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Ship Tokens Color Key
White (Ship group A)
Non-Warships

Gray (Ship group ])
Early Warships (these are located on the
reverse side of the White Ship tokens)

Light Yellow (Ship group B)

Early Warships

Blue and Green (Ship groups D & E)
Warships brought into play via
Notoriety

Dark Yellow, Orange, and Red

(Ship groups C, F & G)

Increasingly more modern Warships
brought into play over time

Black (Ship group H)
ial Event Warships

Purple (Ship group I)

These are the up-gunned (i.e., greater
Attack Strength) sides of the above
Warships (excluding Gray)




Navies in the
Age of Steam

The era covered in Nemo’s War (circa
1870) was known as the “Dark Ages”
for naval development. Many of the new
Age of Steam industrial technologies
simply did not work. A perfect example
was the loss in September of 1870 of
the fully-rigged, turret battleship HMS
Captain, privately built for the British
Royal Navy, which suffered from several
design and construction flaws; it sank
with the loss of nearly 500 lives.

Problems such as these made
governments increasingly reticent to
make the huge investments in cutting-
edge warship technology that was at
best uncertain and at worst dangerous.
Consequently, there was a wide variety
of ships, both old (Rams and Whalers)
and new (Clippers and Battleships),
sailing during this period. This worked
very much to Captain Nemo’s advantage
as the Nautilus repeatedly proved itself a
marvel of nautical engineering.

Other navies did not openly challenge
Britain’s superiority on the high seas
between 1805 (Lord Nelson’s victory
over the French and Spanish at
Trafalgar) and the WWI Battle of Jutland
(versus the German navy) in 1916.
Britannia ruled the waves during this
naval Dark Age, and thus most Ship
tokens in the game fly the British flag.
You will notice that there are also many
American ships since the game takes
place soon after the Union’s build-up
during the American Civil War (1861
to 186

For variety, we have included some
wonders and worries of the seas in

this age, including a French Airship,
Pirates, Slavers, a Sea Monster, a famed
Confederate Raider, and a cursed Ghost
Ship of renown.

Where possible, visual reference of
each vessel’s real life counterpart was
used as reference for the Ship tokens’
illustrations.
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Take a Look

During play, you are allowed to inspect
a good many things that can help you
make a decision about what to do or
what your chances are. You can freely
inspect at any time:

The Ship and Treasure Draw Pools,
each of the Pass, Fail, and Discard
Piles, and the reverse-sides of the Ship
tokens.

No Peeking

What you cannot inspect during play
are:

The Draw Pile and Adventure Deck,

nor the set aside Finalé and Nautilus
Upgrade cards.

To generate the number of Actions you
receive each turn, you make a Differential
Roll using the two white dice you roll during
Act One for Ship Placement. This turn,
you rolled a (Jandalld, giving you a

Differential Roll of 4 minus 1, which is 3
Actions. Note that if you rolled doubles, the
difference would be 0.

A Warship in your Ocean causes a

-1 DRM; however, you Exert a Ship
Resource to gain a +2 DRM; therefore,
you would apply the net result of a +1
DRM to that dice roll.

Characters can be Sacrificed throughout the game to aid players in their time of need.

The Ship Resource markers track the condition of each of the three Ship Resources throughout the game.




The Notoriety track shows the level of Nemo's infamy amongst the world powers.

< M Transitional Ocean

Major Ocean

The six Major Oceans can be identified by their die symbol and their heavier black outline.

This is a Major Ocean, indicated by the die
symbol at the top and the thickened border.

This is a Transitional Ocean, as it has no die
symbol at the top and no thickened border.




EXAMPLE

A Treasure token that reads “Retain:
X for 1 Action OR keep for 2 Treasure
VPs” means that you may remove
that Treasure token from play for its
extra Action effect, or retain it for its 2
Treasure Victory Points.

Some Treasure tokens can be Retained
until the game’s end for their VP value or
discarded during the game for their listed
benefit.

TURN SEQUENCE

- Event Phase
- Placement Phase

- Action Phase




The current Act card
shows the dice you
should roll to begin the
Placement Phase.

A PLAY Event card has
an immediate effect
when revealed.

The (E) tells you to
place this card in the
FAIL Pile after resolving.

Important: During A Hollow
Explosion, the first three Notoriety
levels referred to are located at 26,
36, and 44 on the Notoriety track
(shown below).




Victory Points for
Adventures Passed are
indicated here. These
are only scored

if the card is in your
PASS Pile at the end
of the game.

The card’s text
indicates under what
circumstances it is
placed in the PASS or
FAIL Pile.

The large number is
the TEST Value. It is
the total of two dice

Yyou need to equal or
exceed to PASS.

Ship Resources that
can be Exerted for their
DRMs to your TEST dice
roll are listed here. Note
that none, any, or all of
them can be Exerted as
you desire.




In this instance, the Hull Ship Resource is
being Exerted for a +1 DRM.




EXAMPLE

In this example, the Crew Ship Resource is
Exerted (for a +2 DRM), as well as the Hull
Ship Resource (for a +1 DRM), giving a +3
DRM in total. This is indicated by moving
both Ship Resource markers as shown.

You FAIL the TEST, having Exerted both
the Crew and Hull of the Nautilus. The
TEST number is a 10, and you roll a

B and a B, which is a total of 6, +3

for your Exerted Ship Resources = 9.
Not enough to PASS!

Consequently, your FAIL result costs you
two each of your Exerted Crew and

Hull Resources since the lowest die
result in your failed dice roll was not
a1 (it was a B8). Then, after losing those
combined four Resources, you also lose any
additional Ship Resources indicated on
that card for failing this TEST. A calamity!

Note that if your loss roll had been a total of
6, but from a dice roll of Bl and B8 , you

would only lose one each of the Exerted
Crew and Hull Resources, which would
have been much less painful.

To help you avoid such calamities,
Emergency Help is available (see Rule 13).
These are things you can do to alter matters
after determining the result.

A FAIL result costs two of each Ship
Resource Exerted, as the lowest die of the
failed roll was not a B . If it had been a
B, only one of each Ship Resource would
have been lost.

Reaching the rightmost space on any of the Ship Resource tracks will end the game in a Defeat.

When the Notoriety marker reaches the spaces indicated here, the corresponding Ship group is added to the
Ship Draw Pool.




Reaching a red space on the Notoriety track may end the game in Defeat, depending on Nemo’s current
Motive.

The current Act card shows which
dice you roll. An additional black die
is rolled if the Notoriety marker has
reached space 44 on the Notoriety
track (shown below).

Based on a roll of BB, and the
corresponding Ocean having a free space, a
Hidden Ship marker is placed there.




SuMmMmARry List WHEN
A FuLL Ocean GAINS
ANOTHER SHIP:

A. Place a Hidden Ship
marker in an adjacent
Ocean.

B. Replace a Hidden Ship
marker with a Ship
Token from the Ship
Draw Pool.

C. Flip a revealed non-
Warship to its Warship
side (i.e., flip a White
Ship token to its Gray

. Based on a roll of B8, and the corresponding Ocean already being full, the options for placing a Hidden Ship
Sld@) . marker are those highlighted in the adjacent Oceans. Note the black dotted line allows placement.

D. Draw a Warship from
the Ship Draw Pool and
place it in any empty
rectangle anywhere in
the world; if there are
no empty rectangles
remaining, you lose
(see Rule 14)! If you
place it in the same
Ocean as the Nautilus,
you must fight it
immediately.




The two Oceans highlighted here both
have a Treasure Available gemstone. This
denotes that a Search Action is possible in
these locations.

This roll of BR is enough to allow the
Uprising cube to remain, as it exceeds the
sum of Uprising cubes and revealed Ship
tokens (in this case four).




ACTIONS PROBABILITY
The percentages shown on the Action
Point track are the approximate chance
of receiving that many Action Points on
a given turn when the Differential Roll
uses two white dice. In Act Three, when
a third white die is added, the math is
approximately:

0 AP: 3% (44% if you
want a Lull)

1 AP: 14%

2 AP: 22%

3 AP: 25%

4 AP: 22%
5 AP: 14%

Acrtions List

Perform the following Actions at the
indicated Action Point (AP) costs:

AP Cost  Action

2 Adventure
(draw an Adventure card
from the Adventure Deck)

Attack
(Bold or Stalk)

Incite
(Uprising cube placement)

Move
(one Ocean)

Rest
(to regain Crew)

Repair
(to regain Hull)

Refit
(to upgrade the Nautilus)

Search
(for Treasure)

*Costs only 1 AP during a Lull Turn.

This Differential Roll of BB and B (six minus three) results in three Action Points for this Action Phase,
which is recorded on the Action Point track.
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Attack TyPES
Bold Attack!

With a Bold Attack, you can combat

every Ship token in that Ocean for only
1 Action Point (if your luck holds out),
but you will become notorious doing so!

Stalk Attack

A Stalk Attack gives you the option to
Attack (in case you reveal something
too hard to handle). And, although you
only conduct one battle, it is with a +1
DRM which can be very helpful.

Torpedo Attack!

Firing torpedoes requires the Nautilus to
surface, prepare, aim, and launch them
in a somewhat involved process.

For a more redlistic game, you cannot
attack the Sea Serpent or Airship with
Torpedoes!

The Action Success Table on the board
provides the modifiers and results for the
Search, Rest, Repair, Refit, and Incite
Actions.




Gameplay effect Cost in Salvage
Ship tokens

Reminder: When there is a conflict, the
Rules on cards and tokens supersede
other Rules. That is, they allow the Rules
“to be broken” by their instructions.

EXAMPLE

Upgrading the Nautilus: After spending

2 Action Points to Refit the Nautilus, you
consult the Actions Success Table and
check the die roll modifiers. There are no
Warships in your Ocean, and you risk the
Nemo Ship Resource for a +2 DRM and
discard a 1 value Treasure token for a total
DRM of +3. Your dice roll of 5 is modified
to an 8, which is an Expensive Success,
forcing you to immediately discard another
Treasure token (you give up a Wonder as
it isn’t worth much with your current motive
of War?).

Discarding 2 Salvaged Ship tokens

from along the right side of the board, you
purchase the above Fog Machine upgrade
and use it up quickly to combat your
growing Notoriety problem.




Warships are denoted by a red Attack Strength in the top left corner. In this example, the Light Yellow Ship is
a Warship, while the White Ship is a non-Warship.

Steam Torpedoes are not of the WWII
variety! Having no torpedo tubes, to
fire a torpedo the Nautilus must surface,
prepare, place it in the water, aim, and
then launch it. They are effective, but
not quick-firing.

How She Fights

Understand that there are no guns

on the Nautilus! She sinks ships by
ramming them below the waterline via
the Nautilus’ prow or by crossing under
a ship so that the top of the Nautilus
scrapes along the bottom of the targeted
ship.

This is why Warships, with their
guns, get to fire first as the Nautilus
approaches.

Roll High!

You generally benefit from rolling high
during Actions and Combat (and
“win” ties vs. target numbers).

Thus, when a Warship fires at the
Nautilus, you want to roll equal to or
greater than its Attack Strength so
that it misses.

Again, you want to roll high versus its
Defense Strength because if your roll is
equal to or greater than that number,
you sink the Ship.




Warships

Attack Strength Defense Strength

(Warships only) \ ‘

Notoriety
gained for
sinking

(if any)

Group ID ?

Nationality Ship class Warship VPs

Non-Warships

Defense Strength

Notoriety ‘
gained for

sinking

(if any)

Group ID ?

Nationality Ship class  non-Warship VPs

T

This Ship grants Wonder VPs as
well as its non-Warship VPs

?

Special instructions to be carried
out upon sinking this Ship, in this
case, drawing a Treasure token

Which Ship Resource takes a Hit is indicated by the die symbols shown here.




Failing your Attack! Roll
If you FAIL your Attack TEST, you

= lose an amount of the Ship Resource
type Exerted (see Rules 7 and 8; if you
exerted no Resources, this does not apply)
equal to 1 if the lowest die’s roll result
of the failed dice roll was a [, or 2 if

= the lowest die’s roll result was any other

value.

Ship tokens used as Tonnage are placed on the leftmost space available in the row of the Nautilus’ current
Major Ocean. Above, a Ship sunk in the Eastern Pacific (second row) would be placed in the third column.

Ship tokens kept as Salvage are placed

on a Salvage Point box and can be spent
during a Refit Action to purchase a Nautilus
Upgrade card.




COMBAT EXAMPLE

The Nautilus is located in the Western Pacific,
along with a revealed Capital Ship token

(the Victoria, Attack Strength: 8, Defense
Strength: 11) and two unrevealed Ship tokens.

You (role-playing Captain Nemo) choose a Bold
Attack Action and target one of the hidden

Ships, which you now reveal to be a Passenger
Ship token (the Donau, Defense Strength: 8).

You must Attack the Donau (you have no choice when revealing a Ship token via Bold Attack),

but since it is a non-Warship, at least it does not Attack you first. The Nautilus does not have a
Strengthened Prow and, feeling irrationally confident (now you're really channeling Captain Nemo!),
you decide not to risk any Ship Resources for their DRM. The -1 DRM for there being any revealed
Warships in that Ocean (the Victoria in this case) applies, so now you must roll a 9 or higher on 2d6
(weighted down by the -1 DRM) to equal or exceed the Donau’s Defense Value. The dice roll is BH and
B . so the Attack FAILS by 1; this would normally end matters in your defeat, but you decide instead
to Sacrifice Ned Land for a +1 DRM after the dice roll result is known (see Rule 13). The Ned Land
Character Resource tile is flipped to show its Spent side and you gain 1 Notoriety (€)) due to Ned
Land’s sacrifice.

This means the Kotetsu scored one Hit (but no more, for although the modified result is 2 , the Kotetsu It is now your turn to fire back at the Kétetsu
must roll a natural [, B to inflict the disastrous 1d6 Hits this result garners). To apply the damage, so you check your DRMs. You Exert the Crew
you roll 1d6 and compare it to the table to the left of the Ship Resources track to determine which Ship for a +2 DRM bonus which, combined with that
Resource was lost; the result is a BB and costs the Nautilus one Hull Resource. (If the Nautilus was damnable -1 DRM for the still-skulking Victoria,
upgraded with a Double Hull, that B8 would have had no effect)). nets out to a favorable +1 DRM.



Although the Donau is worth only 1 Victory
Point (VP), you sink it as Tonnage so that
you can continue Attacking. (Had you taken
it as Salvage your Bold Attack Action would
be over and you would need to spend another
Action to keep Attacking.) You place the
Donau, face up, as a Tonnage Ship token on
the left-most open space along the Western
Pacific row of the Tonnage track.

Fortunately for you, the world does not

suspect anything untoward with the loss of this
Passenger Ship token, and you suffer 0 gains in
Notoriety (€)) for its sinking.

The dice bow to your will and roll a BB and

B | sinking the Kotetsu and, as a result of that
calamity for the Imperialist Powers, you must
gain 1 Notoriety (@) as shown on its

Ship token.

But you then advance the Notoriety marker (€)) by one to continue Attacking Boldly and decide
to target the remaining Hidden Ship marker, which is revealed to be an Ironclad Ship token (the
Kotetsu, Attack Strength: 7, Defense Strength: 10).

Because it is a Warship (i.e., it has guns), the Kotetsu Attacks the Nautilus first! Checking the Dice
Roll Modifiers, the Nautilus is not outfitted with Reinforced Avmor and your Notoriety is still below
36 (but barely), so this ship is not yet showing its purple (enhanced) side. There is, again, a -1 DRM for
there being any revealed Warships in that Ocean (the Victoria), and so you roll 2d6 with a -1 DRM
and the result is a Bl and IR .

Your Exerted Crew Resource is then safely You opt to Salvage this sunken Ship and place
returned to the Fit space that it was Exerted it in an empty Salvage Point box. Taking a
from. Good work! sunken Ship token as Salvage automatically

ends your Bold Attack Action, and leaves
the Victoria defiantly patrolling the Western
Pacific Ocean.



You reveal The Whales (Event 29). It is a
TEST card with a TEST Value of 9, and
indicates that you can Exert the Crew and/
or Hull into contributing their DRMs.

Before you roll the dice, you decide to
Exert only the Hull, and doing so currer
provides a measly (but much needed)

+1 DRM. You move the Hull Resource
marker over to the right, indicating that you
are wagering your already-battered Hull on
this TEST’s outcome.

With no r >d Warship tokens in that
Ocean, nor applicable Nautilus upgrades,
the net DRM is +1. You throw the dice,
rolling a W and BB (with a +1 DRM from
risking the Exerted Hull) for a modified
total of 8, which is not enough — you FAIL!

To FAIL costs you four Hull Resources
(the two from Hull that you just Exerted
and now lose because the lowest die you
rolled for your failure was not a B , and

then two more Hull damage indicated on
the card as the penalty for FAILING this
TEST). Hmm. .. that is looking pretty ugly
for the Nautilus and would cause your
defeat!

You are left with no choice but to Sacrifice
a Character to save your situation. Ned
Land with his +1 DRM would do the job,
but you have previously Sacrificed him, so
he is not available! Conseil is available and
would get you a re-roll, but you could end
up no better off after Sacrificing him, so
you decide that Professor Aronnax must
make the Sacrifice and lend his +2 DRM
to increase your TEST result to a 10 and
save the day. You flip his Character tile and
gain one Notoriety (€)).
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Now, having successfully resolved the TEST
of The Whales, you receive its PASS
reward, opting to gain 1 Crew (instead of
2 Treasures) and then placing this card in
the PASS Pile.




You have kept the Adventure card A
Pearl Worth Ten Million (Event 19)
and placed it on the Tableau in front of
you. If you never play it by the game’s end,
it will score its 1 VP and 1 Science symbol
(% ) for you, with each of these scot
adjusted by Nemo’s Motive. In this case,
Nemo’s Motive is Explore, which gives +1
VP for the card’s VP value (for a total of
2 Adventure card VPs) and 4 VPs per
Science symbol. That's a total of 6 VPs!

If you opted to take its TEST while in the
Indian Ocean, then you will either have
three Treasure tokens (<§? ) to show for
it (if you PASS) or nothing (if you FAIL).
Either way, after that TEST this card goes
into the FAIL Pile, so you would forfeit
those (adjusted to) 6 VPs in exchange for
your chance to gain three Treasure tokens.
Of course, with Nemo having an Explore
Motive, discovering even a single Wonder
would be a big score (as they are worth 7
VPs cach in this case).




Here the player’s Scouring the Seas score is
23 VPs, indicated at the top of the rightmost
column that has been filled with Sunken
Ship tokens.

Level of Victory

Score Victory Level
<185 Defeat
185-219 Failure
220-249  Inconsequential

250-274 Success
275+ Triumph

DIFFICULTY LEVEL SETTING

SAILOR: Failed TEST losses are always
1 of each Ship Resource Exerted.
OFFICER: No change from the 1 or 2
losses per Rule 7.

CAPTAIN: Failed TEST losse

to the full amount of the lowe

result of the failed dice roll for each Ship
Resource Exerted.
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DIFFICULTY LEVEL SETTING
SAILOR: Start with two of the
remaining five Deadly Seas tokens in
the Ship Draw Pool.

OFFICER: No change.

CAPTAIN: Start with four of the
remaining five Deadly Seas tokens in
the Ship Draw Pool.




The Kotetsu and the Nautilus begin the
Action Phase in the same Ocean, so

you make a Relentless Pursuit check to
see if the Kotetsu aggressively pursues the
Nautilus. Since the Kotetsu is worth 2 VPs,
on a die roll of. , it will immediately
Attack the Nautilus!




CHANGING THE
CAPTAINCY S

There is a salve (1 Action bonus) when
the Captaincy is bly relinquished
due to unfavorable circumstances.

There is a penalty (of 1 gemstone) to the
player seizing the Captaincy.

The canny player who abandons the
Captaincy before their luck runs out

is rewarded by taking 1 gemstone for
themselves from any other player.

EXAMPLE

Alan is the Captain and wants to the
last Nemo Resource on a TEST for its
+3 die roll modifier; even though FAILING
the TEST means losing the game. Chris,
seeing that the Finalé card is due any
turn now, would prefer to take a smaller
+1 DRM, risking the battered Hull
instead. Alan argues, “With a +3 DRM,

it’s nigh impossible to faill,” but Chris has
a bad feeling about this and places one

of his gemstones in the stock, seizes the
Captaincy, and now must take this TEST,
risking the Hull for a +1 DRM, as he
indicated. No matter how wrong Chris
might turn out to be (or how many “I told
you so!”s are hurled by Alan if that is the
case), no one can seize the Captaincy from
Chris for the rest of that turn.
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