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A. WOESTDUYN

It's 1602...Merchantsfrom the rich provinces of Holland and 1. ,,
neighboringZealandgatherin statelyroomsto discusghe foun- AN
dation of a mighty consortium:a company that will hold the
monopolyof the very pro table Eastindiestrade.Onequestion
occupiestheir minds more than anything: who will control the
new 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!

1. MenwhichareplacedarecalledmerchantsThey cancarry
goodsfrom the East

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

Eachplayertakestherole of amerchantiving attheendof { W
the sixteenthcentury Thesemerchantsentout shipsto explore j;
and expandthe pro table tradein the east,wherethey traded Coffee

cloves,nutmey, 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, Amsterdamgot 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!

~

Textiles Cloves Peppel(placedin
theharborprinted)

1. The goodsneededto fulll this contract. The numbers

This sheetcontainsthe rules for the basicgame,which canbe above the goodsindicatehow mary are neededo ful Il
played by 4 or 5 players.The rules for the advancedgame, thecontract.

which canbe playedby 3 to 5 players,canbe downloadedfrom 2. Themaximumamountyou canearnful lling thiscontract.
http://wwwsplottercom/ english/ voc.html. 3. This numberhasno meaningn the basicgame.

GAME MATERIAL o
This gamecontains: ;

Woodencubesyepresentingnen;dependingon their placement,
thesecanhave differentfunctionsdependingon wherethey are  Warehousefor eachplayet 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. Shipindicateghecurrentyear
2. In theyearsmarkedby a shipsconvoi, scurvyoccurs.

Four navigation cards;thesecanbe written on usingthe marker
provided (always usean erasablanarker to do so!). Theline at
thebottomof eachnavigationcardshavsthestartingareaof each
ship.

1602

The year markers andthe “Burgemeestertard are not usedin
thebasicgame.

PREPARATION

Putthe boardon the table.Sortthe goodsand placethem
in the matchingharbors.Most harborsget four goods.Only the
harborssellingpeppemetonepeppereach.

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

Every player choosesa color. If four playersjoin, each
playergets10 men(woodencubes)of his color. In this casedo
not usethe blue men.With 5 players,eachplayergets8. These
menareput on the shipson the boardin sucha way thatthe col-
orsof thecubesmatchthoseon the slotson the ships.Someslots
have two colors: blue andone other With four players,put red,
yellow, black or greenmenin theseslots,asthe color indicates.
With ve players putin bluemen.

Eachplayergetsawarehouse.

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

OUTLINE OF PLAY

voc is playedin a numberof rounds,eachsymbolizinga
yearin thehistoryof thevoc. Eachyearconsistof 5 or 6 phases.
In somephasesall playersgetaturn. In othersthey do not.

Phase2 (scurvy)is playedonly in yearsmarked with a
ships' corvoy. In the rst round(1585),skip phasel and2 and
startwith phase3 immediately We will now describethe phases
in moredetail.

PHASE 1: NEW ORDERS

Take the top contractcard from the pile. If it is the voc
card,the gameendsimmediately(seethe last page).Otherwise,
putthe cardonthetable,face-upto theright of the cardsalready
lying there.

If therearenow 6 cardspresenttake the oldest(leftmost)
cardandgive it to the city of Amsterdam(putit onthe boardon
theareamarked Amsterdam)This representa contractful lled
by Amsterdam At the end of the game, it will yield pointsfor
Amsterdam.

This phasés not playedin the rst year(1585)!

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 sameyear

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

PHASE 3: INVESTMENTS

All shipsthathave sunk,or thathave returnedhome,have
to be tted out anev. All playersreplacetheir menon the slots
indicatedon the ship. The ship's navigation cardis wiped clean
with a pieceof moist cloth. The re tted shipscannotsail in the
next phasethey have to wait for oneturn.

PHASE 4: TO THE EAST, AND BACK

In this phasethe shipsA, B, C andD sail one after the
other Typically, a shipwill try to move a certaindistance Ships
arecontrolledby their skipper thatis, the playerowning the left-
mostsailorontheship.

In the sixteenthcentury navigatingwasno smalltask.The
availablemapswereoftenimpreciseMoreover, it wasimpossible
to determinghe exactpositionof the shipin east-westlirection.
North-southposition could be easily determinedooking at the
stars.

In thegame shipssail by meanof anavigationcard.Each
shiphasits own card.Theskippertakesthepenprovidedwith the
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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
wantsthe shipto sail. The otherplayerslook on andcanprovide
limited assistancelor eachsailor a player hason the ship, he
may call outonce.Callsarelimited to thewords North', “"South’,
“East’, "West' or “Stop'. Eachword countsasonecompletecall.
If a playercallsanothemword, or calls moreoftenthanallowed,
he hasto pay5 daalderdo 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
uncleawhetherashiphascrossedhecoastorif it isaneamiss.
It is advisableto let the skipperdrav on, andjudgeafterwardsif
he hasrun ashore This is the caseif the line dravn crosseghe
coast,i.e., part of the line drawn is visible on the inside of the
coastline Runningoff the mapis treatedn the sameway.

If a shiprunsagroundthe skippercannotsail ary further
thatyear Any drawing afterthehit is ignored.Moreover, theleft-
mostsailorfalls overboardandis givenbackto the playerof that
color. If thereareary sailorsleft ontheship,thismeanghatthere
will beanew skipper who canassuméis 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
chanceo 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 a later harbor Merchantsdo not payfor the goods
they procure Eachitemis placedontheship,underthemerchant
who carriesit. Goodstakenup cannotbe discardeduntil the ship
reache<ealandThus,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 draw on the land outsidethe
circle, you run aground.But if the skipperhasdrawn inside of
thecircle rst, themerchantgan rst take goodsbeforethe ship
runsagroundandasailoris lost.

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

takenfrom the shipandgivento therespectre players.The ship
thenhasto bere tted in thenext year

Note thatit is possible,andeven quite likely, that not all
playerswill be skippersin a particularyear Othersmay even
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.Theshiphasto bere 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 beerbroughtbhackcanbetraded Playeramaypayeachother
in daalders.

As soonasthe minute hasended eachplayerwishing to
dosomayful Il contractghatareopen.He putsbackthe goods
indicatedonthecontractcardin the harborsghey camefrom, and
earngheamountof daaldersndicatedonthecard.Thecarditself
is discarded.

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

If multiple playersareableto ful Il thesamecontractthey
cancooperatey letting one of themtake the contract,payinga
small sumto the other Alternatively, they cancompeteby bid-
dingalowerpricethantheoneindicatedonthecard.Forinstance,
aplayermaycall out: | will take the 2 teacontractat 8 daalders
insteadof the sumprintedonthecard'. If aplayercallsoutabid,
it immediatelybecomesmpossibleto earnmorefrom the deal.
If the otherplayersdo not wantto bid lessthan8 daaldersthe
calling playergetsthe contractfor 8.

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
Thewoodenshipis movedoneyearfurther.

GAME END

Thegameendsassoonasthevoc cardis turnedopen.The
Compay is founded andonly therichestplayerswill getaposi-
tion ontheboard.All playerscounttheir daaldersWhoever has
earnedmost,winsthegame.

However, all cardsthat have gone to Amsterdamare
countedaswell. If Amsterdamhasgatheredmoredaaldershan
ary of theplayers,all playerslose.Noneof the greatmerchants
of Zealandthenmalkesit into the body of Seventeer_ords.
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COLOPHON  Authors: JorisWiersinga & JeroerDoumen.Themeandsetting:
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Atlas VanderHagen,DenHaag,Koninklijke Bibliotheek,1049B 13, 2. Thanks
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