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[. INTRODUCTIONN

COMNQUISTAIDOR is a game for one, two, three, and
Fowr plavers based on the exploration and conguest of the
Mew World in the 16th Century. The game 15 historical in
mature, providing the atmosphere and meachanics of the
16th Centory world and historical personages. The object
af the game is to accumulate wealth, land, and prestige (in
Lthe form of discoveries).

2, MAPBOARLD

The mapboard represents the Mew World (the Western
Hemisphere). A hexagonal grid has been superimposed
over Lhiz simplified geographic representation (o regulate
the movement. Plavers will note that a number of charts
and tables are printed directly on the map,

2.1 Land which is solid black is not in play, though hexes
with such lamd may be if the hex also containg water,

2.2 The following hexsides are considered river hexsides,
o lake hexsides: 121871219 and 121951224,

1. COUNTERS

3.1 Examine the shest of dis-cur counters (hereafter re-
ferred Looas unils or counters). These represent Uie men
and material involved in the exploration, colonization,
and exploitation of the Mew World., The following
diagrams illusirate the numbers and symbols found on the
counlers.
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3.2 The green counters are the Spanish, the yellow
counters are the Portugoese, the red counters are the
English, and the blue counters are the French. The ships
and Ciold Markers are used by all the plavers.



3.3 Bath Carracks and Carawvels come in counter
dencminations of one and three, and Carracks also come
in denominations of five. A demomination of one
represents a single ship, three a group of three ships, and
five a squadran of five ships. These counters are freataed
like change.

3.4 Gold markers represent both Gold and Treasure.
Ciold markers are also interchangaeahble,

3.5 Plaversare not limited by the counters provided, [Tre-
quired, they may wse additionzl counters from any source.

d. DEFINITIONS

Area—A geographical section of the Mew World, set of T
lrom the other Areas by bowndary lines. All Areas are
named (For example, Incan Empire). An Area name and
the numbers associated with it is called the Ares Informa-
tion Display.

Area Information Display—Frinted an the map, this con-
sists of the name of a given Area, followed by the number
of Bounds of Maval Movement reguired (o reach i Gf the
Area has & coast), The numbers under the name of an Area
indicate the Mative Level and the Arrrition Level of that
Arca. Additionally, Areas which yield double resources
are indicated by an “R2°,

Aren Notive Level—A number indicating the effective
level of native resistance inoa piven Area (found on the
Area Information Display).

Area Adtrition Level—A number indicating the degree of
hardship suffered by those BEuropeans aperating in thar
Area (found on the Area Information Display).

Bound—A Bound is the Maval Movement measuremeant
psed 1o resulate movernent to and from Ewrope. Each
Bound is worth # Movement Points. The distance, as
meazured in Bounds, from egch Ares to Evrope is listed in
that particular Area™s Area Information Display, Some
Areas have both an east (e’ and a west {*w") coast and
Bounds For each coast are Lsted separately. In addition,
both Brazil and the Incan Empine arc divided by & line with
Bounds listed far points narth {0’ of the ling (inclusive)
and south (*5") of it.

Expedition—An Expedition is & ship or group of ships
starting rom a common port and heading for a common
destination with the intent of staying together chroughout
the entire Game Turn.

Coaravel—S5mall coastal oraders, Quite seaworthy T
cramped and uncomfortable, with a small cargo capacity.

Carrack—Large merchant ships. Slow and hard 1o handle,
bier sturdy with a large cargo capacity.

Galleon Fleet—A large, powerful formation of galleons
vsed for the shipment of Gold, Histoncally they were vir-
tually invulnerahle.

Monarch's Rating—A letter code representing the overall
ability of o Monarch, A Monarch's Rating will change only

when the Random Events Table specifies that a new
Manarch has sncceeded 1o the throne.

Monarch's Multiplier—This number s multplied by the
number of Ducats currently in the country’s Treasury 1o
give the country’™s [nitiative Level. The multiplier or-
responds o the Monarch’s Rating (A=4, B=3, C=2,
=1}, although it may be temporanly changed For a
Caamtee Turn by the Random Events Tahle.

Initintive Level—Players performo segments ino most
phases according 1o their Imbative Levels; the plaver with
the highest [nitiative Level first, the plaver with the second
highest Imitative Level second, erc,

3. SEQUENCE OF PLAY

CONQUISTADOHR 15 plaved in Game Turns, Within each
Ciame Turn are five phases, cach of which is divided into
secments, Each segment in the Boval Council Phase and
the Maintenance Phase is performed simultancousiy by all
the players, During the segments of the remaining phases,
plavers perborm actions in the order established during the
[mitiative Determination Seement, MNa player may perform
actions in a given segment until the plaver who is to go
hefore him has completed his actions in that segment.
Players should keep in mind the difference betwesn phases
and scgrments. All actions must take place in the proper se-
QuEnes,

A, Roval Coungil Phase,

1. Random Events Segment. Each player rolls for Taxa-
tion, Availability of Colonists, and Political Evenis.
fhee &)

& Initiacive Determination Segment. Plavers determins
the erder of plav for cach scgment of the Initial Maval
Phase, the Land Phase, and the Final Naval Phase during
the Game Turn. fsee 6.5)

3. Planming Segment. Each player purchases all the
material and men that he needs for the wpooming Game
Turn, He also plans {in writing wsing the Expediticn Log)
the length and destination of &l his Expeditions. Loans,
rreaties and other diplomatic arrangements may be made
during this phase. (See 6.6 & 6.7)

. [nitial Maval Phase

[. Trans Oceanic Maval Movemeant Segrment. Players may
mave Expeditions o andSor from Europe and the Mew
World, Expeditions mist end their movement in their
designated landing hex, Land units may ool debark i this
segment. (e 72

2. Hemisphere MNaval Movement Sepment. Playvers may
move Expeditions herween points within the Mew Waorld,
They may not move (o or from Europe. Expeditions may
embark and debark land units and may engage in Maval
Combal andSor Maval Invasions, fsee 7.3)

3. Maval Artrition Segment, Each player checks for possi-
ble Attrition for each of his Expeditions after all move-
ment s complered, Attrition is hased on the distance
coversd in this phase, (See 8.0

i, Land Phase,

l. The Gold Segment. Players may attempt to discover



Gold in any Gold hexses. Players may produce Gold from
working Mines and take Treasure from Treasure Cilies. Al
the end of the segment, each player working a Mine or
looring & Treasure City must roll for depletion. (See f4.)

2. Land Movement and Combal Segpment. Each plaver
may meve any or all of his land wnits. A unil entering an
enemy occupled hex must pacticipate in land combat.
Land transportation of Gold and Treasure is allowed in
this segment, but Gold and Treazure may not be loaded
onto ships until the Resource Sepment. Plavers record
their Victory Paints for any Land Discoverics made during
this segment. fSee i)}

1. Matve Combar Segment, Each player may attack the
Matives in each Area in which they have Soldier
Derachmenis, (See 1530

4. Mative Uprising Segment. Each player checks for the
passibility of a Mative Uprising in ¢ach occupicd area. [fa
Mative Uprising has been triggered, the plaver resolves it
on the Mative Uprising CRT. (See 18.4)

5. Land Attrition Segment. Each plaver checks for Altri-
lien, removing any units which are eliminated. Players
check for Attrition for each land hex occupied by their
unies. fSe¢ 12.}

6. Resource Secgment. Players may load Gold and
Treazure onto ships for shipment back to Europe. Plavers
credit collected Resources ta their Mational Treasuries,
(See 13.)

[. Final Haval Phase.

1. Trans Oceanic Maval Movement Segment. Players may
moee their Expeditions to andSor from Burope and the
Mew World. Ships may not use Hemispheric Maval Move-
ment in this phase, and no Naval Combat is allowed.
f&ee 7.2)

2, Maval Atirition Segment. Each player checks For possi-
ble Adtrition o each of his Expeditions after all movement
is completed. Attrition is based on the distance covered in
Lthiz phase. (See 2.)

3. Diseovery Credit Segment. Players get credit for
Discoveries by Expeditions which have returned o a
friendly port. Gold and Treasure safely returned o
Eurcpe iz added 1o the respective National Treasurics.
fSee 19.)

E. Maintenance Phaze, Plavers must pay the Mainten-
ance cost for cach unit that they wish to keep in play for
the next Game Turn, The cosis are deducted from the
Mational Treasurics. (See 13.)

6, ROYAL COUNCIL OPERATIONS

6.1 Monarchs, Each ¢country has a Monarch, The country
retains that Monarch until the Political Events Table man-
dares a change, Each Maonarch has a Ratingof A, B, C, or
[3. This rating influences the country's taxes and Initiative
Level, Monarchs have no effect on any other facet of the
BEITIE,

6.2 The Natnonal Treazury, Each country has a National
Treasury which contains all the funds available o that
copniry, Each player wses markers to record hundreds,
tens, and ones of Ducats in his Mational Treasury on the
Treasury Track (located on the map).

6.2.1 Funds in the Mational Treasury are measurediin
Ducats. Plavers pay for ilems in Ducals, and collect
Taxes, Resources, Gold, and Treasure in Ducats. Each
Ducat in the Natonal Treasury is worth 2 Victory Points
at the end of the Game.

6.2.2 Players expend Ducatls when they purchase material
and men, owtlii expeditions, eic, Plavers gain Dwcats
when they collect Taxes, Resources, Gold and Treasure.
Flayers simply add or subtract the proper amounts from
their Mational Treasuries by moving the markers on the
Treazury Track.

6.2.3 Players may spend part or all of their Matienal
Treasuries, They may nol spend more Ducats than they
have. However, players may arrange loans with other
countries an whatever terms the parties deem favorable
(such Ioans are binding and players may ool delavlt).
Transference of Ducats beiween Mational Treaswries is ac-
complished by bookkeeping; there 15 no need for literal
rransportation by ships, A player is not eliminated from
the pame simply becavse his Mational Treasury is
bean kg,

6.3 Random Events. At the beginning of cach Bandom
Events Segment, exch player rolls 1wo dice and refers 1o
the Random Events Table (located on the map and
herealter referred 1o as the EET) 1o determine the collec-
tion of taxes, availability of Colonists, and Political
Events,

6.3.1 Taxes. Each Player throws one die. He then refers
to the RET and cross references the die roll with his
Monarch’s Rating. The result is the amount of Ducals
added 10 his National Treasury,

6.3.2 Colonists, Using the same number From the die moll
used in 6.3.1, the player now refers o the Colonists
section of the RET ito see how many Colonists he has
available For this game turn, MNote that the number of
Colonists available can be changed by a Political Event.

5.3.3 Political Ewvents. The player now checks for a
Political Event by throwineg an additional dic. The addi-
tional die corresponds 1o the numbered columns under the
Folitical Events section of the RET and is cross referenced
with the initial die rell from 6.3.1,

6.4 Political Events. These events simulate a varely of
peripheral and random occurances which had, or could
have had, dircct bearing on the success of couniries’
codeavors 10 the Bew World, Plavers must follow the in-
structions of the Event unless specifically exempted by the
instructions or unless the performance is a literal and
physical impossibility. Each event applies only to the
Game Turn being plaved, unless specifically extended.

6.4.1 A, B, C, or D Monarch Change. The player im-
mediately changes his Monarch (o a Monarch of the given
letter. The new letter is the Raling of the couniry’s new
Monarch, unil apain changed by the RET.

6.4.2 Supply OF Colonisis Changes. The player rolls one
die. On a roll of *1-2°, the playver receives no Colonisis this
Ciame Turn {tales of rigorous hardship and cannibalizm},
On a roll of *3°, the player receives ong less Colenist this
Ciame Turn. On 2 roll of *4°, the playér réceives one mare



Colonist this Game Turn. On oa roll of *5-6", the plaver
receives double the number of Colonists this Game Turn
(religious suppression at home and wild stories of Gald in
the Mew World).

6.4.3 Increased Interest in Owerseas Expansion. The
player increases his Monarch's multiplier by one peint for
this Game Turn only, bhefore checking for his Initiative
Level, The Monarch’s Rating does not change,

6.4.4 Decreased Interest in Owverseas Expanzion. The
player decreases his Monarch’s muluplisr by one point for
his Game Turn only, bBefore checking for his Initiative
Level. The Monarch's Raling does nol change.

6.4.5 Cosily Evropean War Drains Treasury, FReduee the
Mational Treasury by 530 Ducats, or reduce it o 01f it con-
tains less than 50 Ducats.

646 Civil War At Home. The player may not purchase
new Soldier Detachments this Game Turn, In addation,
the player must transport a least one quarter of the Saldier
Detachments he has in the New World to Europe by the
end of the game turn. These soldiers must actually be
transported, They are considered eliminated when they
reach Europe (or when they suffer Attrition) and may not
be maintained., Failure to comply with this event resulis in
a loss of 100 Yictory Points at the end of the Game Turn.

6.4.7 Affluent Middle Class. Al the gentle behest of The
Crown, the Middle Class donates 20 ducats to the player’s
Maticonal Treasury.

6.4.8 Grall and Cocruption Eife, For this Game Turn
anly the player must pav douhble for all purchases and all
Maintenance.

0.4.9 Guile and Treachery Obtain Butter for the South
Cape. [gnore this event if the Southern Cape has nat been
previously navigated,

6.4.10 Metallurgical Breakthrough, [ the player 15 in
possession of, and actually working, the Pitosi Silver
Mines (hex 4213, his output doubles (1o 30 ducals per
Game Turn) For the remainder of the time he continues
working the Mine until the Mine is depleted or abandoned.
This event may only o¢cur once;, ignore it on subsequent
QCCUrenoes,

6.4.11 Matives Besentlul of Buropean Intrusion, The
player must remove ane of his settlements that has two or
Fewer Colonists, He must remowve the setilement from the
Arca that has the highest Mative Level of any Area in
which the plaver has settflements, IF the playver has no
settlements or zll his settlements have more than twa
Colonists, this evenr is ignored. Mote that only Colonists
are eliminated. A settlement noan Area i owhich the
Mative Level is {0 cannot be effected by this event.

6.4.12 Oppressive Colonial Policy. All settlements owned
by the player in an Area where the Native Level is presently
greater than O undergo an immediate Native Uprising.
The player does not check for the Uprising Level first. He
simply rolls directly on the Mative Uprising CRET. This
event is in addition to any Mative Uprisings that may
oceur nermally,

6.4.13 Matives Decimated by Disease. Virnlent strains of
smallpox decimate the Native Population. In all Areas
which contain land umnits, the Native Level is reduced by
one, Native Levels that are already at 1 are not reduced, In
additicn, no Mative Uprisings against anyone are possible
this Game Turn,

G.d.14 Caribbean Indians on the Rampage. 1T the Mative
Level of the Caribbean is at least 1 and the playver has any
wnits in the Caribbean Ares, e must remove cither one
Colonist or one Soldier Detachment from each of his
setilements in the Area . Additionally, if the player is
Spain, he ralls a die: onarall of *1-2" there is no effect, on
aroll of *3° he must remove a Missionary, and on a roll of
‘d-6" he must remove either a Conguistador or an
Explorer {if one is presenty. These units are removed
hocause they've been caten!

G.4.15 The Seven Cities of Cibola. If the player has any
lamd units in Califormia, the Rockies, the Midwest
Plateaw, Sonora, or the Aztee Empire, he must hegin &
quest o find the fabled Seven Cities of Cibola, The quest
musl, al some time, pass through at least one hex in all the
previouwsly mentioned Areas. All unitz in the party con-
ducting the guest must start from the same hex. A
minimurm of three Soldier Dietachments mest participate,
and, if the plaver 1s Spanish, a Conguistador (f there is
one in any of the previously mentioned Arcasy and a Mis-
sicnary must aceompany the party, The player may con-
duct any normal activities during the quest, but the party
muzt be fnished within 25 vears (3 Game Turps including
the current one) of the reading of this event. Failure to
comply means a loss of 100 Victory Paints at the end of
the fifth Game Turn. Ignore this event on Game Turns
18-21.

6.4.16 El Dorado. The requirernents for this event are the
same as for The Seven Cities of Cibala, but the Areas
invalved are Panama, Yenezucla, The Amarzon, and the
Incan Empire, and the time for completion is 20 vears (4
Crame Turns including the current one).

6.4.17 Plague In The Colonies, The player must remove
ane Colonist or Soldier Detachment frome at least half
of his zettlements. Addigonally, if the plaver is Spain he
rolls a die: on 2 roll of '1-37 there iz no effect, on a roll of
‘4=3" he must remave any one Conguizstador, and on a roll
of 6" he must remove any one Conguistador and any one
Missionary.

6.5 Initiative, The player with the highest Initiative Level
moves first in sach segment of the Initial Maval Phase, the
Land Phase, and the Final Maval Phase, The player with
the second highest Initiative Level moves second, the
player with the third highest Initiztive Level moves third,
and the plaver with the lowest Initiative Level moves last,
If there is & tie, the country with the highest Monarch
Eating mowves first, Otherwise, the highest throw on a die
meves firsL.

6.5.1 To determine the Initiative Level, the Monarch’s
muliiplier is mueltiplied by the number of Ducats in the
Mational Treasury. The resulting number is that country’s
[nitiztive Level,

6.5.2 The Monarch's multipliers are: A=4, B=3, C=12,
amd D=1,






