Orders
Movement in phases
Other (place these on the right of the standard)

1
=
One rex forward
Ram *
=
Attempt ram

-1
=
One rex backward
Board  Move >
=
Move units

Extra 1
=
Extra rex movement
Grapple ) ( 
=
Attempt grapple

R
=
60o turn to the right
Ungrapple ) -
=
Cut grappling lines

L
=
60o turn to the left
Prepare fire ^
=
Prepare fire arrows

0!
=
Emergency brake
Shoot ¥
=
Fire missiles




Repair #
=
Attempt repair

Turn sequence

1. Reveal orders: all players reveal the orders for their ships so that the umpire can clearly see them. Orders may not be changed after this.

· Movement: Executed by subphase (maximum 6 per turn). Ships with speed 1 move in subphase 1 only, ships with speed 2 in subphase 1 and 2 and so on. Each subphase the following actions are resolved:

· Ships make emergency brakes

· Ships move one rex and may change facing

· Ships in same rex make ramming attempts

· Units move on deck or between ships

2. Units make grappling attempts. 

3. [image: image1.png]


Inflicting damage: the effects of missile fire, hand to hand combat and ramming are established. Damage cards are put in the Damage box on the ship sheet.

4. Repair and work out damage: attempts to repair, extinguish fire, ungrapple and remove disorder are made. Damage cards that last one turn are removed. Then damage to the hull as a result of fire and holes is established. Finally the damage cards are taken out of the damage box and worked out.

5. Determine orders for next turn.
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Doing well?

Although this game was meant mainly for fun, there are always players who want to win. For those who feel that having a fun day isn’t a major victory in itself can consult the suggestions below:

Doing well as a Roman trierarch
Doing well as a Pirate trierarch

Capture as many ships as possible
Capture as many ships as possible

Sink as many ships as possible
Capture as many prisoners as possible

Kill as many pirates as possible
No doing well without surviving

Make as many prisoners as possible
Sink as many ships as possible

Dying gloriously is better than living in dishonour
Kill as many Romans as possible

Navarch or prefect

Capture as many ships as possible

Capture as many prisoners as possible

Sink as many ships as possible

Kill as many enemies as possible

Off course this is taken firstly at the level of the whole fleet or the squadron, but also off course individually.

Ship statistics

Type
Size (rexes)
Mass
Maximum speed
Hull strength
Maximum # of units on the deck

Deceres
2
6
3 (4)
20
10

Quadrireme
2
4
4 (5)
16
5

Liburnia
1
2
4 (6)
12
2

Thank you

Hans Goosen and Frits Kuijlman have made many a useful comment on the rules and have been invaluable in the physical presentation of the game, such as the design of the ships and other game materials. Also they’ve spend hours cutting and pasting, drawing and sawing. Without the game would definitely have looked less appealing. But others have also done their bit in getting this game to you by wielding scissors, play testing and in other ways and are wholeheartedly thanked here for their contribution: Daniel, Jim, Kim, Michel, Petra, Murphy Mania Committee.

Dick Bax & Jurriën de Jong

Work out damage

Holes

Ships that still have leaks after repair attempts lose 1 point of hull strength.

Fire

One point of hull strength is subtracted for each 3 fire-counters on the ship after extinguishing attempts. Each turn two ships are connected by grappling lines or because they are stuck as a result of a damage card and the number of fire-counters on one ship is equal to or higher than the present hull strength the fire will leap over to the other ship. One fire-counter is put on the other ship.

Move damage cards out of the damage box

Damage cards in the damage box can now be put on the corresponding units and indicators (e.g. maximum speed and turns). The effects and restrictions of these cards apply to the coming turn.

Command

The navarch is aboard one of the ships in his squadron, the Prefect has a separate ship. As most ships were considerable distances apart it was difficult to communicate between them. Therefore the prefects and navarchs used coloured flags to give orders. These were necessarily rather simple. In case of a battle it was always necessary to prepare a simple plan beforehand, and it was extremely difficult to change it in the course of the battle.

Possible orders:

Follow me

Advance

Retreat

Left

Right

Introduction

These are the glory days of the Roman Republic and the Mediterranean is infested with pirates. Especially in the eastern parts, where the Romans are waging war against the successors of Alexander the Great, coastal tribes are able to profit from the breakdown of central power. By the year 686 Ab Urbe Condita (i.e. after the foundation of Rome, or 67 BC) the pirate menace is considered so threatening that Gnaeus Pompeius Magnus, the greatest general of the Roman Republic, has been invested with wide-ranging powers and a huge treasury to rid the Mare Nostrum of these hoodlums for once and for all.


The winds of the Mediterranean are treacherous and storms can fall upon unsuspecting travellers as well as long lulls. For this reason warfare on these seas is waged by rowing rather than sailing ships. Romans tactics concentrate mostly on boarding and carry large numbers of marines on their ships, but all ships are still fitted with a ram and are thus capable of sinking a ship without hand to hand fighting.

The game

Players will play on either the side of the Romans or the Pirates. Both fleet consists of a dozen or so ships, each player being a trierarch, or captain of one ship. Each fleet will have a prefect, or admiral, and several navarchs, or squadron commanders. Due to the distances between ships communications between squadrons can only take place by coloured signal flags.

Each squadron has an umpire attached, who moves ships and handles other actions by the players’ ships on the playing field. Players indicate the actions of their ship and crew by placing order counters on a standard in front of them. The umpires may ask the players to roll dice to establish the effect of actions and will inform them of the results of other players’ actions.

All dice rolled in this game a six-sided.

Lay out of the game

The game map is made up of rectangles. Although it may look unfamiliar to some of you, this map has the same effects as a hexagonal map. For ease of reference we have named these rectangles: Rex (a contraction of rectangular hexagon).

A model of each ship is on the map. All players are seated behind tables around the playing area and are not allowed to walk on the playing area. Each player has a ship sheet with the most important data of his ship, a couple of units, a set of order cards and a standard, a set of damage cards and a sheet with the name of the ship and the colour of its squadron.

Normally the sea is assumed to continue outside the map, but ships moving off map take some time to return if they should wish to. In a scenario the sea may border on land and rexes may contain islands. Just as a reminder: ships can’t move through land rexes.

Ship types

There are three types of ships in this game:

· Liburnia: a small ship that serves as messenger ship between naval commanders and is sometimes preferred by pirates for its speed and agility. It has no ram and few marines. It fits in one rex.

· Quadrireme: the mainstay of the Roman navy. It is designed both for ramming and boarding.  Often it is equipped with ballistas. The ship is two rexes long.

· Deceres: large ships that are used as flag ships and carry lots of marines. They have a ram and several ballistas. The ship is two rexes long.

Ship characteristics

· Mass: the relative water displacement of the ship

· Hull strength: the maximum amount of damage that the hull can incur before it sinks.

· Maximum speed: the maximum number of rexes that may be moved in one turn without and with the “Extra” speed order cards

· Maximum turns: the maximum number of 60o turns a ship is allowed in one turn

· Units: the number of boxes is the limit to the number of units allowed on board

Units

There are four types of units in the game:

· Remigis: unlike the slaves employed on galleys in later periods, these rowers are free men and well paid. As one missed stroke can incapacitate the whole ship they are well trained and disciplined. Rowers are unarmed. All the rowers on the ship together count as one unit.

· Sagitarii: Romans and Pirates used to harass the enemy. Fire arrows may be employed in an attempt to set enemy ships on fire. 

· Milites: Romans legionnaires and pirates trained for hand to hand combat. The Romans are better-equipped and trained and so have and advantage in combat.

· Ballista: essentially a large crossbow, which shoots large arrows over considerable distances. Fire arrows may be employed in an attempt to set enemy ships on fire. Ballistas can’t defend themselves in hand to hand combat.

The maximum number of units on the ship is indicated on the ship sheet. Units may only perform one action during a turn. Rowers are below the deck and may only row, perform an emergency brake, remove disorganisation or attempt to close holes. Milites and sagitarii may attempt to extinguish fire, repair damage and grapple or ungrapple, remove disorganisation, move, prepare fire arrows, fire missiles, and engage in hand to hand combat. Ballistas may only fire missiles and prepare fire arrows.


Missile Fire

Ballista and Archer units may fire at ships within range and line of sight. Archers have a range of 4 rexes; Ballistas have a range of 8 rexes. Units may not fire missiles over the bow or stern of the ship. The line of sight of a unit is broken by rexes with ships in them. Using fire arrows for bows and ballistas takes one turn of preparation. An “prepare fire” order has to be given. A unit preparing for fire missiles can’t perform any other actions. The ranges are halved for fire arrows. 

Roll one die for each Archer or Ballista unit. For each roll of 5 or 6 the trierarch of the target ship draws 1 Damage card. Only those cards, which are marked BOW, are put in the damage box on the ship sheet, the others are returned. When a unit is using fire arrows, another die is rolled for every damage card drawn. For each 4, 5 or 6 a fire counter is put on the ship.

Disorganisation

Units become disordered as a result of damage to the ship or enemy arrows. Rowers with disorganisation suffer restrictions to the speed and the number of turns allowed in a turn. Other units with disorganisation counters are not allowed to perform actions other than reorganisation or defending in hand to hand combat. They suffer a penalty in hand to hand combat. Disorganisation is cumulative and if there are more disorganisation counters than units the excess is distributed evenly among the units.

Repair

The damage cards from the last turn whose effects last only one turn are removed. For attempts to extinguish fire, ungrapple, remove damage cards: roll a die per milites or sagitarii unit without disorganisation. For each 5 or 6 a fire-counter, grappled-counter or damage card is removed. Ship hulls may be pierced by ramming as a result of damage cards. Rowers may attempt to repair holes if the ship is stationary and the rowers are without disorganisation. At a roll of 5 or 6 the hole is repaired.

Remove disorganisation

In this phase each unit may remove one disorder counter if they have not performed any other actions this turn. Note: rowers may continue rowing in disorder, but can only remove disorganisation if the ship is stationary and the rowers have not performed any other actions this turn

.

Inflicting damage

In this phase the effect of successful ram attempts and collisions is determined, as well as of missile fore and hand to hand combat. All this damage is assumed to be inflicted simultaneous.

Effect of ramming and collisions

In case of collisions both sides draw as many damage cards as the sum of the highest speed and the highest mass of the two ships. The speed is equal to the number of rexes moved after the last facing change. Damage cards are put in the damage box on the ship sheet. At the same time the same number of points are subtracted from the hull strength as the number of damage cards drawn. For example: a liburnia with speed 4 collides with a quadrireme at speed 3. Both trierarchs draw 8 damage cards and subtract 8 points from their hull strength (4 for the highest speed and 4 for the highest mass).


In case of ramming the trierarch of the rammed ship draws as many damage cards as the speed of the ramming ship plus the mass difference plus the score of a die roll. The speed is equal to the number of rexes moved after the last facing change. Damage cards are put in the damage box on the ship sheet. At the same time the same number of points are subtracted from the hull strength as the number of damage cards drawn. 

For example: a deceres rams a quadrireme at speed 2 and rolls a 3.  The hull damage is 2 + (6-4) + 3 = 7. The trierarch of the quadrireme now deducts 7 points from his hull strength and draws 7 Damage cards. If the quadrireme had rammed the deceres the effect would have been 2 + (4-6) + 3 = 3.

The trierarch of the ramming ship draws as many damage cards as the sum of a die roll minus the mass difference. A liburnia that rams a deceres and rolls a three therefore draws 3 – (2-6) = 7 damage cards.

Sinking ships

When a ship has no hull strength left it sinks and the model is removed from the map. If the ships sinks while it is connected by grappling lines or because it is “stuck” as a result of a damage card, the other ship must draw a number of damage cards equal to a die roll. Note: ships can also sink as a result of leaking holes and fire in the “repair and work out damage”-phase.

Hand to hand combat

Units from both sides are paired, and if one side has an numerical advantage the excess is distributed evenly over the pairs. For each pair both sides roll a die. Milites units have a +1 modifier, while units have a –1 modifier for each disorder counter. For each excess unit per pair a +1 modifier is applied. The unit with the lowest modified score is removed. If the modified scores are equal nothing happens. If no other units than rowers are left on a ship, it surrenders.

Orders
Movement in phases
Other (place these on the right of the standard)

 1
=
One rex forward
Ram *
=
Attempt ram

-1
=
One rex backward
Board  Move >
=
Move units

Extra 1
=
Extra rex movement
Grapple &
=
Attempt grapple

R
=
60o turn to the right
Ungrapple
=
Cut grappling lines

L
=
60o turn to the left
Prepare fire ^
=
Prepare fire arrows

0!
=
Emergency brake
Shoot #
=
Fire missiles




Repair 
=
Attempt repair

All orders placed on the standard must be executed. If a liburnia with two sagitarii units has given a “shoot” and a “repair” order, a unit must be assigned to each task, even if there is nothing to repair or to shoot at.

Example deceres: 1 1 L 1 R Extra Ram Shoot Repair. Movement subphase 1: ship moves one rex forward; subphase 2: ship moves one rex forward and turns 60o to the left; subphase 3: ship moves one rex forward and turns 60o to the right; subphase 4: ship moves one rex forward (Extra card is permanently removed after use!). If during this movement it encounters another ship, it will attempt to ram. At least one of the Sagitarii and ballista units will shoot, and at least one of the deck units will attempt to remove a damage card.



Turn sequence

1. Reveal orders: all players reveal the orders for their ships so that the umpire can clearly see them. Orders may not be changed after this.

2. Movement: Executed by subphase (maximum 6 per turn). Ships with speed 1 move in subphase 1 only, ships with speed 2 in subphase 1 and 2 and so on. Each subphase the following actions are resolved:

· Ships make emergency brakes

· Ships move one rex and may change facing

· Ships in same rex make ramming attempts

· Units move on deck or between ships

· Units make grappling attempts. 

3. Inflicting damage: the effects of missile fire, hand to hand combat and ramming are established. Damage cards are put in the Damage box on the ship sheet.

4. Repair and work out damage: attempts to repair, extinguish fire, ungrapple and remove disorder are made. Damage cards that last one turn are removed. Then damage to the hull as a result of fire and holes is established. Finally the damage cards are taken out of the damage box and worked out.

5. Determine orders for next turn.

Movement

Normally the maximum speed of a deceres is 3 rexes per turn and 4 for a liburnia or quadrireme. Each trierarch also gets a few cards that increase the maximum speed (adjusted for rower disorder and damage to the ship) for one turn. No new cards can be obtained during a scenario. If rowers get disorganised this will slow down the ship or even force it to a halt. Each rower-disorganisation counter deducts 1 rex from the maximum speed. 

A ship may increase speed from 0 to its maximum in one turn. Decreasing speed is more difficult. Normally speed may be reduced by 2 rexes at most in one turn. An emergency brake (i.e. speed goes from more than 2 to 0) may be attempted at considerable risk of rower disorganisation. As many damage cards must be drawn as the speed of the ship in the last turn. Any “rower disorganisation” cards are put in the Damage box on the ship sheet, all others are returned to the container. Backing water is only allowed when the ship is at speed 0 or already moving backward. Also a ship that has been moving backward in the last turn must first have speed 0 before it can move forward.

Ships that have Grappled markers or are stuck as a result of a damage card on them may not move until the cards are removed.


Turning

Turns are always made at the end of the movement subphase. Ships turn around their rear rex. The number of facing changes allowed in one turn is 4 for liburnia and 3 for quadriremes and deceres. For each rower disorganisation one facing change is deducted from the above. Also one facing change less is allowed if the rudders are damaged. If a ship is at speed 0 it may always make the number of facing changes indicated above. 

Ramming

When a ship enters a rex in which another ship (friendly or enemy) is already present both trierarchs roll a die. If the scores are equal a collision occurs. If the ship that enters the rex has a ram order and the die rolls are not equal the ram is successful.


If two ships (friendly or enemy) enter the same rex in the same movement subphase a die is rolled for both ships. The highest scoring trierarch decides either that his ship has successfully rammed the other ship (if he has a ram order), or that no ramming has taken place at all. If the score is equal a collision occurs. After a ram or collision both ships are at speed 0.

Moving units

Units on deck may move on the ship and between ships. A board/move order must be given. Units may never move from one rex with enemy units to another rex with enemy units.

Grappling

For an attempt to be made two ships have to be in the same rex and a grappling order must be given. For each Milites or Sagitarii unit a die is rolled. For each 5 or 6 a grappled counter is put on the grappled ship. 

Boarding

To board another ship both ships have to be in the same rex and have been connected by grappling lines in the previous turn. Boarding units may only move to parts of the enemy ship, which are in the same rex as their own ship. The maximum number of units allowed on those parts of the enemy ship is limited by the deck capacity, which is indicated on the ship sheet. So a maximum of two units may board a liburnia.

