SILVERISLE

for the piecepack (v0.1b)
Copyright 2001 by JamesKyle
4 players - 90 minutes

COMPONENTS
All partsof one piecepack are needed. Additionally, up to 24 stackabl e tokens are needed to represent
mined silver; penniesor bingo chipswork well.

SUMMARY
Each player representsanation of Europe seeking wealth from anewly discovered idand during the age of
colonid expanson:
Suns =England
Moons = Pirate Confederation
Crowns=Spain
Arms =France
After forming theide, playersmove colonist crews(coins) acrosstheisleonfoot, or around the coast by
seain aship (pawn). Crewsexploring new land on foot claim new property for their port (null tile), may
establish amine (die), and fight enemy colonists. After amineisestablished, crews may minethesiteand
transport silver (tokens) to their colony or their ship. The ship may trasport silver and/or crewsaround the
coast of theideand to Europe (off board).

GAME END AND WINNING
Thegameendswhenal four silver minesare depleted and all silver isin Europe. The player whotrans-
ported themost silver to Europewins. Tiesare broken accordingtothefollowing criteria, in order:
1) most land tilescontrolled
2) most colonist crewsonide(including ship, if notin Europe)
3) highest totd of crew valuesonide
4) highest snglecrew valueonide

SETUP

Removeadl four null tilesand set them aside. Shuffleall remaining tilesface-down. Place one of thetiles
face-down inthemiddle of thetable and put one pawn on each edge of thetile; thiscreates an association
between each of theide'scoastswith acolor (for example: red=north, black=south, green=west, blue=east).
Taketurnspicking atileand adding it to theidein thefollowing manner:

Turnthetileover to check itscolor and value. Add thetile, face-down, to theid €'s coast that matchesthe
color of thenew tileby placing it in therow or column that containsanumber of tilesequal tothenew tile's
vaue (for example, the 3 of sunswould go onthe north end of the column containing threetiles). If thereisno
row or columnwithanumber of tilesmatching the new tile'svalue, subtract 1 from thevalueandtry again,
repeating asneeded until you find aproper placement. If thereismorethan onerow that matches, choosethe
oneclosesttothegtartingtile (withthe pawnsonit). If thereisgtill atie, chooseat will. If thereisno suitablerow
or column (for example, if you draw the ace of crownsand al rowshave 2 or moretilesinthem), discard the
tilefromthegame.

Onceall thetiles have been placed or discarded in thisway, theisleiscomplete. Giveonenull tile, die,
pawn, and six coins, al of matching color, to each player. Roll to seewhowill bethefirst player. Starting with
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thefirst player, placeyour null tile (your port) face-up along the coast closest to your sideof thetable. Inother
words, dideyour port tilefrom your side of thetable (assuming each player Stsat adifferent Ssdeof thetable)
up against the coast of theideclosest toyou sothat it alignswith any of the™columns' of tilesthat makeup the
isle. Each port must have at least one corner exposed at which ships may dock (see MOVING A SHIP
ALONG THE COAST). Leaveasmall gap between your port tileand theid eto denoteyour control of your
porttile.

CONTROLLING TILES

Asplay progresses, theidewill bedividedinto areas controlled by various players, aswel |l asuncontrolled
areas. Thebordersbetween areas are demarkated by asmall gap. To add atileto one of your controlled
aress, didethetilesothat it abuttsyour closest controlled tiles, leaving adight gap between the newly acquired
tileand any tilessurroundingit that you do not currently control.

Atthe start of thegame, playerscontrol only their respective ports, sothenull tilesshould be set off from
therest of theideby dight gaps. Although crewsat your port can be attacked, and silver may betaken from
it, you can never lose control of your port.

AREAS OF PLAY

Theprimary fid of play in Silver Ideistheidecreated during setup. Each player so maintainsresources
"in Europe" which can be thought of aseach player'shand. Your ship (pawn), your colonist crews(coins), and
your mine(die) al beginthegamein Europe (with nothing loaded onthe ship). Thesilver tokensbeginthegame
inapileoff totheside.

When your crewsor ship aredestroyed in combat, they do not |eave the game permanently. Removethe
crewsor ship from the board, and return them to Europe. These may be brought back onto the board through
normal play (loading crewsonto the ship and moving the ship from Europeto your port).

TURN SEQUENCE
Sarting with thefirst player, taketurnsuntil all silver has been transported to Europe. Onyour turn, first

check to make sureyou canfeed dl of your colonists (see Starvation below). Then, perform any two actions
from thefollowing choices (you may perform the sameactiontwiceinaturn):

a) Moveoneof your colonist crews.

b) Moveyour ship dong the coast.

¢) Moveyour ship from Europeto your port.

d) Moveyour ship from your port to Europe.

€) Load silver/colonistsonto your ship.

f) Unload silver/colonistsfromyour ship.

h) Minesliver.

i) Clamunprotected slver.

J) Attack an enemy crew.

k) Attack an enemy ship or port.

STARVATION
Eachturn, beforetaking any actions, you must check for starvation of your colonist crews. For each crew
within acontrolled areaof theide, you must have at least onetilewithinthearea. (Note: thecrewsdo NOT
need to bedistributed oneper tile)) If anareayou control containsmore crewsthantiles, you must eliminate
theextracrews (your choice). Thevaueof thecrewsisnot significant for starvation purposes.
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MOVING A COLONIST CREW

Each of your coinsrepresentsacrew of colonists. Crewstravel suit-side up, sothat their valuesremain
hidden until involvedinan attack. To moveacrew, Smply movethe coinfromitscurrent spaceto any empty
adjacent or diagonal space. (Moving one space costsone action.)

If your crew movesonto an uncontrolledtile, youimmediately gain control of thetile. If you havenot yet
discovered your mine, you may discover your mineinthistile.

If your crew movesonto atile controlled by another player, but that player doesnot currently haveacrew
onthetile, youimmediately gain control of thetile. Also, if that player hasnot yet discovered their mine, you
may discover their mineinthistile. (See DISCOVERING MINES)

If your crew movesonto atile controlled by another player and that player hasoneor morecrewsonthe
tile, your crew must immediately attack al of the opponent'screwssmultaneoudy (i.e., theenemy crewsfight
together with their values combined). Thisattack doesnot count asaseparate action. If youwinthefight, you
gaincontrol of thetile. If thefight isapush, your opponent retains control of thetile.

A crew may not move into a space occupied by another crew. A crew may not move into a space
occupied by amine. A crew may not moveinto an enemy port. Any number of crewsmay occupy their home

port.

MOVING A SHIPALONG THE COAST

Shipstravel around theidefromtilecorner totile corner. To show aship'sposition, placethe pawn (with
any crewsand silver it iscarrying stacked beneath it) on thetable next to the corner of atilethatisentirely
surrounded by "water" (i.e., thetile'scorner doesnot touch any other tiles). Only tile corners surrounded by
water aredligiblefor ship movement.

To moveaship aong the coast, movethe pawn (and any crewsand/or silver stacked beneath it) fromits
current tile corner to any other eligibletile corner that iswithinthe ship'ssight. In other words, if you wereto
draw animaginary linebetween the ship'scurrent location and itsdestination, that linemust not crossover any
part of theide. If suchalinewould only touch aninterimtilecorner, or if thelinerunsaongtileedges, themove
islegd (and only takesoneaction).

Any number of shipsmay beinasinglelocation. Shipsat the samelocation may attack each other.

If ashipisdocked at aport (i.e., andligiblecorner of anull tile), it may attack or be attacked by crewsat
the port.

MOVING A SHIP FROM EUROPE TO PORT
A shipmust arrive at theidefrom Europe by docking at itshome port.
To moveaship from Europeto your port, movethe pawn (and any crewsand/or silver stacked benegthiit)
fromtheareaof thetableinfront of youto any corner of your port that issurrounded by "water".

MOVING A SHIP FROM PORT TO EUROPE

A shipmust depart for Europefromitshome port.

To moveashipto Europe, movethe pawn (and any crewsand/or silver stacked beneath it) from the port
toan areaof thetableinfront of you. Arrivingin EuropedoesNOT automatically unload the contents of the
ship. Eachitem must be moved onto or off of the ship by spending actions (see LOAD SILVER/COLO-
NISTSONTOA SHIPand UNLOAD SILVER/COLONISTSFROM A SHIP).

LOAD SILVER/COLONISTS ONTO A SHIP
Toload oneof your colonist crewsor asilver token onto aship, the crew or token must occupy the space
closest tothe ship. Removethecrew or silver from the space and placeit beneath the pawn, stacking it with
any other crew and silver there. A crew carrying asilver token must beloaded separately fromtheslver.
Shipsmay carry any number of crew and silver tokens. (continued)



UNLOAD SILVER/COLONISTS FROM A SHIP
Tounload acrew or silver token from your ship, removethecrew or silver token from the stack beneath
the ship and placeit on the closest space.

MINING SILVER
Toextract slver fromamine, you must control thetilethemineison, and you must haveacolonist crew in
aspace next to themine (adjacent or diagonal). The mine need not beyour own color. Decreasethevalue
shown onthedieby one and placeasiiver token onto the crew. Each crew can carry only onesilver token.
Whenthelast silver tokenisextracted from amine, leavethedienull-sideupinitsspace.

CLAIMING UNPROTECTED SILVER
If agilver tokenisnot being carried by acrew and isnot onaship, itisconsidered unprotected (even if it
isat aport). Any crew or ship that isnext to the silver (adjacent or diagonal) may pick up thesiIver token as
anaction. A crew can carry only onesilver token.

ATTACKING AN ENEMY CREW

To attack an enemy crew that isnext to one of your crews, declarewhich of your crewsisattacking which
enemy crew. Turnover the crewsand comparethevalues.

If thevaueof your crew ishigher, theattack issuccessful. Removetheenemy crew. Your crew, however,
will suffer damageequd totheenemy crew'svaue. If youhaveany crewsleftin Europe, youmust immediady
replaceyour damaged crew with another crew from Europewith avaueno greater than your attacking crew's
origind valueminustheenemy crew'svalue. If theenemy crew wascarrying asilver token, andif your crew
was not, placethe silver token onto your crew.

If thevaueof your crew islower, your attack isnot successful. Removeyour crew. Theenemy crew must
suffer damage equd toyour crew'svalue, asdescribed above. If your crew wascarrying asilver tokenandthe
enemy crew washot, placethe silver token onthe enemy crew.

If thevalue of your crew matchesthe enemy crew'svaue, remove both crewsand leave any silver they
werecarrying intheir respective spaces.

If anull-vduecrew isever involvedinafight, it will bediminated whether itisonthewinning or losngside.

ATTACKING AN ENEMY SHIP OR PORT

A ship may only makean attack if it hasone or more colonist crews stacked beneath it. A ship may attack
any other ship sharing itslocation. A ship may also attack aport at whichitisdocked. A ship may also attack
acolonist crew that isin the space closest to the ship'slocation.

A port may only make an attack if it has one or more colonist crewsonit. A port may attack any ship
docked at the port. A port may also attack any crew that isnext toit (adjacent or diagonal).

When aship or portisinvolvedinafight, theresult isdetermined asdescribed above (see ATTACKING
AN ENEMY CREW) withtheexception that thevauesof al thecrewsinthe ship or port are added together
before comparison with the opponent'screw value(s). When applying damageto astack of crews, you may
choosewhich unitsto eliminate, but only one may be deva ued by replacement from acrew from Europe.

When ashiplosesafight, itisdestroyed (sent back to Europe). The pawnisimmediately madeavailabe
asanew shipin Europe (it doesnot cost an action to rebuild the ship).

DISCOVERING A MINE
Discoveringamineisnot arandom process. Thefollowing conditionsmust bemet to placeamine:
1) Youmust begaining control of atile. If thetileisuncontrolled, you may discover your ownmine.
If thetileiscontrolled by another player, you may discover that player'smine.
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2) Thetilemust not aready contain amine (whether or not themineisstill producing silver).

3) Theminemust not already have been placed.

Placetheminein any unoccupied space of thetile. Thevaueshown onthediewill bethe number of slver
tokenstheminewill producethroughout thegame. Determinethe ming'sva ue by counting thesmallest number
of movesacrew would need to move on foot from the mine's space to the port of matching color.



