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Set sail to greatness



Rhodes, a light strategic board game for 2-5 players of 10 years and up

292 BC. The Colossus, one of seven world wonders towers high above the harbor to

welcome ships and to protect the inhabitants of the island. Modest farmers transport ohves,
grapes, grain and goat milk in their small ships to the city, to make their fortune.

Who conducts the most lucrative trade and develops their simple farm into a beautiful estate?

Goal of the game

The player who has gathered the most victory points at the end of the game is the winner.
The player earns points by bringing fresh products from the land to the harbor, fulfilling
assignment tiles and expanding and developing their farm into an estate with special
buildings. At the end of the game, gold and money can result in additional victory points.

Game preparation

1. Place the game board at the center of
the table.
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2. Take the 15 diamond-
_ shaped assignment

tiles and sort them by
category: I, Il and III.
Shuffle the tiles per
category and take one tile of each category

» and put them back in

% the box, without read-

' ing its contents. Make

. a drawing stack with

" III-assignment tiles at

the bottom, II tiles on

top of that and the tiles

from category I on top. Place this stack on
the designated space on the game board: the
marble space with the hands. Draw the first
three tiles from the stack and place them face
up on the three marble spaces on the left.

3. Place the 5 produétion chips with the
values 1, 2, 3 and 3 and 4 on the game
board, face up, on the designated spaces.

4. Sort the 16 square farm-
land tiles - recognizable
by the clump of grass on
the back - and place them

to the right of the board,
face up.

5. Sort the 19 square
o> development tiles

\' — recognizable by the arrows
on the back — and place

them to the right of the
board as well, face up.



6. For 4 or 5 players: place the large ships of
the players to the right of the board. These
ships are for sale for 10 drachmas a piece.
Place the ships on the table, face up. Each
player can purchase a maximum of one
ship with a capacity of 3 units. If the game
is played with 2 or 3 players, the players
already have a large ship at the start.

7. Form a general supply of goods,
consisting of the (fresh) products wine,
(red cubes), goat milk (white), olives
(green), grain (yellow) and gold bars.
Place these at the side of the board.
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Note: the general supply of goods is unlimited.
Should there be any shortage during the game,
please supplement these materials.
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8. Shuftle the
10 Egyptian ships
and make a stack,
face down. Place it
_ on the right sea square.
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If the game is played with 2 to 4 players, take

the top ship and place it — face up - in the

second harbor square with value “7”. Only
~with 5 players, all squares in the harbor are

used and the first ship is placed in the first

harbor square with value “7”.

Place the specified units on the ships.

When there is one gold unit on the ship in

the harbor, draw another ship and slide the

first ship further into the harbor. Place the

« 1 point marker

% goods on the second ship.
Draw another ship and
place it on the left sea
square. This allows-the

% players to see what ship is
about to visit the harbor,
and anticipate this. If the
45 ship contains two gold,
only one ship is placed.

9. Take the money and make four stacks
with denominations of 1 drachma, 2
drachmas, 5 drachmas and 10 drachmas.
Appoint one of the players as the treasurer.

Note: money is unlimited in this game.

10. Distribution of the materials per player
Each player picks a
player color and is
given the following
in their color:

(a thin wooden disc,
they place on position
“0” of the score)

o 1 farm tile

(see right image )

o 2 action markers

(high round discs)

o 1 turn marker

(low round disc)




The table on the game board indicates with
how much money and with what ships the
players begin. This depends on the number
of players:

o Column 1: number of players

o Column 2: starting capital in drachmas

o Column 3: the owned ships with which
the game starts

o Column 4: the number of farmland tiles
with which the game starts
(see preparation item 12).

Example: when played with 3 players, each player is
given 30 drachmas, a small ship with a 1 unit
capacity, a ship for 2 units and a ship for 3 units.
Each player buys two farmland tiles prior to the
start of the game (see item 12).

Tip: the next time you play Rhodes; you can
check the table on the board for a quick start.

11. Determine player sequence

Draw lots to determine which player begins.
Place the turn marker of this player on posi-
tion 1 of the first column of the player sequence
diagram. Then place the markers of the other
places — clockwise — on the places below that.
Players are given nothing and don't have to pay
anything during this game preparation phase.

In the example, the blue
player does not have to
pay 3 drachmas and the
yellow player does not

_ receive I drachma.

12. Purchasing start tiles

The players use their starting capital to
purchase one farmland tile when played with
4 to 5 players, and two tiles when played with
2 to 3 players. The player with a turn marker
on number 1 begins, then the player on 2,
and so on. The purchase of two farmland tiles
is done in two turns (one tile per turn) until
each player has 2 farmland tiles.

Important! A player is NOT permitted to

buy two farmland tiles allowing him to
produce the same product!

o " Pay the purchase price of the tile

S0 2 (specified at the top left of the
tile) to the bank and place one

N @ 7 product with the corresponding

=4 l= color on the tile.

Please note! Only during the game
preparation, a product is placed on the first
purchased tile. During the game, a newly
purchased farmland tile doesn’t automatically
get a product placed on it.

Example 1

Below an example of a start setup of the blue
player in a 4-player game. This player has
purchased a farmland tile for olives and there
is one olive unit on top of it. In addition,
there are one ship with a capacity for 1 unit,
two ships for 2 units and two action markers
in front of him.




Example 2
a farmland tile with financial return

The red player purchased a farmland tile
enabling him to grow grain.

He pays 14 drachmas to the bank and places
the tile in his estate. He receives one grain
unit (yellow block) which he places on the
farmland tile. A tile can hold a maximum of
three units. Each time he activates this tile
using the farm action (for detailed expla-
nation see player actions) he receives one
drachma from the bank for this tile.

Example 3
a farmland tile with victory points

Green purchased a farmland tile enabling
him to make wine. He pays 17 drachmas to
the bank and places the tile in his estate.

He receives one wine unit (red block) which
he places on his tile. Each time he performs
the farm action he receives 1 victory point,
allowing him to place his VP marker one
position ahead on the score track.

Symbol overview
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) ilg Victory points

Income in drachmas

Costs in drachmas

Gameplay

Each round consists of 4 phases that are
played in a fixed sequence: -

1. Performing two actions

The player with a turn marker on the highest
position in the player sequence table, pushes
his marker to the next column (in the same
row). He then places one of his (two) action
markers on an action space of his choice.
Subsequently, he instantly performs the asso-
ciated action. The various player actions are
explained on page 7. Then, the next player
(top to bottom) is up for his first action.
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After all players have performed their first
action - and their turn markers are in the
second column - all players will get a second
turn (in the same order) in which they can
place their second action marker on an
action field.

b
Special situation: if a player is unable to perform
an action, his action expires and he
receives 1 drachma.



2. Supplementing gold

If there is less than two gold on the ships in
the harbor, new ships will enter the harbor.
Take the Egyptian ship from the left sea
square and slide it into the harbor, causing
the present ships to sail further into the
harbor. Draw a new tile from the stack and
place it in the vacant square. Repeat this sup-
plementing process until there is at least two
gold available on the ships in the harbor.

If a player ship reaches the end of the harbor
- in the sea square with the image of the
warehouse next to it — the owner of this

ship may place the products in his ware-
house. If the warehouse already holds 10
goods (products or gold bars) it is full. The
player can choose whether to move the new
products from his ship to the general supply
or to make room by moving goods from the
warehouse to the general supply.

Egyptian ships that reach the end of the har-
bor are placed on a discard pile. Any goods
on the ship, are reverted to the general sup-
ply. If the stack of Egyptian ships is depleted,
take the discard pile, shuffle them and make
a new drawing stack.

3. Taking back action markers and
production chips

Each player takes back his two action mar-
kers, used production chips are taken from
the production field and placed back in the
squares.

4. Placing turn marker
The players - in the proper sequence - place
their turn marker on one of the positions in
the first column of the player sequence table.
The player that has his turn marker on the
bottom position in the last column gets to
choose first, then the other players follow,
from bottom to top! It is not permitted to
keep your marker on the same level! It must
be placed at least one row up or down.

When placing the marker, the player must
pay 1 or 3 drachmas (the top two positions),
is given nothing or receives 1 or 2 drachmas
and / or a product from the general supply.
This must be a type of product of which the
player has a farmland tile and there must be
enough space in the estate.

Exception: in the exceptional situation that a
player has to take a position for which he has to
pay, but he has no money, he can still place his
turn marker in the same row, without paying.

End of the game

As soon as it is no longer possible to place a
new assignment tile on a vacant plaza (the 3
marble squares on the board without hands),
the game ends at the end of that round,
which is played until every player has placed
both action markers.

Exception: only in the last round, each player can
perform the harbor action, at least once, even if
there is no space available anymore

Final scoring and winner

In addition to the victory points awarded to
the players during the game, the players can
receive points for the value in money and
gold they have at the end of the game.

Each player may convert money into victory
points. Every 10 drachmas has a value

of 1 victory point. Move the point marker the
corresponding number of squares and give
the money to the bank. If players have gold
bars, they can hand them over for 2 VP

per piece.

The player with the most points wins the
game. In case of a draw in points, the player
with the most money at the end wins.

The end value of the money and gold is also
specified at the bottom right of the board.



Player actions

Per round, each player has two action
markers. Each marker allows him to perform
one action. The action fields on which the
markers can be placed, are on the board and
on your own farm.

The indicators 4PL and 5PL on certain
action fields on the game board indicate that
these fields are only available if you

play with respectively

4 and 5 players.

The players can per- 4
form the following :
actions: '
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o Production

o Farm W
« Harbor HIATRIBIOIR

« Market \ﬂ ; }
« Temple o G

« Town Hall

Production

By appealing to Demeter, goddess of fertility,
players can affect the yield of the lands. Place
your action marker on one of two action
fields in the Production Field and perform
the following action:

« Place two production chips on two
different production fields;

o Take as much units from the general
supply as specified by the number on the
chip and place them with the production
field;

o Distribute this yield - clockwise — among
the corresponding farmland tiles of the
players. The player begins with himself and
places one unit on each farmland of this
type, provided that there is room.

Example in image: the green player chooses to
produce 1 wine and 3 olives. When the green
player has 1 olive farmland and there is one
more player growing olives, green will receive
the first unit, the other player the second, and
green receives the third unit. His revenue is 2
olives.

Important: a tile can contain a maximum

of three units. This is specified on the tile.
When a tile is full, it is skipped.

It is NOT permitted to place just one pro-
duction chip when you produce. You must
always choose two chips and place them on
two different production fields!




If all farmland tiles are full and there are
products left to be distributed, the excess
production is placed back in the general

supply.

Farm

The farm action is a personal action: only the
owner of the farm can place an action marker
here. See the image for an example for the
yellow player.

Place your marker on the action field on your
farm and perform the following steps in the
(fixed) order below:
PR 1. Move the point marker on the
il} score track by as much squares
; as the number of victory points
you have on tiles on your estate.

2. The player receives the amount
of money in drachmas specified
on the tiles on his estate.

3. Use the function(s) of the development
tiles in a sequence of your liking.
For a description, see page 11.

4. The player must sail one fully loaded ship

~ into the harbor. It is not permitted to sail
no ship or a ship with an incomplete
cargo into the harbor! The player receives
1 Victory Point or 2 drachmas per
delivered unit. The player may choose
whether to receive VP’s, money or a
combination of both. The products remain

on the ship. You can’t sail more than 1 ship
into the harbor, but you can determine the
size of your ship!

Example: the yellow player sails one ship with
two units of olives into the harbor. He may
choose to receive 4 drachmas, 2 drachmas and
1 VP or2 VP5.

5. The ship.enters the harbor at the entrance,
pushing the other ships further into the
harbor by as much harbor squares as the
new ship measures in size (1, 2 or 3).
Please note! When played with 2 to 4
players, you don't use the first harbor
square (5 PL).

6. Goods on a ship that ends up in the last
harbor section - next to the image of a
warehouse with an arrow - are placed in
the warehouse of the owner. Only if the
ship as a whole is in the last section, it is
returned to the player. Goods of Egyptian
ships are sent to the general supply and the
ship goes to the discard pile.

If the warehouse of a player is full, the
player may discard the products or move
goods from his warehouse to the general
supply, to make room.



Harbor

This action consists of two elements, in
which the player may choose not to perform
one of the two sub actions. It is not

possible to place an action marker in the
harbor without performing any of the two
actions below.

The actions are carried out in a fixed order:

1. Purchasing goods
The player purchases one or more products

or gold bars from the ships in the harbor.
The section in which the goods are located,
determines their price. The player pays the
costs in drachmas to a fellow player, if he is
the owner of the ship. If he purchases goods
from an Egyptian ship, he pays the bank. If
he purchases goods from his own ship, he
pays the bank as well.

When the player purchases a brown (wild-
card) cube, he must decide during the
purchase what product he wants to exchange
this for. Important! It is not possible to ex-
change for a gold bar.

The player places the goods in his warehouse.

He may purchase as much as he wants, but
his warehouse cannot hold more than 10
goods (products or gold). He can discard
goods to the general supply, to make room.

Player ships or Egyptian ships of which all
products are sold, remain in the harbor.
Owned ships that are entirely in the last
harbor section, or move past it, are returned
to their owner. Egyptian ships are placed on
the discard pile

2. Performing one assignment
After the player has been given the option

to purchase goods in the harbor, he can use
goods from his warehouse to perform one

assignment of his choosing. After handing
over the goods, he receives the money and
the VP of the assignment.

A player can fulfill no more than one
assignment per action marker. He uses the
goods from his warehouse, but (at an extra
charge) he may also use goods straight from
his estate for an assignment. The latter is only
permitted to fulfill an assignment. He can use
the first good at a charge of 3 drachmas from
his estate for the assignment. If he requires

a second good, he must pay 5 drachmas to
the bank (a total of 8 if he uses two goods).
He can get the goods from his farmlands or
barn.

Restriction: this is only permitted if the rele-
vant goods are not available in his warehouse
and when performing an assignment the
player must use at least one good from his
warehouse in the harbor.

The goods the player has used to fulfill the
assignment go to the general supply. Discard
the assignment tile and draw a new tile from
the drawing pile. Place it on the vacant plaza,
face up.

Please note! If the player didn’t purchase
anything in the harbor, he must carry out
one assignment.



Example:
The blue player has one unit of wine in his warehouse (image 1), he gets one unit of olives from his estate

and pays 3 drachmas (image 2). In doing so he fulfills an assignment that gives him 4 money and 3 victory
points (image 3).

Note: it is not permitted to perform more than one assignment per turn (action marker) but it is

permitted to place your action marker in the harbor twice in the same round and to perform two

assignments in one single round.

Market

g m | Areyouin immediate need
tdzen | of money? On the market,
» W ==y you can sell a maximum

’\'w-’ B ﬁ%&i of two units from your

- “0 g | estate. You will receive 5,

4 or 3 drachmas per sold
unit, depending on whether you are the first,
second or third player who chooses this
action. Discard the products to the general
supply. Example: red sells one unit of grain
and receives 5 drachmas.

[

Partly because of the

construction of the impres-
-, sive Colossus, the treasure
- chest of the rich island
4 oo f.ues has pretty much depleted.
If you are rich, you can
buy victory points by adding to the treasure
chest. If you are the first person in this round
to do so, you will receive 1 VP for every 5
drachmas. The second player gets no more
than 1 VP for every 7 drachmas. There is no
limit for the amount a player can spend here.
Pay the money to the bank. Example: the red
player can convert 25 drachmas into 5 VP.
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Town Hall
“21.318 32 = Ifyou wish to expand or
3 __m_ develop your estate, you

can purchase a maximum
of two tiles at the Town
\;' ; Hall. This can be both

development and farmland
tiles. Pay the cost of the tile to the bank. The
price of a tile is specified in the upper left
corner of the tile. Place the tile(s) in your
estate. It doesn’t matter where.
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Important restriction: a player can own no more
than one of each type of development tile.




Development tiles

The development tiles all have the same
structure. At the top left (in red) you'll see
how much the tile costs (in drachmas). In the
bar at the bottom, you'll see what the tile will
bring you in points, money, products or what
action you can perform with it.

Example: the Greek trader costs 10 drachmas,
enables the player to convert a product in the
warehouse into a product of his choosing and
results in 1 drachma.

The tile is placed near the farm tile and forms
part of the estate of a player. Developments
can be activated at various moments,
indicated in the overview below:

Please note! There can be only one
development tile of each type on the estate.

Demeter’s blessing
Receive 1 VP for each 2 units

of the associated

product on your estate.

The cubes are not

discarded.

Example: Hank has the Deme-
ter tile olives. On the farmlands
and the barn, he has 4 units of
olives. Hank is given 2 VP for this.
Would he have had 7 units, he
would have received 3 VP,

Can only be performed during the
action Farm.

1

Poseidon

Receive one VP. Move your
point marker one position
ahead. »

Can only be performed during
the action Farm.

Receive one extra unit if a
product of which you own a
farmland tile is being produ-
ced. This extra return comes
from the general supply. Only
1 unit per production chip.
Only has effect during the action
Production.

Storage barn
This tile allows you to store

one unit of every product
type. This is only possible
when a farmland tile of this
type is,available on the estate
of the player and it is full.
Has effect during the action
Production and combined
with the development Abun-
dance and when determining
the player sequence (when a
good is received).

Transport one product from
your own farmland tile to
your warehouse in het harbor
and receive 1 drachma from
the bank.

Can only be performed during
the action Farm.



Abundance

Greek trader

Receive one product on your
own farmland tile, provided
that there is enough storage
space. In addition you’ll
receive one drachma from
the bank.

Can only be performed during the
action Farm.

Exchange one product in your
warehouse for one random
product from the general sup-
ply. This does not enable you
to make gold! In addition,
you'll receive 1 drachma.

Can only be performed during the
action Farm.
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