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[1.0] INTRODUCTION 
·lrmadn is a grand \lrategk \lrnulation uf th~·t11u 
crillcal year\ tn the Anglo-Sparmh conflict thar 
raged into the opentng ~ear\ ul the SeH~mccnrh 
Century. Empha'i' i' placed on th~· finam:ial plan· 
ning tha t "a~ concnmitanl w any campaign. Fnch 
Player. but C\pCctall~ thr Sp;mi,lt. ha\ 'lfh\tJnllal 
rc,uurcc\. Htm~·,er. ju\t a' in1hc hi\t<•rical \ltua 
linn. each Pl:wcr mu't ~·arelull\ plan a .:n't· 
ctfi.:1ent \lralegy. 

[2.0] GENERAL COURSE 
OF PLAY 

CASES: 

(2. 1] 110\\ TO Pl.AYTHEGAME 
.4rmaclttt\ a t\\ t•·Pia\ cr ~arne. Fadt game con\ I\ I\ 
ol 16 Game- Turn\ . The English Player eonnol\ 
the rngli'h and Du11.:h force,. 3\ ''ell ;1\ the I nvnl 
Irish, Pro1es1ant Scot~. and Huguenot~- should 
they enter play. The Spanish Player control~ the 
Spanl\h forces, "h1ch for mO\t purposes include 
Italian. Walloon, Burgundian. and German unus. 
Addit io na lly, the Spanish Player may control 
Rebel Irish, Ca1holic Scot~. English Ca1holic, and 
French Catholic unit~ if they arc brought into pia> 
dunng the cour~c of the game. 

After decid ing 11 ho ''Ill assume 11htdt of the "'n 
"side,.' ' I' layer\ \CI up their playing pieces (here· 
after referred 10 ~' umts) . Some unit\ beg111 the 
game <•n the map. Thc'e unit\ :~rc ~nn,idered w be 
"act!\ a ted .. Acli\ a ted unit\ ma~ he mo\ ed and 
pantcap:tte tn combat Ccrtam 01her pla~mg paece' 
arr \CJ up on the Activation Track. Thi~ track 
allo"' P layers Ill <,ce how do\c ro b~·ing a<·tivntcd u 
gl\en unit i'>, and where 11 will enter the game-map 
<ltKC tt "acrivatcd Lnit\ nn the 1\<:ti\;Jtion T rad 
cannot be mo~ed nor panu:ipatc in n•mbal. 

At alae beginning ol each Game-Turn a P layer can 
prepare uni t ~ 11<ll nn the game-mup ln1 play. Una!\ 
alread) on the Aclhauon Trad 111a\ be ad1anced 
along 1hc track andrcattng a greater de£rCC of ;l<:· 

1hatt1•n. Eligible llllll\ ma~ be tal.cn orr the tracl. 
and brou£hl inm plu). A Pla)er 111U) al\<1 tal.c 
till II' th;u were placed a\lde at 1he beginning uf 1he 
game and place lhc\e unit\ 1•n the track. allmling 
thear ultimate en I ranee anw pia) 

The F n)lli~h Player rnm e< hi" na' al unu' fir\1 He 
ma~ mnH' both [nglt\h and Dutch naval unrt\. 
Befme ac1ually IIWving a unit, the Engli'>h Pla)er 
de rCIIIIine<, 11he1hcr he i\ mm'lll!l "1\i th" Ill 

"again\!'' the Prcvaaling \\.ind. and 1hrn derer 
mine' 1 he rc<ult uf I hat "ind 11n mn\ ement. :1\ a! 
unrt\ can lo~e \peed and/ur \uffcr reduction in 
\trcngth. Under ccnam ClfCUI11\Itlllce\, th< 
Spani\h Player may .11 tempt to ~pill nnd intercept 
mm 10g l:ngli\h na,al unit\. While mo\ ing hi\ 
na,al unit\ the Engl"h Player ma~ tran\port land 
unit\ ,end or debarl. 'uch unit\ betnll earned nn 
the'""'' 

II. I Srx..:tal Income Ad)U\Iments: Sparulh 
[ reU\urc Fleet and 'ipan1~h l nva~ion 
or EnlJiand 

Though the yc~u·, 15R7 nnd 15RR \:t\1 overt 
Spani .. h hmuluy aimed prinwn l ~ a1 the En!!ll,h. 
the conflict ":I\ actually mudt lar~er rn ~cope and 
much <lf \\c .. tern Europl'. drrccll' t1r indirc<th. 
11:1' 1n,olved. A rmacla 'imulate\ th i ~ polttt.:al 
\t lua tion rrnvid ing l ite Player \'ilh the full ran~e 

ol up1ion' a'ailabk to Philif' II of Spain :wd 
Llrtabeth of Encl:~nd 

A l'l c1 cnmpleling alf nava l movcmcnr, 1 he Engl"h 
Player rnay nrt::1ck <~djacena Enemy n:tval un1t\. 
Afrer combat ·~ cornplcred and a/f rc,ult' applied. 
the Spam'h Pia) er nt<l\ e' hi< na,al unit\, u\tn!! a 
mo\cment and cnmhat proccdurt• identical 111 thai 
de.,cribcd lor the Fugli\h Player. 

11.2 \-lmlllenance and Purcha\e Cost' 
11.3 l ·mancial Pcnal11es 

Rt.MOVLNG fHE RL' Lt:: FROM THIS ISSU .: 

The [ngli<h P layer moves any land unil\ under hi' 
.:ontrtll that he de,ire ... After cnmplcung alll<~nd 
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m(l\Cmcnt the Engh\h Player c~ccutc\ an~ all ad.~ 
he wt~he~ to undenalo.e In Armada the defending 
Player may ah1 ay\ rn,rpone combat fnt a Game­
Turn by undergoini' s1e11e. The numbct llf 1 urn ~ 

that u unit .:an rcm:tin under \lege (without \III· 
rendcnng) depend\ un 11 hc1her or nm 1 hal unit 1~ 
m a runre~<. The Spanl\h mu1cment .1nd o.:nmbat 
prvo.:cdure< arc the 'amc 3\ thme llf 1hc Engli<h 
Playet. 

Upon 1 he completton of land movement and ~om­
bat. bmh Player' arl' required to perform ~mnc 
"buolo.lo.ecpmg:• All bonlo.lo.ceping rrnccdure~ arc 
mtcgratcd into the game and arc pcrfnrrned '' ith 
the aid t•f 1ariou' chart' and tracJ..\. Both Player' 
mu\1 pa~ to mamtatnthctr foro.:e\ . All ml\al uni1' 
nor in a J')Ort mu\1 be 1 ictuallcd, i.e .. i'sucd ra­
tinm. If a Player i' on a Friendly .:na\tli tll:, these 
ntltuns may <impl' be pun:hu<ed on a turn-to-tum 
ba'i'. Naval um" on the high <ea mu't 'ltld.. pro­
' 1\iun' on huard Vtctual\ and lhl· munuion' 
necc\,ar) for offell\11 c cumba1 can be puro.:ha~ed 
m a home port. At the end of a Game Turn. each 
Player may "nwlhhull" uni1~ in ntdcr 1\1 avoid 
having to pay matn tcnano.:c cml< in 'llb,equent 
Game-Turn,. 

(2.2) SETIIM .. L P fOR PLA\ 
Prior 10 I he ~tart ur pia). I he neo.:e\\31'\ c.:ounrer~ 
mu\1 he placed nn the !!arne-map. The 'anou~ in­
lormational counter\ u\cd 10 rccurd finance<, 
muni tion\, and 1 klual<o. and Fleet 111 Armada 
\laiU\ arc placed nn the apf)ropnalt~ tra.:lo.\. Cer· 
1:1111 wmbat unit\ 'tart the game dcpltl)ed on 1he 
map. All Rebel lmh. l(>yal lmh. Fngh~h 

Catholic. Smh Prtlle\lant. and Sent' Catholic 
untl\ remain out ol J')lay until then prc,ence i\ re· 
qu trcd in the c.:our\c uf 1he game. Thll\C unit\ that 
mu" \lOri 1 he game tH11 he map have <1 he\ location 
number printed un thctr from Th" number tn­
dlo.:alc\. if the unit i' a land unit. in" hie.: It he' 1hat 
unll rnu~t be dcplo)ed . a1al uml\ prt111ded 1111h 
a he\ loc::llinn numher arc 1101 placed 111 I he c.:or­
re\f'tlllding he\, hut in the 2 hm of the 
cnn C\pondmg ~ l ol on 1 he Act t\ ar tnrl l rad, 

Before play Sl:lrl\, Plnvcr' COil\Uii tndil'tdually the 
Income I able It> dctcrminl' 1he numbl·r nf Ducal' 
11 uh 11 htch each Pl<tH'r 11 ill 'I:Jrl the !!ilmc. 

[3.0] GAME EQUIPMENT 
CASES: 

(3. 1) THEGAMt.MAP 
The 22• x 33• map\hect portray~\\ e\lcrn Europe 
111 the late Sixteenth C'cmury. In addiuon 10 the 
poli li<.:al boundarie\ one would ewcc.: t 1t1 find on a 
map, rcligiou~ bnundaric~. whtch divided the 
population more \igntltcamlv than an) political 
dcmarc.:auon line,, ha1e been mdudcd. A 
numbered he\agonal gnd has been \uperimposed 
nn the map to regulate mo,·ement and combat. 

ole: Due to a prin ting error, 1 he pun wmbol1ha1 
,hould be in hex 2025 (Bordeaux) was inadvcnenl­
ly placed in hex 2426 (Touluuse). Burdcau' .~hould 
he a port; Toulou'c 'hould no1. Abo, the pon 
~~mbol on hexstdc .:!213 2214 refer' w london: 
london rf a port. 

[3.2) T HE J'L,W JNG PI ECES 
l hc counter~ rcprewnt the land and nava l lii1JI<; 

and leader~ of opflll\llllo' L ngli~h and Spatll\h \ide\. 
a' 1\Cll ::1\ loyal and rcbd force' <1l 1arinu' na­
lu>nahllc' 11 hlch ma' cmer 1he game 01hcr du:­
..:ut c<luntcr' ha1e hl·en induded 10 lo.l'CP 1racJ.. uf 
1 he Ga111~-Turn \Cqucncc. ,·omumptwn nl 'ictuaJ, 
and mulllltons. ami I he C\J')enditut c of Ducal\. 

Some ship coumers arc printed on both the front 
and back ~ides. The larger number~ represem 

values of the unu at full ~trcngth (front side); the 
side of the counter with smaller number~ (back) 
teptcscnl' that \<11111.' utili a t redu<.:ed \l rcng.th. 
Some land unit .:nuntcr' (l ltme repr('\C tlling 1hc 
n111q elite. ''t:leran 1 roops) are al\11 bad,-primcd 
1111h reduced valut:\, hut mos1 land unil\ an.• not 
lmt coumer< 1111h rcdu<.:ed 'aluC'I nn the re1erw 
''dc arc those capable of mcurring lti\\C\ 111 com­
hal or \IOrm (by being nipped over 10 'hu11 1 heir 
reduced values) 11 ithnut immediately bC111g tntal ly 
el iminated. Such unil\ arc con<>idercd 10 haq• 11111 
step5. All mher unit~ have one '1ep each and are 
lmmcdtatel) elirmn:11cd 11 hcne1er I he) incur a 
ltl\\. 

r he numbers and 1hc ~)·mboh on the' at tou' 1~ pc' 
or \ample unil\ -.hkh lollo11 are l;rhclcd "' in­
dtc:llc 1 heir meaning. 

[3.211 SAMPU:: UNITS: 
Vu•·ol Uml (Front).· 

I OL'at rnn He\ M .. lllll~n,t l lC.:C 

(<l\1 

Combar 
Stren~lh 

\hncmc..·nr 
P\tlnl 

.___T_r_a-+
11
,--po- n- ..J', \lhmanc~ 

(Back) 

Lontl Unll (From): 

N,tth1o:llll\ 

C'umlxu 
'i1reng1h 

Cara~itl• 

t8ockJ ~ 

~ 
/eatll•r Unll (Front) 

l oca1ion 
He' 

MO\CIIH .. 'I11 

Pl'IIH 
Allu\\:tnct 

Leader', 
Name 

i)'f'C nl 
I cadet 

Combat~----~~ 
Bonu' Movement 

Pomt !\ llo" anc:e 

J3.22J UNITTYPES: 

from 

0935 4 ... 
1~3-28 

2214 4 ... 
10-2-30 

lkcr Drafl 
<;,111 (St>ani,h) 

Occr>·Drafl 
Sail (Engli,h) 

Back 

I ~t' l 

Front 

Treas4 ... 
5-~25 

Wall 4 
Wi 

4-0-28 

Wall20 ._.. 
~20-10 

1027 
Rt<oldr 
,t.A 

(2) 10 

2614 
l'wm,; 
I '' 'II 
(4) 10 

0935 
I''"' ',., ..,. " 
(l) 10 

# I 
Reel 

Victuals 

# I 
Aeet 

Munitns 

1 rca \Ill e Fleet 
(Sp:umh) 

'iran"h 
'ih.•lhm Oraf1 

Oared 

Shalh•" . Drnfl 
S.ul (Srant,h) 

'>hall•"' Draf1 
'i;lll(fn~l"h) 

hn .mun Barge 
(Shallow Draf1, Oared) 

(Spani~h) 

I and L!ntl 

'icnn11 Na•al 
I caJcr 

Na,.nl I eader 

I and I cadcr 

I .tnd and Sea 
I cader 

Trea•un rrack 
!l.larker 

I lccl nt Armada 
\1nr~er 

Vidual Track 
/\1:11kCr 

\lunnu>n Trac~ 
Marker 

( ,._tlllC • I" urn 
tnt.lt.:aiOr 

D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 

[3.23] l lnit Value': l und Combut Strei/Rih i' th~ 
tclati\C 'trength ,,f :~land uml \\hen ~lll<u.:J.mg m 
dclcndtng 111 a Land Comb:ll 'Vu~·ul Cnmbut 



Srrengrh 1\ rlw rdtli\l~ \ll~ll~lh nf a 110\;tl un11 
when auad,mg 01 del ~nthng 111 a N:l\111 C'1•mb<H. 

A101·emenr Pon11 Allowancl' i' 1hc ma\1mum 
number of l\1t>\l"rtiJ:III 1)111111\ 1 hal 1113~ be l'\pcnd· 
ed in 11111\ Jill! a parunJiar 111111 durmg a \lo' cmcnl 
Pha~c. 

Leader Bom1\" lhl' m:l\ imum number ut Ctunbal 
51 r~ng1h Pmnl' 1ha1 a kade1 111<1\ p1 '"ide H• <:tml· 
bat unH~\\Hh\\hJ.:h11 ""ad.cd 

Transporr Capanry " 1hc ma\Jmum numht:r ''' 
land C••mhal <;uenglh PoJnl' a na' at unu can 
lran,pon <ll am ~J\cn lime. 

.'vlamtenance CoH '' lh•· nlllnlhh ''"' (one non· 
"in1er Game· Turn) in Duc.ll' requ1rcd wmainl;~in 
a gJ\CI1Uni1 

Locauon HI'>. rekr' ''' 1 he he\ .11 1 he ''.Jrl ol 1 h•· 
game :-ttmn i' placed""'""· 11' 1ha1 un11 "a land 
UJlil, 11r !Ill' appn>priall' <;tnl 1111 1hc 1\t:IJ\alinn 
Track. 11 1he 11n11 1' ,11W'alu1111 '-uh•: 1111hc .:aw 
nl na,al uml,, 1he na1n,•ol 1hc "ilnll' ttk111ificd b~ 
rhc he\ m11nllc1. 

[3.31 GAMECIIARTS A Nil DISI' l.AYS 
Variotl' 'i~ua l ai1h ;uc plll\idcd \\llh I he• game In 

~implifv and 11lu\lr<He ccfl:lln gam1' t'unclitlll\. The 
ch;Hh,lah l c~ •• and dl'play';"c rrin1cd en her 1111hc 
bod\ of rhc ru lc<.,nr prinrctlon 1hc gnnw map The 
u~c~ nf l ilc'c g1apl11l ;ud\ :trc ,·,plained 111 1hc ap­
pwpri;Hc\e~llnn\ 11l1h~ ruk'. 

[3.4) GAM I-. t-.QliiJ>Mi-.NT II\ \' l-.~TOR\ 

1\ .:nml)klc !!<lllll' 111 l rmmla 'lwuld mdude 1he 
tniiO\\ in~ IICm~. 

one::!::!" >< n vamc lllilfl 
<lllC mle' lw••l.lcl 
nne 'Citll dlt:·.:tll ,·,•unll'r' (::!00 pn:•t:'l 

"'' aJiahlc nnl~ '' 11h l11>wd nhruul ••I the ~<JIIW 
An e\pandcd ,,.r,Jllllnl rht: hl'lt>ra.:al JriKk 1111 

1hc llr'l 1\rmada \\ hKh nngin;Jih appeared 111 
Strafi'!?Y .< Tact1c~ #72 
1\1 n dace 
nne gnme hu\ <111llt:••unh:r 1 rav 

I f am nf !hew pnrr' :lrl' 1111'"n~ or dama~tcd, 
wri1e· 

Cu~wmcr <;cr\ ICC 

<;imula l lllll~ PuhiJ<:;Jllon,, Inc 
44 Ea'l 23rd l:il reel 
Ne\\ Vorl.. N.Y. 10010 

[3.5] GAME RULES QUESTIONS 
Quc~IIOll\ COI1CCfl1111!! lhO: ruk\ nf I hi\ ~UiliC IHU~I 
he phra\Cdlll \IILh a" a~ I hal 1 hcv can be <111\Wl'l cd 
\\Jih a 'i111 t'lc onr· \\IHd r,·pl~ Thn "ill he 
:lll"ll'rCtl II lhC\ :Ill' 'Cill hi thl' aho\C addll'~\~ 
together with a \lampcd. \l'll·addlc,~ed rc1urn 
cmclopc '\larl. ~our cnquu~ "ruk' quc,tillll' on 
Armuda." 

[4.0] SEQUENCE OF PLAY 

[4.1] T ilE (,AMI-. T URN 
•l rmmla i' rtaH·d Ill :1 \CflC\ of Iliff" called Game· 
Turns. Eat:h Game· Turn l'<lll'"'' ''' a number ot 
Pha'c' gruurctl. lm eonvcni,·n.:c. 1111n four lnrcr 
Ph:l\C\. In rhc: .1111111 1\t:ll''"'"nllllcr·Pha'c: antl1n 
Ph;I'C~ \\llllllllhc i\drnllli,lrali\1.' lnrcr-Phw. borh 
Pla~cr'' :lt:lll 111e\ an: eon"dcrctl '1mulwneou' 
Pla~cr.,_• ac11nn' Ill 1 he Naval and land I ntcr 
Pha'iC\ arc nor \innllwnct1U\: rhcir arc wraralc 
Pha'c' for cad1 l'la~cr 111 pc1i 111 m aerwm Ill C<Ji,'h 
11f 1i1o'c lr11 crph;"c' . I he Pluvcr who\C Pha'c 11 i' 
referred 111 "' 1he Pho1m~ Plavl!r. e.;: .. during 1h ~ 
En[!l i\h Nnva l Muvcnlcnl P laaw, lht' l;ngli'h 
Playe r i' rhc Plra~i11~ Plaver; 1hc Sranl\h l'hayt•r" 
1 he IIOII·PhosiiiR Player. 

(4.2] SEQUENCE OUTLINE 
A . Joint Activation Inter-Phase: 

Each Player con1inucs 1he 1\cuvation or construe­
lion or any unil~ initialed in a pre' ious Game­
T urn. Each Player inlliares any adduioll:ll AciJ\<1· 
1ion or cons1ruction 1ha1 he des~re'i. 

B. '-!1\allnter-Phase: 

I. English Vaa·al \1m·tmtnt f~ha1t: The English 
Player may mo\'c any or all "la1al units under h1\ 
con1rol. The Spanish Player may a11cmp1 Ill IIlier· 
cepl English-controlled -.:a, al unil\. 

2. English \'al'OI Combar Pha!>e: Thl' Engh\h 
P layer rcsohe~ Na,al Comb:-tt according 10 1he 
rule~ of Naval Comba1. 

3. Spanish Vai'Q/1\.tm·emmr Pilau: The Sranl\h 
Player may move any or all aval uni1s under hi\ 
con1rol. The Engli~h Player rnay auempl 10 anter 
ccp1 Spanish-controlled Naval uni". 

4 . Spanish Naml Combat l'hose: the Spani-.h 
Plllycr resolves Na,a l Comb:ll accordang 10 1hc 
ru les of Naval Combal. 

C. t.and Inter-Phase: 

I . E11glish ! .and Mlll'emenf !'haft' : The Fnglish 
Player may move any 01 all Land unlls under h1~ 
conrrol. 

2. £11/llish Alfririon Phase: During Wimer Game· 
Turns. and only during Winter Game-Turns, af1er 
1he mo,emenr or each Friendly unll, 1he English 
Player del ermines "hcl her 11r not 1 hal unil is af· 
fec1ed by ami lion. 

3. Englislr La11d Comhnf Phase: The lngli\h 
Player resolves Land Comhal accnrdm~ 10 1hc 
rule' or land Combar. 

-' · SpanM1 Land \10l't'llll'nf Plra~e: I he Srani\h 
Player rna~ mo'c an~ or all Land unus under lm 
control. 

5 . Spanish Auririon Phase: During \\'ullcr Game· 
Turns, and only during Wimer Game-lurm. after 
the mo,cment of each Friendl) unit, the Spanl'h 
Player dc1erminc~ "her her or nor 1hat unil i\ af­
fected by a11ri1ion. 

6. Spani1fl Land Combar l 'lwse: t he Sp:-tnl'h 
Player resolves Land Cornba1 ac.:ordmg to rhc 
rules of land Combal . 

n. Adminislrativc lnter-Phas~: 

I. Maintenance Phase: Each Player pay~ mo1n· 
tenance cos1s for I hose of hi~ A clive unit s he i'> rr· 
quired 10 mai111ain (sec Cnsc 11 .2), expcndinl-! 
Ducal~ from his reco rded a~~c1~. All naval unil~ 
nor in a pori hex musl be ~ ic 1ua l ed (ralioncd) if 
pO\~ib lc. 

2. Acquisirion Phase: Player\ procure viciUal<, 
and / or munitions as desired. In Gumc-Turn 9 of 
1he campaign game, re,enucs availab le for 1hc up· 
coming year arc added 10 each Players' re\pccuve 
nea~ur). 

3. D e-Acrimrion f>lrase: Each Player ma) De· 
Ac1i1ate unil'>. subjecl 10 1hosc rcslriciUlll\ on the 
De-Ac1iva1ion ofunil\. 

[5.0] ACTIVATION, 
DE-ACTIVATION, AND 
CONSTRUCTION/ 
REP AIR OF UNITS 

GENERAL RULE: 
Units may be in o ne of three rossib lc mode~: Ac· 
tivated. Deacrivared, or under Constructio11/Re· 
pair. During 1he Acri va rion lnrcr-Pha'ic a Player 
may choose 10 activa rc uni1~. repair IWO·\Iep naval 
units which have incurred a s1e p loss. and /or con-

\lruct new naval unus. Dunng rhe Dc-Acli\alion 
Pha~e o l the Active Administrative Inter-Phase 
the ownmg Player has1he oplion 10 reduce Ul111\ to 
a Oc·Aclivaled M ode. 

PROCEDURE: 

R3 

Ounng 1he Joi111 Aclivation Inter-Phase, each 
Player niiJSI aclivatc an) eligible uml\ He doe' \II 

b> deploying each naval and land unil th;,l '" 111 a 
" I " bo' on 1he Aclivation Trad. (~ee Case 5 I) 111 

lhl' he\ on 1he Garnc-~lap corresponding 10 1he 
<ll)propriale Acti\auon Tract.. Slol. In addu ron. he 
mOl' prepare each naval unu in a "2" bo\ for Ac· 
11\allon nex1 Game-Turn by mo1mg 1he unil Ill 
1ha1 Acll,ation Tract.. Slol's " I " bo\ f111all\. 
each Player may prepare each land unit !hat i' liUI 
of pia) for Acthauon ne,\1 Game-Turn b} placing 
i1 in the desired "I" bO\. 

Dunng 1he Join1 Activ:uion lnler-Phase, bmh 
Pla}~r' may also ini1ia1e construclion l rerairs. i\ 
un11 10 be repaired is rat..cn from a pori and placed 
in 1 he " 4" bo' of !hal pori'S SIOI on the Aclival ion 
Track. Unu~ to be construc1cd ttre wkcn fron1 
among 1 hose un i 1~ not in play (including 
cl111111taled unils) and placed in 1 he appropria l ~ 
"4'' bO\. A Player unmerliarely expends rhe ap· 
propriate number of Ducats for conslrucung or 
repairing naval uni1s. Finally, a l 1 he ll\\ ning 
Player'\ option, during thas !mer-Phase each uni1 
under con\lru~tion (paid for in a pre,iou'i Garn.:· 
1 urn) may be mo,ed to the ne\1 lo\\C~I-numbered 
bo' 1n1 he: A.:1ivalion Track Slol. 

During 1he De-Acti,a110n Phase. a Player rna~ 
chomc 10 Oe-Acti\ale Friendly land or na,al 
unll'i. De·Acuvatcd na~al unils are taken from a 
pon and placed in 1he "2" bo\ or that pan'' Slo1 
on I he Acuvauon Tracl.. Oe-Aclivated land unil\ 
.lrC laken lrom the Game-Map and rtaccd [\\Ide 
among coumers no1 in pia~. 

(5. t ] UNITS AND THE 
ACTIVATION TRACK 

The Acuva1ion Track is u~ed to l.eer nad. of De· 
i\cuvated na,al uni1s, land and naval unil\ bein!! 
i\cllvatcd. and naval unil~ under COihlrucuon 
The Acuvalion Track i' divided imo \CCI ion~ .:all­
cd Slot:.. each or\\ hich corresponds 10 a ran icular 
divided 11110 four numbered boxes. (l·:xception: 
Ciucs have only one numbered bo\.) 

[5.2j RESTRlCTIONS ON ACTIVATION 
J5.211 The sole ltalian unit may be acliv::u cd only 
in hex 3225; Burgundian units o nl y in hex 29 18; 
German unils only in hexes 3016, 2916. or 2915. 

JS.22] Walloon land uni1s may be Aclivated onl> 
in 1hc Ca1hol ic Ne1herland\ area. Sec Procedure 
for h0\1 lo acomplish 1 his. Such unit\, once Ac· 
li\aled, appear in ell her 2613, 2614. 2715 or 2!115 
1f unoccupied by Enemy unil\. 

JS.231 Engh~h units may only be Acrivated in an) 
Fngli\h-conlrollcd pon or fortress in England. 

(5.241 Spani~h umls may onl} be Ae1ha1ed in 0111\ 
Spam'ih-conlrolled port or fonrc\s in Sram plus 
hex 3225. 

JS.2SJ lnsh. Seollish, English Catholic nnd 
French units once elimmated may no1 be acti,aled. 

J5.26J Engli\h, Oulch and Spanish unlls (ot' all na· 
uonaliue~) 1ha1 have been eliminarcd during 1 he 
cour\e of pia) may cmcr 1he game by again being 
Actl\·aicd during a \ubscquent Aclivation Pha\c. 

JS.27J Dutch land uni1s may onl> be Acuvatcd in 
hc~es 28 12. 2813. 2712. 2713 and 2612. 

15.281 Dulch naval units may o nly be Aclivated 111 
Amslcrdam and Brill. 

[5.3) NAVAL CONSTRUCTION 
During the Activation Inter-Phase, a Player may 
conMrucl naval units. A Player may consrruct 
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either new unih (units not tncludc:d in the tnlltal 
~cHt p) or unit~ eliminated during the cour~c o r 
rlay. Before cun,tructing u naval unil. the u" ning 
Pia\ er mu\t pa} the entire CO\t M wnstnKtton 

[5.3 1) 1\o na,al unus rna~ be comtructcd "hich 
arc not rro,tded m the counter ml\. 

(S.32) The to ta l number of N;JVal Comhat 
Strength Point\ tn a Slot nn an Activation I rack 
may nc:,er c~cccd the Victor~ Po10t Value ol the 
corre,pondtnl! pun or rllrlrc" ( 1-,,ception: 'ce 
Ca\e 5.5-~). 

[5.33) No nand units may be const ructed tn the 
Ireland Slot on thl' Activatwn Track. 

(5.34) Unih under con~trucunn "hich reach the 
number"2" bu\ mayremam thl'reiOdefinuel) ,\t 
the "ar1 of :1 Game-Turn, however. all unit' 111 a 
" I " box mu\1 be Activ;Hcd 111 1 ha t Joint Ac t iva­
lion lnter-Pha,c. 

(5.351 Wallonn na,al unit' may only be .:on­
'tructed 10 \ntwerp and Dunkcrque. "'tl ut her 
Spam\h na' al unm may be con,tructcd in either of 
I hC\C port\, 

(5.36] The E'n~ l i\h P layer mit) only con\truct 
na,al unit' 10 Lngland. the Dutch P layer 10 the 
Prote~tant Netherland~. and the Spani'h Player 
may only con\lruct naval unm 111 Spam ( I- \ Cep­
tion: see Case 5.35). 

(5.4) REPAIR OF NAVAL UNITS 
A Player \\1\htlll! to repatr a naval unll that ha' 
tal.. en a \lep Ill\\ move\ that unit to a pun "uhin 
that Player'\ home country. During the Dc­
t\lobtlization Phase, the unll ,, taken orr the map 
and placed in the number " 4" bo' for that port on 
the Activation Track. The Player tmmediOtel_v 
pa'' half the cost normall) required to con~truct 
that unit. In \Ub'>cquent Game·tTurn~. untt\ under 
repair are treated as unit> bctnj! ~ons11 uc ted ('ee 
ca~e 5.3). 

(5.5) RESTRKTIONS 0"1 
DE-ACTIVATION 

[5.5 I I Englhh and Span t ~h land Ullll~ may be Dc­
Acuvated any" he t·e in the Player·~ home ;;nunt ry 
(only). (E\ceptlon: See Case 5 52). 

(5.52) The Spani~h Player may De-Acti,ate Ger­
man land un11' 111 hexes 2915. 2916. 3016, Italian 
land units 111 he\ J225, Burgundian land unit\ in 
he\ 2918. and W;tlloon land unit\ in any hex o f the 
Catholic Netherlands. 

(5.531 A Player may onh De-Acti\'ate hi\ na"al 
unus m a p11rt 111 his home country. The Combat 
Strength Pomt' of naval unit\ bcmg De-Activated 
in a port may never ex('eed the Act ivat inn Value of 
that port (bceptlon: see Ca>e 5.54). For thi\ pur­
po'c on I). a Walloon im <l\tun barge i\ con~tdcred 
to ha,ea streneth of4 . 

[5.54) If becau~e or the lo~s of Friend)\ home 
pom 10 the Enemy Player a Player cann 01 comply 
with the re\trktiom out lined 111 Ca~e 5.53, a Player 
ma) De-Acll\atc na,al unit\ 111 e\cess of the Vic­
tory Point Value of a gi,en pMt in that port In 
tht' mstan.:e, the Player mmt dtstribute the execs~ 
na,al units that arc to be De Acth a ted 3\ e' enly as 
po~sib le among those pom \ti ll in Friendly con­
trol. 
(5.55) Dutch. lri~h. Scottt\h, Engli~h Catholic, 
and French unit\ of an} \Ort may not be De­
Acti\ated. 

[5.61 AC.TIVATIONTRACK 
(seem;tp) 

[6.0] NAVALMOVEMENT 
GENERAL RULE: 
During the N;l\a l Mo\'ement Pha\e, a Player may 
utilize either normal or Coa\tal Movement (~ec 

Ca\e 6.2). The Pha~ing Player may move a\ manv 
tlr u~ lew of hi\ A;;tivn tcd Navu l uni t~ as he de~ ire\ 
rhe Non-Pha\ing Player may move naval uni\ w 
101ercept an Enem) unit if he \Ucceed\ in spot lin~ 
that unit {~ec ca,e 6.5). \ hl\cment of 'iatl 
po"crcd naval untl\ may be affected by wind ('ee 
Cit'<' 6. J ). T here" IHI limit tut he number ol unih 
that may end their Naval Movement tn a he\, 

PROCEDURE: 
Before a Player mo'e' a unit, or \tacl.. of unih. he 
announces "hcthcr or not he "ill u~e Cml\tal 
Movement to nHWc it t hi~ Game-Turn. If not, f'n t 
all Sail-Powered unit\ he mu\t then announce thc 
ftr\t he\ into" htch he" til mo' e that unit or \lad. 
and determine "hether this propo,cd mo,cment 
\\Ould be "with" or "agam\t" the PrevaiiiiiR 
Wmd (sec Cm.e 6. 1). The Player \elects the ap­
proprtate column nn the Wind Effec t\ Table. ro lh 
the dice, and detcrmirH.'' the number of ''"'P' a 
\Ia~ I.. of naval unih mu~• lo~e and or the numbct 
of \1ovcment Potnts that are deducted from the 
t\lo' cment Allow ancc tlf t ho>e utllt\ 1 he Pha,inf' 
Player hud announced would move. These result.\ 
are applied axamsttltese unit5 whether the Pltasillfl 
Player mm·es them or not. He then complete' lm 
ITIO\emenl of l hal unll. 

Whenever a Player move~ a naval unit withtn 2 
he\e> of a n Act ive [ncmy nava l uni t, 1 he Non­
Pha\ing Player ha\ the option of allcmpung to tn­
tcn:cpt \UCh naval unit. The non-Phasmg Pla)cr 
roll' a die; a die rtl ll of 3 through 6 tndicate' that 
the 1110\111!! umt 1\ Spoiled. If the Pha~inl! Player', 
un11 1 ~ not Spotted, he may conunuc it~ movement. 
Spoued naval unit\ may not be moved further in 
that Movement Pha\c. The Non-Pha~ing Player 
mu\1 con~ultthe Wind Effe.:ts Table (6. 7) prior 10 
e\ecutmg any tntcrccptions. 

[6.1) WIND EFFECTS ON 
NAVAL MOVEMENT 

Sati-Po"cred na' al un11s can be mO\ ing either 
""h or a~ain~• the Pre, ailing Wmd The Pha,mg 
Pla)'er determine' a unit's rclation,hir to the wmd 
by wmparing the direction he "ishc\ 10 move t llat 
unit (through the fir~t hex to which it i~ moved) to 
the Wind Key 111 the Sea Zone that he\ ism. Oar 
Po\\ered na,al untl\ are never affe<:ted by "and . 
Na,al units utiliLmg ('oa~tal Movement bee Ca'e 
6.2) arc neveraffe.::tcd by" ind. 

[6. 11) If a naval unit move\ with the prevailing 
"md through it' r.r~• he\ of movement and \Ub\c­
qucntl~ change' II\ cour .. e a\ it cnntinu~ it\ nHl\e­
mcnt. such that ih heading is aKainSithe Prc,a•l­
mg Wind, the O\~ntng Player m11St check the \>\ ind 

Untt is moving "with' ' Prevailing Wind 

Effect\ I able before the un tt can be moved from 
1 hat hl'' "here the cour'c change\. 

(6 .12] Under no ctrcumstances i\ a Pla)er com­
pelled tocH·rcon\ult the Wmd EHc.:l\ Table more 
than tw1ce during 1 he same :O.Io' emcnt Phase for 
the \a me unit (If ~tad of Ullll\, 

(6.1 3) Naval un11s heinw mmed in the t\lcditcrra­
nean SC<lloneare net•erafrected b) 1\llld . 

(6. 14] <:;huuld a na,al un11 remamm an all-sea he\ 
dunng the Phasing Player'' Na,al Mo,ement 
Pha\c ""hmu being mn\cd. that Player must \ till 
.::omult the Wind Uf'ccts Table. In 'uch case, he 
ctm\Ult' the table con,idenng the unit .. , mo' ing 
with 1 he Pre, ailing\\ md 

[6. 15] 1 he Non-Pha\lllg Player mu't al\\a}' .:on 
sui t the\\ ind Effect' Table and app ly any result\ 
before moving any unit\ Ill intcn.:cp t (\CC Ca'l' 
6.5). 

(6.2) COA 'TALMO\ EMENl 
Any na,al unit or 'tad. nfna,al unth may be mo' ­
eel by Coa~tal Movement. A unll tlltltting Coas tal 
Movement must \tart the \10\CJIICIH Pha'e in a 
coa\lal he\ and ITIU\1 1110\C only 11110 cOO\tal he\1.'\ . 
It cannot mm e throu~h an all-,ea he\\tdc 

(6.21] l.J 1111~ using Cua\lal t.lo1 cment arc not \Uh­
ject to Wind Effet· t., , Under no cirmm.\tances may 
any umt beiiiR moved by Coastal Mo1•emen1 move 
tltrouRh an ull-l'ea ltetside. 

(6 .22) The \Jo,ement ·\llo" ancc ol all unit\ mtl\ ­
ed b) ( oa\lal t-lovemcnt 1~ haled, rounded do11 n. 

[6.231 I he Non-Pha\111!! Player cannot 1111ercept 
unu' hemg mo,·ed by Coa~tal \1nvcmcnt . Inter­
cepting unit\ may ne1•en"e Coa,tal \111\Cmcnt. 

(6.24( ( naqal 'vhl\ cmi.'nt mu't end 11 hen a untt 
u~ing ( oa,tal Mo,ement move' ,td ta.:cnt to an 
Enemy na\'a l unit. 

[6.3] NAVAL TI{ANSPORT 
The Tramport Capucin· of each mn al unit ., 
pnnted on the countt·t A na1 al un11 can be u\ed II' 
trampon one lnfantr\ Strength Pnnu tor e\Cf\ 
a1 ailahk Transport Capacity Po1111. I catkr' may 
be.:arricd on any nnvalunit "fo1 free." 

[6.3 11 Onl} land and leader un11' \tacl.cd 1111h 
na' al unit\ in a port at the hegmninv llf the Pha' · 
ing Player'' Naval Mtl\ement Pha'c rna} be em· 
barked un the tramportt ll!! unns th;lt Pha~c. There 
is no movement co~ t IM cmbark<ll ion. 

[6.32} l ;tnd unit\ may be debarl..cd on any e~•a\lal 
he\ twt l~<:cupted b) lncm) land umt' I here ts nu 
co\t 10 1 he transporung un11 w debar I.. untt\, and 
the na1 .11 unit\ ma> continue thc1r 111tl\l'lllent. 

Umtts movmg " agamst" Preva1hng Wind 



CHARTS& 
TABLES 

[6.8] WI ND EFFECTS TABLE 
April to Sept Game-Turn 

DICF With A~tainst 

2 10/ 8 20/ 10 
3 10/ 6 20/ 8 
4 8/- 20/4 
5 61- 2012 

6 4/ - 18/ 
7 2/- 10/-
8 1- 10/-
9 -1- 10/-

10 - 1- 10/-

Oct and Winter Gamr-Turn 
With Against 

20/10 20/10 
20/ 8 20/ 10 
20/8 20/8 
20/ 8 20/ 8 
15/2 20/8 
15/- 18/ 6 
81- 1512 
6/ - 15/ -
4/- 10/-

Copyright © 1978, Simulations Publications, Inc., New York, N.Y., 10010 11 -1- 51- -1- 51-
11 - I - -1- -I- _,_ 
The number to the left of the slash indicates the number of Move-
mem Allowance Poins that must be taken away from the individual 
or stack of naval units. The number to the right of the slash indicates 
the number of step losses the s tack of naval units must suffer. 

[6.9] TEl~ RAIN EFFECTS CHART [7.2] NAVALCOMBATRESULTS TABLE 
Terrain Type Movement Errccts Combat Net AUack Superioril) 

l and Uni t~ Naval Units 

Land Au Normal Prohibited Normal 
less -20 - 10 + I II greater 

0/(£ than to to to to than 
Fortress Hex Normal Normal Cases 7.52, 9.13 -20 - II 0 10 20 +20 

Port Hex Normal Normal Normal I -I- -1- -I- -1- -1- -1-

All Sea He\ Prohibited Normal (excep- Normal 2 -1- - 1- -1- -1- -I- -II 
tion: Case 6.2) 3 - 1- -1- I I - I l l - / I -12 

Coastal IleA Normal Case 6.2 Normal 4 I - I l l 2/ 1 1/ 2 I I Il l 
Shallow Coast Normal Shallow draft Case 7.33 5 2/ 1 I l l 1/ 2 212 212 2/ 3 
Hex only 

6 3/2 312 2/3 3/3 2/3 3/4 
Impassible Prohibited Not Affected Land combal 
Land He:~~side Prohibited The number to the left of the slash applies to the at-

Impassible ea Not Affected Prohibited Naval Combat tacker; the number to the right applies to the defender; 
Hexside Prohibited - indicates no effect. The numbers represent step losses 

Impassible Lund/ that the specified Player must take from Friendly com-

Sea Hexsidc Prohibited Prohibited Prohibited batant units. 

Cit} Normal Prohibited Normal 

R5 
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(9 .3J LAND COMBAT RESULTS 
TABLE 

Comblll Rillio (A ttacker 10 Defender) 

IJIF. I·' 1·2 1·1 '·1 '·1 
grealer 

Ihlln 
'·1 

I - /- -/- -1- -/- -/- -1-

2 -1- -/- -/- -1- -/- -/-

J I r/- 1/ 1 III II I lilT -/I T 

• 
5 
6 

2r/- I I I 1/ 1 I l2r 

2r/- 1/ 1 2r/ 1 212 
2f/ 1 2r/ l 112T 212 

112T 

'fl. 
21Jr 

1/ 2T 
2/]r 

2/ lT 

The number 10 the left of the slash applies \0 
the attacker, the number to the right applies 
to Ihe defender; - indicates no effecl. The 
numbers represent the number of Slep losses 
Iha\ the spedfied Player musl lake from 
Friendly combatant units. An r indicates that 
the uni ts in Ihal stack must retreal one hex. 

(1I .4J INCOME TABLE 

Initial Spanish Inlnal t~nalish 
1)11:. T~ul) LC"cl Trnsul) b~·,cl 

I 2300 1000 

2 2400 11 00 
3 2500 1200 , 2600 1300 

5 2600 1300 

6 2700 1400 

All values are in Ducats. 

(11.61 I'URCHASECHART 
Type or Unit 

Infantry 

Deep· Draft Naval unit 
Shallow. Draft 
Naval unit 

Invasion Barge 

Victuals (naval unit) 

Victuals (transported 
land unit) 

Munitions 

Purchase Cost 
(multiple of 
Maintenancl' Cost) 

No Cost 

25 x M 

6 x M 
, x M 
, . M 

'x M 
4 x M 

(16.4J IRISH REVOLT TABLE 

Oil: 

I 

] 

J 

• 
5 

6 

Spanish Laad Combat 
Slnn&lh PoinlS In (rel .. d 

1-5 6--10 II-IS 16 + 

, , , 

, 
4 

6 

8 

2 
4 

6 
8 

II 

J , 
7 , 

II 

The number resul! indicatC$ the number 
of Combat Strength Points of Irish Rebel 
units thatlhc Spanish Player may place in 
Ulster and Munster, If there are mOte 
than 16 Spanish Land Combat Strength 
Poi nts in Ireland, usc the 16 + column , 

(16.S( ENGLISH CATHOLIC 
REVOLT TABLE 

"If' It .,Ht N fI/ t I{'I /,\111 ... rlWIICt 'OIIN ~ , 
\TNI ICT" r Wlf),' TII"""AI Hf:IIEI'IOlnl 
1\ I{)NrlltN'lcl{'I A "J 

I -
} I 

J , 
• J 
5 , 
6 8 

(16.61 SCOTTISH 
INTERVENll0NTABLE 

OlE 

I 

2 

J 
4 

5 

6 

I L ~IlH' OI' 'iCOrriSII (' A TII()/.J~ 
("0""'8.41 $rRt-:.'CTIlI'OII r.J rll~rM41 
Rt' {)CI'LOI' lcn II /11(;111 ~ IllS 

, 
4 

8 

10 



[6 .S[ WI ND EFFECTS TABLE 

April 10 Sepl Game·Tu rn Oct and Winler Galll{'·Tu rn 
/)/c£ With Against With Against 

1 10/8 20/ 10 20/ 10 20/ 10 

j 10/ 6 20/ 8 20/ 8 20/ 10 

4 8/- 20/ 4 20/8 20/8 

5 61- 2012 20/ 8 20/ 8 

CHARTS & 6 41- IS /- 1512 20/8 

7 21- 10/- 151- 18/ 6 

TABLES 8 -l- ID/- 81- 1512 

9 -1 - 10/ - 61- 15/-

10 -1- 10f- 4/- 10/-
Copyright © 1918, Simulations Publications, Inc., New York, N.Y., 10010 /I -1- ' 1- -l- SI-

[6.9] TERRAIN EFFECTS CHART 

Terrain Type Movement Effecls 
Llind U nil~ Naval Units 

land Hex Normal Prohibited 

forlress Hex Normal Normal 

Pori lie)! Normal Normal 

All Sea Hex Prohibited Normal (cxccp-
tion: Case 6.2) 

Coashll Hell: Normal Case 6.2 

Shallow Coast Normal Shallow draft 
Ilex 

Impassible Prohibited NOl Affected 
Land I-Iexside 

Impassible Sea Not Affected Prohibited 
Hexside 

Impasslblt' LandI 
Sea Hexside Prohibited Prohibited 

Cil)' Normal Prohibited 

Combat 

Normal 

11 -1- -1- -1- -1-

The number to the left of Ihe slash indicates Ihe number of Move­
ment Allowance Pa ins Iha! muS( be laken away from the individual 
or slack of naval units . The number 10 the right oflhc slash indicates 
the number of slep losses the Slack of naval units must suffer. 

[7.2] NAVAL COMBAT RESULTS TABLE 
Nel Allaek Superiority 

I", - 20 - I. + 1 II greater 
mCl; tha n to to to 10 Ihan 

Cases 7.52, 9.13 - 2. - II • 10 2. +2. 

Normal I -1- -1- -1- -1- -1- -1-

Normal 1 -1- -1- -1- -1- -1- -/I 
j -1- -I- II- I I I - /I -12 

Normal , 1/- II I 21 1 112 1/ 1 III 
Case 7.3) 5 2/1 I I I 112 212 212 213 
o nly 

6 312 312 213 3/3 213 3/4 
Land combat 
Prohibited The number 10 the left of the slash applies 10 the a[-

Naval Combat tacker; the number to the right applie~ to the defender; 
Prohibited - indicates no efrect. The numbers represent slep losses 

that the specified Player mUSllake from Friendly cam-

Prohibited balan! units. 

Normal 

R7 
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[9.3] LA ND COMBAT RESULTS 
TABLE 

Combo I " a lio (AltackN to Defr nder) 
grealer 

/liE. 1·3 I · ' 1· 1 ' · 1 3·1 than 
3·1 

I -1- -1- -1- -1- -1- -I-, -1- -1- -1- -1- -1- -1-

J 1 r/- III III II I II2T -/l r 

4 2r/- I I I I I I l ilT t/2T ll2T 

5 2r/- III 2r/1 212 213, 2/3r 

6 2r / l 2r/ l l / 2T 212 2/]r 213r 

The number [0 the left of the slash applies to 
the attacker, thc number [0 the right applies 
10 thc defender; - indicates no effect. The 
numbers represent the number of slep losses 
that Ihe specified Player must take from 
Friendly combatant unil s. An r indicates thai 
the units in lhal Slack must relreat one hex, 

[11.4] INCOME TABLE 

Inilial Spanish Initial Englis h 
1JIt, Treasury Level Treasuf') Level 

I 2300 1000 , 2400 11 00 
3 2100 1200 , 2600 1300 
5 2600 1300 
6 2700 1400 

All values arein Ducats, 

[11.6] PURCHASE CHART 
Type of Unit 

Infantry 

Deep-Draft Naval unit 

Shallow-Draft 
Naval unit 

Invasion Barge 

Victuals (naval unit) 

Victuals (transported 
land unit ) 

Munitions 

Pure hast." Cost 
(mult iple of 
Maintenance CosO 

No Cost 

2S x M 

6 x M 

J x M 

2 x M 

, x M 

4 x M 

[16.4] IRISH REVOLT TABLE 

Spanish Land Combat 
Slrenglh PoinlS in lrelllnd 

11It: I·' 6-1. 11 · 15 16 + 

I - - - -
1 - - 2 l 

J - , 4 , 
4 2 4 6 7 

5 3 6 8 9 

6 , 8 II II 

The number result indicates the number 
of Combat Strength Poims of Irish Rebel 
units that the Spanish Player may place in 
Ulster and Munster. If there are more 
than 16 Spanish Land Combat Strength 
Poims in Ireland, use Ihe 16+ column. 

[16.5] ENGLISH CATHOLIC 
REVOLT TABLE 

1)1f" 

I 

1 

J , , 
6 

"I \IUHitJI "- \GII,\IIC~ H/fJII('{V\fHA I 
Sfllf'GTII ('o/\ T.I TlIA T \fA I Ht. IJH'I 01 HI 
1\' WIIITIlt.R' f'GI ~ 'I) 

I 

2 

3 , 
8 

[16.6] SCOTTISH 
INTERVENTION TABLE 

IJW /'ojj\ fllEH Of' SCQrT/,W C.UIj()UC 
CO\/8 ... T STHf.'VCTII POI,'·rs rJ/ 4T \IAY 
liE DEPt-orED 1\'/IIGIIUfMJ$ 

I 

2 

J 

4 

5 

6 

2 

4 

8 

10 



[6.331 T he ITan,porl e1lpaeit~ of 11 na\al unit ma~ 
nev/'r b,' excl'edl'd. In Ille e'ent of a ,iol3lion of a 
na\al unit', Tran.porl Capacity, the land ,'ombal 
unit> bcin~ Ir:lnsporled must suffer ~ufficienl 'Iep 
loss;~~ to lII('("'t the reduced Nava l Transport 
Capacity. 

[6.4[ IU:STRKTlOi\:S ON 
NA\'ALMOVEME~T 

[6AI I Nu\al unil<; Illa~ 1I0t IIH)\~ intu a hc~ .:on­
tainin!! l:lIemy l1u\al unil', bUI r1Ia~ be 1110' I'd into 
andror e'cn end a M ovcmcnt Plla,~ In" coall ,,1 
h," COluuininJ,' Encm) land unil, ( "w~llti"n ; ~cc 

Ca~e 10.151. 
[6.42] Oa red naval unit, may nel'fr movc fartlwr 
than I" 0 hex~~ frolll (t coastal hc.~ . 

[6.S[ 'lAVAI.INTElU.:EPTION 
Whenc\er a nav~1 unil mll\C' "ilhin 2 hncs of an 
I:.nemy n;I'al unil. the Non-rh:t'III)! Player ha< Ihe 
opli{)11 of altemptin~ II) <pot the mo' in~ unit<. The 
Non- Pha,in~ Player roll, a dic: a di<- rol l (If 3 
Ihrou),'h 6 indicate' thai the Illoqng UUll' may bc 
ITlterceptcd . Unit, Iha l are in!erecp1l'd may not be 
mo\ed any furthcr Ihal M ovement Phasc. Whcn_ 
e,'cr Ihe Nnn_Ph ~\\Il!,' Player <;pol, 3n Enelll~ 

na'a l lillit he 11111<;( move all Fricndly na'al unit<; 
that ~rc "Ithin 2 hnc~ of the interl'cpted unit into 
a ,in),'lc hCI adja~ent to the intcr~cptcd unit 

[6.5 1] Non·Pha<;in~ Player's unitl mo,,,,d adja ­
,','nt t(l the intercepted unit~ mu,t :Iltac~ the'", 
lInit, during the Ph"sin~ P lay<-r', Na\al Comb:lt 
Pha,e. In thi, ill<;tancc, the Non-Pha~in)! Player', 
intercc pT I11~ lInit\ ,Ifl' c('n~idcred 10 be Ihe :11_ 
[;I("ker, . 
[6.521 A Playcr l11a} havc c;ld, Friend I) IlIIit and 
,lack al1empt unl) une ilHer"I'ptioll durin),' 
Pla)CT" normal \lo'cment Pl1a<;c. Thc Non­
I'ha,in~ Pla}CT mal :JttCl11pt al man}' irnerl'cplion\ 
31 he ha, 'ta';~\ of IIllll' "ilhin Ihc II<" hn rad iu l 
of Enc1ll} N;s'a I Unll>. 

[6.6) St:\' IU .E 
Se,ille is an inland deep-water port. Na'a l units 
mal' pa.~s through hn 1J39 and entcr Se,ine. A 
nalal unit may not pas§ through he.ll 1339 when 
this hc, is occupied by an Enemy combat unit. 

[6,7] DUTCH NAVAL UN ITS 
Dutch naval units rna)' ncver be mo,ed further 
than 4 hexes from Brill. 

[6,8J WIND EFH:CTS TARLE 
(see separatc sheet) 

[6 .9[ TERRAIN EH"E(''TS CHART 
(see separate sheet) 

[7 .0] NAVALCOMHAT 
GENERAL RULE: 
Nalal combat occurs during each Pla)'er's Naval 
Combat Phas.: bct"ccn adjacent opposing unilS at 
the Phasing Pla)'cr's discrclion. (.: '(I'pllun: Case 
6.5). In a naval eombat. the defender may only be 
attacked from a single he:l. The Phasing Player is 
considered Ihe a Hacker, thc Non-Phasing Player is 
the defendcr, regardless of the overall stra tcgic 
position (E~cepllon: see Case 6.51).1f the defen­
di ng force is a stack of units, the atta<:k'ng Player 
may 1101 inspect the defender 's $tack prior to an­
nouncing his decision to attack. All defending 
uni1S in 11 hex must participate in allY attack 
against that he~. Deep Draft naval units mu~t ha"e 
munitions (see Case 13.3) in order to participate in 
an auack. Combal COnli nuC5 eithcr until the at­
tackcr elects to ccasc attacking or umil the 
defender succeeds in disengaging(see Case 7 .4) . 

PROCEDURE: 
After the attacking Pla ~'er IItdieales I<hkh of his 
unit< arc invohed in a particular na val combat. 
each Player dctcrmines the Sirength of those of his 
uni ts in\olled. ta~ing care 10 includc any ap­
pl ic~ble bonose~. The defcndcr's Total Combat 
Sirengih is subtracted from the attackcr's TOlal 
Combat Strength. The P hasing Player rolls the die 
and cross-reference, the die roll "jth the ap­
propriate mlumn on Ihe Combat Results Table. 
Thc resullS arc applicd imml.'dialely. each Player 
choo>ing "hich of his na\al un its "i!itakc stcp 
losses, if nccessary. Each P laycr then moves his 
ncet counter onc step 10weT on Ihe Flcel Munitions 
Trac~. Thc defending Pla}cr no" h3S the option 
to attempt Disengugl.'lIJ/'nI, He rolls one die and on 
a roll of 6 ( .~ Nceptions: 7.42 and 7.43), successfully 
disengagcs and thc combat ends. Olherwise. Ihe 
attacking Player has the option of allack,ng as 
many times during a Na\al Combat P hase as hc 
desire, . priJIided he has munitious rema ining. 

CASES: 

[7.1[ NAVALCOMUATKON US":S 
17. 111 A nec'l attac' ~ll1g "ilh Ihe Pr~'~illTlg Wind 
~dd, I to thc ,1lIl1h~1 qrength "rea.:h Sallln)! na'al 
linn in thc ... "mh:u: Galley<. tialll'al,e<. ;tnd 111'<1-
,ion Il.trgel 'II.' "I.'r rec'ci, C:l \\' i nd II I '1111'. 

II moving. un,t B would move "wrth" the Prevail 
Ing Wind, thus receiving the Wind Bonus during 
combat 

11. 121 Iii, p""ibk in ':l'nalll 1"''111111''<111 Ihc' map 
Ih"l b<1I11 'I'''·~' "f UIUI' an' ehl'iblc r,'r;t \\11\.1 
B,lI\u'. 11\ ,ud, C~"". 11<:ithcr I'l<t~n re.:ci'e' <I 

\\ ind BUlin'. 

[1. 131 Sca ic;,dn, add their h,m",,', I, •• "nlb;'1 
'Irel1~th "f lit" Frkndl) IHna! uni!> "nh "hi\"l\ 
Ihn ,.r,'<ta. ~ rd( I·. ~nl'li"n : 14. 1.1). 

[7. 21 .... A\'AI.<.:OMUt\T RESUlTS T,\IH .E 
('iCC -cparatc ,hee!) 

[7.J[ LlI\1ITATIO~SO'l 

NA\'AI.COMIJAT 

17.31] Shall,,,, · Draft na'3111Ilil' ma~ not pana~c 
In ((Hnbat "hen in Ih"lame hc,:« Fricndl) Decp­
DrafT n:nal UllIt,. 

[1.321 \ \ lu:n DC1'p-J)r,lfl and Sh'llltm-[)rafT n,Ha i 
unil' arc ,tlKk"d IO)!Clher iu a IUH1-C'''"I'1 1 h," 
"h;le Ill' " I'cd '" ,:uI"b~ I , Ihc ,m nlng Pla'n 1"11<1 
t:(~c a II hi, II "'c' ill D,"'p- \\":'1 ('r 11<1' II I U ,lit, fir,1 . 

17.331 J)c"p·[)rafl lla"lI lInil' CU'IIlU' a l t,K ~ ~dj,, ­
':l'nl Shal1,,"-Ur:lfl n,,,~1 lInil' ill a ,1\;1I1t\\, <,." 
hn . 

17.34] Land Imit\ in "paSlal hc\\', ma~ 1I1','er ai­
tad nur he altackcd b)' na'aillnil' . Na'al Ulllt, in 
thc same "oa'I~1 hn;1' a land IIl11t ma) panl(lpalC 

U1 3 113'al ,·nlll ll~t. I~'h,rmg Ihe pTe'en,·c "f land 
lInll'. 

[7.35] A na'al IInll ,an 'I{','n al t;td Ihwllgh all 
il1lP3"lblc <;ea hl",idl' 

[7.4J IJISE~GAG I:: Mt:N'r 

P.4 I ] ,\ nect that ha' '1H."ce"full) dilel1l'aged 
fr,'m an [nel11~ fleet (;Inn"t Iw inlercepll'<l h)" Ihal 
neet durin!, it, ne" ,\Ion'menl I' h~'l'. II ll1a~, 

h,,"e'er.ne 1l1lCT,'"plt'<l b, 31\) O!hcr (1l1·!1l)· fleel . 

[1.42] ,\ ,I ae I; (1 r 11:11 a I U Illt,. e"l11po,,"d 1·,\"111'" e­
I~ 01 <;IMII,,,, - Dr,,!", n:I' al Ullit" may bl' 'lIc.:c"fui· 
I) U"ctl!,'al'cd "nh a dic r,,11 ,'f 4 I hft'ugh (, . 

[7.43] Spalll,h D,·cp · Dr~fl 11<1,,,1 unitl l11~y bl.' 
<uccc,,(ulh D""ng;l!,cd" IIh:l dlC rull ur 5 ur 6. 

17.44] Engh\h DC\'j, · Drafl lI,n~1 lUlU' nta)' 'lIC­
"c"rul\) Diwn!'agc" Ith a dl\' ",II "f -I I hrnu~h 6. 

[7.5J "'A\AI. <.:OMIJAT Ai\1J I'ORTS 
[1.5 11 Pun, h:l\e 11<' !IItrin'lc dcfellIC \In'n~th. A 
Pl3'cf nla, ,lC':Upy <111 LIlClll} 1"'rI b) nlO'ln~ onc 
"f 1m na,~l \lllil, ill!!' Ihat pori dLHing hi~ Na'<l1 
\loH'm~ll t PIHI'C. An} En~m} 11;('al unlll "!1:1 

SI,>l "f tloc A\"II'<1I""1 1r;1~~ arc' dllllin:llcd If a 
P h",ill!, Pla)cr', 111111 ,'nd, 11\ IlHl'cmelll ill that 
P"ri. n'~<lfdk" "f" Ilelhn '" n,'1 he i, ""I1"dcrl'<l 
t" I"CC'UP) that p<>rI 4'cc ("a'~ 7.~5). All dC,l fOyc,1 
l1a' allll1it " arc r"llh",'d fr'lIlt thl' A,li, <lllnll Trac~ 
,\nd 1'1;1\'('d :.\ide. 

17 .521 A~II' ,tI ed 1I,l\ ,tI u nil' ITl n fOri r,"" P"TI ha\ e 
Ilte'il emuh;! l SlrCI1~111 doulJlf'd; Activalcd na'nl 
ullill in ~ THlIl · r,"tfc'l IlI'rI h:l\c their Cumbal 
S'rcl>~lh itu"·f'd. 

17.541 I a'id uni!> 111','l'r partk,palC 111 ~ naval 
"un bal . 

17.551 N3'al IInil' arc nc'cl clln'ldcrcd h' ha'e 
u<':<."Ill'icd 11 p"rt nr f"rtrc" <lCI;UI'ICd b) 1: I1CIll) 
land unit'. 

11.5111 ,\,'lil;U"d na,,,111II11\ in:. fort,.,·" !l"rl nut} 
dcdinl' e,"111131 III '''':'-l'plin~ Sil.'!!/' (,ce 50:,11011 
10.01 ..... a'al unil\ ,,1:. IHlIl_r"nrc" POrt cam lOi 
IInderg"Sic~c. 

[8.0] LAND MOVEMENT 
GENERA l RULE: 
Durin),' Iii, L~l1d \h)'cl11("111 I' h:.<c." Player m~l 
Ill",,· l" lll:l1l} "r l1' fc" "fhl"i A,·II\C. Unhc,ic!,cd 
lal1d unit,~, hc' d.·,irc, . t\ IIl1il m;, ~ be Illll'cd in 
all) directi,m m ('ll11binal i"11 "r dlfC,tiulI'. A unit 
''''1) 1'111) b,' I11U'c'<l up II' I hl'llmll of Il< ,\ll"cml'l1I 
P<"nt Alh",ane~. \1 "'~ll1cnt t\lltll\~nc~ P"int\ 
C(JIIII(}/ bc ,1,culllulated (rum turn ttl turn. lIT 
Irl1n,fcrrcd 11' l1nothcr unil. Th.·re i, nil hmil 1<> Ihc 
11IImbcr u( bnd unil, Ihal rna)· tnd Iheir land 
11H>'nll('UI in" he\. 

PROCEDURE: 
Ea\"h unll or ~ta.~ or unit, i\ 111tJ\("d ind ilidu:tll). 
it< path 01 rn,lIemen! tra~ed hn b} hCI Oil Ihe 
map. Whc'l1 Ih,· ]>h:"III),' Pll1)CT h", compll'led 
1l1l"CIlI,'nT or :" nUUl) "f hi~ 13nd IIl1i!, 3\ he 
dc,ire,. pia, tlrP':I'edl 10 that !'Iavcr', Land CI'Ill­
bat PhaIr. 

CASES: 

[S. I J LANIJMo\ EMENT 
RESTltILTIO'\'S 

111 . 11 1 Land Ul1i!, Ill~)' I1CH'r bc I1 I<lved inti! all 
I-nell1~-, ..... nlpll·d he, lInle" Ihe [nem) unit~ arc 
undcr Sicl1c 41cc Sc,', inn 10.01. 

111. 121 Bc'tc),'<-d unil'I 'III/nOI bc "' ... "ed 

111 .13] /\11 nHlIemell1 <)1' land unit\ i~ ,ubjccl to 
th...,le re'tri,:li"n, !t\tcd .Hl tit,' T errain Effccts 
Chart «cc Ca,c 6.91. 

[11 . 141 O'llell land unit, lIIay I1UI mu'c "r a ll:!.k 

R9 



RlO 

out of cnller lh(.' Pnll"~laJJl Of C~lIh(lli<; 

N{"llIcrland" 

111 . 151 Onl} German Unil\ m~) bc m'l\cd inl" 
hc\c< "ilhin Ihe G,-rman Slale'_ G<'fJ11~1I UIlII' 
toltnQ/ 1I11ad Ilf mOH' inlo till,' PWIC'I;UI1 Nelh"f­
hind, frum :111) h<,~ in I he German ,tate,. 

18. 161 Nu unit Ina) Ill0H' Inlll :Ln~ S\\" .. C"'" 
fedcrali"" hn. 

18.17J French IIllm ca n II/"."('r 11""(' fmm .11' all:l6 
out of Fran,','. I fi,1I UUil, C;oU"''' hl" 11",,.'d nUl of 
I rdand. 

111 .1111 En!;'li.h 111111' ~ann(ll be Illl>H'd IIII<' 
S.ollanll until the appcar;u1<;c ,.f Sl','I, Cl1h"li," 
unit, inlhc Hi!,h1:md" 

[8.2] TIIt: SI'ANI SI-I ROAD 
Unit, m,,"cd I" hn J22~ or A.Il\'3Icd in Ihl' 
"J22Y' Sh.t I'll the A~li.ali"n Trad m;ty <I"Ullle 

[\\lrmal land m'''l"melll I hwu!:,h S;LI "). I .Irrain", 
<lnd 1 r:lI1chc C"'nte. mil) Ihe CHlhohc' 
Netherland" 

[9.0] LAND COMBAT 
GENE RAL RULE: 

Land cm1l11:11 '>\:CUJS duril1~ a Land Combat P ha ,c 
b<-mc<'n adj.n-cn( u nti l at tile P hMi1l1! P layer" 
di,a~'linn I t :" " 'pliun: 'iic!:,c\, 10.0), Thl' Ph:"lllg 
Pla},'r i, the aoad.-!. I he Non· Pha<inl' P layer Ih<' 
ddcndtr. n:rardlcl' .,f lin' ''''crall ,( ratcgli.· <lIlJa· 
1;'>11, In bnd cumb:lt, I he udender may !lnl) be al· 
lac ~ <."tl from a lingle he.. I rlh~ ddcndlllJ! r"n:..,,,,, 
<!Olck of un;". the al13(king Player CUII/WI IlllPCCI 
I lit defender'1 \wl'k pr;." "' .umnulll'inl! hi. d(.'ci· 
\iorl hI alla,'k. A unit Inay rankipalc 111 onl) "lie 
C011\b,,1 (X'r I alld Combat I'ha\e. Vk1l<rinu, 111111' 
nm) be ad\arwcd afic. l'(lmb:lI: ddc,lIed UIlII' Illa) 
Ix- require'd 1<> n'lre:lI. 

PROCEDURE: 
The al!ackcf IOlal< th{" CUlllhal SlrCIII!Ih of all 1111' 
unit' alladilll! a 1111(.'11 he\ and l·.'mpar{"~ Ihe InI:l1 
10 Ihe Cnmb:" SIr'>II~lh "r Ih"\e ullil~ ddel,dl"!' 
Ihe he\_ TIII~ c"mpnri<;uII ,\ C\pre\~ed ~<; ~ r~li" 

bo.'l"'een 3113,' k in~ and dd'e1ldilll/ Slrelll'lh Puinll, 
;wd i~ 'implified by wU1Idinllit du" nlU une of till" 
Odd~ ~;"i,), found lin Ihe L~nd CUl11ba r Re<ul" 
Tahle. b~mIJlt·; If Ihirll:(,11 SlrenllTh I'uilll' "l"n: 
allacking. fOllr, Ih(" (""nbal Odds ~nli(1 \\(luld b,: 
3.25 t\l I. Thi, h rounded ,Iff (;l I,,;!)< in !II" f;I\',.r 
of !he dcr.·nder) ,,, lilT,,\, '" ,III,'. Ila\ "'~ d,'ln11lill ­
tU Ihe aClual ~omhal .Kldl, Ihe a!la~k<'r rnll, a die. 
T he r~uh i, efl'''-!Cfl'lelh.'ed "ilh Ihc C,'mbal 
Odd, '10 the C,,,nbal ~e\uh, ·' able 19.3), Ihelr ill­
!cr\c~!inn yieldmg Ihe ""nb;" relull. Sq:.~r;lTl· 

combal< ar(' re'l,he!.l In an} "rder Ihc Hllackcr 
dc,irCI. 

[9,1] RESTRICTIONS ON 
LANnCDMUAT 

19. 11 ] Onl~ Aelilated land IInil<; may 1':1(I;e;pUII;­
inland ,·,,,nb'I1. 

1'1 ,121 All) land ''''', Ihul ""n Ihe A'·'I\alioll 
Tmd., i, de"r,')"'(( if 11' '·"rrc<pon<hng hn i< ",:­
~IIpi.'<.l by all Ellt'I11Y 1'l11d ullit at Ihe end "r ;Ill} 
Land " ,,'emen! Pha,e. 

19.13J Ul·fendlll~ UIlIII III a flJnre" h", ared,,"bl ­
, d. 

[9.14J Land UIIII' rna) 111'1'''' al!l.d thWllgh an 
""pa"abk-land hn"d~, 

[9,21 KETlU:ATING ANI) AI)VANCJN(; 
AS A K":SULT01-' l;DMIlAT 

19.21 ) Whl:l1 a cOlllbal re,ull dICI3!e, a ul1it'< 
relreat. Ihe "" nin~ Pla)cr IIIU\! immediult'f), IIW' ~ 
all urlll' III Ihal <13cL Thc ""'''n~ f'l ay("rd~,'id<>, 
illln" hid he, (he ul1i«" ,II b,' rei realcd. 

1'1 .12] A HlIIi C/ll1m/l retrea( in", a pr<lhibil,'d he\, 
IhfllUj!h an illlpa«3blc h<'\~i((e, lit illln:1 hc\ ,"'. 
CIl PltU b) Enelll) land 1I1U1<. If Ihere i< n" hc, 3 
ullit CHn re(rea l illll', Ih31 unll i< "llIImlllll'(/. 

19 ,231 Whene,Cf., he, i\ 'a(ale(( due 10 l"()llIbal, 
"l1e "r 1lI!lf1" "r Ihe I iell>ri,.u< lU.i" rna) bl" ad':lI1," 
cd 1111" II,,· "," ';!<':3ICd hn_ A P laY"f i, nc'er 
r,.r~,'d ," ;,d':lncc;' IInil, hUI if It,' d, .... ' Ihe unil' 
mu,' lx' ad':I1I,·cd imm('<.li;II<'1~, prinr I" ;II!} "Th<', 
,·,,,,,baT re<llluIIOn . 

[9,3] LANO CDMHATRESULTS TA8LE 
«IT <~parHI<' ,heel) 

[10.0] SIEGES 
GENERA L RU LE: 
Dunn!! any Land Cumbal I'halC. Ihe drfendin~ 
Pla)'er I:an refulC cumbal fur., IltIgk- Game-T um. 
Whenc'cr a I' la)'er elcct~ Ihi, urnim., hi, defend_ 
inl! unil i, <-on,idercd Bl'sil'f(ed. A na'a! unil in a 
f,." re,I he\ may \lnd"r),',. Sic),','" hen "'Ia,·~ed h) ,I 
m1\,,1 unit. A Pla)<"f nUl) Iklicgc a unil in an) land 
or .-oa'lal hn _ i\ unil al I he ocginnll lj! lJf Ihe Com­
bat I'ha'<: under Si,'ge ("u m llJl r\'fu<,e Ct'",bal ('ee 
-:'-a'e 10.3), 

PROCEDU RE: 

Thc dcfendll1~ Pla)'cr anl1"UI1CC' h,~ dn'i,;un 1<1 
lIndn.>!o Sic~e bd",,' Ihe Al la~~in~ pl","er il In ­
f<llillcd "f Ih,' "rcnglh ,.f 11ll' ddelldill.<! U'II11, ,\11 
unl1' rhal "ere 10 al1a<.:k rIll' unfl rhal h;!, ac<.:cpl~d 
<;iC~l' "r,' pl'",",'d in Ih(' 'all1<' he' :." h;!1 IInil , 

CASES: 

( IO.I ( DURATION OF SIEC":S 
110, 11 ) F III;Il1) Ulli!I ,'ill under Sk'g.c ", The ~'lTd ,.f 
Ih~' Frit-lIdl} I and (''''II11al Ph"'e I"" GUII'C­
Turn' ;!flel a<.:(epling ')1('~e arc IJll/OlIIIJllrafiy 

c!lTninmcd {t:.\nplj"n ; 'Cl' Ca'e' 10.12 and 10.13). 
I' "r example. a Sp;ulilh unil Ik,i,,·~,'d h) rhe 
Fng!i<h III (iame·Turn I"" i< elilllinaled (if "'" 
rc!il"H'd) al Ihe cud <If Ih,' Engli\h C"",bal Phaw 
"fG"I1I(' ·Turn r"ur, 

[10.12] Unil< under Sle~c in a f"rlTe" he\ 31 Ihe 
end ,.f Ihe Friendl) Land (",'mbal Ph"Ie \I, Game · 
Tn")1 aflcr a~"'l'plill~ Sil'ge ;!re UlilomUliCIIIII' 

<'I1I1I111'l1Cd ( t.\\"('p,j"n; Wt' Ca'c 10.13). 

(10 ,131 Un;l, under S'e~~' '" ~ I"'" hn 'If r,.nre" 
pOri h('~ may underl/O Skgc i ndc fi nilel~'. (", ,,'cp­
I'"n; ~ee Case 10.15). 

110.14] Unill ill a r"rlre" h<·~ B"lic~l·d ('xdrl.~il"l"" 
by nalal Ullil< .an endure a Siegc Illdefinilc!} IICC 
Ca«' 7.56). 

11II. 1!'1 'I he Ik,ie!,,"~ I'la)~r rna) br'n~ lIa,,, 1 
lIIIiTI ill'" a fmlre'l 1''''', ,lr port h,·, d,'\pi", Ihc 
prc'l·II,'e <If FlltrH) nav,,1 uni". The Ilc-lic!,c·d ""i,, 
a,,' chmlT13led al the end "f the \·riendl) I and 
Cumbal Pi13<c 'I' Game-Turn' afn-r thl" Be,iegllTg 
na' al uniT can)e Ul'" the he'. 

(10. 161 \\'mln Gam~-TlIrn< ,,,um a' five ,"IIT­
plt'le Game-·' urn, r,'r Ihe P"ffl"'t· "r d~·'erlilill'"~ 
Ihe dur;" i,,,,,,f 11 Sic!' .. '. 

[10.21 FOKTKESSES ANI) SIt::GES 
110.21 ] Na~al unit, in a forness he, ullder Sic~e 
arc al,o Besieged. 

1111,22 1 A n;";11 unit ill;, f"n re" Ill·' ulld,'r Sic!'t' 
mal be nll'lcd fnom Ihe f.!rlll'II, c,cept I'hcn 
I:ncll1\ na'HI unil< are al", pre_ent in the Bt'"e~t'd 
hn«eeCa" 10.1~). 

(10.31 SIt::GESANI.)COMIlAT 
Land unil~ under Siege In ;! clc;1T ur port hn arc 
d,,"bkd "hcn atlac~ed ('i<"l' ('a,e 7.52); unil< iu a 
rOfTres~ arc ITipled. Whene,er unit\ under <ie!,c a1-

lil .. '~, !beir cnrnbal <lfelll/ih il Imh ed. 

110.3 11 A PI,,'er Illay allempl W rcll~'l' Friend .. 
Ik'icge!.l unil, b, nil" in~ ad!.lili,,,,a l un," lillI' thai 
he\. Th~w un." arc IT,ll IIl1d~r S'e~e 

(10.32 1 \\ hen allemplll1!, I" rche .. ·. Ihl' (""mbal 
').!ellgl h P"iml "f Ihe relic, III~ UII'" and 111",i<'~l'd 

IInil' {Ih .. ·" C"",h;II SI"'I1~lh P,"'III ~rc ,'ill 
h;," edl U1~) I,.. <':<ll1lh,"ed. 

jlll,3) ] ,\ r'I"~<'T <.:3111"'1 ha,e Ikllcglll~ 111111, 
rdul<' ':""lh;11 h' Ul1d,·r~,,,"~ S,c~<> 

[11.0] fiNANCES 
GENERAL RULE : 
<;1';1111 and ""!,Iand ca<"ll ha't 11 "'(''''"I) ,·"nlalll, 
11l~ alllh,' fund, l1\ail"hk-Il' Ih31 l'llunlf~. I und~ 
arc meH,"red In Du . .. " . Player, "pelld {Iublr;,CI) 
O'l<"al~ ,,, ,:,',,,,r,,cl;r,'p;lIr n;I,,,1 ullil<, mal""lin 
A,·!illIlCd n:"31 and land ullitl, and pur.-l"l\<' ,i .. ', 
1\,al, ~IId or 11","il"'"1. f' la~<>r' ;ldd \)11''''1 1<' 

Ih .... r Ir<.·awr) "h"" th..- r<'~c,'<' Ih<>11 ;111110,.1,11-
.. ·",lIe. A P la)Cf "h" nUll "ul "f IIWIle), autl i, 
thu' unable 10 ,·,"er UlaiIlICnal1"'~' c,,,t, IIf all' 
'>I her required c'pcndliliTCI l'ce CH<e 16 I)) fa,el 
" iff [K'nall iI". 

PROCEDU RE : 
PI~}n' tttei, r ill,·'Hn~ I" icc aLIT ing 4 rlllllllll. B", h 
PI;lyrr, r<·<.:ci,c i.1<;IIUII' "I Ihc It:on ,.r Ih,' game 
pri"r 10 lilt e<lmll1en<.:emcnl "r pial. and !.luring 
Ihe Finan.:ial PhalC ,'f Ihc JI'inl Admini'lmtne 
Intef-Phaw 'n Game·Turn l}, PI3)c" d.'lerml11~ 
IhclT annllal inu'l1lc h) ""\Iullillj! Ih~1f re'lx'<.:li'e 
",.l!lInn ,.n Ihe \n<':,"ne Tabl., and r,'lhn~ 11 !.lie. 

Dur ing Ihc Actn ali,'n Inler·l'hal(' Pla)cl' l"\pend 
DlI~'"1 '" 'niliall' Ihe <.:,,,"""<.:II1.n and liT repair 
"r n8'a l lInll' {ICC <;e<.:lIun 3.0). Dunn ... Ih~ 

M311!1en;lrl~C Pha\e of Ihe J (Jinl ,\d llliniSlraliH' 
Inler -Phale, the English Player mu,t pa) to maln­
lain all Ac!i'aled EIl~li,h unit" and Ihe Sp;I11i'ih 
I'la)er mu" pa) I" I1 I:1in,;,in ;111 Sp;II\i,h unill. ,,\I 
nJ,,,1 Unll' ""I 111 a I'"rl hn I1IlI" be "'Iuallcd 
t'il hn by Ill,· "''''''''''1'1 i,,,. ,.f Vi,·,,,,,1 P"int, ,.r II,.. 
e'I'<'ndilure "f the al'J1ll1l'rialC alllllUni "f Du"a'I 
('ee Ca'c 13 . 13), Dur",!, Ihe A .. ·qulIlI'<llll'ha, .. · "r 
Ih" J,.irll Adl1lillillr~liH'lml"f-Ph;"l' Pia),'" 1\''': 
purdl;II{' mUllil""" ;lIld ,n ,i.'llml, (ICC S<.<~I""\ 

13,0). Whcn a Player re .. 'enc' lIl<,:,"nc or e,pendl 
Ducat> he adjuq, Ihe Il1~T~l'r\ on Ihc Trealury 
Track accordingly. 

CASES: 

[ 11.1 ] SI'ECIALINCOME 
ADJ USTMENTS: Spallish Trrasurc 
FieI'I and Spanish I n\ asioll 
orEnJ;!land 

The Spalli~h Pla}er ~e,retly wriles "hich mlJlllh 
!he Spanish Trl'a5ure na"al uniT "ill elller plo}'. It 
CnTer'i on Ih~ "C<;I lIIap·cd~c, only bcl" .... ·n jllne 
and Augll,' !587, during Ihe Jui,,, Arljvalion 
In ler-Phase, 
(11.1 1) If Ihe Spani~h t rc3,ure fleet of 1587 i\ 
de,truyed, Ihe Sp'lIlj,h Player mll<;1 <ublr3C1 800 
Ducal, from Ihe in<.:orrre recci'ed 111 Gam('·Turn 9. 
Upon de>lro),ing Ihe Sp:l ni~h Irea ,ure fieI'I uf 
cilher 1.'i87 or 1588, I hc En~li<h I'la}cr immedialt'­
fy adds SOO I)IIcalo; 10 hi, "'lIrrenl TTl'a'llry I.e\c!. 

111.12) Upon 1;II1ding S COlllb", 5"cn£,h 1'01111> 
of laud units in Enl!land, !he Spanish P la)'er im­
lIIedialely recct\es 200dncals from !hc Pope. 

[II,2J MAINTENANCE AND 
PURCHASE CDSTS 

Na' al m31nlen3nce cmts arc printed on each na\al 
unil counter. MaliHenann' CO'i!, for land unll' 
mllll be individual I)' C(\mpu t ~d. Allpurcl13\C COSI, 
are li<lcd in Ihe PUrch"ICCh;lfl (11.6). 



[11.21 ] Infanlry unil S are maimained al a COIl nf 2 
D\lcal~ l:Jer Combal SlrcnJ!lh Poinl cadI Gamc· 
T urn. Thcre is no CU<l for AClivaling land unll'. 

[11.22] A Player mUSI pay maillienanCCCO'I\ for 
evcry Aclive unil he has :11 Ihe bc~mnin!l of Ihe 
Financial Pha~e (b,·cpliun: ~, ... ' Ca<e 11 .24). 

[11.B1 A Player UOf'$ 110/ pay mainlcnancc CO\{< 
for any LIIIIl In Ih,' A'li,allon Track. 

111. 241 The En!llish Player d()('~ nOI pay 
mumlcnance CO<I, for an) DUlch. Luyal I ri~h. 

Scm\ PrOle,I:/01 or H u~uenOI unil' . Th" Spa nid, 
1'1:\yl'r d,>c< n(\1 pa} mailllenann' C(\<I' rur 1,.,,1, 
Rebel, Se<1l, Cal holi,·. EnJ! li<h Cmh"lic. ," Frendl 
Calholic unil<. 

[ 11. 3[ HNANClALI'ENAl:I"IES 

If eilher P la)ct i, ever unable 10 meel mal1llenance 
ur any olh,'r nece,<ar) Co<l<. he nlu,1 imll/f'(hulely 
Dc·ACI;'·aIC any friendly na\al unil< in any hurne 
pori, De·Acli\alC ' ,of all friendl) land unil , in 
his home c(,unlry. alld lo"~ 20 ViC/ory I'<lint'. 
Thew penalliC'i apply for cadI Game-Turn lhal he 
b unable 10 meel mandalory l·O<I<. Nul,·: DU1<;h. 
Irish, Fn'nch and Scollish unil< arc ne'er forced In 

be De-A'li'aled. 

[11.4] INCOMETA UL E 
(sec separale ~hct:l) 

111 -5] TREASUR\' TRAU< 
(see map) 

111 .6] I' URCHA S t : U IART 
(sec ,eparale <heel) 

[12 .0[ FLEETS AND 
ARMADAS 

GENERAL RULE: 
Whcnc'cr a Play,'r has morc Ihan one na,al unil in 
a hcx, he rna) ctlOo<e 10 replace Ihal <I:lrk of unil< 
\\"il h a ~ inJ!le informalional counler. 

PROCEDURE: 
The u\\ninl! Pla}er renlo,·c, Ihe cho~"11 qa~~ of 
unil\ from Ihe tIl:lP, phll·;ng I he [lnilS in one of I h,' 
numbered bo\(.'< on eilher Ihc Spani,h Armada, 
Holding Bu,. (lr Ihe Enl!li~h I' lecl" HoldtllJ! B'!, 
«ee Case 12.13 and 12.1-1). T he correlpondllll! 
nt·el ur annada chi I i~ 1:1~el1 from Ihe c"unler· m" 
and placed in Ihe he, from "hidllhe uni!, "ere 
laken. 

CASES: 

[ 12.1] l-'ORMATIONOFI-' l.n:TS 
ANI>ARMA[)AS 

112.13] Na\"~1 unll~ til I he .ame he, may be rcplac­
cd ,,;Ih a flccl Or armada ~"uml"f al any limc dur­
inl! Ihe o"ninl! Player' , Na'al :-'lo'emenl Pha,e al 
no movcmcnl cos\. a' lon!l a, Ihose unll< pl"'e« 
Ihe 'arne number o f ,iClual :.nd muni tion [wiru\. 

112.14] 1'\ecl' Of 3rmada~ may be cOinbincd ur 
Iheir ,·on<I1IUCI11 UIllI< re·arranl!ed al lonl! a, (hcy 
are in Ihc 'lime he\, and if all unill il\\ul,,'d 
p<'~ 'e" the ,allle nUlllber of ,·ieIU31 pninl , and 
munilion poinls. 

112.2] R l::..o.;TR I(.'·IONS ON 
INIlI\'IJ) U AI . UNIT ANI) 
STACK NAVALMO\,[MI-: NT 

\\'ilh Ihe cxceplion of pri\"al(."",ing. bOlh Ihe 
En!!li,h and Spani<h r13vi/', oper;lled inl31J!er for· 
mali(u" . 

112.2 11 A Player ma}· 1J.,'"('f ha\c unit' in more 
Ihan ,,\ all -sea he~c5al an) limc. 

111 .221 A I' la)cr "i<hin!! 10 1II0'C more Ihan ,II 
n:l\":!1 unil' inw all-<ea hnc~ 1113)· ,1111) du 'n by 

I!' "Upll1!, I he<e uni" ,nlo fleel< or annada,. 

112.2.11 A Pla)·er lila) al"ays mo'c any number of 
indi' idual unil' or 'Ia(·k, of unil~ in eO:lSlal hne,. 

[ 12 ,)] SPANISI-I ARMA[)AS 
HOLDING HOX « eefl1ap) 

[ 12.41 ENGUSH FtEI~TS 
nOLDINC UOX i,ee map) 

[13.0J VICTUALS AND 
MUN ITIONS 

GENERA L RULE: 
Every Game-Turn dUrin!! I he i\1:lInlell;)nee I'ha<c. 
cach naval unil nOI ina pOfl he. mU<1 be \"iclualled 
iralioned). or ,u tTer a qep lo'is. E'"Cf) lime a na'al 
unil engage< in N3':l1 Combal. onl" Illllnilion poinl 
111[1'1 be e\pended ( ~: ,eepliun ; <;l"e C~se 13.3 I I. 

" " Armada Almada 
Munilns Victuals 

PROCEDURE: 
A, a naval lI11il plI[l:ha'e< eilhl"r viclual or mum­
(ion pOinl\, ,·ur relponding r ieci or Armad;) 
marker' arc pla,·cd on Ihc Viclual Trac~ and Ihe 
Munilions Trao.:k tl' r,'o.:o[(llhose anwums pO'<C~~­

ed (we C:I,e' 13. 13 and 13.14). nil' markers lin 
bolh trac ~ ' are adju'Icd a, :Iddiliunal munili"n, 
and \ il"luat, are acquired or expended. 

CASES: 

11)·I I I' URC HASEOI-· VIl."TUAI.S 
ANIl MUNITIONS 

[13. 11 ] Munilion poinlS ma) be purchowd for a 
lIaval unil during any ,\cquisilion Phase if Ihe uniT 
is in a home pori he.~ ( t:" ',·plinn ; seeC:I<e 13.12). 

[13. 12] ,\ PI~}"l"f cannOI purchllsc \"iClualor mUIII · 
lions pomls for lIaval unils m a hex occupied b) 
F nem~ land unil\. 

[13.13] Vicluol pOinl, may be purcha\ed by :1 
P layer during an)· Ai:quililion Pha\,' if Ihe unit ;, 
,n pOri ( ~.,ccpliun' seeCasc 13.12). 

[13 . 1-1] Neilher munil,on, nor ,ielu:iI< m~~ be 
purdm<ed by a I' la)er for a !la,allln;1 under Siege. 

113.15J Any indhidual naval unit (Of Illld of 
naval UIHt~) for" hich vietuall or munil ion, poi,us 
arc purcha'ed. muSI immcdi:lIely be repl:.<.;ed un 
Ihe !lame 1113p b) a neel or annada CUlInI,'r, <0 Iha, 
Ihe Victual< and / or Munilions Tr;)~k, ma) be uwd 
III re~.'rd Iheir' i,·lua l and l or munl1ion, le\d, . 

[13.16] If no armada Or fleel counler i< a'ailabll' 
10 lcpla<'e a ,m,~II"lIt lor s(ac~ of n;I\:t\ lInils). 
,·iclUal, and mUnilH)1I< conllO! be purchased for il. 

[1).21 VICTUAUN(; NAVA L UNITS 

113.21 ] Shal1o,, · Drafi na'al unil' ;)le al\,a), ';e· 
11m led by Ihe c\pt'ndllure uf Du~alS I'ec Purchaw 
Chari 11.6) ",ole: Such IInit'i may nc\cr be 
rqlfeseilled by an armada OT IkN eUUnlt'T. 

113.22] A D''Cjl · Drafl na\';)1 unil in a .:oaslal hn 
ma) be ,ictll3l1ed by Ihe e~pendililre of Dueats 
r,Hher lhan Viclual POlnls, al lhe o""'nl!l'laycr'~ 
oplil"" 

[13.23] A Oeep-Oraf! naval unil;n;)n all - ~ea he~ 

mu.'1 be ,iClunled by Ihe con<ulllplion of Viclual 
P"inl<. One ViCtU:ll i'omt <upphe~ one neel or ar-
1ll:lda for a G:une-Turn. 

[13.24] ,\ n~':lt 'lIIil ~uffer, one qCP 10« for nery 
Game-Tum Ihal il i, unable 1<.> be Vlclualed. 

[13.25] N"':l1 unil< in a port ne'er ha'e 10 be ,ie· 
I un lied. '" e, cr)·i\!le is a .llOre ca rIOu,inJ! . 

(1).3] MlJi\'ITIONSANIJCOMHAT 

Every lime a neel or armada i5 enJ!aged 111 Na,~1 
Combat. one Munilion Puinl muSI Ix- expended 
(Eurplion: ,cc C;)1e 13.31). The appropri:1le neel 
or armada markcr ;1 adju~led on Ihe f,·lunilil>n' 
Tra~~ tn renec·1 Ihe e\pcndllurc. 

ILl.31 1 Whell,'~n. dUTIng Ihe re<;ulul;on of nor­
mal,·ol1lb:lI. Ihe alla,:ker's lIet Combat SlrcllJ!lh 
(exclu$i\'/~ of Leadcr and Wind BonuSl's ) miflus lhe 
defellder's flet Combai Strenglh is less lhan 
'· minus 30" , Ihe defender docI nOI expend a 
Munilion Poim forcombat. 

[13.32] Shallo" -Drafl naval unl1' al"a)"' pos\e,\ 
munition supl,c,: Ihey Hl·'·er run <llli . 

[13.33] A [)eep ... Orafl na'al Ullil po<~c<sing no 
IllUllilion, defend, 31 half "rcnglh and cnnnln at­
tack . 

[ 13.4] VIl."TUALS TRACK 
('>ee m:lp) 

( 1),51 MUNITIONS T RACK 
('>Ce map) 

[14.0J LEADERS 
GENERAL RULE: 
Leader, are raled for their influenee on combat. 
Th;. raling i, called a Combot 8 QllUS. A Player 
may add Ihe Combal Bonu< of a Leader (or 
Leaders) 10 Ihc Combat Sl ren£lh of any 111111'" nh 
"'hich il i< Slacked . The Combal Bonus provided 
by 3 Leader ,·an lIe rer e.\cccd Ihe Tlllal Comba l 
Slrenl!lh ufthe I·ncudly combal unilS il1lhal he\. 

CASES: 

[ 14. 1] RESTRI CTIONS ON U :ADt;RS 

[14. 11 ] Land I cader\ providc a C01llb:l l Bonus 
only 10 unil';' involled in land comb:l!. Naval 
Leadcr< pro\lde a Combal Ilorm, only 10 uni" in 
na\alc·'!mbal. 

{14. 121 T he Spanilh Leader Ley,a i~ bOlh:l n:lval 
and land Le;)dcr. and thul provides his Combal 
B"nu~ 10 bOlh bnd and lIa\al combal' . 

\ 14 . 131 If a neel l1lvolved in a naval c·ombal has 
more Ih"n one na'a l Lcader inlhal hn. oilly u'w 
na'a l 1.eader·, Combal Bon", may be added III 
Ihe Combal Sireng.lh of Ihe na\al combal uniT o; 
(E 'Cl'IJ\iun; \l'C Case 14.14). 

[14.141 Medllla Sidoilla. Sanla Cru/. and Il oward 
arc ,enior na'al Leader,. i\ lore Ihan onc "alai 
Leader'~ Combal Bonus may be added 10 Ihe 
Tolal Combal Sirengih of a nel'l only if a 'iCl1lor 
n:l\allc:lder i, prC\elll in I hal hn. 

[14 .151 Land Ll"adns m;))" olwllYs comblnc Iheir 
Combal Ikonu,c\. Thcrc :He nH \eniur land 
Ic;)dcr~ . 

114 .16] Na\:11 Lead~r' must be as\igncd 10 a 
'I"'cilic na'al Ullil "hen n"",nj! and cnj!aging in 
'Ilmbal. Any ICilder whos,' as<lgned na\~1 Uflll i~ 

ciimill;)led il considercd killed -in·a~lion :md 11t~ 

,·oUnler is l:Jermanenlly rcmulcd from 1"1:1),. 

114. 11] A land Leader involved ineombal "here 
all l' flendly land comba l units are elirninalcd i~ il11-
medialdy mo\"ed dirccl\y In ei1her Ihc ne:HC~1 

Fri(.'ndl) Unbe'iel!cd f<Jr1re~s or the ne3re<1 
Friendl) land comb:l! unil 1(' "llIch no Enem) 
lIlIil' are 3djal·enl. When mO~;lIg 3 Ll'llder IInder 
Ihe,e CIf(·Um<l:Inces. Ih,' Leader may nO! be 1110\ ed 
IhwuJ!h an ;)11 ,ea ke~~ide. :UI Encmy occuplcd 
Ile\ .• 'r OUI ofa Be<ielled hn. 

114. 18] A Leader Ihal .-annOi be l110ved 10 eilher a 
Fnendly fonrc" hex or a combal unil i< 
elil1lin;)lcd. Elimin:lloo Leaders may n{' I'f'r re-enler 
thl'g.amc. 

Rll 



[14.1J SANTA CIWZ 
Santa Cr il l die<; of old ag ... 31 Ihl' end of Game· 
Turn 8. and Ihel:ounlcr re[ire-enling him i\ remm· 
c<! from pI3)'. 

[15.0] WINTER 
GAME-TURNS 

GENERA L RULE: 
Bmh Play ... r, faec 3 'a r iel~ of mU\l'nl ... nl pcnalli ... ~ 
and increawd mallllCI1:1nCC "'O~I~ during \\ imer 
Ga me-Turn, I and 9. 

CA SES: 

[15, 11 WINTU~ tAND MOVI~Mt=NT 

All land unil~ IC\clud ing Leader, ) mo, ... d dming 
the Laud t-.h )\emenl I' ha~c of 3 W illll,'r Game­
Turn arc subj ... cl to allrilion. Th ... o"nlng P la) ... r. 
upon the COOlpiellUU uf each unit'~ !l\uveuu.'IIL 
ro lls 3 die 10 delermine "helher Ihat unil i, af· 
fl'l:ted by allrition. A die mlluf I lhroullh 4 r ... ~ulls 
in no effecl; a dil' roll of 5 or b r ... ~nlls III Ihe 
c1imiualion of Iha l unil. 

(15.11 WINTER NAVAL MOVEMENT 
No na'al unil OIa~ Il'a'·e a pori during th ... Na' al 
Mu'·cmcm P ha ,e of a Winler C alnc-Tllrn. 

(l5.3] ADOITIONAL WINTER 
GAME·TURN RULt:S 

115.3 I) Nu na" al unils ma) be l:ol1llrlletcd durlllil 
a WilllcrGarnc·T urn. 

[15.321 ROlh Pla)'cr~ pa y fil· ... limes Ihe n"rmal 
maintenance and' iClnall ing CUIt< during a Winler 
Game·T llrn. 

[16.0] POLITICAL EVENTS 

[16.11 VIOLATION 01" 
FRt:NUI N[UTRALITY 

French H u~uenOi and Cathulie unil~ call bc moved 
onl~ if Fr.'neh lerril!>!) i, Viula led by ellhn 
Spani~h or En!?li'ih IIUiIS. Iu 'Iud a ca' .... Ihe 
Sparllsh P I~I )"er .·ontml, I he French Calhulic u nil~, 
and Ihe EnJ!li~h P la)"er ~ontf()l\ Ihe Frendl 
HUJ!ucnol unil~. 

116. 11 1 I·ren.·h nelliralily i, Violal ... d "hen I) a 
I·reneh lIuil i~ ~Ita~h-d. 2) an F nj!.li'h or Spani<h 
land unil i, mo'ed inlU a hn 11\ France. N 3) 3n 
I:nglish or Sp3n i ~h 113'·al unil enlers a French pun 
he~. 

(16 . 12) Frene'h unilS ma~ be m()\"cd 011 the fi rst 
Fr;cndl~ Land Movcment Pha$c fu l1o " ing Ihe 
Viulatiull uf France. 

[16.lJ) T he ViolalinJ! P la yer I11U~1 C\pcnd 100 
Ducals. Ihe Non·Viulatinl! P layer 50. rcf\ttlinJ! 
the cost of supponing Ihe facliu ns. 

116.21 IRu'ANO 
(16.211 Upon dcb3rk i n~ land onil'; in Ireland for 
Ihc fi rSl I,me, Ihe Spalli~h Pla yer e·on~IIIIS I h ... l ri~h 

Rc,oit Table (sec Case 16.4). The SpalllSh P la)cr 
ma~ con,oll the Irish RC'\\lll T;lbk- o n,e per )lallle. 

)16.22) T he Spani~h P la)CT n"I\1 (k plo>" Irish 
Rebel IInils in Ulsler and ~'l un~ler , di'i!ributillj!. 
Combal Si renl!til Puinl' 111 cm:h area 3' equall)· lI' 
po~~lbh:. 

l lb.BI If any Iri'h K ... t>c1 unil' arc r;ti~ed. all 
LU~3 1 Imll unil\ ;lre placed in Clll1naughl ;Hld 
I ein,ler by Ihe Engli~11 I'la)'er:lI Ihe begumill)l of 
thc ne\1 English Land f>l memei1! P hasc. 
l lb.!4) The English P layl'r 111\1" d.'ph)~· hl):!1 
unil~ in Lelllster and COlll1au~hl such Ihal Ihe 

COlllb;1l Slrel1~lh Point, in cadi arca i\ 3' equa l ,I< 
p")~,ible. 

[ 16.3) S"A~ I SHLANIlINGJN 
ENGLAND ORSCOTl.ANU 

116.31 ) Upon debarking unil~ in ElIgblld or 
Smtland rur Ihe fir'llirrre. Ihe Spanish Player cun· 
,"11' hUlh the Engli~h Calholic lI.C\olt Table ;lrrd 
Ihe S<"ultl'h Inl('f\eI1liol1 Table (\C<. Ca,e\ 16.5 and 
16.6) , Th., Spani\1r P layer lila) con,ull Ihe Enj!lI'h 
Callwli~ 11..·",11 Table and Ihe Smtil,h hn<'T­
I'enli(!n Table ,'n~e per J!ame. 

Ilb.32) If ;tny S.·m, Calhnli<" unil\ are rai~ed. all 
Sc,,,, P '''ICo;!;IIH urlil_ may be dep lo) cd in an) hCl. 
nOI oC"lpkd b~' an Ellem~ unil. in Ihc SCllni,h 
1o" la nd_. dlJ r in~ Ihe 111'\1 l:ul!lish I ;md Mo'clllclIl 
Phale. 

[16.4) IRISII REVm:rTAHtE 
(,ee <eparatc <heet ) 

[ 16.5] ENGLISH (;ATHOU(; 
Rt:VOLT TA Kl.f~ (sec ~el'aral'" ,h ... el) 

{16.61 scornSH I NT[I{Vf~NTIO~ 
TA IH.t : {,ce lepara te ,heet) 

[17 .0) VICTORY CONDITIONS 
GENERAL RULE : 
ViClory in Amlili/a i$ measured in Vi ... tory Points. 
AI I h ... end l,f Game-T um 16, e;tch Player t{Hal, U1' 
the number of ViClor) 1'1IiniS re~ei'ed f", Ihe (1 ... -

..:up" t,on <If lerrilorial nbjeClilcl. ciillllllaliull of 
Enemy naval l'llit" and, i..:tnry in I he Fren(h .:il'il 
"3r\. Th ... Spanilh I' lay.'r 'ublrae!~ lire Engli'h 
Playcc', Vi<"lIlr) p "inls frolll hi\ (III n 100ai 10 
delermin ... Ihe LeI'el of Viclur~'. 

[17.1 [ TERRITORIA I.OIJJ ECTJV [S 
Each P layer reccl\es Vil:lOry Points for <'3eh in­
Ilia II) Enerrl)' p(>rl or fortrc~1 "hit-h a unit of hi, 
no" IIl·cupie., or "a' the la~1 In oceupy. The 'aille 
of Ihese purts ;lnd [or t re$sc, is prinled on Ih .. , 
j!.;l r1\I·-rn:lp. A Pla )el dOl" IIUI rl'ceil'c Vicl"r~ 

Poinl' for pori' ,'r fortr ... "c, Ire contrulkd 31 Ihe 
sta rt of thc g;!rrrc , AI Ihe \Iarl of the j!ame. the 
Fngli,h Player cOIllT0I< a ll purt< and fortr.·" ... , 111 
EII gl3nd. Ire l;lnd. and Ihe P T0leS!3nt Netherlands. 
T he Spanish Player euntrols a ll POriS and for­
Iresses in Spain and Ihe Cal holic Nelhcrlands. 

(17.11 VICTORY l'OINTS t'OR Hit: 
EUMI NATI WII OF ENEMY UNITS 

Each Player recei'e~ I Victory 1'01111 for th ... 
cli mir13lion lI r el'cry Ihree Enem~ lIal'31 "ep'. A 
Player r ... cei'e~ Ihese Vi<"tor) I'"inls reg;lfdlc,I "f 
"hel lrer or nol Ihe na, al l, nils "ere de'i!ro)"ed as a 
ft.'wll of Wind. 

(17.3) VI CfORY IN TIn: 
FRENCH CIVIL WAR 

If al (he end of the G;"nc Ihe EIlj!lish P la)el oc­
cupies an)' 6 furtre<;scs. cities or purt, in Fral,,:e. he 
i, Ihc "1II11er of Ihe Frellch d,·il "ar\. Fur Ilw 
Spanish Plal'er 10 " in. he mU"it '>C~Up) 1 f{lr· 
trc"e<. <"ille.; . ur pUrlS in France. T he " inner of 
the French el, il "af\ rCI: ... i, e' 15 Vi<.:lory p"illt'. 

{I7A) LUELSOF\' ICTO){ \ ' 
T ill' Spanish P la)er 'ublr;tl:l~ I he Engli,h Player'~ 
Vi,·tory Pf,inll from hi~ olIn IUla!. T he fnIIO"IIIj! 
dIan pnl\'ide~ th ... LeRI or Vklory. 

+ 36 VP Dcci ~il'c Spa ni,h Viclory 
+!6 10 3S VI' Sub~lallli' ~ SpaniSh Vi,·!nry 
+ If> tf' 25 VI' Marginal Spani~h Viewry 
o to IS VI' Draw 
- I 10 - 10 VI' It laTJj.inal English Vielor) 
- I I III -lS VI' Sub~lanli'e Engli'h Vi .. ·lur~ 
- 2b or less VI' De,·"il'e English ViC1or~ 

I'LAVER'S NOTES 
THESI'ANISH !'LAYER 
T he Spanilh PI:t~'er rrru" dc~id e upun the orren· 
SI\e "rateg) he intcnd\ to uw prior 10 Ihe 'ian (.f 
pia). ur al 1e3,r "nlHn th ... "renl"),' G;Lrrle·Turll' •. 
l ie mu, 1 decide "helher he "til 'n3~e Ihe 
Nelherland, or France a major Ihealre o r ":>r. (Ir 

"heth ... r h ... "Ilirnak ... hl\ I1min (,fr!:n\i,·c Ihru\1 tin 
Ihe sca'. Should h.'dc,idc upon Ihe btlel il 'Iill re· 
1l1~in\ hI be decided in "hal )ear Ihi' b!m' 1\ IU b ... 
deli,erc<!: 1587 lIr 1588. The Engli<h nal) ,,,II be 
"eaker ,n 1587, IIHltlgh a lar~cr English nal) in 
1588 "ill Ix' 111<1'111 ufrWI b) Ihe "eaith) Sp31mh 
T rca\ur) of Ihat )ear, Should a 1587 ,ea 'lri~c be 
decided lIpOIl Ihe necc,saT}' na,al IlIlII, mu'! be 
<.:on\lru,·ted in lite carl)" Ga me· TUTI1\. Tltc S[i3111,h 
,hip, mu,t 'ail hJ their deqillalion. dcbnr~ Ihcir 
IroOP', :utd relurn III Spalll before Ihe mdement 
'IUrltl~ o f the Willier I11UIIII". 

France lind lh.' NClherl:l<1d, prc\eni au nllerllnle to 
Ihe oulrighl cnnquc'i of Ell~lalld. By alladdng 
eilher of the<e area ~ Ihe Spani,h 1'1:1)"cr forcc' Ihc 
Engli.'h Player 10 'end 'aluable Engli\h ITOUP' til 
defend Ihe~e arc'a\. Should !h~ En~li~h I'layer 
dcnude brj!land 111 Ihe de fell\e of either Ihe Pro· 
leSlanl NClherland\ or Hugucllol Franc ... Ihe 
Sp;U1lsh I'la)er 11m)" b,' abk 10 capllali/e on Ihe 
"eakenI'd ElIgli<;h defencc' by a na';l1 (,ffen<ivc. 

Til E t:Nt; US ~II>I.A\' t:R 

The Engli,11 Pla)n·~ \Irate~ie· npllon' lIfC fur Ihe 
1I1"~t pari di,·t:1fed b) th., I'lam ,If Ihe Sp311l1lr 
P la)ef. An ;tlta~~ l'" Irdand. I:nglllrld, or 
Scolland should b., c\pccted. Th.' at·li'3Iiul1 IIr a 
fieI'I of ~uffkkr1l ,il.c ,hl)ul<l gil a Inn!? "3) in 
repdlin~ all~ ,·nelll) III'a""n aHel11p". The 
Engli\h P I3)·er. ho" tll"r. 11111\1 be .:areful "hen 
buildin~ a fleel 11<11 IU bankrupl his financial 
relOu rce< 111 d, ,, n~ '''. 

The I:n~l"h Player ~1\Uuld ~on,idef' Ihc jlm,ibilily 
"f launching a pre-cmplr'e off('n<;I'c ag~lIl1sl eilher 
Spamslr Nelherland, \lr (";!Ihuhe I·ranee. bther 
aClil)1I \hou ld forl·e till" Spalli\11 Player 10 allocale 
lroop' 10 Ihele area<; Ihal "!luld I,ther"i'l' be 
larj;c'ted for I: ngland. Ireland. or S~ollai\d. 

La"I)" the Ell)ll ;, h 1' 1~>er , hou ld cun~idcr Ihe 
p"ssibi lilY "f a prl'-emplivr ,ltikc allain,1 Spain', 
northern-m".,1 pmt'. Dc,tHlying Sp;lIll'h nata l 
111111<; under ~ollS!ru~lion would " eakcu an) ar­
mada Ihe Spanish P layer" a~ Iryill),' In a'lrmtJlc. 

DESIGN CREDITS: 
Gume De,iJ,'l1; Slerlin]/. S. IIl1rl 
Physical Sy'lcllIs and Graphlc<;: 
Itrdmond A . Simonst'n 
(lame Dnc1opmelll: Hrrnl N",,,ur lh) 
DCl"<'lopnleutal As~iSI3ncc: Jot' Hissio 
PlaylelllnJ,': Urian ( ;hler , Itob~rl S~fh s, 

JU(. Hissio. Jame~ rn.le r. II l1nk ZUl·kcr. 
.·rllnk Ibdfurd . \\ . A. ltinrhllrt , Michael G .. or~f 
Rules EdilinJ,': Hrwd Uessel 
I' rool1eliun: Orhn A)i:i s, ltoberl A. 1)"J,!ni. 
Kal .. lli ~~ills. Susan Iloward. Tl'd Koller . 
Manfred F. Milkuhn. Huh It)fr 



ARMADA ERRATA 
As of February 1979 
COUNn :RS 
Tht Walloon (Spanish) Barge URns (0-20-10'5) 
~hould haH tile 11'00 dark slripcs indicating lI\ey 
are 5hallo .. ·Orllf. oornl umts. NOll': On some 
('ouOI("r511«15. Iht'SC' UIIIIS h3\" Iht appropriate 
stripes: on olhen. Ihey are bereft orany $Iripes. 

MA l' 

Tile ACli~alion Valun for Corunna 3Jld SalllandcT 
should be 10(ltn) rather than Ihe ,alues primed un 
the map. 

RUU:S 

13. 1) (Qddll/Oll) Each city he.\ on Ihe game_map 
COIIU\ln~ "'11 numbcr~. separated by a slash: 11\l' 
fir<;] number t, Ihe Viewry Poiru Value (sec Cas{" 
17.1) of the City. and I he second is the ActivatIon 
Vnlut' (Scc Case S.321. 

[l.ll ((lddlliofl) Units ",jIll a single dark siripe 
ICU)S$ lhl' lo",cr porlion of lhe unit coullter are 
Shallo,,·Drafr Sailmi!, na"at units: units "jill 1"'0 
dark <;tripes acro<;s Ihe upper and lo"er ponions of 
eheir eoumer~ are Shallo,,-Drafl Oared nalal 
units: and 1111al unilS "lthuul any dark stripe<; are 
Deep-Draf! Sai!!ng nalal units. 

[4.2] (corrn-lion) The Pla}'ers rcct'ile their !;('. 

eond }'ear relenul'lO at the end of the JOInt Actil·a­
tion Inter-Phase of Game·Turn 9. nOI durin~ the 
AcqulSUIon Pha~, 

[5.19 ] (ciurifiro/fon) Normally unilS ITe aCli~ated 
in eily hC\~. HOlo\elef. UI1ItS actilaled in Ihe Pro­
Intant or Calholic Nt'lherlands, or in Germany. 
may appear 111 a1\y one of Ihe he,n in the Proll'S_ 
tant or Calholte Netherlands. Of Germany. as 
Ii\ted 111 Ca$C~ .5.27 or 5,22. or .5.21 (rnpecltldy). 
Additionally. units can be actilated in specific 
non-cl1y hcxn - we Case .5,2 1 and the Spani~h 
Actl\'aliol1 Track\, 

[5.J2J (rorrrclion) The tolal number of lhe Naval 
Combat Strength Point~ on a city's AClIvaliOIl 
Track may nOI exceed the cily'~ Acttvation Value 
(the ~ecund numbcl in the eity'~ hex). E;x('t!plion: 
Ice Ca~ S • .54. NOlI': The "Combat Strength" ofa 
Walloon Inl3sion Bargc is con'idercd to be -I for 
ACtivation and De·Actilation pllrpo5Cs only. 

IS.5J] (cQrrn-lion) The firsl sentence should 
read: A I'la),l'r may De-Act1l'ate naYal unils in an}' 
Friendly or curremly Friendl}-_occupied Enemy 
pon 

17.J l ) (ciurijirol/onJ IfShallo,,·Drafl'liH"al units 
are in a he, conlaming Friendly fktop--Drafc l1alal 
unm. tlM:-y do nOt lend their Combat Strength to 
the uad. ellhtr whel1 attacking or defelldlnl!. The 
Shallow·Drafl nalal unilS sum their Cornbal 
Strel1lth. (and may lake losses) onl) afler all 
Deep. Draft lIa,'al units ha~e bt'cn cltminaled. 

[7.0) PROCEDU RE (rorrn-lion) Selenth 
sel11ence should read: He rolls a die 10 determine 
"hether hc Disen"'l!" (SC'C Case 7.4): if he suc­
cnsfully Discn,al!es. the combat el1ds. (( RcsI of 
rule a~ prtnted)). 

[7 .43) (change) A stad. of Spantsh nalal units 
containitll1 at 1I'35t onr Deep-Draft naval un;t 
Disel1@8l1esunlyona roll of j or 6. 

[7.441 (chungt) Any Slack of EIIllish na~al unilS 
discnga8n on a roll of <I through 6. 

[1. 14[ (chungt) Dutch land umts rna) nOI mo'e 
or altack OUI of the Netherlands; thty may operalc 
freel y ... ilhln the I'rOt l'Stal11 and Calholtc Nether· 
lands. 

[8. IS[ (ciarifirolion) German unt1~ may, 
ho"ell:r. allack or mo~e IntO the I'rot l'Slant 
Nelherlands from lhe Catholic Netherlands. 

[1. 161 (chonge) UDclete the rule as "rilten)). 
Scottish units (protestant and Cathulic) may onl~ 
mo~eand attack II 11hil1 ScO!land and England, 

[9 . 121 (addilion) Land IInilS on the Catholic or 
I'rOtrslant Net herlands Aetil'alion Track arc 
destroyed ol1 ly if all of the he~es listed in Cases 
~.22 or j.27 (respecti~cl~) arc occupied by Enemy 
land units, UnilS un the Lorraine A~livation Track 
arc destroyed only if he, 2918 is occupied by 
Encmy units. 

[ IO.23J (addUion) iksiel!inl! nalal unilS in a for­
tress port he~ under stege do nut hal'e their Com­
bal Stren81h doubled. Bestel!ing nalal units in a 
non-fortrns port he~ do not ha"e lhell Combal 
Strength hahed This is an e~cepltOn 10 Case 7..52. 

[ 11.0) (NJrrt(:lion) There i~ no Financial Phase. 
When the Financial Phue i~ mel11ioned. re3d 
"Joint Actil'ation Phase" 

[ I I.JI (chanet) Chanle "De-Actl'ate 'I, of all 
Friendly Land U1l1ts" to remove 'II of all Friendly 
land units from the ,arne-map." 

[ 12.0) (corrw:llonj All tderenct'S 10 Cases 12.1l 
and 12.14 \hould be toCasn 12.11 and 12.12-
the section~ arc ml~l1umbered. 

[ll.O) GENERAL RULE (correclion) Replace 
the General Rule with: Naval units in POTlS need 
nOl be ~iclualed. Naval unll! in non·porl coastal 
he.\es, ami all Shallow·Drafl Ilaval !lnm not in 
ports. musl be ~iclllaled by Ihe e'Pfnditure of 
Ducats - ~ictualitlg such a naval unll costs l\\tCC 
the unit'\ Mainlcnance Value (in addition to the 
unit'S regular Maintenance CO!it). Deep·Draft 
naval units in all·sea hexes (only) tn ust be victualed 
by the e.'Pfnditure of a Viclual I'o;nt (see Casc 
13 .22). The Victual Point must ha,'e been purchas­
ed on a previou~Game-TuTtl, Each timt' a Slack of 
nalal Unll$ engagn in a round of Naval Combat. 
the stack mUSl expend a MuniliOIl POinl (rXctp­
/IOn: see Case 13,31). 

11l.2) (chongI') De1cteCa~ 1l.21. 13.22. I3.H. 
and 13.25. Case 13.24 b«omcs Case l3.2 1. and 
add: 

[13 .221 (add,lion) If a Flcct /Armada conlaming 
Deep·Drafl naval UnilS m all all·sea he, must be 
Victualed. one Viclual Poinl must be expended by 
the Flccll Armada. 

[14 . 12) (cIarUlCOlion) Levya may be used as a 
land Leader and as a nal'alleadet dunn, a sinllie 
Game-TuTtI. 

[17. 1) (addilion) A Pla)'er is considered to have 
captured a city. porI, or rorlrns if a Friendly land 
unit "as Ihe last la1\d Ul1it wenter or mOle through 
the hex el'en if currently Beslt'ged. Naval unt15Can· 
1101 capture territory; only Land Unil! may. Allied 
units (Scottish. English Catholtc, Dutch. Irish. 
and so forlh) may capture he~es. 



Armada Counter Section Nr. 1 (200 pieces): Front 
Quantity of Sections of t/lis identical type: 1. Total quantity of Sections (aU types) in game: I. 
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Santander Corruna 
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Valencia Barcelona 
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SPANISH ACTIVATION TRACKS 

Oporto Usbon Seville Cadiz Malaga Cartagena 
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