 3, 24 inthe Between Voyages Guide —
GAME SETUP.

Deadly Seas Sohwp
Zee Bule 3, 25 in the Between Voyages Guide —
GAME SETUF.

Flue & Green Ship Groups Setup
See Rule 3 #7 in the Between Voyages Guide — GAME SETUPR.

Tnitiizl Fidden Ships

See Rule 3, #0 in the Between Yoyages Guide — GAME SETUE
Irstial Officer Personality Tokens

See Rule 3, #13 in the Between Vipages Guiide — GAME SETUF,
Irstiz] Action Pints

See Rule 3, £14 in the Between Yoyages Guide — GAME SETUP.

Tex! Failures
See Rule T —BESOLVING TESTS.

Epilogue Balomoing
See Appendiz E in the Batween Vmages Guide — EFILOGUES.,
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