
VOC
FOUNDINGTHE DUTCH EASTINDIES COMPANY

Correctedrulesof thebasicgame, v 1.1 BE

It' s 1602...Merchantsfrom the rich provincesof Holland and
neighboringZealandgatherin statelyroomsto discussthefoun-
dation of a mighty consortium:a company that will hold the
monopolyof thevery pro�table EastIndiestrade.Onequestion
occupiestheir mindsmore thananything: who will control the
new company? Amsterdamis puf�ng up its might, but a small
groupof merchantsfrom thewealthy Zealandtown Middelburg
have gatheredalmostasmuchexperience,wealthandpower in
theEastIndies.Oneof themin particularis seenasbeingexcep-
tionally powerful. Youcouldbehim!

Eachplayertakestheroleof amerchantliving attheendof
thesixteenthcentury. Thesemerchantssentout shipsto explore
and expand the pro�table trade in the east,where they traded
cloves,nutmeg,silk andteain suchremoteareasasIndia,Indone-
sia,ChinaandJapan.Thesegoodswerethensoldat greatpro�t
in theWest.The journey, however, wasa dangerousoneand�t-
ting out a shipwasprohibitively expensive. Merchantstherefore
cooperatedin small groups,called`compagnie'in Dutch, to �t
out shipstogether.

At the sametime, competitionwas cut-throat,not only
at home,where Amsterdamwas the most fearsomerival, but
alsoabroad.Therefore,a unitedcompany wasfoundedin 1602:
the`VerenigdeOostindischeCompagnie',or VOC for short.The
company was governedby a board known as the `Seventeen
Lords'. Historically, Amsterdamgot abouthalf of the17 seatsin
thismightybody, with Middelburg gettingonly 4 andtherestgo-
ing to smallertowns.Yourobjective is to improveuponZealands
historical fateif you succeed,Middelburg will rival Amsterdam
asthecapitalof theUnitedDutchProvinces!

This sheetcontainsthe rules for the basicgame,which canbe
played by 4 or 5 players.The rules for the advancedgame,
which canbeplayedby 3 to 5 players,canbedownloadedfrom
http://www.splotter.com/ english/ voc.html.

GAME MATERIAL
Thisgamecontains:

Woodencubes,representingmen;dependingon their placement,
thesecanhave differentfunctionsdependingon wherethey are
playedon theboard:

1. Menwhichareplacedarecalledmerchants.They cancarry
goodsfrom theEast

2. Men which are placedhereare called sailors.They can
navigatetheship

Nutmeg Cinnamon Tea Coffee

Textiles Cloves Pepper(placedin
theharborprinted)

1. The goodsneededto ful�ll this contract.The numbers
above the goodsindicatehow many areneededto ful�ll
thecontract1.

2. Themaximumamountyoucanearnful�lling thiscontract.
3. Thisnumberhasnomeaningin thebasicgame.

Warehousesfor eachplayer. Youcanputyourmenandup to two
goodsin yourwarehouse.

1. Thecontractwith on theleft sidetwo cinnamon,two nutmeg andtwo clovesandon theright sideonepepperis wrong; it shouldbeunderstoodasa contractfor
onecinnamon,onenutmeg andoneclove,or two pepper.
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1. Shipindicatesthecurrentyear
2. In theyearsmarkedby ashipsconvoi, scurvyoccurs.

Four navigationcards;thesecanbewritten on usingthemarker
provided (alwaysusean erasablemarker to do so!). The line at
thebottomof eachnavigationcardshowsthestartingareaof each
ship.

The yearmarkersand the “Burgemeester”cardarenot usedin
thebasicgame.

PREPARATION
Put theboardon the table.Sort thegoodsandplacethem

in the matchingharbors.Most harborsget four goods.Only the
harborssellingpeppergetonepeppereach.

Put the four navigation cardsnext to the board.Take the
cardmarked `VOC' out of the pile of contracts.Shuf�e the re-
mainingcards.Take 6 of themwithout looking. Shuf�e these6
togetherwith the VOC card.Putthis pile face-down on thetable.
Puttheremainingcontracts,face-down, on topof thispile.

Every player choosesa color. If four playersjoin, each
playergets10 men(woodencubes)of his color. In this case,do
not usethe bluemen.With 5 players,eachplayergets8. These
menareput on theshipson theboardin sucha way thatthecol-
orsof thecubesmatchthoseon theslotson theships.Someslots
have two colors:blue andoneother. With four players,put red,
yellow, blackor greenmenin theseslots,asthecolor indicates.
With � ve players,put in bluemen.

Eachplayergetsawarehouse.
Takethetopthreecontractcardsandputtheseface-upnext

to the board,all facing the sameway so that all playersagree
whichsideis left andwhich is right.

A gameof VOC startsin 1585.Putthewoodenshipon this
year.

OUTLINE OF PLAY
VOC is playedin a numberof rounds,eachsymbolizinga

yearin thehistoryof theVOC. Eachyearconsistsof 5 or 6 phases.
In somephases,all playersgeta turn. In others,they donot.

Phase2 (scurvy) is playedonly in yearsmarked with a
ships' convoy. In the �rst round(1585),skip phase1 and2 and
startwith phase3 immediately. We will now describethephases
in moredetail.

PHASE 1: NEW ORDERS
Take the top contractcard from the pile. If it is the VOC

card,thegameendsimmediately(seethe lastpage).Otherwise,
put thecardonthetable,face-up,to theright of thecardsalready
lying there.

If therearenow 6 cardspresent,take theoldest(leftmost)
cardandgive it to thecity of Amsterdam(put it on theboardon
theareamarkedAmsterdam).This representsa contractful�lled
by Amsterdam.At the endof the game,it will yield points for
Amsterdam.

Thisphaseis notplayedin the�rst year(1585)!

PHASE 2: SCURVY!
This phaseis playedonly in yearsmarked with a ships'

convoy. Eachshipwhich is not in theharborof Middelburg loses
onesailor to the effectsof malnutritionon board.Take the left-
mostsailor from eachshipandhandit backto theownerof that
color.

If a ship hasno moresailors,it sinks.Put backall goods
into the harborsthey camefrom. Give all mento the respective
players.Theshipcanbere�tted laterin thesameyear.

Note that ships in harborsin the east still suffer from
scurvy. Only thosein Middelburg areexempt.

PHASE 3: INVESTMENTS
All shipsthathave sunk,or thathave returnedhome,have

to be �tted out anew. All playersreplacetheir menon the slots
indicatedon theship.Theship's navigation cardis wipedclean
with a pieceof moist cloth. The re�tted shipscannotsail in the
next phase:they have to wait for oneturn.

PHASE 4: TO THE EAST, AND BACK
In this phase,the shipsA, B, C andD sail oneafter the

other. Typically, a shipwill try to move a certaindistance.Ships
arecontrolledby theirskipper, thatis, theplayerowning theleft-
mostsailoron theship.

In thesixteenthcentury, navigatingwasnosmalltask.The
availablemapswereoftenimprecise.Moreover, it wasimpossible
to determinetheexactpositionof theshipin east-westdirection.
North-southpositioncould be easilydeterminedlooking at the
stars.

In thegame,shipssailby meansof anavigationcard.Each
shiphasits own card.Theskippertakesthepenprovidedwith the
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gameandputsit on the navigation cardat the exact spotwhich
marksthe locationof his ship.Shipssailing from Zealandstart
anywhereon theline at thebottomof thenavigationcard.

Then,the skippercloseshis eyesanddraws the routehe
wantstheshipto sail.Theotherplayerslook on andcanprovide
limited assistance.For eachsailor a player hason the ship, he
maycall outonce.Callsarelimited to thewords`North', `South',
`East', `West' or `Stop'. Eachword countsasonecompletecall.
If a playercallsanotherword, or callsmoreoften thanallowed,
hehasto pay5 daaldersto thebank.Theskipper, meanwhile,is
freeatany 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
putsa little crossonthecardto markthenew locationof hisship.

If a skippercrossesa coastwhile drawing, otherplayers
call out: `Land ho!'. The ship hasrun aground.Sometimesit is
unclearwhetherashiphascrossedthecoast,or if it is anearmiss.
It is advisableto let theskipperdraw on,andjudgeafterwardsif
he hasrun ashore.This is the caseif the line drawn crossesthe
coast,i.e., part of the line drawn is visible on the insideof the
coastline.Runningoff themapis treatedin thesameway.

If a ship runsaground,theskippercannotsail any further
thatyear. Any drawing afterthehit is ignored.Moreover, theleft-
mostsailorfallsoverboardandis givenbackto theplayerof that
color. If thereareany sailorsleft ontheship,thismeansthatthere
will beanew skipper, whocanassumehispositiononeyearlater,
startingfrom thespotwheretheshiphasrunaground.

If therearenomoresailorsontheship,it sinks(seebelow).
If the skippersucceedsin reachinga harbor (that is, he

draws his line into oneof the encircledareason the navigation
card),playersmay buy goods.All merchantson the ship get a
chanceto do so,startingwith the leftmostmerchant.If goodsin
theharborrunout, tradingends.

Eachmerchantcanonly carryoneitem. He is not obliged
to do so,but mayalsopassin thehopeof procuringmorevalu-
ablegoodsin a laterharbor. Merchantsdo not payfor thegoods
they procure.Eachitemis placedontheship,underthemerchant
who carriesit. Goodstakenup cannotbediscardeduntil theship
reachesZealand.Thus,amerchanttakingupa goodcannot take
upany 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 thenhan-
dledoneaftertheother. Theharborsaresafe:aslongasyoustay
insidethecircles,you cannotrun aground,not even if you draw
acrossthe coastline. Only if you draw on the land outsidethe
circle, you run aground.But if the skipperhasdrawn insideof
thecircle �rst, themerchantscan�rst takegoods,beforetheship
runsagroundandasailoris lost.

If the skipperhits the line at the bottom of a navigation
card,theotherplayerscall: “Home!”, andtheshipautomatically
sailshometo the harborof Middelburg. All menandgoodsare

takenfrom theshipandgivento therespective players.Theship
thenhasto bere�tted in thenext year.

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

Sunkenships
As soonasa ship no longerhasany sailors,it sinks.Put

backall goodsinto theharborsthey camefrom. Give all mento
therespectiveplayers.Theshiphasto bere�tted in thenext year.

PHASE 5: SALES
This phaseoccursonly if playershave broughtgoodsto

Zealandin this or a previousyear. All playersmaynegotiatefor
oneminuteto buy or sell goodsfrom eachother. Only goodsthat
havebeenbroughtbackcanbetraded.Playersmaypayeachother
in daalders.

As soonasthe minutehasended,eachplayerwishing to
do somayful�ll contractsthatareopen.He putsbackthegoods
indicatedon thecontractcardin theharborsthey camefrom, and
earnstheamountof daaldersindicatedonthecard.Thecarditself
is discarded.

If a contracthasa slash,you maychooseto deliver either
thegoodsshown on theleft sideor thegoodsshown on theright
side.

If multipleplayersareableto ful�ll thesamecontract,they
cancooperateby letting oneof themtake thecontract,payinga
small sumto the other. Alternatively, they cancompeteby bid-
dingalowerpricethantheoneindicatedonthecard.For instance,
a playermaycall out: `I will take the2 teacontractat 8 daalders
insteadof thesumprintedon thecard'. If aplayercallsoutabid,
it immediatelybecomesimpossibleto earnmorefrom the deal.
If the otherplayersdo not want to bid lessthan8 daalders,the
callingplayergetsthecontractfor 8.

At theendof thesalesphase,eachplayermaystoreup to
two goodsin hiswarehouse.Any excessgoodsareplacedbackin
their harborsof origin. A playermayfreely decidewhich goods
to keepandwhich to return.

PHASE 6: NEW YEAR
Thewoodenshipis movedoneyearfurther.

GAME END
ThegameendsassoonastheVOC cardis turnedopen.The

Company is founded,andonly therichestplayerswill getaposi-
tion on theboard.All playerscounttheir daalders.Whoever has
earnedmost,wins thegame.

However, all cards that have gone to Amsterdamare
countedaswell. If Amsterdamhasgatheredmoredaaldersthan
any of theplayers,all playerslose.Noneof thegreatmerchants
of Zealandthenmakesit into thebodyof SeventeenLords.
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COLOPHON Authors: JorisWiersinga& JeroenDoumen.Themeandsetting:
TobiasvanGent,City of Middelburg. Realization:SplotterSpellen.Graphicde-
sign:CarolinedeLint, Voorburg. Photography:GertGermeraad,DenHaag.Pro-
totyping: TamaraJannink.Technical realization:Afterpress,Arnhem.Playtest-
ing: Thanksto all of you who playtestedthis game! Bas de Bakker, Nadja de
Beer, DorienBernard,LennartBoone,GerbenDirksen,JeroenDoumen,Ninavan
denDriest,Biancavan Duijl, Stefan van Duin, Mireille van Dullemen,Vincent
van Exel, TobiasvanGent,Ralf Gramlich,HermanHaverkort, Lisa Huibregtse,
Marc Jager, TamaraJannink,RoelJansen,RonaldHoekstra,Lotte deKam,Rag-
nar Krempel, MarloesKrieger, Aldo Kroese,JohanLieven, Carolinede Lint,

BerbelLippe, Marnix Manni, CornvanMoorsel,Levitah Numeijer, Marc Over-
wijk, Mathijs Pag,Davie Poortvliet,Iris deRegt, ChantalvanRijswijk, Hannah
Saija,PieterSimoons,ChantalSterkenburg, AnahitaTorabi,WillemienTroelstra,
ConnieWielemaker, JorisWiersinga, Marnix vanWijngaardenandArthur Zon-
nenberg. Front cover: Paintingby JacobvanStrij, 1785,MaritiemMuseum,Rot-
terdam.Digital versionkindly provided by The Walburg Pers,Zutphen.Map:
Atlas VanderHagen,DenHaag,Koninklijke Bibliotheek,1049B 13,2. Thanks
to theKoninklijkeBibliotheekfor providing uswith adigital copy. Coins:Private
collection,Leiden.Othermaterial:City of Middelburg andKoninklijk Zeeuwsch
GenootschapderWetenschappen.Copyright 2002SplotterSpellen,Arnhem.
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