VOC

FOUNDING THE DUTCH EAST INDIES COMPANY

Correctedrulesof theadvancedyamev 1.1 AE

It's 1602...Merchantsfrom the rich provinces of Holland and
neighboringZealandgatherin statelyroomsto discusghe foun-
dation of a mighty consortium:a compan that will hold the
monopolyof the very pro table Eastindiestrade.One question
occupiestheir minds more than anything: who will control the
nev compary? Amsterdamis pufng up its might, but a small
groupof merchantdrom the wealtty Zealandtown Middelburg
have gatheredalmostas much experience wealthand power in
the Eastindies.Oneof themin particularis seenasbeingexcep-
tionally powerful. You couldbe him!

Eachplayertakestherole of amerchantiving attheendof
the sixteenthcentury Thesemerchantsentout shipsto explore
and expandthe pro table tradein the east,wherethey traded
cloves,nutmay, silk andteain suchremoteareasasindia, Indone-
sia, ChinaandJapanThesegoodswerethensold at greatpro t
in the West.Thejourney, however, wasa dangerousneand t-
ting out a shipwasprohibitively expensve. Merchantgherefore
cooperatedn small groups,called ‘compagnie'in Dutch, to t
outshipstogether

At the sametime, competitionwas cut-throat, not only
at home, where Amsterdamwas the most fearsomerival, but
alsoabroad.Thereforea unitedcompary wasfoundedin 1602:
the "VerenigdeOostindischeCompagnie',or voc for short.The
company was governedby a board known as the “Seventeen
Lords'. Historically, Amsterdanmgot abouthalf of the 17 seatsn
this mighty body, with Middelburg gettingonly 4 andtherestgo-
ing to smallertowns. Your objectie is to improve uponZealands
historical fateif you succeedMiddelburg will rival Amsterdam
asthe capitalof the United Dutch Provinces!

This sheetcontainsthe rulesfor the advancedgame,which can
be playedby 3 to 5 players.Therulesfor the basicgamecanbe
downloadedrom http://wwwsplottercom/ english/ voc.html.

GAME MATERIAL
This gamecontains:

Woodencubesyepresentingnen;dependingon their placement,
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1. MenwhichareplacedarecalledmerchantsThey cancarry
goodsfrom the East

2. Men which are placedhere are called sailors. They can
navigatethe ship
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Textiles Cloves Pepper(placedin
the harborprinted)

1. The goodsneededto fulll this contract. The numbers
above the goodsindicatehow mary are neededo ful ll
the contract.

2. Theamountyou earnful lling this contract.

3. Theamountyou will loseif youdo notful Il thecontract
attheagreedime
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thesecan have differentfunctionsdependingon wherethey are  Warehousefor eachplayer You canputyour menandup to two

playedontheboard:

goodsin yourwarehouse.

1. Thecontractwith ontheleft sidetwo cinnamontwo nutmey andtwo clovesandon theright sideonepepperis wrong; it shouldbe understoodasa contractfor

onecinnamonponenutmey andoneclove, or two pepper
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1. Shipindicateshecurrentyear

2. In the yearsmarked by a shipscornvoi, new contractsare
turnedopenandscurvyoccurs.
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Four navigation cards;thesecanbe written on usingthe marlker
provided (always usean erasablemarker to do so!). The line at
thebottomof eachnavigationcardshavsthestartingareaof each
ship.

1602

The yearmarkersareusedto de ne by the endof which yeara
contractmusthave beenful lled

TheBurgemeestecardindicatesvhich playeris thecurrentstart-
ing player

PREPARATION

Putthe boardon the table.Sortthe goodsandplacethem
in the matchingharbors.Most harborsget four goods.Only the
harborsselling peppemetonepeppereach. Puttheyearmarlkers
in arow ontop of theboard.

Put the four navigation cardsnext to the board. Take the
card marked "voc' out of the pile of contracts.Shufe there-
maining cards.Take 6 of themwithout looking. Shufe these6
togetherwith the voc card.Putthis pile face-devn on thetable.
Puttheremainingcontractsface-devn, ontop of this pile.

Regardlessof the number playing, each player gets 10
cubesawarehousand10 daalders.

Take thetop threecontractcardsandputtheseface-umext
to the board,all facing the sameway so that all playersagree
which sideis left andwhichis right.

A gameof voc startsin 1585.Putthewoodenshiponthis
year

The youngestplayergetsthe Burgemeestecard, indicat-
ing hebethestartingplayerin phases.

OUTLINE OF PLAY

voc is playedin a numberof rounds,eachsymbolizinga
yearin thehistoryof thevoc. Eachyearconsistof 4 or 6 phases.
In somephasesall playersgetaturn. In othersthey donot.

Phasel (new orders)and 2 (scurvy) are playedonly in
yearsmarkedwith a ships'convoy. In the rst round(1585),skip
phasel and2 andstartwith phase3 immediately We will now
describehe phasesn moredetail.

PHASE 1: NEW ORDERS

This phaseis playedonly in yearsindicatedby a ships'
convoy (but notin 1585!). All cardswhich do not have a man
(cube)on themat the beginning of this phasearegivento Ams-
terdam.Then,threenew cardsareturnedopenandplacedto the
right of the cardsalreadyon the table.If the voc cardis turned
open,thegameendsimmediately(seethelastpage).

PHASE 2: SCURVY!

This phaseis playedonly in yearsmarked with a ships'
convoy. Eachshipwhichis notin the harborof Middelburg loses
onesailorto the effectsof malnutritionon board. Take the left-
mostsailorfrom eachshipandhandit backto the owner of that
color.

If a shiphasno moresailors,it sinks.Putbackall goods
into the harborsthey camefrom. Give all mento the respectie
players.Theshipcanbere tted laterin the sameyeat

Note that shipsin harborsin the eaststill suffer from
scurvy Only thosein Middelburg areexempt.

PHASE 3: INVESTMENTS

In this phaseplayerscaninvestto t outships.TheBurge-
meester(Mayor) of Middelburg, that s, the player holding the
Burgemeestecard,starts followedby theothersin clockwiseor-
der In theirturn, playerschooseo performoneof the following
actions Whenall playershave hadtwo turns,the phasesnds.

Fitting out ships:a playerplaces4 menon oneof the shipscur
rently in Zealand On eachship, all slotsmarked 1 mustbe lled
beforeary of the2's canbeused.The 3's canbe usedonly if all
1'sand2'saregone.ln theadvancedgame thecolorsof theslots
arenotimportant.

A playermayonly placelessthan4 menif hedoesnothave
enoughmenor if theshiphasnotenoughslotsto Il: in thatcase,
he mustplaceasmary menon the ship aspossible.lt is never
allowedto placemoresailorsthanmerchanton the ship. When
therearetwo slotswith the samenumberavailablefor placinga
sailor, therightmostslot mustbetaken. The samerule appliesto
merchants.

A playercaninvestin multiple ships,but the4 menplaced
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in oneturn mustall go into the sameship. Playersmay not add
mento ashipthathassailedto the East.

Taking out a contract. Puta manon one of the unclaimedcon-
tracts.Take a yearmarler, andplaceit on the contract.This in-
dicatesbeforethe end of which yearyou promiseto ful ll the
contract.

It is possibleto take over a claimed contractby putting
an earlier yearmarker on it. The original player then gets his
man back.To prevent othersfrom taking over your contractsjt
is allowed to put an earlieryearmarker on a contractyou have
claimedyourself.In this case keepthe original manon the con-
tract. When a contractis taken over or securedwith an earlier
yearmarler, theyearmarker which wason the contractbeforeis
put backin the row on top of the board,sothatit canbereused
laterfor othercontracts.

In caseall the yearmarkersaregone(or indicateyearsin
the past),you canalwaystake outa contractfor 1602.Putaman
without a yearmarker on the contractto indicatethis. Note that
thisis only allowedif noyearmarkersareleft!

Passing or taking badk men.A player may also pass,or take
backall of his menfrom a ship currentlyin Zealand Whenmen
aretakenback,the othermenon the shiparemovedto theright:
menin the left half of the ship are move towardsthe middle of
the shipasfar aspossible;menin theright half areshiftedright
asfar aspossible Playersmay not take backmenfrom multiple
ships;neithermay they take menfrom shipsthat have sailedto
the East.

A playermay freely determinewhich actionsto take in his two
turns.For instancehe maytake out a contractbothturns,or rst
pass,then t outaship,or rst t outa ships,thentake out a
contractetcetera.

PHASE 4: TO THE EAST, AND BACK

In this phase the shipsA, B, C and D sail one after the
other Ships tted outduringphase3 may sailimmediately Typ-
ically, a shipwill try to move a certaindistance Shipsare con-
trolled by their skipper that is, the player owning the leftmost
sailorontheship.

In the sixteenthcentury navigatingwasno smalltask.The
availablemapswereoftenimprecise Moreover, it wasimpossible
to determinethe exactpositionof the shipin east-westirection.
North-southposition could be easily determinedooking at the
stars.

In thegame shipssail by meansf anavigationcard.Each
shiphasits own card.Theskippertakesthe penprovidedwith the
gameand putsit on the navigation card at the exact spotwhich
marksthe location of his ship. Shipssailing from Zealandstart
arywhereontheline atthe bottomof the navigationcard.

Then, the skippercloseshis eyes and draws the route he
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wantsthe shipto sail. The otherplayerslook on andcanprovide
limited assistancelor eachsailor a player hason the ship, he
maycall outonce.Callsarelimited to thewords North', "South’,
"East', 'West' or "Stop'. Eachword countsasonecompletecall.
If aplayercallsanothemord, or calls moreoftenthanallowed,
he hasto pay5 daaldergo the bank.The skipper meanwhilejs
freeatary time to follow or ignoretheinstructionsgiven.

When the skipper decideshe has sailed far enough,he
stops,takes the pen off the card and openshis eyes. Then, he
putsalittle crossonthecardto markthenew locationof his ship.

If a skippercrossesa coastwhile drawing, other players
call out: "Land ho!'. The ship hasrun aground.Sometimest is
uncleawhetherashiphascrossedhecoastor if it isaneamiss.
It is advisableo let the skipperdraw on, andjudgeafterwardsif
he hasrun ashore This is the caseif theline dravn crosseghe
coast,i.e., part of the line drawn is visible on the inside of the
coastline Runningoff themapis treatedn the sameway.

If ashiprunsagroundthe skippercannotsail ary further
thatyear Any drawing afterthehit is ignored.Moreover, theleft-
mostsailorfalls overboardandis givenbackto the playerof that
color. If thereareary sailorsleft ontheship,this meanghatthere
will beanew skipperwho canassumédnis positiononeyearlater,
startingfrom the spotwherethe shiphasrun aground.

If therearenomoresailorsontheship,it sinks(seebelow).

If the skippersucceedsn reachinga harbor (that is, he
draws his line into one of the encircledareason the navigation
card), playersmay buy goods.All merchantson the ship geta
chanceto do so, startingwith the leftmostmerchantlf goodsin
theharborrun out, tradingends.

Eachmerchantanonly carry oneitem. He is not obliged
to do so, but may alsopassin the hopeof procuringmorevalu-
ablegoodsin alaterharbor Merchantsdo not pay for the goods
they procure Eachitemis placedontheship,underthemerchant
who carriesit. Goodstakenup cannotbediscardeduntil theship
reachegealand.Thus,a merchantakingup agoodcannottake
up ary othergoodsuntil theshiphasbeento Zealandandback.

A shipdoesnot have to stopwhenit entersa harbor pro-
vided the skipperdoesnot openhis eyes. Thus, it is possibleto
visit multiple harborsin oneyear Theseharborsare then han-
dledoneafterthe other The harborsaresafe:aslong asyou stay
insidethe circles,you cannotrun agroundnot evenif you draw
acrossthe coastline. Only if you drav on the land outsidethe
circle, you run aground.But if the skipperhasdrawn inside of
thecircle rst, themerchantgan rst take goods beforetheship
runsagroundandasailoris lost.

If the skipperhits the line at the bottom of a navigation
card,theotherplayerscall: “Home!”, andthe shipautomatically
sailshometo the harborof Middelburg. All menandgoodsare
takenfrom the shipandgivento therespectre players.The ship
maythenbere tted in thenext year

Note thatit is possible,andeven quite likely, that not all
playerswill be skippersin a particularyear Othersmay even
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controltwo ships.This is normal—thosevho have little control
now will farebetternext year

Sunken ships

As soonasa ship no longerhasary sailors,it sinks.Put
backall goodsinto the harborsthey camefrom. Give all mento
therespectie players.Theshipcanbere tted in thenext year

PHASE 5: SALES

This phaseoccursonly if playershave broughtgoodsto
Zealandin this or a previousyear All playersmay negotiatefor
oneminuteto buy or sellgoodsfrom eachother Only goodsthat
have beerbroughtbackcanbetraded Playersmaypayeachother
in daalders.

As soonasthe minute hasended,eachplayerwishing to
dosomayful Il contractsA playermayonly ful Il contractshe
hasclaimedby puttingmenon them.He putsbackthe goodsin-
dicatedon the contractcardin the harborsthey camefrom, and
earngheamountof daaldersndicatedonthecard.Thecarditself
is discardedTheyearmarleris putbackin therow ontop of the
board,sothatit maybereusedaterfor othercontracts.

If a contracthasa slash,you may chooseto deliver either
thegoodsshavn on theleft sideor the goodsshovn on theright
side.

At theendof phaseb, checkif therearestill ary contracts
openwhich hadto beful lled by this yeat The playerthat has
taken out sucha contractlosesthe numberof daaldersndicated
onthecard.Thecardis discardedandthe manis returnedo the
player If aplayercannotpaya ne, heis outof thegame.

At the endof the salesphase gachplayermay storeup to
two goodsin hiswarehouseAny excesggoodsareplacedbackin
their harborsof origin. A playermay freely decidewhich goods

to keepandwhichto return.

PHASE 6: NEW YEAR
The Burgemeestegives his cardto the playerto his left.
Thewoodenshipis movedoneyearfurther

GAME END

Thegameendsassoonasthevoc cardis turnedopen.The
Compay is founded andonly therichestplayerswill getaposi-
tion ontheboard.All playerscounttheir daaldersAny contracts
still onthetableyield nodaaldersneitherdothey have to bepaid
for. Whoever hasearnedmost,wins thegame.

However, all cardsthat have gone to Amsterdamare
countedaswell. If Amsterdamhasgatheredmoredaaldershan
ary of the players,all playerslose.Noneof the greatmerchants
of Zealandthenmalesit into the body of Seventeer_ords.
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